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LEGIOMES ASTARTES

T
MENTOR
LEGION

IMPERIAL COMMANDER MISK RAM-
THAWLLBEING GUIDED THROUGH
THE EXPERIMENTAL ARMOLUR'S NON-
STANDARD ACTIVATION PROCESS BY
ABEHIORMEMBER OF THE ADEPTUE
MECHANICUS, ;
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; RAM-THAWLL ANEOF THE MOST FORMIDAELE COMMAMNDERE TO
MENT OR SERVE IN THE LEGIONES ASTARTES, HAS THE AUTHORITY TO
REFUSE FIELD TESTING OF ANY NEW EQUIPMENT THOUSHT TO BE
INE I E NIA DANGEROUSLY UNSTABLE. THERE IS NO RECORD OF THE
COMMAMNDER EVER CHOOSING TO EXERCISE HIB VETO ., HE 15
THOUGHT TO HAVE VISITED THE EMPERDR SEVERAL TIMES,

THOWGH THIS IS MERE SPECLLATION:

CHAPTER BANNER
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o Thm;ght fpr. the day

*

We can 't:l:uluild them

EXACTLY WHAT ARE SPACE MARINEST FLESH AND
BONE INSIDE POWERED ARMOLUR PERHAPS, BUT CAM
THEY BE HUMAN - OR ARE THEY E0OMETHING MEWT
WHILE INDEX ASTARTES DEGCRIBES FACTE ARWD
LEGENDS ABOUT THE MARIMES, INCLUDING UMIT
EADGES, SPECIAL ORGANMISATION, AKD DETAILS DF
CURRENT LEADERS AND CHARACTERS, IT DOESN'T
DEAL WITH THE QUESTIONS OF WHY AND HOW THESE
WARRIDRS EXIST. AS THAT SEERIES CONMTINUES
WE'LL LEARN WMORE ABOUT THE STRUCTURE,
RELATIOMEHIPS AND HISTORIES OF THE LEGIONES
ASTARTES. EUT THIS MONTH'S CHAFTER APFROVED
FILE EXAMINES THEIR ORIGING AS WE GO BACK. .. WAY
EBACK... TO & WAR FOUGHT LOMNG AGD, AND A
FORTRESE-LABORATORY FAR BEMEATH THE EARTH.

THE VWISITORS WalTED (N THE ELEVATOR CAFSULE
WHILST HIDDEN BPUMPS SILENTLY ADMISTED THE
TEMPERATURE, HUMIDITY AND PRESSURE. WHEN THE
DOORS OFENED THERE WOULD BE NO SUDDEN
DRAUGRYT, NO BREEZE TO ALTER THE CONSTANT
THIRTY-ONE FPOINT SEVEN DEGREES N THE
SUBTERRANEAN VALILT. /N LARORATORY NINE, THE
MOST STARLE ENVIRONMENT ON EARTH, CHANCE MHaL
LONG SINCE SEEN ERADICATED.

INSIDE THE LABORATORY, DR DEVAM OUTEK AND HIS
STAFF SHUFFLED NERVOUSLY 45 MACHINES MADE
FIRAL MINISCULE ADJUSTMENTS TO THE CAPSULE'S
OXYGEN CONTENT. IN A MOMENT THEY WOULD EE IN
THE PRESENCE OF THE MaAN WHO HAD PLANNED 4N
CQUIDED THEIR WORK THROUGH FIVE GENERATIONSG £F
HUMAN ENDEAVOUR.

THE VISITORS. EEALED TN THEIR FRISTINE SLITS,
BARELY HEARD THE CQORS MOVE ABIDE TO REVEAL
THE SHADOWY WORLD OF RED AND FELLOW LIGHT,
THE TECHMICIANS AND SCIENTISTS BOWED A5 THEIR
VISITORS STEFPED FROM THE LIFT.

‘MY EMPEROR', INTONED DR OUTEK.

'DR DQUTEK., FHASE MINETEEN I8 COMPLETET"

THE SCIENTIST STRAIGHTENED STIFFLY, "OH YES," HE
SAID, A PRETTY BABY... VERY PRETTY INDEED."

. -lmperial reeard: WD 01083
Abuse of Medicine XMI4
Bio-DIY BDS 2
Eirth A3 Sol System
Inguisiton lovestigation

*Team 32/968 ES327

. 9960987 M2.

Croas fils ta: i

” b Planetiry ref:
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The Legiones Astartes (Space Marines) were instrumental in the
garly wars that put the lmperium on the galactic map, At the end
of the Age of Strife, Earth was a single sovereign planet which had
only recently become free of volatile warp-storms. With the sudden
dispersal of these stonms, it became possible once again for spacecraft
to travel to and from Earth. Earth's forces had carved ont an Empire
that stretched almost half-way across the galaxy within two hundred
years. This was the First Crusade.

Research and development leading 1o the creation of the Space
Marines was undertaken in the thirtieth millennivm immediately
prior to the beginning of the First Crusade. This work was conducted
in the superbly n,}uim[»ed laborateries built deep inside the planet
Earth. The objective of the program was to create a caste of warrior
elites, characterised by super-human strength and imflinching loyalty:

These new warriors were organisad into their own special units called
‘chapters'. Those chapters created at the time of the First Crusade
are known as Chapters of the First Founding. There were originally
20 of these, but enly T survive in forty first millennium. Since the
First Founding there have been twenty five other occasions when
the Emperor has felt it necessary to create new chaprers. The most
recent Twenty Sixth Founding was in the year 738 of the current
millennium.

*And here ! continned DrOwtok, “we have five of the phase eleven
Zyagotes. The eldest has now been funcioning uninterupied for
ﬁ{urrceﬂ wvears,' The docior gesiured fowards the row of glowing
incubators con@ining several varieries of organic components in
clear, bubbling batlts,

“You call the organs zygoles?'

“Yes - our genetictsts create the single germ cell for each new organ.

Every cell takes vears of work as you know. At that stage we can
store the cells indefinitely in the zero-room as gene-seed. Inside the
incubater we can acrivate and control the growth process. The cell
divides, multiplies, and evenivally grows info a whole organ. Unil
the organ s ready for implant, we refer to it as a zyeore.!

The doctor led the party along the long row of glass cases, past
incubarors labelled with the names of the sirange organs. He stopped
before a large door emblazoned with the Imperial Eagle and the sark
Sign "Security Zone One'
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Now.' anmoureed the doctor. 'Now vou'll see what all this flesh
and gristle really amotnes fof®

e s

GENE-:

There are nineteen varieties of gene-seed corresponding to the
nineteen different super-human organs which are surgically
implanted inte the Space Maring,

Mostchapiers have exisoed for thousands of years, During that tme,
gene-seed belonging o some chapters has mutated. This has resulted
in changes in the exact nature of the artificially cultured organs.
Such changes may sometimes make an implant useless. In other
dreumstances changes in an organ might reduce its effectiveness,
or case new and sirange effects. Whatever the result, it will affect
the entire chapter - all Space Marines belenging to a chapter share
implants cultured from the same original gene-seed.

Az well as mutant implants, many chapters have lost one or more
types of gene-seed due o accident, genetic failure, or spme other
cause. Very few chapters therefore possess all nineteen implants.
All possess the carapace implant (phase 199, 11 is this implant which
marks a Space Marine for what he is - irrespective of other implants,
fraining or psycho-surgery,

T

The nineteen organs created by the ancient technicians of the
Emperor are described below. Each of these organs is extremely
complicated and because many of the organs only work properly
when another organ is present, the removal or mutation of cne organ
ey affiect the exact functioning of the others. For these reasons,
implants must be constantly moenitored, and many Marines have
to undergo corrective surgery or chemao-therapy to re-balance their
metabolisms.

AL

fliase 1 - Secondary Heart. The simplest and most sell sulficient
implant. The secondary heart is capable of boosting the blood supply
or maintaining full life functions even with the destruction of the
recipient’s original heart. The phase 1 implant enables Marines to
survive low oxveen concéntrations and traumatic mjury.

Fhase 2 - Ossmodula. This is a tubular shaped organ whose small
size belies its complex structure. The cssmodula monitors and
secretes hormones affecting epiphiseal fusion and ossification of
the skeleron. At the same time, the specially engineered hormones
encourage the forming bones to absorb ceramic based chemicals
alministened in the Marine's diet. Two years following implantation,
this will have caused considerable srrengthening of the long-bones,
extreme ossification of the chest cavity (caused by growth of the
ribs forming a solid mass of inter-laced bone plates) and a general
increase in the size of the recipient's skelston.

Phase 3 - Biscopea. This organ is implanted into the chest cavity.
Itis small, approximately circular and, like the Ossmodula, its
primary &ction is hormonal. The presence of the biscopea stimulates
muscle growth throughout the body.

Phase 4 - Haemastamen. This tiny organ is implanted into a main
blood vessel. The hasmastamen serves two purposes. It monitors
and to some degree controls the phase 2 and 3 implants. The organ
also alters the constituent make-up of the recipient's blood. As a
result, Marine blood is considerably more efficlent than ordinary
human bloed, as it has to be when you consider the extra biological
hardware a Marine carries inside him!

Fhase 5 - Larraman’s Organ. This is a ver shaped, dack, Oeshy
organ about the size of a golf-ball. It is implanted into the chest
cavity along with a complicated array of blood vessels. The organ
generates and stores special ‘larraman cells'. If the recipient is
wounded, these cells are released into the blood stream. They lalch
onte leucocytes in the blood and are ransported to the site of a
wound. Onge in contact with air, the larraman cells form a skin
substitute of instant scar tissue, staunching the flow of blood and
profecting any exposed wound area.

LA TR3SY
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Phase ¢ - Catalepsean Nede. This brain implant is usually inserted
inta the back of the skull via a hole drilled into the occipital bone.
The pea-sized organ influences the circadian thythms of slecp and
the body's response to sle? deprivation. Normally, a Marine sleeps
like any normal man, but it deprived of sleep, the catalepsian node
‘cuts in'. A man implanted with the node is capable of sleeping and
remaining awake at the same time by ‘switching off* areas of the
brain sequentially. This process cannot replace normal sleep entirely,
but increases a Marine's survivability by allowing perception of the
covironment whilst resting.

Fhase 7 - Preomnor. The preomnor is a large implant which fits
inte the chest cavity. It is a pre-digestive stomach which allows the
Marine to eat a variety of otherwise poisonous or indigestible
materials, No actual digestion takes place i the preomnor. Individual
sensory ubes assess potential polsons and neutralise them or, where
necessany, isclate the preomnor from the rest of the digestive tract,

FPhase & - Omophagea, This 15 @ complicated implant. It really
becomes part of the brain, but is actually situated within the spinal
cord between the cervical and thoracic vertibrae. Four nerve shearhs
called neuroclea are implanted between the spine and the preomneral
stomach wall. The orophagea is designed to absorb genetic material
generated in animal tissue as a function of memory, experience ot
innate ability. This endows the Marine with an unusual survival trait.
He can actually learn by eating. If a Marine eats a part of a crearuire,
he will absorb some of the memories of that creature. This can be
very useful in an alien environment. Incideneally, it is the presence
of this organ which has created the various flesh and bloed drinking
rituals for which the Marines are famous, as well as giving the names
to chapters such as the Blood Drinkers, Flesh Tearers efc.

Fhase 9 - Multi-lung, This is another large implant. The muolti-lung,
or 'third’ lung. is a tubular grey organ. Bleod Is pumped through
the organ via connecting vessels grafted onto the recipient's
pulmonary system, Atmosphere is taken in by means of a sphincter
located in the trachea. In toxic atmospheres, an associated sphincter
muscle closes the trachea and restricts normal breathing, thus
protecting the ungs. The multi-lung is able to absorb oxygen from
pootly oxvpenated or poisonous air. Most importantly, it is able to
do this without suffering damage thanks o its own efficlent toxin
dispersal, neutralisation and regeneration sysiems,

Phase 10 - Occulobe. This small shug-like organ sits at the base of
the brain. It provides the hormonal and genetic stimuli which enable
4 Marine's eyes to respond to optic-therapy. The occulobe does not
itself improve a Marine's eyesight, but it allows technicians to make
adjustments to the growth parterns of the eve and the light-receptive
retinal cells. An aduli Marine has far better evesight than a normal
human, and can see in low light conditions almost as well as in

daylight.

Phase 11 - Lyman's Ear. The organ enables a Marine to consciously
enhance and even filter certain types of background neise. Not only
is hearing improved, but a Marine cannot become dizzy or nauseous
as a result of extreme disorientation. Lyman's ear is externally
indistinguishable from a normal human ear,

Phase 12 - Sus-an Membrane, This flat, circular organ is implanted
over the top of the exposed brain. It then grows into the brain tissue
until comp merged. The organ is ineffective without subsequent
chemical therapy and training, However, a propetty mtored Marine
may then enter into a state of suspended animation. This may be
a conscious action, or may happen automatically in the event of
extreme physical rauma. In this conditlon a Marine may survive
[or many years, even if bearing otherwise fatal injuries. Only
appmpdateclmut:a]d‘mmfandm—m.ggtsﬂcnmnMxeaMm
[rom rhis state - a Marine cannot revive himself. The longest known
period of de-animation followed by successful re-animation is 567
vears in the case of brother Silas Emr of the Dark Angels (d. 321
M.27).

Phase 13 - The melanochrome, or melanochromic organ, is
ispherical and black., It functions in an indirect and extremely
complicated manner. It monitors radiation levels and types
bombarding the skin, and if necessary, sets off chemical reactions
to darken the skin to protect it from ultraviolet exposure. It also
provides limited protection from other forms of radiation.

FPhase 14 - Dolitic Kidney. This red-brown and heart shaped ocgan
improves and modifies the Marine’s circulatory system enabling other
implants to function effectively. The oolitic kidney also filters hiood
extremely efficienthy and guickly. The secondary heart amd oolitic
kidney are able to act together, performing an emergency de-
inification program in which the Marine is rendered unconscious
as his blood is circulated at high speed. This enables a Marine @
survive poisons and gases which are otherwise too much for even
the multi-lung to cope with.

Fhase 15 - Neuroglottis. Although the preomnor protects a Marine
from digesting anything too deadly, the neuroglottis cnables hin
to assess a potential food by taste. The organ is implanted into the
back of the mouth. By chewlng, or simply by tasting, a Marine can
detect 2 wide variety of natural poisons, some chemicals and even
the distinctive odours of some creatures. To some degree a Marine
is also able to track a target by taste alone,

Phase 16 - Mucranoid. This small organ is implanted in the lower
intestine where itz hormonal secretions are absorbed by the colon,
These secretions initiate a modification of the sweat glands. This
modification normally makes no difference to the Marine until
activated by appropriate chemo-therapy. As aresult of this treatment
the Marine sweats an oily, naturally cleansing substance which coats
the skin. This protects the Marine against extremes of temperature
and even offers a slight degree of protection in vacwum. Mucranoid
themo-therapy is standard procedure on long space voyages and
when fighting in vacuum of hear vacuum,

Fhase 17 - Betcher's Gland. Two of these identical glands are
implanted, elther into the lower lip, alongside the salivary glands
or into the hard palette. Betcher's gland works in a similar way to
the poison gland of venomous reptiles by synihesising and storing
deadly poison. Marines are rendered immune to this poison Iy virtue
of the gland's presence. The gland allows the Marine to spit a blinding
contact poison. The poison is alse highly acidic and corrosive. A
Marine imprisoned behind iron bars could easily chew his way out
given an hour or so.

Phase 18 - Progenoeids, There are two of these glands, one sitnated
in the neck, the other deep within the chest cavity. These glands
are important to the survival of the Marine's chapter. Each organ
grows within the Marine, absorbing hormonal stimuli and genetic
material from the other implants. After five years the neck gland
is mature and ready for removal, After ten years the chest gland
becomes mature and is also ready for removal. A gland may be
removed anytime after it has mamred,
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These glands represent a chapter's only source of gene-seed. When
mature. #ach gland contains a single gene-seed corresponding to
each #ypote implanted into the recipient Marine. Once removed by
surgrry; the progenoid must be carefully prepared, its individual gene-
seeds checked for mutation, and sound gene-seeds stored. Gene-
seeds can be stored indefinitely under suitable conditions,

FPhase 19 - Black Carapace. This is the last and the most distinctive
mplant. 1t looks like a fAlm of black plastic when it"s growing in
the mnks, This is removed from its culmre-solntion and cut into sheets
witich are implanted directly beneath the skin of the Marine's torso.
Within a few hours the tissue expands, hardens on the outside, and
sends invasive newral bundles deep inside the Marine. After several
months the carapace will have fully matured and the recipient is
then ftted with neural sensors and ransfusion points cut into the
hardened carapace, These artificial *plug-in® points mesh with
features integral to the powered armour, such as the monitoring,
medicinal and maintenance Wits, Without the benefit of a black
carapace a Space Marine's armour is relatively useless.

\fAHIﬁTIﬂI\IS HETwEEﬂ !

.....

Exch organ serves a specific function as outlined above, Although
a chapter's Apothacaries and surgeons are able o perform the
recessary implant operations, they do not necessarily understand
the exact functioning of each organ. The processes involved are
incredibly ancient, Procedures are handed down from generartion
to generation, becoming increasingly ritualised and misinterpreted.
For these reasons, the efficlency of each organ differs from chaprer
tochapter, depending on the condition of that chapter's gene-seeds
and the degree of debasement of its surgical procedures. In some
chapters, mutation of gene-seed, poor surgical procedure, or
inadequate post-operative conditioning, has twisted the functioning
of implants. For example, the omophagea gene-seed of the
Blooddrinkers has mutated so that all Blooddrinkers have an
unnatural craving for bleod. Insome chapters individual organs are
either useless or absent altogether.

REFHDHHGING ZYGMES

.....

Gene-seed can only be obtained by removing one or both pmgenmd
organs from aliving (or very recently deceased) Marine. The whole
purpose of the progenoid crgan is o provide gens-seed to enable
the chapter to continue, It is not possible to create a zygote in any
other way, Fach chaprer's stock of gene-seed 15 therefore unique
to itself. Gene-seed has a great deal of religious significance w a
chapter, representing its identity and future. Without gene-seed a
chapter has no future, The extinction of a tvpe of gene-seed means
that a zygote has been lost forever. The extinction of a phase 18
or 19 pene-seed would effectively mean an end to a chapter.

As each Marine has only two progenoid glands, the rate at which
achapter can create hew Marines s restricted. It may take many
years for a chapter to rebuild itself after heavy losses. Gene-seed
15 often rendered useless if a Marine is exposed to high radiation
levels or other forms of genetic disturbance, The efficiency of different
chapters' progenoid gene-seed also varies, and some chapters are
able to make up their numbers faster than others.

Mmrdlng to thenr charter, each chapter is obliged to send 5% of
i3 genetic material to the Adeptus Mechanicns on Earth. This “tithe’
has two purposes. Firstly, it enables the Adeptus Mechanicus o
menitor the health of each Marine chapter. Secondly, it enables the
Adeptus Mechanicus to store gene-seed with a view to founding new
chapiers.

A new chapter cannot be founded overnight . A single snitable pene-
seed mmst be selected for each zygote. Zygotes are then grown in
culture and implanted into human test-slaves, These test slaves must

be blologically comparible and free from mutasion, Test-slaves spend
their entire lives bound in static experimental capsules. Although
conscious they are completely immobile, serving as litthe more than
medinms within which the various zypotes can develop. From the
original slave come two progenaids, which are implanted within two
more slaves, from which come four progenoids and so on. It takes
gbout 55 vears of constant reproduction fo produce 1000 healthy
sets of organs. These must be officially sanctioned by the Master
of the Adeptus Mechanicus and then by the Emperor himself. Only
the Emperor can give permission for the creation of a new chapter.

nﬁcgmrmenr ANB
INITIATION -

EE

The various implants cause vital ::ha.nges in a Marine's physique
and mental state. Many of these changes are controlled by natural
hormonal secretions and growth patterns. Implants may not prove
effective, or may not become fully functionzl, if they are carried out
once the recipient has reached certain stages of natural development.
It is therefore inevitable that recruits must be reasonably young.
Tissue compatibility is also essential, otherwise organs may fail to
develop properly.

The third consideration is mental suitability. The catalepsean node,
occulobe, and sus-an membrane will only develop to a useable
condition under the stimulus of hypnotic-suEpestion . A recruit must
therefore be susceptible to this particular treatment.

These considerations mean that only a small proportion of people
carl become Space Marines, They must be male because zyentes
are keved to male hormenes and tissue types, hence the need for
tissue compatibility tests and psychological screening, 1f these tests
prove successful a candidate becomes a neophyte, With the
completion of organ implantation and attendent chemical and
hyprotic training, the subject becomes an infifafe. An initiate receives
training before joining the ranks as a full brother. A Marine usually
joins the ranks 1 the ages of 16-18. Pressures during wartime
may accelerate the process.
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STAGES 1IN MARINE
INITIATION —/7— ——

I8BLANT AGE RAMGE FOR MNOTES
l IMPLANTATIOHN
FHASE 1 SECOMDARY
[ HEART 10=14 "r‘E.ﬂ:RE-l
PHASE ¥ O9SmMO0ULA 10-12 YEARS 1
PHASES 1°3 AN
AT THE SAMKE
TIME,
i
PHABE 4

HAEMASTAMEN — 12-14 YEARSE I
PHASE 5 LARRAMAN'S —— 12-19 \-c.n.ns} PHABES 4-% CAN

OREAM BE INTROOUCER
AT THE BAME
TiWE.
1
I
PHABE & CATALEPSEANM — 14-17 YEARS HYPHOTHERAPY

| NODE BEGINS.
|

|

T4-16 YEARES 1

|

I
FPHASES 7-39 ARE
LSUALLY
INTRODUCED
SIMULTAMEOUSLY.

I

PHASE 7 PREOMMNOR

_F‘I-I.llE-E H OMOPHAGEA s jd-16 YEARS

L

PHAGE ¥ MULTI-LUNG ——— 14-16 YEARS
| FHASE 10 OCCULOSE 14-15 YEARS
PHARE 17 LYMAN'S EAR = 14-15 YEARS

PHABE 12 BUS-AM

MEMBERAME 15-16 YEARS

PHASE 13 MELANOCHROME -~ 15-18 YEARS

PHASE 14 DOLITIC KIDNEY o 1518 YEARSL PHASES 14-156

J— MAY BE
PHASE 15 MEURDOLOTTIS — 15-16 YEARS INTRODLICED AT
THE SAME
TIME,
F'HASE 18 MUucsRarDo 18 YEaRD 1
1
F'HA.EE 17 BETCHER'S :
GLAKND 1617 YEARS i
PFHASE 18 PROGENOIDS —— 16-18 YEARS +

PHASE 19 CARAFACE 16-18 YEARS FIHAL IMPLAMNT,

Almough the -:hapte:rs are careful to select only the most suitable
candidates, not all neophytes survive to become initiates. This is

due in part to the degeneration of knowledge amongst the individual
chapiers that makes screening procedures less effective than they
once were, Nor are operational methods entirely satisfactory in some
cases. In marny chapters implant surgery is heavily ritualised, and
is often accompanied by scarring, incantation, periods of prayer,
fasting and all sorts of mystcal practices which -;ompmnﬂse medical
efficiency. For example, the Spacewolves, phase 17 implant is
accompanied by the withdrawal of the initiate's canine teeth and
their replacement with longer canines. The chapter regards the
additional surgery as part of the initiation ceremomny.

1f an implant fails to develop properly, it is likely that a Marine's
metabolism will become badly out of synchronisation. He may fall
inen a catatonic state or suffer bouts of hyperactivity. In either event,
he will probably die.

Those unfortunates that do not die almost invariably suffer mental
damage, degenerating into homicidal maniacs or gibbering idiots,

However, when a chapter is at full strength these misfits may be
put out of their misery. If the chapter is short of Marines they ard
often allowed to live, and may be placed within their own speci

units. Those who display uncontrollably psychotic tendencies ca EJ
e recruited into suicide assault squads, or as suicide hombers.

as to implant deformed int> some initiates. This is ve
dangerous, and the practice is discouraged by Imperial edict. Bt
old traditons die hard.

Some chapters deliberatzly foster such creatures, even going so fq

Implanmuun goes hand-in-hand with chemical treatment |
psychological conditioning and sub-conscious hypnotherapy. All of
these are essential if the Marine is to develop properhy.

Chemical Treatment - Until his initiation, a Marine must submit i)
constant tests and examinations. The newly implanted organs must
be monitered very carefully, imbalances corrected, and any sign of
maldevelopment treated. This chemical treatment is reduced a&a

completion of the initation process, but it never ends. Marine
underge periedic treatment for the rest of thelr lives in order
maintain a stable metabolism. This is why their power armour sui
cortain monitoring equipment and drug dispensors.

Hypnotherapy - As the super-enhanced body grows, the recipient
must learn how te use his new skills. Some of the implants,
specifically the phase & and 10 implants, can only function once
correct hypnotherapy has been administered. Hypnotherapy is no
always as effective as chemical treatment, but it can have substanti

results. If a Marine can be tanght how to control his own metabolism,
his dependence on drugs is lkessened. The process is undertaken in
a machine called a hypnomat. Marines are placed in a state of]
hypnosis and subjected to visual and avral images in order to awaken|
their minds to their unconscious metabolic processes,

Trainine - training stimulates the implants and allows them
to be tested for effectiveness.

Indoctrination - a Marine is more than a human with

powers. Marines have extraprdinary minds as well! Just as their
bodies receive 19 separate implants, so their minds are altered tof
release the latent powers within, These mental powers are, iff
anything, more extracrdinary than even the physical powers
described above. For example, a Marine can control his senses and
TErVOUs system o a remarkable degree, and can consaquently endure
pain that would kill an ordinary man. A Marine can also think and
react at lightning speeds. Memory training is an important part of
the indoctrination too. Some Marines develop photegraphic
memories. Obviously, Marines vary in intelligence as do other men,
and their individual mental abilities vary in degree.

Rick Priestley
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TERMINATOR

Also known as Tactical Dreadnought Armour, Terminator
exo-armour is a development of the sealed environment
suits used by spaceship crews, Space Pirares, and in many
other lethal sitnations.

Exo-armour is construcied from heavy gauge plasceel
plating, forming an armoured shell that can withstnd even
the colossal impace of high-speed ochitl micro-debris, It
is the only readily available armour suirable for working
inside the high-pressure casings of plasma reactor shiclds,
of the extremely corrosive envitonments inside the holds
of bulk chemical carriers. These same gualicics, suitably
etthanced by the Adeptus Mechanicus, make Terminator
armour virtually invulnerable from most weapons.

Almost all Space Marine Chaprers have suits of Terminator
armonr, and erain 3 small number of their best Marines to
nse them. The suits are valuable, and often very old, Many
bear scars or medallions commemorating past actions, and
are tecated with the reverence due to ancient relics.

All Terminator suits contain their own independent power
supply and enclosed life-support systems. Marine
Terminator suits are heavily armed and also carry teleport
homers, bio-scanners, energy-scanners, Auto-senses,
suspensors and targeters for their weapons, and
COMmMunicators.

The communicators carried in Terminator suit are specially
rigged to carry visual as well as auditory signals. This means
that any member of a Terminator Squad can tune in one
af his comrades, and see exactly what he sees through his
own auto-sense unit, Althongh all Terminator suits are
capahle of broadcasting, to avoid confusion it is usual for
only the Sergeant’s suit t0 send out visual messages.

SAVING THROW

Terminawor armour confers a basic saring throw of 2+ on
4 6, This is reduced by the saving throw modifier of an
enemy’s attack.

However, Terminaior armour afteays confers 2 minimum
save of 6, even if the enemy's saving throw modifier is -5
OF MOTE.

SPACE MARINE TACTICAL
DREADNOUGHT ARMOUR
IN WARHAMMER 40,000

By Rick Priestley & Andy Warwick

The life of a Space Marine is always dangerous and
sometimes fatal. Their most arduous duties expose them
to the overheated tunncls of hive worlds and the
interplanetary chill of abandoned spacehulks. In these
and similar enclosed, cramped eovironments, Marines are
grateful for the added protection and firepower of exo-
armour and the special training of Terminator Squads.

PSYCHIC HOOD

The Terminator apmour worn by Librarians, known as an
Acgis suit, is distinguished by the metal hood that rises from
the back to form a protective shield around the psyker's
head, This cowl is interwoven with an intricate pattern of
crystal filaments that form a psychically-attuned matrix,
aiding the Librarian's defence against psi attacks.

Treat every psf point the Librarian spends in augmenting
his psychic saving throw as 2 points, 50 2 Librarian who
expends 3 pef podnts 1o augment his save increases his WP
by +6 for that saving throw.

“Fall hﬂ.clt o ;h:rmm: pmir:i . T II hpld i hr.'m”
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TERMINATOR SQUADS

Terminator Exa-Armour
Standard Armameant

Storm Bolter

Assault Cannon

Within dark and
forgotten places hade
the enemies of the
Emperor. You bave been
chosan to enter such
places and, protested by
the beat stmouor the
Adepres Mechanicus
can provide, eleansc it.

Take with You wrapons,

2 vahiaot heart and the

Emperor's blessing, and

chgage the enemy whese
rt makes its lnie

Acknowledge death as it
approaches, but do sor
smccymb to its touch.

for your purposc is
preat,
Ymp have plmd
yoursches o be worthy
of the status you now
hold. Every one af you
standing here, all of
whom have declased
allicgance to the
Emperor and ke his
will as yegr Eui:l:, have
aheawn your courage amd
hive been rewanded
for it.

Those thar stand before
me. [ charge you now,
go torth and vaneuizh

the e

Heavy Flamer

Aef: Index Astartes.
Blood Angel Chapter

Chain Fist g 3

Crimson Fist Ea pter
Marine

Blood Angel Chapte
Marine

-SSR mede by
Chaplan Hatius to Blood
Angel Termirator Squads
before the anteck oo
Tharn [T,

Power Fist

Assault Cannon

Storm Bolter

12



TERMINATOR SQUADS
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In recognition of acts
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Armament
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TERMIMNATOR SQUADS

WEAPON SYSTEMS

There are a number of different weapon configurations used
by Marines in Terminator armonr. The most common is the
stprm bolter on the right and a power glove on the left,
Other weapons used by exo-armoured Marines include
heavy flamers and assanlt cannon on the rght arm, and
chain fists on the left arm.

Marine Sergeants and Captains may replace their storm
bolter with a power sword. Librarians in Aegis suits are
usually armed with a force axe, allowing them o channel
their psychic energy into a blow.

STORM BOLTER

The main armament of a Marine in Terminator armour is
the combination bolier, more generally known as the sform
balter. A storm bolter is basically two bolters firing in
unison, The power of the armour allows the Marines to
carry these heavy weapons without penalty, giving them
an offensive capability to match their defensive advantages,

Smrm Bolter

T
“Shont * Long ﬁmum_.mmmcmr

157 i Pl SR 4 1 A i L3 i}

HEAVY FLAMER

One member of every Terminator Squad carcies 4 special
weapon of some kind in place of the storm bolter. This is
usually a bearry flanzer, a powerful version of the standard
flamer with additional fuel capacity and improved range.

A target hit by a heavy flamer is set on fire, and suffers an
additional automakic hit during every combat phase while
the chemical burns - 2 target therefore receives two hits
during the first turn: one from the original hit in the
shooting pbase, and one during the combal phase

A burning model rolls @ D6 at the start of its turn oo
determine if the firc goes out: a score of & indicates that
the fire has gone out, otherwise it continues to burn as
before.

A burning ereature may do nothing {see below for
exceptions). Friends in base-to-base contact can help to bear
the flames out if they do nothing else during their turm,
Add +1 to the test dice for every model helping,

Creatures in frenzy ignore the fact they are burning, and
keep on fighting until they die. A model may also ignore
the Fact that it is burning if it has a Toughress score of 9
or more, because it is too tough for the flames to do it any
harm!

Heavy Flamer

R SootgioHr Sk
gmmm Sot torg. T8 Dam
06" G487 +2 A |

POWER SWORD

Sergeants and Captains are equipped with power swrerds
- simple edged weapons surrounded by a powerful energy
field thar can easily slice through most armour

Power Sword

Clnsa Combat Oaly 3 1 1 =x [
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TERMINATOR SQUADS

ASSAULT CANNON

Although the heavy flamer Is a favourite weapon among
many Terminator Squads, a popular alternative is the geff
Porvered rapid-fire assanlt cannon, usually known simply
a5 the @ssault cannon.

This awesome weapon is 2 motorised, multi-barrelled auro-
cannon that can pour out hundreds of shells per second.
Although the weapon is made from i special ceramite alloy
which conducts almost no heat, the barrels still reach
lemperatures of over 3007 Due to the high rate of wear
on the barrels, assault cannon are regarded as disposable,
and are generally discarded after a mission.

Assault Cannon

POWER GLOVE

Marines in Terminator armour have power glores as
standard, and under most circumstances these are more
than sufficient for their needs. A bulkhead or armoured
spit will crumple like tin plate under the energised feld
of a power glove

Power Glove

Close Combat Qnly

The Captain has a slightly different type of power glove,
incorporating 4 grenade iauncker on the top of the glove
itself.

This glove-mounted launcher has a much shorter than range
than the normal shoulder-mounted version. It can be
equipped with either crack or frag grenades.

Grenade Launcher

CHAIN FIST

Punching through a heavy bulkhead or reinforced airlock
door with a power fist can be a slow process, The chain
Sist - essentially a power glove with a built-in heavy
chainsword - is designed to slice a Terminator-sized hole
through almost any substance in a matter of seconds, using
the energy of 2 power field to turn an activated chain.

Chain Fist

FORCE AXE

Marine Librarians in their Aegis suits of Terminavor armour
are usually equipped with a force axe, a variation on the
familiar force sword. Cast from carhon steel, these weapons
enclose a carcfully constructed psi-matrix that allows a
psyker 1o channel his psychic energy into his blows.

A Librarian scoring a successful hit with a force axe can
use psi prodnts o add o the strength of the hit (ie the 8
of the wielder). Each psf podrnit used also reduces the targets

saving throw by -1, For exampile, a Libririan with a § of

4 adds 3 psi points to his arrack giving his attack a § of
T and a savdng frow modifier of -3.

Force Axe

a5 user 1

Close Combat Oniby

SUSPENSORS AND
TARGETERS

All weapons carried by Marines in Terminator armour
{storm bolters, assault cannon, etc) are equipped with
suspensors and targeters as standard. Marines in Terminator
armour suffer no movement penalties for their heavy

weapons and receive 2 +1 bonus #o b,
T
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Marine
Shoulder Badpge

Marine
% Shoulder Badge

Chain Fist
Weapon Badge

Assault Cannon
Weapon Badge

e
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The teleporter chamber was dimly lit, Huge cables tan across
the ceiling and walls, bot there was little spare poweer for lights,

Even though they were in deep shadow, the fve Marines in
Terminator armour moved with precisien. Their enhanced
senses helped them pick their wan across the oo and duck
peneath the conduirs, As they nmbered out of the darkness
imty 3 clirm circle of light in the centre of the room, their weapons
glineed, showing the Blood Angels' winged insignia. They were
watched by three Marines in ship fatigues, The first soepped
forward, moving in front of a technician making final
sdjustments o the wleporter

USoutd off,” Brother-Caprain Mallen's wounds had not healed
in time for him oo lead the assaule, Bot he had still brought
himsell down o the wleporter, though the effort had almost

. exhauseed him, His Marines deserved bis acendance

““Brothee-Sergeant Kinner”' Kinner's power glove creaked as
he flexed his finpens; he was always impatient before an assaolt,
He maised his sporm bolier and poinded i at the Chapier badge
omn the wall. Relays clicked as the tangeter fised the range.
Kinner's habiiuwal salute had, Mallen thought, overtones of
disloyalty. Butitabwuys seemed tobring him victory. The Caprin
let it pass.

“Straus.” Even m the dim lighting the devodienal siripes and
purity badges on Strans' excoe-armour ghittered, This assualt
wonld be hislast as a simple Marine. His initdarion rice o become
a Novitiate would take place as soon 45 he returned. IF he came
back ar all. "'In Our Lovalty, Victory Is Certain.'’

"Felko! ' Evenover the commnet, Pelko sounded nervous. Not
scared, but apprehensive. This was his first bartle as part of 2
Terminater Squad, and he bad confessed o the company
Chaplain that he was worried. He had no wish to embarrass
his battle-brethren by o1 pulling his weight, so he had
voluneeered to be on point duty - the first man weleported inco
action, Then he would be able to prove himself, even in the
company of men such as these

ULewi.” The bolier's magazine was tiny in comparison to Lewd’s
power glove, bot he had no trouble in sliding it home, There
wag a cliek as the bolter's catch held the magazine. Levi shook
his head, working the helmet seals caretully imo place. His suit
was battered and scarred and badly in need of repainting, It
wasn't even in the proper Chaprer colours, having come [nom
rhe Ulirumarine's armoury & gencration before. Bare metal
showed inseverl places, Levi, however, liKe many of te suit's
previous users, had refused to bet the Techmarines repaint it.
Every time its Ultramarine colours had been hidden, the suit's
wearer had been killed. Levi maintained that the suie knew it
wias only borrowed, and even the Techs had come 1o believe
the same. They had given up trying to persuade him 4o have
it repainted in the proper colours.

“'Gorrias, Present and correct, Brother-Caprain,” Twenty years
o, and fhe man's thick hive-woeld accent was sull noticeable.
Grorrias turned and raised the barrels of his assault cannon in
salute to the Chapter badge, then dropped intoa combat stance.
He thumbed the cannon into life, and its barmels whirred i
action, Gorrizs could hear the weapon's hum through his
armour. Satisfied. he sighed into his comnmner, The other
Marines chuckled.

Chaplain Brehgen polied on his robe and stepped forwards.,
As one, the squad dropped to its knees. Brehgen gestured, and
his Indtiate- mosed beside him, bearing 2 small dish. The Chaplain
dipped his fingers into the dish’s oily liguid and drew 2 small
circle on each helmee. Then he stepped back.

**The Blessing of the Emperor and the support of your Chapter
be with you all!’ Each Marine nodded. The forms had been
oheyed.

Felko was the firse to stand, He shrugged inside his armour,
and the exo's systems clattered as it tried to match the action,
The other Marines stood up quietly and walted.

Brehgen raised his arms in 2 final benediction, then lowered
them slowly, One by one, the Terminator Squad faded ouc as
the tel=porter took themn into bartle. The Chaplain looked at
the emply space for amoment. Then he smiled in sadsfaction.
By now, the Emperor’s encmies would be dying.
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C:phin‘: shoulder badge
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TERMINATOR SQUADS

REFRACTOR FIELDS

Terminator armour may be equipped with a refractor field
- a defensive field that deflects an attack by refracting cnergy
around the target.

Terminators equipped with refractor fields receive a
separate sauing throw of 5 or 6 which is mken before the
normal armour save. Refractor fields do not suffer any
modification on the saving throww due o weapon or other
saving throw modifiers.

GRENADE HARNESS

Terminator armour may be modified to incorporate a
grenade barness consisting of six one-shot grenade
lzunchers, As grenades are very small - about the size of
a marble - the grenade harness docs not encumber its user
at all.

A grenace hamess is loaded with © grenadces, all of the same
type, which are fired in rero batches of 3.

Launchers are operated from within the suit, 50 grenades
can be fired from a grenade harness in the shooting phase
in addition to normal shooting.

When firing the grenades, place the first burst template
exactly 6 in front of the Terminator within its usual 90°
fire arc. There is no need to make any deviation coll - the
grenade is programmed to hit this specific point. The
remaining two grenades deviate D3 from the centre of
the burst template for the first grenade.

A grenade harness can be cquipped with either crack or
frag grenades.

TELEPORTING

A Terminator Squad may be teleported onto the table during
the first turn of the game.

Teleporters are reasonably accurate - bur not entirely. To
represent this, nominate the teleport reference point used
to fix the teleporter. Place a dice or other snitable marker
at this point and nominate one shorf able edge as north
{you can nominate any table edge if you've got a square
table). Roll a D20 and move the marker this number of
inches to the north (ie parallel to the long table edges); roll
again, and move the marker this number of inches to the
east {ie paralle] to the short mble edges).

The entire squad must be set up on the table within 2°° of
the final position of the weleport reference point, with
normal coherency rules applying.

Remember to make sure that your initial teleport reference
point is at least 20" from the nominated table cdges -
otherwise you run the risk of missing the table aliogether!
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CHAPLAINS & COMMISSARS

® CHAPLAINS OF
THE IMPERIUM

® LEGIONES ASTARTES
CHAPLAINS

Each fortress-monastery of the Leglones Asartes, of space
barge (for the space-dwelling Chapters of Marines), has a
chamber known as the Reclusdar, 1t is here that the cule
cercmonics and rituals are pecformed in the presence of
the entire Chapter. These are cacried outunder the guidance
of the Reclisiarch and his superior, the Master of Sanciity,
who is the spiritual head of the Chapter.

While each Chapter follows the tenets of the Imperial Cult,
individual Chapters have extended the Cult to include
ceremonies which have relevance only to their own
members. For example, reverence for Pritmarchs is
widespread amongst the Legiones Astartes. These are the
heroes of cach Chapter, who fell in battle and upheld the
honour and traditions of the Legiones Astartes in a
particularly notable fashion, The Chapter’'s collection of
Primarch relics and war-gear is entombed in the Chapter
catacombs, placed upon sepulchres or hung in
the Reclusiam.

The importance of faith to Marines is further reinforced
in the Company Chapels. All ten companies within each
Chapter have their own Chapel where Marines can observe
the rites of the Chapter and those special to their own
company. Here the worship is supervised by one of the
Reclusiarch's subordinate Chaplains. It is the Chaplains,
living and fighting alongside their battle-brothers, who are
responsible for the spiritual health of the companies.

Chaplains are well-versed in all manters of the Chapier's
cule, having spent many years studying the bardle liturgies
and scriptures stored in the Chapter library. This study
includes memorising all the rites of their Chapter and
company. This knowledge is also put (o practical use.
Chaplains are responsible for the spiritual care, discipline
and faith of the brothers in their companies. Young recruies
must also be monitored and indoctrinated as they progress
towards becoming full bartle-brothers.

In bartle Chaplains are frequently found where the fighting
is fiercest. They can be found chanting the Chapter's battle
creeds, ministering 1o the fallen and granting absolution
to the dead. They are also Space Marines, which means that
they fight with as much savagery as any of their brothers.

Chaplains are drawn from the ranks, although only Marines
who have earned both Merit and Devout badges are
considered for a Chaplaincy. These awards may be
displayed as actual badges, or for example as diagonal
stripes painted across the right shoulder pad.

As 7 first step, 2 Marine is singled out to aid the Chaplain
of his company as a Novice (or Initiate - the terms are almost
interchangeable), Duties often involve little more than
helping during company rituals, but deep study of the
liturgics under a Chaplain’s personal tuition is also
necessary.
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Should a Chaplaincy fall vacant, the most advanced and
promising of the Initiates is sent to the Solitarinom. This
small cell is simated in a secluded part of the monastery
and here the Initiate meditates and fases for a time. He may
be left there for up to a week, while his investiture by the
Reclusiarch and the Master of Sanctity is prepared. Then,
in front of the whole Chaprer, he is formally given his
symbols of office and presented 1o the company who are
now under his spiritual guidance, At this point the new
Chaplain takes the name of his predecessor

When 2 Chaplain is killed in battle a formal ceremony often
has towait, The senior Initiate immediately takes the helmet
and shoulder pads of the Chaplain and dons them. From
the moment he puts on the old Chaplain's war-gear he has
full authority as one of the Chapier's spiritual leaders. He
is formally invested as 2 new Chaplain only when the battle
is won and the dead are absolved.

® CHAPLAINS
IN BATTLE

Chaplains are a puritannical and sometimes eccentric
group. Their religious zeal has a strong practical slant, as
befits a warrior, They fight alongside their battle-brothers,
reciting extracts from the Chapeer’s Creed and Liturgies.
Indeed, their dedication adds considerably to the fearsome
reputation of the Marines. Their inspirational sayings and
constant exhorrations harden the determination of every
Marine to serve the Emperor and celive the former glories
of the Chapter Primarchs.

AT ot : T =T I T

The bond between Marines and their Chaplains is a strong
one. Chaplains preside over their indoctrination as recruits;
they teach loyalty to the Chapter, reinforce its precepts
through rituals and ceremonies and perform inspiring acts
of valour upon the field of battle.

As our bodies are armoured with
Adamantiym, our souls are protected with
our Joyalty. As our bolters are charged with
death for the Emperor's encmics. our
thoughts are charged with his wisdom. As
our ranks advance, so does our devotion,
for are we not Marnnes? Are we not the
chosen of the Emperor, his loyal servants ;
unto death? ;

- Chapliin Fergus Nils

An address 10 the defenders of Porrein
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® Armour and Appearance

Marine Chaplains wear a variant type of standard issue
Marine armour. A Chaplain can appear stylised and archaic
when compared o his fellow Marines, which makes him
stand out and act as a focus for his brethren.

Some or all of a Chaplain's armour is painted black. A skull
insignia usually adoms the right shoulder and this is often
displayed on both pads. Skulls can also be repeated
throughout a Chaplain's uniform. Skull-shaped helmets are
common, and the apper chest armour or even the whaole
of the body armour may be cast in the shape of a skull.
Skull-shaped groin-guards are also not unknown.

Chaplains are also marked by one or more Primarchal battle
relics which are worn or carried into battle. A single gauntlet
from the armour of a Chaprer hero passes on a little of the
Primarch’s fortitude and faith to the Chaplain,

Formal regalia includes a staff of office called the crozdis,
which is used during Chapter ceremonics, Many Chaplaing
carry them into battle, 2 visible sign that bartle is the highest
ritual in the Chaprer's devotional calendar. The crozius
normally bears the Imperial eagle or a skull motif at its tip.
The most ancient of these sraffs is the rare crozins
arcarnum; a staff made from an alien relic which contains
a neuro-disruptor in the hafr. Chaplains are also marked
by a Rosarifus, a gorget or amulet worn about the neck.
This bears the image of the Imperial Eagle and is the “soul’s
armour’ of the Chaplain.

Imitiates usnally wear standard Marine armour. However,
the helmets, right shoulder pads and right arms of their
armour ate painted black rather than in the Chapter's formal
colours. The black shoulder pad replaces the previons
Devout markings which were shown there - once declarcd
as an Initiate, the Marine's devotion needs no further
advertisement.

Armament and Equipment
The fmperial Marfne Codex lists the standard equipment
of a Marine Chaplain as:

Powered armour with communicator, respirator and
AULO-SENSES

Knife or combat accessory

Bolt Pistol

Frapg Grenades

Bolt Gun

Plasma Pistol
Power Sword
Conversion Field

Chaplains may also be equipped with Chainswords. Some
Chapters allow their Chaplains to carry a variety of close
combat and heavy weaponey as well as grenades.
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" ® TYPICAL CHAPLAIN UNIFORM VARIATIONS

Black is the official colour for Chaplains” armour. However,
over millennia, chapters often incorporate their colours
and insignia onto the uniform, resulting in wide variations
from the basic colour scheme, Many of these changes come
about as a result of a Chaplain repairing his armour from
wvailable resources while on a campaign, Some
modificarions are adopred permanently, Hyvbrid uniforms

cai also appear if the Chaplain dons archaic power armour
kept as a primarchal relic. OF course, apart from the
organisations they belong to, Chaplaing themselves have
along lifespan, so thereis plenty of time for them o stamp
their own personality on their armour. The examples below
provide gonidelines that you can experiment with when
painting up your Chaplains

Chapter Helmet Torso Legs Arms

Crimson Fists Black skull | Black Black Shoulder pads in Chapter colours

Space Wolves Black skull | Black Chaprer colours Skull* shoulder & Insignia pads

Howling Griffons | Black skull | Black Chapter colours Skull* shoulder & insignia pads
Novamarines Black skull | Black Chapter colours Skull* shoulder & insignia & elbow pads
Drark Angels Skull” Black Black Skull® shoulder pads

White Scars Grey Grey Grey Skull™ shoulder. & elbow pads

Silver Skulls Silver Black Black Silver shoulder pads

Iron Hands Black Black | Black Skull & dagger motif on right shoulder pad

* Unless painted black or In chapter colours, skull masks arc white or ivory.
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® IMPERIAL GUARD CDMMISSARS

Marines are motivated and
religious troops. Their
Chaplains are respected,
and inspire devotion to
the Emperor by word
41 and example,

| The Imperial Guard,
however, is less certain in
its utter devorlion to the
Emperor. The tasks of
Chaplains, therefore, are
4 allied to a need o impose
authority and maingain
discipline. These duties
are carried out by the
Commissars of the Imperial

b Guard, who instill lovalty
and mu:ivatmn into the troops in their care. It is the
Commissats who mnst increase the troops’ awareness of
Imperial ideals, who must disseminate the wisdom of the
Impecium to the ranks and who must maintain discipline.

The Commissars are grim, authoriarian figurcs. Unlike
Marine Chaplains who view the spiritual welfare of the
brethren as important, Commissars have a practical turn

of mind. They are often found to have neglected the
religious indoctrination of troops, while pursuing
imporant, but secondary, disciplinary matters.

Commissars must be vigilant at all times for signs of
moral weakness in the troops: he must watch the enlisted
men and officers for signs that devotion 18 lacking. and
he must watch for the signs that show the presence of a
latent psyker This vigilance is backed by powers of
summary discipline. With rhe power to execute those
found wanting, the Commissar can, by fear alone, instill
new vigour and devotion in the troops under his care,
On more than one occasion broken Guard units, in
ignominious flight from the baitle, have been rallied by
the prompt action of their Commissar. Similarly, weak
and inadequate officers, or those who have simply lost
the will to win, have been summarily chastised by Imperial
Gruard Commissars,

Marine Chaplains take it upon themselves to scrutinise and
judge the performance of Commissars when they have the
opportunity. The assignment of a Guard unit to a Marine
battle-zone often gives Chaplains just such a chance. The
Commissar under examination may even welcome the
attention if the Imperial Guard troops are under stress, as
it confirms his authority.
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® Armour and Appearance ® CHAPLAINS,
Commissars wear a uniform cut in the same style as regular co MM .SSAHS
Imperial Guard officers. Owver the top of their Guard AND VEHICLES

uniform, Commissars often wear heavy black double-
hreasted greatcoats; in addition, they wear black peaked Chaplain or Commissar will often be needed at many

:L;:IJ’-S d{SPiaf'ri‘g_tlll_:" skl "'th'_-’_ls' o F"l“':f" ofany Guard s on the bactlefield. He must serve as a inspiration
regimental insignia, Commissacs have skull-shaped - squads, check on the purity of action of those in his

b“dg“ and belt buckles. care and carry out a hondred other duties.
Armament Units frequently assign Rhinos or Land Raiders 1o their
and Equipment Chaplains and Commissars to allow them swift and safe

Considerable individuality passage. Where possible these vehicles are painted in the
is often displayed by Chaplaincy colouss of black and marked by skull insignia,
Commissars in their chodce  although line vehicles in the Chapter or unit colours are
of weaponry and other  alsg issyed,

equipment. Most have a

Laspistol anda Conversion Bryan Ansell, Nigel Stillman and Mike Brunton
Field and carry either a

Lasgun or a Chainsword. At battle's end. speak the Liturgy in a clear voice. Respeet
Some use Powergloves. The  the bravery of the living. Give the Rite of Passage to
(:“’F“"““f_'_sff"l‘i‘?g'“ and - the fallen. Honour the battle gear of the dead. To do
zﬂuéiﬁ“g}”;huc }imﬂilrlfﬂ all this with reverence, even when exhavsted by battle
Guard army list in White and weary from the field, is the duty of 3 Chaplain. It
Dwarf 109 15 his burden and satisfaction.

- Adeptus Astartes, The Book of Faith

Inspiration ng_S from the barrel of a gun.
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MEDICS

THE GREAT BOOK OF
THE LEGIDNES
ASTARTES IS THE
ONLY COMPLETE
REFERENCE BOOK FOR
THE FIGHTING FORCES
OF THE IMPERIUM.
WHAT FOLLOWS IS AN
EXCERPT FROM A
CHAPTER DEALING
WITH THE HISTORY OF
BATTLEFIELD MEDICS.

MEDICS

Imperial Record 1A 88/102
Croes file to: Specialist Troops Medics, Chaplains,
and Ficld Police
[Lnlirl ref: Hulm Sings, Master Apothacarion.

a Marines
Input Dated: 0421988 041
Further refs: Clasaified

The Marimes tensed as they heard the faint but unmistakab

1ppmﬂ:}|.icg; Mol: Mostar shell. Battle-hrather Dﬂ:.g wis a]r:ad}r E Befcre
the carth began to bulge upwards - hurling himeslf flat onto the rising shell
befiore bis brothers even saw it. He was ooly fully aware of his action when
his world exploded in white flame that bured him dowe into dackness,

It was the feel of cold air on his face and the scrid smell of bums {lesh that
revived him to a dim awarsnsss. He stmggled 1o ignose the pain of his shattered
body and made his remaining eye focus on the figore that knelt beside him.

Your wownds sre 4o grave, brother” He heard the Medic speak, s though
from a great distance, 'Do you desire the Emperor's Peace” The Medic raised
the carnifex, and Diracg was dimly aware of the click 25 the balt was drawn
back into the firing position. With what remained of s life. Draeg trisd 1o
speak. The Medic seemed to understand.

“The others? They arc whole, Brother. You saved them. Yoor name is entered
in the Bask of Honcur!

Drracg nodded weakly, and closed his eye, His gene seed would renarn to the
CI'I.IFT-\.'.'E

All Marines pick up a certain amount of medical knowledge during
the course of their initiation into the Chapter, but only those who
show an aprimude for such knowledge are chosen to study the sacred
rites with the Chapier's surgeons. It must be stressed that Field Medics
are primarily soldiers whose duties have been expanded to include
the practise of medicine, rather than specialist surgeons who have
been given military training. Such individuals are first and foremose
warrlors, and greatly honoured ones at that. Only champions and
herces are ever initiated into the ways of the Apothacarion - such
is the importance of their duties. For it is the Medics whe must
maintain the bodies of their comrades, in a similar way to that in
which members of the Adeptus Mechanicus service and maintain
support equipment and wehicles. Without the selfless devotions of
its Medics, the fighting forces of the Imperium would soon be eroded

to the point where they were incapable of fulfilling their duties.

FIELD TRANSFUSION BETWEEN WHITE SCAR
BRETHREN AT THE BATTLE OF GREY LUDOR.
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‘The durty of the Medic, my Brethren, s 8 sacred one. We embody
the Emperor’s divine will and his holy purpose. We bring death
and we bring life. Let those true to Humanity's cause give thanks
for our work. Let the Impure bow down before our swords.’

Extract from an address on the completion of Medic training,
attributed to Surgeon-Commander Grigor Markhava, Widely
distributed as an exemplary text after his heroic death during the
storming of the Bourne slave-pits on Gabin 240 (2150982 .Md1),
when he gave his own blood to save the life of Lieutenant-
Commander Anders Belman art the height of the fighting.

It is possible that a casnalty’s injuries may be so severe that he will
succumb o them irrespective of the treatment available. In these
cases, the Medic has the solemn duty of administering ''the
Emperor’s Peace'” - euthanasia - to those warriors who deserve it.
The Medic's medi-pack inchudes a special umane-killer for this rask,
called a camifex. - a solid spring-laaded piston of metal, This is applied
to the sufferer’s temple, its powerfid spring hurling the piston through
the Marines brain and killing him instantly. Any Marine suffering
[rom a critical head or body wound (see Survivability, below) may
be despatched in this way if the player wishes (only the medic on
the spot can judge whether a Maring is going to survive his wounds) .
Tl-;%Medjx achieves this automatically once in contact with the
sufferer.

Another vitally important duty which the medic must perform is
the recovery of the Progenoid glands from fallen battle brothers.
The recovery of the gene seed encoded within these glands 1s vitally
important to a Chapter's survival and prosperity. Progenoids may
be recovered at the same time that the carnifiex is used, permitting
the player © salvage the model’s points value (see below).

SQOUAT MEDICS ESCORT INJURED TRODPERS
DURING THE FOURTH QUADRANT
REEELLION.

SPEAR OF ODIN MEDIC SETS ABOUT GRIM
TASK OF PERFORMING BATTLEFIELD
AMPUTATION.

‘Do ot fail your Brothers. Thougl their bodies die, their spirit
must return ko the Chaprer. That is vour charge.'

- Medic Credo

In Nostra Manus - Progenies Futura

There waz a slight sucking sound as the Progenoid was
removed.

‘Rejoice. Brother whispered the Medic. "Your gene sced
returns to the Chapter

Medics in the Army are no less honoured than their Marine
counterparts, They are not concerned, of course, with the recovery
of progenoid glands, and their training is somewhat less
sophisticated, since their patients do not have the enhanced
physiology of Marines. Nevertheless, they are always bath heroic
fighters and dedicated servants of their division. In recognition of
the value of their services, Army Medics are often seconded to the
Administratum after 20 vears service.

In addition 1o their medical duties, all Medics participate fully in
combat, fighting to the best of their considerable abilities. They
always operate as independent characters and are never attached
to squads.

Marine Medics are often armed with chaln swords and bolt guns
or pistols, while those in the Army usually carry laspistols and
chainswords, This is in addition to the standard equipment carried
by the rest of the force with which they fight. All medics carry a
standard medi-pack to allow them to perform the rites of diagnosis,
and to administer drugs such as frenzon, e,
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The Medic ran the Medi-Pack’s sensor over what remained of
the Maring's leg.

+ ++EXTENSIVE FLEEH LOSS 4+ + + ARTERY
SEVERED + + + RETRIEVABLE

A fine probe slid smoothly from the pack, plercing the flesh just
above the wound. The pumping blood turned from red, through
orange to yellow, forming a crust which covered the wound
completely. The crust hardened rapidly as the probe withdrew,

++ +REPAIR COMPLETED + + +

T increase their mobility, Medics are often equipped with jump packs,
of mounted on bikes. Additionally, the ubiguitous Rhino AFV is
commonly fitted out as a mobile feld medical station where more
severe wonnds may be treated. Such vehicles are, of course, clearly
wiacked with the Tmperial Medical symbol.

Brgulation Battledress for Marine Medics is all white, apart from
the hielmel which retains appropriate Chapter colours, and the right
shoulder pad bears the medical symbol. Some Chaprers, however,
use variations on this theme; eg, Iron Hand Medics wear the normal
Chapter colours - apart from the right arm, shoulder and medic-

pack,

ULTRAMARINE MEDIC CAREFULLY SAVES
THE PROGENOID GLAMNDS OF A FALLEM
EROTHER AFTER THE DESTRUCTIOM OF
HIVE-FLEET BEEHEMOTH.

SURVIVABILITY

Models removed as casualties during a batile are not necessarily
dead (cf. WH40K, p239). Rather, they are no longer in any condition
to fight: they might be dead, injured, or merely 'knocked out’. The
Injury Chart in the rules book allows gamers to resurrect casualties
in campaigns by means of a die roll made once the game is over,
A model which is merely injured may then take part in the next
game, or the pame after that, or whenever, acconding to the result.
However, the chart makes no allowance for the possibilicy of
casualties being treated during the aciual barile, and/or continuing
to participate despite the effects of horrendous injurdes, In general,
injury, shock, and unconsciousness will effectively end a model's
role in the game. Only in special instances would a model be able
to shrug off a debilitating wound.

Medical attention is one such special clrcumstance. Another is the
super-human quality of Space Marines, whose bodies are modified
to withstand terrible injures. To reflect these factors, and also o
represent the heroism of other unusually robust individuals, the
following new rules have been devised.

o

Pain and desth are illusions of the wezk mind. While hie genssesd retums
to the f:bipf#r. 1 Marine canmot die. Without death, patn loses its relevance.

He thet may sull fight, heal him
He ehat may fight oo more, give him peace
He that is dead, take from him the Chaprer's due’

- attributed to Master of the Apethacarion Asloa Man
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hﬁodeknormﬂymmmmdasramm[ﬁessmuldbemm-rmu{
replaced with a counter. This indicates that the model is ‘down’ S:mi
may indeed be dead). Models remain ‘down’ until the end of
sides following turn. at which point they are removed. This gives
the player a whole turn in which to attempt medical recevery. If
no attempt is made within the turn, the model s considered o be
beyond the immediate help of batrle-feld medics, but may still recover
‘after the battle’ in a campaign game in the normal way.

If 2 medic reaches the casualty during the turmn, the player should
roll on the chart below.

Note. Unless the result indicates that the model is dead or has a
critical head wound, the treatment immediately restores 1 wiound .

hown Time. This indicates the number of mrns the wounded mode|
must remain stationary affer treatment has been given: ie, it does
not include the cutrent furn. Unless suffering from a head wound,
treated figures may fire weapons, and so on, with the indicated
penalties applying. If suffering from a head wound, the character
is assumed to be incapable of any action untl the end of s ‘down
time’.

Marines are far more resilient to the eifects of wounds as a result
of their strangely enhanced metabolisms.,

Game Penalties. This indicates penalties which apply to that model
for the remainder of the game. Move rates are given as the fraction

Temaining.

01-05 | Superficial Wound M MNone
D6-10 | Light Wound - Left Arm 112 -1 Showoting to hit penalty with weapon held in that/both hands
WS
M-15 | Light Wound - Right Arm 12 -4 Shooting to hit penalty with weapon held in that/both hands
1 WS
16-20| Light Wound - Left Lag 142 1/2 Mowe: rate
-1 Shooting Lo hit penalty if moving and firing.
-1 W5
21-25 | Light Wound - Right Leg 12 1/2 Mowve rate
-1 Shooting to hit penalty If moving and firing.
-1 WS
26-30| Light Wound - Body 112 a1 WS
-1 Shooting to hit penalty
31-35 | Light Wound - Head 214 1 WS
-1 Shaating to hit penalty
-1 from Ld, Int, Ci and WP
36-40| Severe Wound - Left Arm 214 -3 Shooting to hit penalty with any weapon held in that or both hands.
-2 W5
41-45 | Sewvere Wound - Right Arm 214 -3 Shooting to hit penalty with any weapon held in that or both hands.
-2 W5
46-50| Severe Wound - Left Leg 2/4 172 Move rate
-2 Shooting to hit penalty if moving and firing.
-2 W5
51-55 | Severe Wound - Right Leg 214 172 Move rate
-2 Shooting to hit penalty if moving and Ffiring.
-2 W5
56-60( Savers Wound - Body 214 172 Move allowance
-2 WS
61-65 | Severe Wound - Head 4/8 -2 W5
-2 Shooting to hit penalty
-2 from Ld, Int, Cl and WP
66-70| Critical Wound - Left Arm 4/8 May not use that arm.
-3 WS
71-75 | Critical Wound - Right Arm 4/8 May not use that arm.
-3 WS
76-80| Critical Wound - Left Leg 4/8 1/4 Mowve rate
May not move and fire
-3 W3
81-85 | Critical Wound - Right Leg 4/B turns 1/4 Mave rate
May not move and fire.
-3 W3
86-90| Critical Wound - Body Mot combatant | Model conscious but incapable of movement or weapons use.
91-95 | Critical Wound - Head Mot combatant | Model unconscious, remove as casualty.
86-00( Dead Mot combatant | Remove casualty
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Medical Aid

The chart assumes that the medic has administered medical aid using
a medi-pack. Such administration is automatic as soon as the medic
reaches his patient. Medical aid of this kind can only be properly
administered by a Medic. Note also that only Marine Medics can
treat Marines, and only Squat Medics can treal Squats. Non-medic
characters may use a medi-pack, but must spend a full stationary
turn ministering to their patient before the dice are rolled, and all
down times are doubled.

Cumulative Wounds

If a model which has already been wounded is wounded once more,
the penalties are cumulative. In the case of movement, any
combination of two penalties will reduce movement to zero. Ay
model taking three severe, two critical, or fwo severe and one critical
wound, is dead, and cannor be recovered after the battle.

Battles

Many plavers like to determine which side has won by adding up
the points value of survivors once the game is over. Wounded but
combatant models count their fll points. Models which have been
removed because they are suffering from a critical head wound do
not count, nor do models suffering from a critical body hit, even
though they may be left on the abletop.

It had once been am arm. The melts-blass had fused metal, flesh and boae
into a twisted mass; weapon, armour aad arm were indisfinguishable The
belters magazine had exploded under the intease heat, showenng the Marine
with shrapael. Therz meght yet be hope, though.

The Medic worked swiftly, cannensing head and body wounds. He pulled
a tube from the clbow-joint of his power asrmoue, and pushed the end into
the Marine's good arm. Fighting off eramp and dizziness - for this was his
fourth transfusion - he wnlimbered his chainsward.

“The pain will pass, Brother, he murmored. as he brought it down on the
meimed showlder.

A BLoop DRINKER MEDIC PREPAREE TO
ADMIMNISTER THE FINAL SERVICE TO A
FATALLY INJURED TRODPER.

RAPID DEFLOYMENT MEDICS OF CHAPTER
SILVER SKULLS AWAIT THE CALL AS THE
ASSALLT ON MINOGUE K COMMEMNLCES.

Marine Progenoid Recovery

Every Space Marine carries two implants, called progenoids buried
deep wirhin his chest cavity. These unigue organs are necessary
components of the surgical processes which create new Space
Marines. These organs are so important, that one of the tasks of
a Marine Medic s to remove them from a dead comrade. Ifa Marine
Medic reaches a dead comrade within 1 turn of his demise, the
progenoids can be removed using a special device shaped somewhal
like an apple corer. Many Marines carry marker tattoos on their chest
and lower neck for this purpose. Removal is automatic, The player
may add the points value {excluding weapons and equipment) of
models from whom the progencid glands have been recovered,
towards his remaining total - ahways assuming that the Medic whe
performed the operations survives the hattle.

Campaigns

1f you are fighting a series of linked games as part of a campaign,
then the permanent effects of a wound will be as described on the
Injury Chart of WH40K (p239). All critical wounds will take a model
out of a campaign.

As an optional rule, playvers may be allowed 1o spend points recoverad
by progencid removal on replacement bionic limbs and so on, for
characters suffering permanent injuries as a result of roils on the

Infury Chart,

Text by Brothers Friestly and Davis with thanks to Alan Lawson,
Ivan Weeds and Alex Moseley.
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THE BADAB WAR

THE GREAT BEOOK OF THE
LEGIONES ASTARTES IS
THE ONLY COMPFLETE
REFERENCE BOOK
SOURCE FOR THE
FIGHTING FORCES OF THE
GALAXY. THIS 15 AN
EXCERPT FROM THE
BOOK'S UNIFORM
REFEREMCE SECTIOM.
BROTHER PRIESTLEY HAS
ALS0O RECOVERED
HISTORICAL MOTES FROM
THE ARCHIVES WHICH
DEAL WITH SOME OF THE
ACTIONS UNDERTAKEN BY
THE ILLUSTRATED UNITS.

FROM THE
IMPERIAL HISTORY
ARCHIVE - THE
BADAB WAR

Imperial Record 1A 88101

Cross fils to: Lessons of History HIS

Wars of the Forty-first Milleanivm WF

M4l 678

Planeary ref: Badab A4 Sfanm System

feput ref: Digma Lapin Historical Revision Unir
237988 1A

bipor dated: 0569913 M41

Further refs: Classified

Thought for the day

The dead watch over us and guide us.

INTRODUCTION

In 901 M1, as a result of Lufgt Huron's apparent mental
destabilisarion, the Master of the Tiger Claws and Lord of
Badab attacked and destroyed an Imperial investigation fleet
a5 it entered orbit around Badab. Huron’s action can be
understond with the benefit of hindsight. The Adepius
Mechanicus had long complained of the Tiger Claws' tardiness
in submitting gene-seed for routne analysis, whilst the chapter
had amassed a huge debt in planetary tithes stretching back
over 4 hundred and fifty years, And when the Imperinm moved
against its wayward chapter, a full scale rebellion was initiated,
the most serious of its kind since the end of the Fourth
Quadrant Rebellion in 780 M41.

The Tyrant of Badab, as Commander Huron is known in
Imperial histories, was a power-hungry and ambitious
individual whe should never have risen to power within 2
Marine Chaprer. He was plainly a dangerous individual, able
in many respects but lacking the absolute dedication to
humanity vital in a Lord of the Imperinm. Tt will never be
known for sure, but current hypotheses suggest that the
Commander was cither an alien shapechanger, or otherwisc
subject o alien domination of a most unnarral kind. A sudden
and uncxpected manifestation of psychic powers may lic at
the heart of the matter.

By 203 three other chapters, the Mantis Warriors, Executioners
and Lamenters had joined the rebellion. Imperial shipping was
attacked, and a ship belonging to the Fire Hawls Chapter was
capturcd by the Mantis Warriors in 904, The Fire Hawks
immediately retaliated, and soon five whole chapiers were
involved in the fighting. The Emperor recalled the Marines
Errant from the Eastern Fringes, but they guickly found
themselves fully occupied protecting Imperial ships in transit.

In 906 two more loyval Marine units, the Red Scorpions and
the Minotaurs, had been brought in, and the threat to Imperial
shipping was more or less quashed. In 907 the Red Scorpions
and Fire Hawks were recalled to their normal service dutics
in the galactic east, and two more chapters, the Novamarines
and Howling Griffons were committed to space-lane duties.

Meanwhile, the Star Phantoms began the task of besieging
Badab whilst two other chaprers were drafted in to investigate
the worlds occupied by the Mantis Warriors and Executioners.
The Lamenters were caught in an ambush by the Mino@urs
in 908 and eventually surrendered after bloody ship-to-ship
fighting, This came as a great blow 1o the Tyrant, and the rest
of the war consisted almost entircly of closc sicges. The
uprising came to an end in #12 with the fall of Badab and final
defeat of the Tiger Claws. Before the war was over, The
Exorcists, Fire Angels, Salamanders, Space Sharks and Sons
of Medusa all became involved for short periods of time;
chapters replacing other chapters as pressures elsewhere
necessitated their re-deployment.

With the rebellion over, The Mantis Legion, Execurioners and
Lamenters were granted the Emperor's forgiveness, subject to
undertaking a hundred year crusade. The homeworlds of the
Mantis Legion and Executioners were forficted to the Space
Sharks and Star Phantoms for their part in the war, The other
legions received salvage rights to spacecraft and a proportion
of the booty. The Tiger Claws were all but destroyed. Only
a contingent of about two hunded fought their way through
the Exorcists’ blockade and escaped into deep space. They
have not been heard of since. Of the fate of Imperial
Conunander Lufigt Huron, Master of the Tiger Claws and Tyrant
of Badab, nothing is known.

Rick Priesiley
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ROUGH RIDERS AND
WHITESHIELDS

by Graeme Davis

The Imperial Guard draws on many different worlds and many different cultures for
its troops: some are feral worlds, knowing only the axe and spear; others fight their
wars with lasgun and bolter. This diversity brings a wide range of customs and rituals
into the Guard and various unusual types of warrior. Among these are the Rough Riders,
horse-mounted Guardsmen armed with powerful explosive lances, and Whiteshields,
young inexperienced warriors courageously trying to prove , their valour.
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ROUGH RIDERS

® ROUGH RIDERS

There are many worlds in the Imperivm where the horse
i5 still widely used, Not all of these are feral or mediacyal
worlds. Some, like Avar IT1, have a privileged class which
spends a grear deal of time on horseback, whiling away
their leisured hours with equestrian spores and hunting,
Onhers, like New Klondike, have rough terrain and low
native fuel resources, which make the horse a more practical
form of transport than a motorised vehicle,

Even among the feral and mediaeval worlds, there is an
enormous range of cultural types which may give cise o
clite cavalry forces. There are the ourriders of nomadic
herding cultures, a5 on Dolgan IV and Temuojin's World;
there are mounted raiders such as the Horse Lodges of
Cochise and the kozaki of Novgorod; and there are
formalised horse-warrior aristocracies such as the Holy
Orders of Avalon and the hadokai of Epsilon Tokugawa 111

Common to all these planets with diverse cultures and
customs is their equestrian elite, a warrior class that has
accumulated generations of experience and tactical wisdom
i1 the use of cavalry on the battleficld. These homse-warriors
are always subject to close inspection by the Imperium,
and they are frequently drafted by the Imperial Guard when
a regiment is raised from their homeworld. On the more
advanced worlds, cavalry undts are always incorporated into
the Planetary Defence Force and it is from this that the
Guard recruits. On some of the more primitive worlds, the
Guard recruits directly from tribes and clans of horse-
warriors - legends and great epics are born at these times,
and tales of undying heroes joining the Star Riders to battle
on the Fields of the Night are commonplace.

The bond berween a rider and his mount is not easily
broken, and the horse-warriors are oot recruited merely
for their courage or skill ar arms, The Guard docs not
overlook their specialised skills, and riders are always
accompanied by their mounts when they are drafted into
a repiment. After retraining with the weapons and tactics
of the Imperium, these horse-warriors are formed into
mounted platoons, universally known as Rough Riders.

'p‘ﬂ cisfon, .

“One _I‘.ﬂrf_mgf,i 1.F'§
il charge

713

"o r.'.ifc-zg ¥

I'.Flr_' Fmgh Ggr‘_‘j'ﬂ ﬂmwba’rd u‘

e 18

- Fhayi sieon werdn all it fioems: luvemfc:ﬁlwoﬂd e
i \smgcﬁbfainmgtﬁh aither with si anddbhave
- monitored thie death of 3 whole pliset athe hands

- of a vitus bomb. Ihﬁ,w:ﬁewﬁpammwmesdmpm_ s
«deith: mdm'm ]imgrm Titans crush
vghqic:flatﬁnns uaderfoot, But there is no thorc
. stirving sight in War than the of ajmmg.c.mlq

® TRAINING

During the long period of trnsit to their regiment's posting,
Rough Riders are trained in the use of Imperial Guard
weapons and tactics, just like their infantry countérparts.
They are also trained in the use of the Imperial Guard
hunting lance with its shaped-cxplosive head, and in
advanced cavalry techniques, Imperial Guard transit ships
are large enough o provide exrensive training areas even
for mounted units, as well as the srabling and
accommodation needed for the horses and their riders.

It is not only the riders who learn new skills - their mounts
are given biochem treatment and extensive training o
prepare them for modeen battlefield conditions. Once they
arrive al the combat zone, months or years after leaving
the familiar termin of their homeworld, Rough Rider horses
will not panic under fire, or shy away from unosual sights
and smells such as Orks and Dreadnoughts.

Over the cratered tereain of a battlefield that has sufferec
4 heavy bombardment, horses have often proved superior
to motorbikes or armoured vehicles. A platoon of skilled
Rough Ridets can be an effective assault and skirmishing
force, able to move rapidly over the broken ground, and
equally able to climb steep slopes as o gallop along narrow
ravines. And when they finally confront the enemy, Rough
Riders can charge into the opposing lines with their
explosive ances, quickly changing to lasguns and laspistols
after the inidal onslaughe
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ROUGH RIDERS

The Scouring of Ralgor WIL In this famows action, Guandsmen of *F
Company of the 9th Necromundian Regiment (24ch Imperial Army
Corps) - supporied by Titans of the Fire Wasps Order - tormed Back
a counter attack from Rebel forces on the captired ciey of Flijghol

The Ddficer on the far lefi wears a Commander's gold breastplate
emblazoned with an Imperial Faghe device: He is accompanied by 3
Commiszar, whose extreme devotion and long service is indicated by
the skulls on his collar.

The large banner on the right is *F' Company s honour banner, cacried
-as is eradicional - by members of the ist Platoon, It bears the sorolls

of no less than five actions for which the Company was highly
commended, The central figure is an image of Ollaniws Pius, the
Guardsman who is sapposed o have given his Life by inerposing his
body berween Horus and the Emperor during the assaudt on the
Imperial Palace. He is now reganded as something of a saint by the
Guard, and on oocasions B even prayed to as an intercesslonary figure,

The other large banner is that of the 2nd Platoon - dentified by its
twi-colonr field.

The smaller banners denote the Guardmen’s various tribal orglns on
the Mecromunda Hiveworld. In this instance, the reference is 1o the




Death Blades gang from which these woops were recruited. Many of
the Guards have costomised their bactlegear with Death Blade symbols
- pite the backs of the teoopéns in the righe foreground, the pawches
an the foreanms of those immediaely behind them. and the kill banner
an the weapon of another

The Command Section of the 15t Platoon (identified by their yellow
helmer seripes and flag symbols) 15 leading the placoon on the keft
flank, whils the centre is held by the same plamen's Suppore
Squads (identified by a blue helmet stripe and a support squad
helme: symbol),

The bulk of the troops beyvond these squads i comprised of the Znd
Platoon - indicawd by the prescnce of their platoon banner

Mote how the tiger-siripe banledress of some of these troops differs
froin the stendard issue Codex geey. It would not be unusual, in fact,
for battledress colours o vary berween sguads in the same platoon.
This is due v a number of factors, not least being the facs that
individual guardsmen must ke responsibilicy for replacing their own
uniforms and equipment once their initial issue has become worn or
dameaged. Similardy, ndividual Commanders are responsibie for the
overall standards and details of bamle drill.

ROUGH RIDERS
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® CUSTOMS
AND RITUALS

Like other members of the Imperial Guard, Rough Riders
retain many of the customs of their homeworlds, The use
of mrtoos, ritual scarring, unofficial uniforms and tribal
symbols is widespread amongst the Riders, and many
platoons retain the pennants of their old tribe or unit, flying
them from their kinces below an official Guard banner.

The hotses of the Rough Riders are frecze-marked on the
rump with Imperial Guard insignia: the freezing brand
painlessly destroys the pigmentation of the hair and leaves
a permanent mark in the shape of a stylised eagle
surrounding the head of a horse. Many horses also retain
the brands and markings they cacried before recruitment
to the Guard; among some of the Riders drawn from more
barbaric cultares it is even the custom to ritwally scar or
tatroo the mount along with its rider, leaving raised welrs
or colourful markings to commemorate the platoon's most
heroic actions.

In many regiments, the officers of the Rough Riders are
drawn from a long-established ruling elite. Despite their
recruitment into the Guard and their official ranks, these
nobles are regarded by both themselyes and the other
troops of the regiment as natural leaders, able to command
the service and respect of their homeworld infeciors bevond
the call of duty. Itis common for these noble Riders Lo pass
their leisure time in the hunt, using infantcymen as beaters
to flush out the exotic wildlife of the planets on which they
are sttioned. Their training and the use of explosive lances
hardly makes for a fair competition between hunter and
hunted, and it is usnally considered poor spoctsmanship
to arm the lance unless the prey is especially large and
ferocious.

Other customs are upheld even on the battlefield, and the
Guard may condone unusual tactics by Rough Rider
platoons if the skills of their homeworlds are shown to be
cffective against the Imperium's foes. The most common
Rough Rider tactic is to charge the enemy with explsoive
lances, switching to lasguns or laspistols once the platoon
have made their initial breakthrough. $ome Rough Riders,
cspecially those who were accustomed to fighting with
cavalry sabres, prefer 1o arm themselves with chainswords,
slashing fiercely to either side as they contact the enemy.
Other units tend o stand off, firing at their opponents with
lasguns, often galloping past and making themselves hard
targets to hit. Whatover their tactics, the mobility and speed
of Rough Riders always make them a potent force on the
battlefield, able ro spearhead an attack as easily as run a
flanking manoeuvre, thus keeping cnemy commanders on
their toes watching for uncxpected attacks by the mounted
Guardsmen.
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WHITESHIELDS
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® WHITESHIELDS

When the youngsters come of age - the precise age varies
acconding to the regiment’s homeworld culture - they begin
their training as Guardsmen. During their training period
they are officially designated as probitors; in practice, they
are given names from the regiment’s homeworld culre,
such as Cadets, Probationers or Gun Babics, But by far the
Mast Common name for probitors, especially in regiments
from feral or mediaeval homeworlds, is Whiteshields, On
these worlds, the young warriors carry shields with no
markings - not until they have proved themselves in battle
can they claim the right 1o display the tribe’s colouts or
the heraldry of their fathers. This practice has been
continued in the Guard, and all probitors have blank
insignia: they show neither regimental, company nor
platoon symbols until they earn the right on the battlefield.

In most regiments, recruitment to the Whiteshields
represcnts the first phase of the youngsters' passage into
adulthood, and is accompanied by appropriate rituals from
the regiment’s home culture, Whiteshiclds continue to
perform menial and support duties, but combar training
takes up an increasing proportion of their time, until they
are judged to be ready for action. Finally, they get a chance
to prove their mettle in combat and to demonstrate that
they are worthy of becoming true warriors in the Guard,

&
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The advance of the Mjolnic
Brotherhood on Stronheim,
Betalis IV campaign. The
Brotherhood was mised from
Mjolna Stronghold on the
HomeWorld of Valskalf, and
served with distinction
alongside the 14th Borodian
Reriment of the Imperial
Guard in rthe pacification of
Beetalis TV

In this picture, F Company
(denoted by the Squat F-rune
on the right side of their
helmets) advances under
heavy fire towards the west
garc of the city, while the
Warlord and  Hearthguard
look on from the captured
communlcations complex
where the Squat oommind
poing remained for most of
the action.

Ifr the centre of the picatre
can be scen the hanner of the
Brotherhood. Nowe how the
lightning-strokes  from  the
Brotherhood banner are

repeated in the unit badges of S

the squad in the foreground;
it is 2 common pracrice
ameng Brothechood troops
for eich squad to take an
clement of the Brotherhood
banner as theic unit symbol.

Helmets are  issued as
standard 1o Brotherhood
troops, but some prefer oo
wear  soft -I.'!ﬂrl.‘i, Or T
headgear ar all. As with most
Sguat Brotherhoods, thers
are oo sirictly-cnforced
uniform rules and personal
decoration of equipment is
common. Permsonal motifs can
be seen on most of the
helmets i the picture, and
the sqmad leader in the centre
foreground has had his head
tarcoed - 4 common praclice
dmong veteran Squats.

The red flak jackets and dark
green coverialls with vellow
piping are the standard
uniform of the Mjoloir
Brotherhood - note the cuff
demail on those fignres who
are not wearing gaunclets -
but again, personal deiails
such as gauntlets and koee
and elbow pads vary from
Squat to Squat,
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WHITESHIELDS

Regiments of the Imperial Guard are generally posted to
combat zones immense distances from their homeworlds,
and it is rarely practical to recruit from the homeworld to
make up for combar losses. The Guard therefore uses
various other methods of bringing regiments up to strength,
depending on the crcumstances: amalgamating depleted
regiments inte a single fighting force is common practice,
especially when the regiments are being constantly
transported w0 new battle zones. Regiments that are lefe to
garrison a world they have conquered, on the other hand,
recruit from local sources - the most common method (and
by far the safest on hostle planets) is to draft the sons of
the regiment into the Guard when they come of age,

The children fathered by members of an Imperial Guard
regiment are usually brought up completely within the
regiment itself, It acts as a kind of extended family,
infusing the youngsters with the culture of the homeworld
they have never seen, and assigns them menial and support
duties which would otherwise eat into the regiment's

fighting strength.

® RITES OF PASSAGE

It is often observed that Whiteshiclds work faster, train
harder and fight more fiercely than most experienced
Guardsmen, For a2 Whiteshield, passing from probitor to
true Guardsman is far more than a simple promotion: it
is their entry into adulthood - this glves them the status
and respect doe a Guardsman and, most important, the
right to bear the regimental insignia and the ritual markings
of a warrior,

When a Whiteshield takes to the battlefield, he is driven
by a desire 1o prove his courage and skills that borders on
the fanatical. Whiteshields are fearless in the face of
enemies that older, and wiser, Guardsmen treat with
caution. For 2 Whiteshield, failure to win his colouars is a
terrible blow - showing cowardice is unforgivable, and an
honourable death is certainly to be preferred to the
dishonour and ridicule heaped npon the weak-hearted.

Whiteshields serve alongside the other squads in their
regiment, distinguished only by their bravery and the white
badges and helmet siripes on their uniforms. Each
WWhiteshield squad has an experienced sergeant to guide
it through training and in its first battles. The squads are
usually put into 2 normal platoon to leaen from the example
of the troopers around them - occasionally a company will
form up a platoon solely of Whireshield squads, trusting
that th:lr courage will compensate for lack of experience.

Only those who distinguish themselves in battle are allowed
to become Guardsmen proper. Some regiments merely
demand that a Whiteshicld take part in a battle without
giving way o fear. Many only accept those who have deawn
blood or killed an enemy, sometimes requiring the young
warrior o collect a trophy to prove his claims: an
opponent's back banner or weapon perhaps, or a more
gruesome and bloody memento raken from the body of
a fallen encemy.

At the end of his training, after he has shown his skill, a
Whireshield is ceremonially awarded his colours: his blank,
white badge is replaced with the regimental number and
the colours of his platoon; he takes the sholder motif of
hiz company, and the helmet markings of the squad o
which he is assigned. More important than this, however,
are the unofficial rituals in which the new Guardsmen is
welcomed by his fellows into the regiment. These rituals
are taken from the regiment’s homeworld coliure and vary
widely throughout the Guard; tattoos and rimal scars are
common and receiving these marks withour a cry of pain
is as much a test of the youngsier's courage as his bravery
on the bartlefield.

At last the Whiteshield emerges from his training as a full
member of the Guard, wearing his scars and tattoos with
as much pride as the uniform of his regiment ready to
return: to the battlefield with his new experience and,
perhaps, a little more caation,
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® ON THE BATTLEFIELD

Whiteshields may be fielded with any Imperial Guand force:
the appropriate army list addition is given below. All the
normal rules for Imperizl Guard organisation apply to
Whiteshield Squads: ie they must be attached o a
Command Section, observe platoon coherency rules and
S0 01,

Psychology: Because of their determination to prove
themselves worthy of full membership of the Regiment,
Whiteshields are immune to all pspehofogical cffects,
whatever their source, The youngsters’ resolve to succeed
and become full members of the regiment overcomes all
other considerations.

Equipment: Whiteshields Squads are issued with the same
basic equipment as full Guarsdmen. The sergeant carries
4 laspistol and chainsword, cight of the trinces carry
lasguns and the remaining squad member is armed with
a las-cannon, the only heavy weapon available to
Whiteshields. Unlike other Guard squads, Whiteshields
must retain the equipment they are issued with - they may
not replace any of their weapons with Alternative
Armament or take Additional Eguipment or exira
Greriades and Missiles. Being green recruits and trainees,
the Whiteshields are not permitted o draw on the full
resources of the regiment.

The only exception are Whiteshield Squads thae are
included in a platoon of Rough Riders. These squads may
have horses and explosive lances to match the other
members of the platoon.

Uniforms: Whiteshields wear the normal official Guard
uniform, but this is stripped of any insignia, including the
unofficial gang or tribal symbols worn by many full
Guardsmen. Whitcshiclds must prove themselves in battle
before they are allowed to display the insignia of their
regiment and their homeworld cultore,

The unit badges are plain white, with neither plaroon
colours nor regimental number. They have white helmet
stripes to indicate the status of their squad, but no other
helmet markings.

Although trained Guardsmen, sergeants wear the white
badge and helmet stripe of their squad. They may, however,
also wear the Imperial Eagle and various homeworld tribal
or gang markings - unlike the novices they accompany,
sergeants have earned the cight to these prestighous insignia.

There are severe disciplinary measures for any Whiteshicld
who decorates his uniform with exrra badges or slogans
- such presumption is despised by those who have carned
in battle the right to call themselves Warriors,

0-4 WHITESHIELD SQUADS
at 200 polnts per squad
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IMPERIAL GUARD - OGRYNS
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IMPERIAL GUARD - OGRYNS

OGRYNS

Continuing our feature on the Imperial Guard, we take a look at Ogryns in Warhammer 40,000,
The largest of the Imperium’s Abhumans, the Ogryns' brute violence, sclfless courage and
devotion to the Imperial cult give them a fearsome reputation as assault troops.

by Iyvan Weeds and Graeme Davis

Dense black smoke drifted slowly from the wreck of
the Rhino APC, casting a deeper gloom over the sunset.
Commander Fleyitch lowered his bio-scanner and
slumped wearily against the foor of the ruined wall.

“'They're still down there," he said ru.-earil}r, Juse
waiting. They're dug in all round the spaceport
perimeter, 50 we can assume this isn’t the uswal Eldar
smash-and-grab attack."' He ook the flask of kvatsch
from Captain Rotch, and offered it to Vertren, who, as
usual, was just close cnough to get on his nerves. The
Commissar shook his head, with a faint expression of
distaste. Flevitch shrugged and drank . The spinit warmed
him against the growing chill of evening.

“Reinforcements, sir?"* Rotch was clearly thinking along
the same lines as his commander,

“Must be. This is the only facility on the continent
capahble of mking heavy traffic. We lost contact with the
orbiter just after it reported a large number of
unidentified ships coming out of warpspace at the edge
of the system. This is a beachhead, Captain, and we've
got o break itbefore they start landing.” He pansed for
i moment.

“'Let's try a different approach ' he said atlast. 5o far,
we've been fencing with them - testing flanks, looking

for weak spows. Result: we lose half a Company and they
lose three Dreadnoughts and 3 handful of troops. We've
been rational about it. Let’s do something irrational and
confusing, sec how they cope. Something they 've never
seen before, something they can't anticipare” He noticed
Commissar Yeriren fingering his laspistol, and shot him
alook. “Don't worry, I mven't gone comba-happy, Mot

an

yer.

‘Look,” he started to scratch a crude map on the wall
with his knife, 'If we get them 2l looking this way by
doing something they won’t believe, then there's a
chance that we can smash a fast column through their
lines bere and do enough damage 1o the holding force
andior the spaceport itself o prevent the [anding ™ Rotch
started o look cven more worricd.

“But, sir,”" he protested, “"What have we got that can
get even halfory to that point without being shot to the
Warp amd back?” Fleyitch grinned.

HOgryns.” he said. “'If we time it just right, the Eldar
will all be going "What the. ' just when what's left of
the Company breaks cowver over here and piles into them.
No spreading out, no fancy stuff, just smash through.
Let’s see how those degenerate sophisticates handle a
healthy dose of pure unreasoning violence””

i i
"h-_____ e

Qeryn in Combeat wiith Orks
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IMPERIAL GUARD - DGRYNS

® OGRYNS IN THE
IMPERIUM

Ogryns are among the largest and most powerful of the
Abhuman breeds yet discovered - only the Minotaurs, a
strain of giant Beastman, ¢an match them for sheer
destructive power. The bulk of Ogryn worlds were
originally prison planets, and when these worlds were
brought back within the Imperium after the Age of Strife,
the harsh planetary conditions were found to have weought
4 particular pattern of changes upon the inhabitants.

Ohviously, those planets which are selected for use as
prison wotlds hive no better use to the Imperiom; they
are generally barren, and lacking in native food species.
They are harsh environments, and those who survive there
must be unusually resilien
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® EVOLUTION AND
PHYSIOLOGY

Opryns evolved on planets with harsh environments, little
food, and some hostile life-forms of animal and lower
intelligence. The physical traits displayed by Ogryns are
a direct response to environmental demands.

Firstly, their size and steength, Ogryns arc penerally half
as tall again as the average Human. They are more heavily
built, even in proportional terms, with a muscle mass to
height ratio almost twice that of 2 Human, Their hones are
heavy, and their skin is thick, with few sensory nerves,

This build is largely 2 response to hostile native life-forms;
the Ogryn has become large enough to fight most native
predators and win, using the improvised and primitive
weapons which arc the only defence available on a prison
planet, It also suits the Ogryn for a predatory role, relying
on size and strength o overcome prey.

Secondly, their digestive svstem. In response to the
genenally barren nature of their home planets, Ogryns have
developed a digestive system which is capable of deriving
nutrition from almost any organic substance. Thelr capacity
for eating - far in excess of that of a normal Human - derives
from the need o eat everything available when food is
found, and store it against the long fast until more food
is discovered.

Finally, their intelligence. On their home planets, the
constant struggle to survive and find food lcaves no time
for any other activity, and the Ogryn brain has undergone
a degree of atrophy. They are often thought of as stupid
by normal Humans, and indeed their intelligence and
reasoning capacity is lower. However, their brains are
attuncd o survival - fighting and eating - to such a perfect
degree that, on their own terms, there are few races in the
known galaxy that can match them,

® APPEARANCE

The basic appearance of an Ogryn is that of an oversized
and coarsely-formed Human, They stand 2 % -3 metres tall,
and are very heavily built by Human standaids. Limbs are
short and heavy, and hands are large and clumsy-looking.

Ogryns have large heads - the thick bone of the skull often
makes them look disproportionately large by Human
standards - with heavy, promincnt jaws. It is common For
the lower canine teeth to grow into protruding tusks.
Fighting is natural to Ogryns. and even the friendly
aleercations they have among themselves can lead to minor
injuries. Ogryns are almost always heavily ggerred, and
broken teeth are common.

There is some variation on the basic Ogryn physique,
according to homeworld. Ogryns from the planet Skraag
(Imperial designation Beta-Entebes 11} tend to be taller and
rangier than other Ogryns, with a distnet yellow-brown
tinge to their skin owing to the high concentration of
volcanic sulphur dust in the atmosphere: they are also
renowned for thelir highly distincrive smell, On the other
hand, Ogryns from Ugglob (Imperial designation Dranno
I¥) are shorter and stockicr, with Lairger heads. The high
humidity of this planet's atmosphere has led o Ugglob
Ogryns developing an astonishing range of warts and other
fungal disorders.

The majority of Ogryns cultivate an appearance which is
inkeeping with the mediaeval level of technology of their
homeworlds; skins, coarse cloth and chain mail armour
dre common, as is the practice ofbody-painting, tattooing,
and ritual scarring. Hair varies in coarseness and colour,
and many Ogryns are completely bald, Those who are
chosen to lead Ogryn squads in the Imperial Guard often
adopt military styles, with short hair, heavy boots and
fatiguc-style trousers. Some will have their unit badge
tattooed onto their chests, along with victory and
devorional symbols, such as Imperial eagles, skulls and
crude copies of other Imperial insignia. Like other Imperial
Guard troops, Ogryns are enthusiastic collectors of battle
badges, but lacking helmets they often attach them directly
to the thick bone of their skulls.

Ogryns have scant regard for hygiene by normal Human
standards, and the phrase ‘downwind of an Ogryn’ is widely
used to describe atmospheric contamination and other
malodours. Most Ogryns are infested with parasites of
various types and sizes, and certain species are acrively
cultivated as pets and emergency food stores. Some of these
parasites are very large - the Scorathian Armpit Louse, for
example, is the size of a Terran rat, and is bred and traded
among the Ugglob Ogryns and others with whom they
come into contact. Races and fights involving these
creatures are a common off-duty pursuit, with up to a day's
rations being bet on the oulegme.

The Ogryns have been known to produce mutants -
although some argue that they are mutants to begin with.
On the basis of Imperial studies to date, the probability and
cxtent of mutation appears 1o be almost exactly the same
as that for normal Humans. It is rare in the exrreme for an
Ogryn to develop psychic powers.
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® OGRYNS AND THE
IMPERIAL CULT

While the finer points of the Imperial cult probably escape
most Ogryns, their devotion w the Emperor is heyond
quéstion. Ogryns in the Imperial Guard, in particular, have
an almost childlike faith in the Emperor, perceiving him
a5 an all-knowing, omnipresent force who warches their
every move on the battlefield, handing down orders
personally through the chain of command. The highest
praise to an Ogeyn is to tell him that the Emperor is pleased
with him, Coupled with their natural love of fighting and
contempt for pain and danger, this faith in the Emperor
makes Imperial Guard Ogryns capable of apparcntly insane
acts of bravery.

During the wars of the Horus Heresy, Ogryns served o great
effect in the Imperial Guard forces of both sides. From the
records that are still available, it seems that those who
fought for Horus had been told that they were fighting for
the Emperor, and that the Loyalists were in fact traitors.

Crgryns are particularly impressed by the Commissars of
the Imperial Guard, whom they regard as being in constant
touch with the Emperor himself. An Ogryn will always
show a Commissar the utmost respect, enguiring endlessly
about what the Emperor thought of various things the
Ogryn has done and even offering the Commissar his own
fation in an attempt (o gain fEvour,

.1-,’:'

Ogryn Sergeant with Supfert Sgrudad

While the Commissars normally confine their atiention to
the Human officers of an Imperial Guard force, there have
been gccasions, in forces with a particularly strong Ogryn
presence, when an Ogryn platcon has had a Commissar
of its own. The presence of a Commissar will inspire Ogryns
1o outstanding acts of reckless courage and self-sacrifice
- after all, as they reason, if they have 2 Comrmissar with
them, then the Emperor must be watching them even harder
than usual.

Some Imperial Guard Commissars have made 2 speciality
of dealing with Ogryns, and have come to understand their
psychology and motivations as much as any normal Human
ever can. These so-called 'Ogryn Commissars’ arc
sometimes regarded with disdain and suspicion by their
fellows, who are suspicious of the Ogryn outlooks and
mannerisms that they have acquired from their close

]
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® OGRYNS IN
IMPERIAL SERVICE

Like other Abhuman breeds, Ogryns have been tiken into
the seryice of the Imperium, finding niches where their
matural mlents and tendencies may be put to the best usc.
[n the case of Ogryns, this is almost exclusively in the
Imperial Guard.

The Imperial Guard

Every inhabited world in the Imperium has o provide
troops for the Imperial Guard, and the Ogryn homeworlds
are no exception. Indeed, the Iure of regular rarions and
adventure on worlds whose climates are seldom harsher
than home is enough to keep millions of Opryns flocking
to join the Guard.

Ogryns generally prove w have an ideal temperament for
service in the Imperial Guard. They keep to themselves
for the most part, although they have a great respect for
officers - and particularly Commissars - whom they see as
close o the beloved Emperor. Ogryns have little in common
with the other strains of Abhuman, but will co-operate with
all gther parts of the Imperizl Guard, They can respect
Beastmen for their ferocity and Squats for their hardiness,
although they arc never shy to point out their own
superiority in both departments. Ogryns have mixed
feelings abowt Ratlings; sniping is the lowest and most
waorthless form of warfare to the Ogryn mind, but on the
other hand it can pay to keep on good terms with the supply
and quartermaster staff, where many Ratlings serve.

Organisation

Ogryns do not follow the wsual Imperial Guard practice
of raising a4 whole Regiment from 2 single homeworld.
Instcad, they arc attached o Guard Regiments of normal
Humans, according to Administratum instructions. Imperial
Guard Oryn troops are invariably organised into squads
of five, and all cthe Ogryn sguads in an Imperial Guard
Company are put in the field together, in the same way as
a plaroon of normal Huoman troops.

Each Ogryn squad has 2 Sergeant-Ogryn leader, who has
been subjected to Adeptus Mechanicus brain ancement
biochem, or BONE treatment {Biochemical yin Newral
Enhancement). Ogryn leaders are known as BONEheads,
a title which they bear with considerable pride. BONEheads
are able to be educated to a limited degree in small-unit
tactics and the operation of equipment such as
communicators and weapons like the ripper gun.
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OGAYN RIPPER GUN

Within the Guard, Ogryns are restricted to their own
scquads, and do not normally rise above the rank of Sengeant,
Even with BONE treatment, their minds are not suited to
command of a force larger than a squad. Ogryns are
sometimes modificd into Servitors by the Adeptus
Mechanicus, for tasks where their size is an advantage.

Equipment

Ogryns in the Imperial Guard are normally armed with the
SAMe primitive weapons that they use on their homeworlds,
Large crushing and cleaving weapons such as maces, axes
and even tree-trunk clubs are comimon.

They are trained in the use of grenades, but the normal
grenade types are oo small for their large, clumsy hands.
Instead, they are issucd with a specially-designed Ogryn
frag grenade, which takes the form of 2 metal cylinder six
to eight inches long and two to three inches in diameter,
with 2 ring-pull arming mechanism at one end,

BONEheads may be issued with the Fragmentation Autogun
(Ogryn), universally known as the Ripper Gun. This is a
drum-fed, large-bore automatic shotgun firing heavy shot.
Its limited range is no great disadvantage given the Ogryn
preference for close assaults, and ar short ranges its effects
are devastating.

Armour varics widely. In general, the supply of advanced
armour types in Ogryn sizes is limited, and most Imperial
Guard Ogryns wear primirive armour brought with them
from their homeworld. This is 2 mixture of chain, plae,
and the hides of exceptionally resilient homeworld
creatures, such as the Armidillian Plate Lizard. Limited
supplies of Ogryn-sized flak and mesh armour are available
to some Imperial Guard Regiments, and this is generally
issued only o BONEheads,

Omn the whole, Ogryns show a preference for armour which
lezves the arms free to deliver 'a good, solid belt’,

851

—




IMPERIAL GUARD - DGRYNS

Yehicles

For the most part, Ogryn platoons do not use vehicles,
owing to their large size and incomplete grasp of
technology. However, BONEheads do have the degree of
intélligence required o drive a Rhine APC, and some units
of the Imperial Guard have specially convered ‘open-top’
Rhinos for transporting Ogryn squads.

Standards

Althoungh they do not have Command Sections like other
Guard troops, Ogryns often adopt unofficial standards of
their own. These are usually carried by the Sergeant-Ogryn
leading the platoon - and sometimes all the Ogryns in the
plaroon are fitted with back-banners. Banner designs vary
widely, As well a8 copies of regimental standards, Ogryn
banners may feature an image of the Emperor, portrayed
as an Imperial Guard Commissar - a natural symbol of
anthority to the Ogrva mind. They also use tribal designs
from their homeworlds.

In addition to their standards, Ogryns often mark successful
hattles or individual kills with mttoos, usually based on
the symbaols of their homeworld tribe. These may be simple
seripes of colour, or small skulls, usually on the face or arms.,

Service Outside the Imperial Guard

The vast bulk of Ogryns in Imperial service belong to the
Imperial Guard, but it is not unknown for them to serve
in other capacities. Like other Imperial Guard troops,
Ogeyns can be seconded to the entourage of 2 Rogue Trader,
wearing a tabard bearing the Rogue Trader’s colours and
emblem in addition to their nommal clothing and armout,

R
Ogrym about to demolish Eldar fet Bike

On some Imperial worlds, Ogryns are drafted into the
Adleptus Arbites, since their strength, ferocity and imposing
bulk make them effective on a psychological level as well
a5 in actual conflict. Often in such cases the mere presence
of Ogryns can prevent trouble or bring it swiftly to an end.

Planetary governors and other dignitaries sometimes
employ Ogryns as bodyguards, having found that asquad
of these huge Abhumans atone’s shoulder can add a certain
amount of authority to one's commands. Certain
Inquisitors, oo, will travel with Ogryn servants; these
individwals will normally have giceived BONE treatment,

® RENEGADE OGRYNS

It is known, but rare, for Ogeyns to mke the field against
the Imperivm, The use of Ogryns by Imperial Guand units
serving Horus has already been mentioned, and on rare
occasions Ogryns will serve with pirate or rebel forces.
Onee Ogryns have been recruited into the Imperial Guard,
however, their basic training and indoctrination flls them
with a simple but unshakeable faith in the Emperor, and
revolt is practically unknown,

%8
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THE PACIFICATION OF FLOTIS Il

By GRAEME DAVIS and PETE KNIFTON#

This article describes the role of I Company of the
7th Mordion Imperial Guard Regiment in the
Pacification of Flotis 111, with full details of the
company’s fighting force.

Raised on the Hive World of Mordlon in 984 .41, the 7th was assigned
to the newly-rediscovered planer Flodis 111 When Imperial starships
first reached the planet, it was found o have a substantially Hurriin
population - the Adminisiratum ook this to indicate that it was
colontsed from Term ot some time before the Age of Strife. However,
no surviving records or STC equipment have been discovered a5 yet,
amd the bulk of the population has regressed o ferml/medicval level

In addition to the Human population, Flots I is home o a large Ork
sertlement on irs third continent. Centred on an immense, but crude,
crashed starship, this growing empire has overwhelmed and enslaved
much of the third coninent’s Human population.

Most of Flotis 111 was pacified and sertled within a year of the linding.
O the first continent the Imperial Guard personnel were able 1o
eliminate the existing warrior aristocrcy of 4 number of small states,
and install themselves inits place The sccond continent was angely
deserted scrubland, home to only 4 few struggling nomad teibes. The
third continent, however, has proved o be more of a problem, and
his seen some of the flercest fighting of the Pacification, This is for
a variety of reasons: firstly, the Orkos themselves ane 1 dangerous and
well-equipped foe; secondly, the tcrrain is rugged and highly variable;
and thirdly, those Humans who have cemained free of Orkish
domination are fiercely independent and highly proficlent in the
» iechniques of guerilla warfare,

The pacification of the third cominent was assigned, among others,
to T Company of the Tth Mondion, who have distinguished themselves
in several actions over a two-year campaign. The Human sirenpgth of
D Company was raised from a particulacly vicious Hive World gang
called the Night Rippers, whose fist-and-knife emblem appsears on
several of I Company's vehicles and unofficial banners. The Night
Rippers first came (o the notice of Imperial Commander Varren, the
planetary governos of Mordion Hive World, when they seized control
of the whole of Island-City Tero.
They used the spaceport amd the
hundreds of orbit-capable ships
they captured to atcempt a
blockade of the planet insupport
g of various demands for cash and
1 equipsnent,

Their efforis went largely
unrewarded and the sucvivors of
the action to rerake the spaceport
were recruited w0 the Guand, [
was decided that such fighting
skill, if redirected mo the proper
Imperial ends, was wo yaluable
10 Waste th needlessly harsh
punishment, Only the leaders of
the rebellion were executed -
Commander Varren chose o
enact the ritual dearhs wsing one
of the Might Rippers” own
ceremonial serrated swords, The
pang's traditional badge thepefore
ook on new meaning as the
symbol of (helr entry inio
Imperial service and an emblem
of their leaders' sacrifice

CE o TTH MORDION REGIMENT. D COMPANY :
The following list is the full complement of D Compainy of the 7th Mordion
Imperial Guard Regiment during the Flogs M campaign, under Commander
Fvim Eldro. AL umits have basie and standard equipmcne {cg all Guardsoen
have 3 kaife, flak armour photo wlsor and feg grenades). Man seapons have
been lsted Individaally, plus armour type where it (5 noe flak armoor.

: Wﬁmﬂ
Cm:mdu ;h’hlod' Hero} on jethike - r|1:|l1 AT, IJ.\pI!Il:!]
Comeissar (Major Heroh on jetbike - comversion field, laspissol

s FIRST PLATOON -5l
Crnnunnnd Sal:ﬂ.nn 4 Tacrical Squnds
Captain (Hero) - kspistol Each Squad compriscs.

Medic - Faspisiol, medikic
Sergeant - laspistol, chainsword
Orderdy with Plaiodn Baaner

- laspiseol
& Guardsmen - las-cannon
Commissar (Hero) - conversion fickd, laspisiol
Sanctioned Payker - force sword

1 Scrgcant - laspistel, ¢hainswood
T Guardsmen - lasgun

L Guardsavii - 1as-cannan

1 Goandsman - grenade lanneher

Ewwunc in lh: Assault thmquuipptd wlm jump packs
Command Section 3 Asnanlt Squads
Caprain (Hero) - laspisiol Each Sguad ooampiscs:
Medic - Laspist], medikit 1 Serpeant - laspisiol, chainsword
Sergeant - laspistol, chainswosd 7 Guardsmen - 2 laspiseals
Crrderly with Platoon Banner 2 Guardsmen - plasma gon
- laspisio
2 Guandsmen - ks-cannon
Cofumissar tl{m} conversion feld, hspi!ml

................. gl
" ﬂgﬂm Sqmld

Ogryn-Sergeant - mesh armour, dppcr gun

4 Digryns - primitive apmoar, hand seapon

e FOURTH PLATDON - DEASTHEN
Eunmnd Soction 2 Aeastmen .ﬁ.ﬂ:ﬂl’.‘l Squads

Ligurenant (Champbon) - laxpistol
Medic - laspisol, modikit
Sergeant « lapdstol, chainsword
Orderly with Plaboon Banacr

- laspistol
2 Guardsmen - las-cannom

Comdnand Section

Caprain (Hero) - laspisiol

Modic - Basplsiol, medikio

Sergeant - laspisiol, chaimeword

Orderfy with Placoon Banner -
laspistal

2 Guardsmen - las-cannon

1 Penal Battalion Squad

Each Sdquand comprises:

Packmastes - mesh armour,
2 hand weapons

o Reastmed - mesh armour,
7 hand weapons

n the Rough Rider Platon has 2 hmemdhu:tlnslnncr

3 Rough Rider Tactical Squads
Each Squad comprises-

1 Sergeamt - laspistod, chainsword
7 Guardsircn - lasgun

1 Guardsman - las-cannon

1 Gmardsman - grenade lauacher

1 Rarfing Marksmen Squad
5 Batling Marksmecn - aniper rifle

2 Mepn.u Htc‘h-am-cu; POWET QIO refractor Feld, p-#wtfm lﬁplﬂ'm
4 Servitors - mesh ammour
2 Rrinos with Guardsmen crew
I Thudd Gun with Servime crew - mesh armous
1 Rapder Multl-Laser with Servitor crew - mesh armonr
2 Sentnels with Guardsman crew - kasplsiol
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0 Company, Tth Mosdion Regimen, daring  lull in the Pacification of Flotis 10

This picture illustrates the size and variesy of an Imperal Guand Comgaiy. Just
lefir nf cenere, omthe jot bilc, is Commander Evin Eldag, accrmpanded - as always
- by Commissar Fidel Arden. Noge the b Sevodional skulls on Arden’s collar,

Tir the right of the jet bikes is the Command Section of the Fims: Platoon, which,
asusual, carries the Company banner, Behdnad the jet bikes is the Command Secion
of the Sccond Flaoon, which includes Sancrioned Psyker Morin Danmed; 3 is
unusuzl b see 3 Commissarstanding so closs 1o peyker and Canmel"s dowmcast
expression demonsirates his unease ot the Commissar's prosimity.

pinte rhe fisr-and- kokfe emblem on the Rhino in the foreground and on varlous
harners; this neafficlal device is the spmbol of the Might Rippeds, the Hive Woeld
gang from which the Human steeagih of [ Company wos cecndoed.

In the Far left foreground ane Thargadd's Thumpers. Serpeant-Ogryn Thamgadd,
holding the Ripper Guan, served with considerable distinction in the Flotis
campaign, destroying an Oric Dresdeowghit single-handed in <lose combas during
the Battle of Blood Hill. Io s said shat Commissar Arden designed iheir banger
peromally in recognition of this vabour Thargadd and his surviving followers
were posted o the d3nd Ivinda Regimen ag the conclusion of fhe campaign

Behind the Ogryns is ihe Fourth Platoen, consisting of the Company's sacond
Abhuman contigent: Beastman Attack Squads. D Company s record inoclose
assiules was consicerably enhanced by the rivaley berwesn Packmasters Ongand
Raaky, whio imariably ired o owdo each other on the battlefield, The Company's
Abhuman complement 15 complered by the Ratking Sniper squac (on (e Rhino
o e right) kieown unofficially s Dunno's Dewd-Eves,

Ahove the Beastmen on the valley edge are the Rough Riders of the Fifth Platoon,
wha played a decisive role in the skicmishing thae accompanied (e conguest
of the rugl province of Bencya.

Becauseof the highly varable terrzin oo the third continent v widch ithey were
assigned, I Company was equipped with a diverse range of special equipment,
inchwting Rhino APCH, Rapicrs, a Thudd Gon and 3 small force of Sentincls. The
Sentinel force, led by Lisutenant [ssen Siglo, proved imvaluable in suppsort of the
Rough Riders during the assaule on the forest region of Glimdrn

T mabwain the equipment - and o control the Penal Batallion reoops (in the
upgper right of the picturc) - D Company was assigned Tech-Adepes Venker left)
and Rovitz (right). Fowr of thedr Servitoms can be seen on and beside the Rhing
at the right of the plomre.
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Urmifoems; The Pacification of Flogks 111 was the Teh Mordion's frst actlon afrer
thedr pising, so here the regiment are sl equipped with their afficlal Guard
fxsue undfiorms. However, soime eroopers have already begun 10 384 ccto unofficial
inslgnia, mainky drawing on the symbaols of their old Hive World gang, the Might
Hippem.

The raised fist holding a serriced dagger or sword was originally 3 symbol of
defiamce - it has now become 2 symbol of viewory, worn as prowdly as ever. It

Is wpally shown as black, with a red linkng down the ecth of the - the
colouns of nighs and blood - and painted of stieched onio the back ofa Ga (5
fak facket

Insume cases, the symbol Is simypditied ino 1 black circle with 2 black ling polnring
ugr and 1o thee left; undemeath che first lne, a wavy red line is added to indicate
the bloody seerated edge of the weapon. The Assault Plaoon have tiken this
image a siage fusther, and wear facial @etoos of red and black lines painted on
their cheeks or forehead.

This coloar scheme Is alse picked cut by other aspects of the regimend's dress
- for example. black and redl striped bandanas, black or red cuffs, red company
and rank markings, red honour badges an rtheir hlack heimers, and 0 on

Ome of the meost populzr motifs i 1o Jine the afficial black fak jackes with crimson
{taken From the red linings the gang wore lskde their Leatvers o the Hive Woeld),
Ihis 35 sadd 10 show that in the darkness, blood will (low - it also wken to mezn
that even in the most difficult of siiuations one showld take heart and ace with
walour,

D} Company’s official Guard banners have been adapued slightly and the usual
image of (Hlanius Pius (the Guardsman wheo sacrificed his life to save the Emperor
from the rebel Horus) replaced by thas of Mahagon Thome, Mahagon Thame was
the leader of the rebellion on Mordion and the first of the rebels 10 be cxeouted
by Commander Yarren as a far the gang's actions. Exch platoon also
flies an umafficial banner with the Night Rippers fist and blade symbol, cchoed
by thee larger and mere detabled renderings of the same sy mbol on the company's
Rhinos and Sentinels.

e Rougls Hiders Flatoon By the Might Rippers’ symbol on the penns attached
o their hunting lances - in thelr case the fist and blade are black oaly, st on
a red background. These eolours are carried through 1o the red Borse blankeis
bemeath their saddles, each of which shows a fist and a blade on the right haunch
and 2 ‘I for the company on the lef.

Artwork: Pete Knifton




Though the subject was originally covered in the Warhammer
40,000 rulchook (p119), further development in the field of
powered armour and recently acquired intelligence reports
o its use by varlous races have necessitated a thorough re-
assessment of the most powerful type of personal armour -
the Dreadnought suit.

THE ULT)
PERSON.

The Dreadnoughs is the ultimate form of personal armour.
Insicle his glant armoured suit, the wearer - or more correctly
pritot- controls the Dreadnought’s movement, armament and
defences, To an extent, a pilot’s awareness becomes merged
with his suit controls, sometimes o the point where man and
machine are inseparable, As a result of this perculiar bio-
mechanical relationship, experienced Dreadnought pilots
cooped inside their suits for long periods run 2 high risk of
insanity. Perhaps it's fortunate that so few live long enough
to go mad! Of those that do survive, some go rogoe, joining
the notorious *Dreadnought Bands® that roam the galaxy,
hiring out a5 mercenaries or living upon the spoils of wanton
pillage,

The Development Of The

Dreadnought = L
Dreadnoughts are complex machines, requiring special
materials to construct and special skills to pilot. Nevertheless
some are more complex than others. Ork built machines are
among the most primitive and least reliable, Human machines
are solidly built and efficient. Eldar Dreadnoughts are probably
the most sophisticated of all. The special gaming rules for cach
type reflect these vital rachal differences.

Amidst the hammering of iron and chanting of runes, the
weapon-shops of Mars turn ont Imperial Drecadnoughts to
time-honoured and hallowed designs. The most enduring
types are the lmperial Battle Armour classes Contemptor,
Dereden, and Furibundus, whimsically known by the troops
as Chuck, Eddy and Fury. These war-machines are built for
the Imperial armies and Space Marine chapters. Many find their
way into the private armies of Imperial Commanders. Marine
Dreadnoughts are commonly modified by the purchasing
chapter in order to meet the unit's specific needs. Some
chapters even go to the trouble of building their own
Drcadnoughts, but most rely upon the legendary construction
skills of the Adeprus Mechanicus.

Unlike the Imperium, which has a centralised amsenal, weapons
manufacrure on Ork worlds is dependent on the individual
patronage of great Warlords. Skilled Ork weapon-smiths - or

nrechaniacs as they are called - are employed by the richer
and more influenrial Warlords to make weapons for their
forces. In Ork society, Dreadnoughts are a costly, high-prestige
weapon, Only the more powerful can afford o buy them. Only
the most powerful of all can afford to armonr retainers in the
same fashion.

The technically advanced Eldar house giant automated
factories in their craft-worlds, These factories not only build
all the mundane items and military artcfacts used by Eldar,
but they design them too! The Eldar craftsmen who operate
these machines have only o select the acsthetic form of their
creations; this being the most imporeant element of design
as far as Eldar are concerned. Eldar Dreadnoughts are (2l and
elegant machines whosc waspish lines conceal enormous
killing-potential.
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DREADNOUGHTS

Dreadnought Construction

The powerplant that lies at the heart of each Dreadnoughe
may be a crvsial battery, 4 nuclear engine, a polarising gravitic
bed, or a conventional combustion engine. The actual
technology used is not strictly important except, of course,
in terms of refuelling and supply. Crystal barteries are
commonly used by Humans and Eldar, whilst Ock machines
normally employ combustion engines. The dark smoke given
off by these engines has inspired Humans to give Ork
Dreadnoughts the nickname of ‘hoilers’,

Power transmission is also varied, but the most common
system uses hydroplastics coupled o powered actuators, These
operate the weapon systems and other, minor facilities
throughout the machine. Limb manipulation is achieved by
electrically motivated fibre-bundles which function very much
like muscles, contracting and relaxing to deag the
Dreadnought's huge bulk forwand.

The shell of the Dreadnought is made from tough ceramite
mouldings. $ome Ork Dreadnoughts are built from metals, but
these tend to be ridiculously heavy and combersome, Ceramite
begins life as a thin white liquid which is injected into moulds
under pressure. The mould is gradually heated o 300° and
then allowed to cool. The moulding is then both tough and
durable. The illustrations show vou some we prepared earlier

Imperial and Eldar Dreadnoughts are further protecred by
armoured plates made from adamantiom. This material is
produced in the processing factories in orhit around Mars as
well a8 on Eldar craft-worlds. Each wheel-shaped factory
consists of a vast spinning centrifuge several kilometers across.
The inside of the rim is maintained at a constantly high
temperature by plasma held in place by magnetic fields, Only
under these conditions is it possible to melt adamantium so

that it flows into moulding chambers built on the outside of

the factory rim.

Control Systems

Dreadnought control systems vary from primitive ‘driving'
controls to sophisticated mind-impulse links. These differ
considerably in efficiency. Orks, whose technological know-
Iow 18 more limited, prefer to rely ona ‘driving’ system rather
like a vehicle, These are slow compared to the mind-impulse
systems, but are relatively cheap to build. Mind-impulse links
are uscd by Eldar as a matter of course, allowing the pilot to
literally become the Dreadnought - controlling its movements,
acrions and senses by the power of thought alone

Imperial mind-impulse technology is rather unceliable. An
alternative is to use surgery to merge the pilot to his
Dreadnought’s control systems. This has all the advanages
of the mind-impulse link and is far cheaper. The pilot is
surgically implanted into his armoured capsule, suspended in
aspecial amniotic fluid which sustains him for the remainder
of his life. Once encapsulated in this way, the pilot becomes
part of the machine and cannot leave it unless the Dradnoughit
is damaged or destroved, when an ejector scat permirs his
escape.

—

&“A VIING WITH_
DNOUGHTS

The rules that follow describe several specific rypes and classes
of Dreadnonghts available to the Human, Eldar and Ork fonces.
In addition, there is a special budld system which permits
players to design their own Dreadnoughts, Players should
decide before the game whether they are going to stick to the
classes given or design their own machines. There is no reason
why players shouldn't mix their own designs with those given
The Citadel component system is ideal for this as it allows
you to produce a large number variations from the basic
partern.

DESIGNING THE
DREADNOUGH'

In the Imperium, Dreadnoughts are built as hasu: .511-:]]5_ Tl]L
customer, be it the army, Space Marines or an Imperial
Commander, has the option of fitting extra armour and conteol
systems. The same is true of Eldar Drcadnoughts where the
designer can specify these particulars during production. Ork
Dreadnoughts are usually constructed to the specific
requirements of the proud owner. These may include such
cultural refinements as ‘go faster stripes’, ‘flared leg arches’
and ‘furry dice’ in the pilot’s capsele. Ork Dreadnoughts are
often painted red because, 23 the Orks say, 'Red wunz go fasta’,

Every Dreadnoughit Lumpr&w:a countless ll:t.hrm.all}r admnu:d
sub-svstems including armoured shells, weapon installations,
stowage for cquipment, power-plant :u'u.l provision for the
pilot. A Dreadnought's general size and fighting ability is
determined by the total number of buwild points (BPs) used
in its construction.

EPs are expended o provide the Dreadnought’s profile as
shown on the charts below. Each of the profile charpcteristics
uses 1 or more BPs, some using more than others. Players must
balance the available number of BPs between the different
characeeristics in order o create the best fighting machine
possible, In some cases, 2 race may be imited in the maximom
number of BPs its can expend in a certain area. For example,
Orkish technology reduces the maximuom tonghness of their
Dreadnoupghts compared o Eldar and Human ones.

BPs are expended o provide hard-points or stowage space
where weapons and equipment can be installed, BPs are not
expended for equipment or weapons, although the installarion
of these will affect the Dreadnought's total points value (PY).

Maximum Limits For
Draadnought Build Totals

Players are free to choose the number of build-points they
expend on each Dreadnought within the following limits.

[ T E e B e
© o Decidnought Limies

Imperial 100-140

Ork 2 armed B0-100

Ork 4 armed 100-1-410

Eldar 10H0-1610

Dere’s jus’ one fiy wiv cans
wol yaav ta haveer about -
Sittin’ on dat spring gives ya piles!
- Ork Drcaduought Ace Tip” Gobsmak
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DREADNOUGHTS

PROFILE

Control Systems

BFs are expended to create the Dreadnought's profile, The
number of BPs required for each point of characteristic is given
below. Movement is not included as a chamcteristic, Movement
is worked out 25 an expression of weight to power as explained
latcr.

MNote that Deadnoughts do not have words, but have damage
points in the same way as vehicles. Weapons hard points (HF)
and equipment stowage space (E) characteristics also work in
the same way as with vehicles and are explained in depth
following the charts.

PROFILE TABLE
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The following rules categorise control s¥stems into three basic
tvpes. These are drfver, spinal link and sdnd fmpiclse. Racial
availability and cost in BPS is indicared on the chart below,
Eldar are allowed cheaper mind-impulse links than humans
to reflect the lack of spinal-link.

Mind-impulse

m

Spinal-link H
2

Deiver

Mind-impulse, The pilot controls his Dreadnought by means
of a thought impulse link which responds to his will, allowing
hirn to move the Dreadnought as if it were his own body. This
antomatically increases the Dreadnought's imftiative by +2
(up 0 a maximum of 10, A Dreadnought of this kind may
include a2 mental program which allows the pilot to nse his
own mind asa targeter for his weaponry. This mental program
automatically allows all shots to count as if the Dreadnought
had a targeter. A mental program OCcupies fio SIowage space,
but costs 10 PYs.

Spinal link. The pilot 15 surgically incorporated inw the
Dreadnought’s armoured capsule, he controls the
Dreadnoughe via links berween his own nervious system and
the Dreadnought’s mechanical systems. This increases the
Dreadnought's fnifiafive by +1 (up to a maximum of 10). A
Dreadnoughs of this kind may include a mental program which
allows the pilot to use his own mind as a tacgeter for his
weaponry. This mental program automatically allows all shots
o count as if the Decadnought had a targeter. A mental program
occupies no stowage space, but costs 10 Pvs,

Driver, The pilot operates his Dreadnought by way of a vis-
screen with sensor read-ours and some sorc of manual control
This makes no difference to the profile already established.
Targeters may be added, but these are mechanical devices, and
oCCupy equipment stowage space in the manner described
below

Power-Plant

The movement rate of 2 Dreadnought depends on the size of
its power-plant compared to its total BPs. The powerplant must
be fitted and costs a ser number of BPs as shown on the chare
below. Cross reference the BPs spent on the powerplant io
the total BPs to get the machine’s movement allowance.

Power Plant BPs

167 e 9 ol
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DREADNOUGHTS

Arming Up

Dreadnoughts may have weapons fitted into their armoured
casing, or bolted-on before battle. It is therefore easy to vary
wraponry slighely, depending on the nagure of the batle being
fought. The number of weapons a Dreadnought can employ
depends on the number of BPs allocated 1o weapons hard
points (HP), The svstem follows the same lines as used for
vehicles: 1 hard point is required for a basic or close combat
weapon, and 2 hard peints for a heavy weapon. Very heavy
weapons are not normally built into Dreadnoughts, but would
theoretically occupy 6 hard points, or 10 for a defence laser

Weapons can include any weapon type available to the race
building the Dreadnought. However, the Citadel models come
supplicd with random weapons, and these have been used
to provide the examples given later. This docsn't mean yon
cant't convert a Dreadnoughe to take other weapons, If you
wish to do so it is 2 simple matter o work our derails.

Weapons hard points (HP) are built-in using BPs as described
above, However, playvers would be advised to follow the
configuration of their model to provide enough HP o mount
its weapons. A typical Dreadnought carries its weapons in its
arms: 4 typical arm has either 0, 1 or 2 HR. An arm with 2
HP can therefore mount either two basic or a single heavy
WEAPOT

The Ork Dreadnonght maodel is supplied with a universal
weapon mount which allows players to attach any of the heavy
wespons available from Citadel. This enables you to use either
a heavy bolt gun, heavy plasma gun or grenade laucher - each
occupying 2 weapon hard poings.

W pray for our breihren whe pilot the Dreadnaughts.
Though they take on nsw form.

Their souls, and their weapon mounts, remzn pure

- Marmems Caljgar

EQUIPMENT |

Just as BPs can be nsed to build h:in;l points for weapons, rhrc:f
can also be used to provide stowape space for additional
equipment. However, sore equipment is already assumed to
be present and is effectively gained for no BPs, and in some
cases no PY cost. This equipment is as follows.

Targeters Mind impluse and spinal link machines
antomatically have a targeter for each weapon-bearing limb,
This is a program - not a piece of equipment. 1 costs 5 PY
for each limb.

Suspensors are included in all heavy machinery so that the
additional weight of equipment does not effect the
Dreadnought's movement. This is free and costs no PYs,

Ejector searts are firced to all Dreadnoughrs. In most cases
this is in the form of an armoured capsule congaining the pilor,
In Ork Dreadnoughts the process may be less sophisticared
-ig, a very large spring. Ejector seats ocoupy mo stowage space
and do not add o the PV

Auto-senses are standard in all Dreadnoughts except those
which are ‘driven’, In the case of 'driven’ units, external sensors
relay sound and vision into the pilot’s cabin, However, safery
cut-onts in the system provide the same level of sensory
protection as with auto-senscs, so they are considered to be
the same, In either case they ocoupy no stowage space and
do not add o the PV

Communicators with a 50 mile transmission/reception radius
are fitted to all Deeadnoughts. A communicator occupics no
stowage space and docs not add o the PV,

Ride the Lightning
- Poens Metallica Bartlecry

Additional Equipment

The following items may be fitted to 2 Dreadnought, using
up existing stowage space (B}, These items are rather like
weapons in that they occupy a specific number of stowage
spaces and also add to the overall points value of the
Dreadnought.

Trems Fills Equipment | Points Valuc
it Stowage Space (E) |
Targeter 1 per limb 5 each
Sensor packdge
Bio-scanner
Energy-scanner] 1 for all three 13 for all 3
Rad-counter
Power Field 2 10 each
(1" radius)
Fower Field 1 10
synchroniser
Jump Pack 2 10

Targeters are only fitted to ‘driven’ Dreadnoughts. Each
targeter is used to fire all of the weapons on one limb,

Sensor packs arc made up of bio-scanners, energy-scanners
and rad-counters. A bio-scanner allows the Dreadnought to
‘sec’ any living matter within 4" of anominated point within
107, even if the model is hidden by cover, buildings ctc. An
energy-scanner is used in the same way, but allows the
Dreadnought to see equipment, vehicles, robots, other
Dreadnoughts and so on. A rad-counter measures the rad-level
of any point within 18" These sensors operate all the time,
allowing the Dreadnought pilot to derect a hidden enemy or
dangerously irradiated areas,

Power Fields of 17 radius are assumed to cover the
Drcadnought. A Power Field of larger eading can be made by
paving an extra 10pts for each 17 extra radius. A field of
sufficicntly large size can be used to shelter troops within it,
A Dreadnought may carry several Power Fields, although only
one may be mroed on at once. A Power Field may be wrned
on or off only at the sfart of the player’s urn, and may not
be turned off or on if the Dreadnought has been rendered
immobile as a resule of damage, or if the pilot has been rendered
unconscious, Note that an activated Power Ficld prevents a
Dreadnoughe from firing or engaging in hand-to-hand combat.

Power Field Synchronisers are devices which allow a field
to flick off during the bricf moment of time it takes to fire
a weapon, If a Dreadnought has a Power Field Synchroniser
it may fire weapons during its own shooting phase, even
though the Power Ficeld is ‘on’. However, to represent the
chance of an enemy shot sneaking through whilst the field
has flickered off, any shot against the Dreadnought in the
enemy s following turn will penetrate the Power Field on the
D score of 2 5 or 6, This does not destroy the field: the shot
simply by-passes it during the brief moment in which it is
oW,

Jump Packs are built into the armoured casing of the
Direadnought’s feet, These function exactly like ordinary jump
Packs but cost more points as indicated.
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HAND-TO-HAND COM

Dreadnonghts are armed and equipped with the weapons
purchased by the controlling player Inaddition, Dreadnoughts
which have manipulative limbs {ie mechanical hands) may use
these to make frontal hand-1o-hand combat attacks at the
Dreadnought's basic strength. The total number of atewcks that
may be made are shown on the Dreadnought’s profile. Each
manipulative limb may atack once: remaining attacks are

Trip: A Dreadnought may atempt to trip over any bipedal
creature over 10 feer all including another Drcadnought, The
Dreadnought may attempr the Trip instead of making nocmal
attacks. Roll to hit as normal, If the result is a success, the
Dreadnought has tripped its enemy over! This causes 5+ D6
wounds against creatures and 3 + D6 damage points against
Dreadnoughts (no saving throw) and special damage effects
ag normal. A tripped model may only get up at the beginoing
af its wien on the DG roll of a4, 5 or 6, The fallen encmy may
not make any attacks or move until he gets up Fallen enemies

i

assumed to be stomps delivered by kicking or jostling. SRSk R

Bear Hug: A Dreadnought fighting a creamure over 10 fect tall
or another Dreadnought may make a bear bug attack instead
of its normal artacks. A Dreadnought must have at least 1
manipulative limb (or power claw - sce below) on each side
in order to use this attack. The Dreadnought rolls to hit as
pormal, Tf successful, the enemy is hugged and squeered by
the Dreadnought. This causes D6 points of damage and may
cause special damage effects as normal. The hugged opponent
must oy to escape the attacker during the beginning of each
following combat round. The player rolls a D6, and
successtully escapes on the roll of a 5 or 6. Both Dreadnoughis
then fight that round as normal. An unsuccessful victim
remains hugged and cannor fight back, taking another D6
points of damage automatically,

If a Dreadnought loses 1 manipulative acm, it loses the attack
associated with that arm. A Dreadnought only 10ses its sfomps
if it is immobilised.

This chart shows the saving throw modifier applied to ahand-
to-hand combat victim following damage.

Strength of
Dreadnought

Opponent’s ;
Saving Throw Modifier

The Powerclaw

Ork Dreadnoughts are armed with a special Power Claw which
makes them very deadly in hand-to-hand combat. The Power
Claw has a siremgth 4 higher than the Dreadnought itsell, up
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— to a maximum of 10. Each Power Claw has 1 atrack per round:
any additional arracks the Dreadnonght may have arce sicmfs
and are resolved at the Dreadnought's usual strength. Any
victim suffeting damage receives no armour saving o
irrespective of its normal save. The Power Claw occupies 1
weapon hard point (HP). Points value is 15 per Power Claw.

Special Attacks

A Dreadnought may make a special atiack in leu of its nocmal
hand-to-hand attacks, These special attacks reflect the
Dreadnought’s ability to act like 2 Homan, kicking, grappling
or even ‘nutting’ its enemy. These special attacks are uscful
when fighting other Dreadnoughes.

When Dreadnoughts are fighting other Dreadnoughts, each
player must secretly note down the type of attack he intends
w employ - whether a normal attack or one of the special
attacks, Both players reveal their attack type, and combat then
proceeds in normzl indtiative order

Tread Attack: A Dreadnought may make a single fread antack
instead of its normal artacks. Treads can only be made against
either a target under 10 feet tall, a vehicle, or a Drcadnought
which has been 'tripped over® (see below). Roll ‘o hit' as
normal. If the targer is hit the Dreadnought treads on its
apponent, crumpling acmour, buckling metal and squishing
any tender bits. Make a damage roll counting the
Direadnought’s serengrd as DG higher than normal. Any living
creature taking its full worndsis eliminated - there is no saing
throw, A vehicle or Dreadnoughre aking damage receives
G+ D6 points of damage with no sqeing throw, and works
out special dameage effects as normal {(scc WH4OK p39 for
vehicle damage).

Head butt: A Dreadnought may oake a single begd Bt attack
instead of all of its normal attacks. Head butts can only be
made against targers more than 10 feet tall, such as other
Dreadnoughrs. Roll ‘to hit' as normal, if successful the
Dreadnought nuts its opponent. Make a damage roll counting
the Drcadnought’s stresgth as D6 higher than normal. Any
living model raking damage is killed ouwight with no saving
throw. A vehicle can be head-butted if it is suitably high and
then takes 6+ D6 damage with no saving throw in the same
wiy as a fread aitack. If the target is another Dreadoought
the blow smashes right into the cabin - resolve all special
damage on the pilot chart (see below), If a Dreadnought
attempts 1 bead butt attack bt mifsses, it will fall over on the
D& score of 2 4,5 or 6 and then counts as if it had been tripped
over (sec below).




SHOOTING

Dreadnoughts may fire with any or all their weapons
during the shooting phase. Two basic weapons
mounted on a single arm {eg Imperial Bartle Armour
Contemnptor class which has 2 bolters on one arm) are
fired in unison at the same targer. Roll separate ‘to hit'
dice for each weapon. A targeter modifics both dice
rolls. Weapons on different mounts may fire at scparate

targers.

Dreadnoughts may move and fire heavy weapons
without penalty, All Dreadnought weapons have a 180°
arc of fire to the front, A Drcadnought may not fire w
it OWn rear,

Dreadnoughts are wall machines and can deaw a line-
of-sight over most low cover. This is left to the GM to
determine at the time. Typically, a Dreadnought can sec
over a will, fence, hedge or shrubs although troops ‘in
cover’ may still claim the -1 'to hit® modifier,

HIT LOCATION TABLE
Score (6) Affected system

Filot
Equipment
Systerms
Locomotion
SENSOTS
Armament

Gl e b =

PILOT-SPECIAL DAMAGE

1 INTERFACE

The pllot's protecrive capsule is jolted free of its sult interface, distrupting the
normal controds. Ar the soart of each subsoquent funn the player molls 2 ]'_w-E O
4 score of 1-3 the Dregdnoanght loses control as described for & below, On a score
of 4-0 the Dreadnooght is controlled 3s normal

KL ANNNBEEE! i

(THAT WAS THE SBECOND TIME WAZSUE HAD HEARD THE
"HEAFENING STRIKE ON HIS GCAN.. HE GRUMBLED AND
LURBED UNINTELLIGIELY, AR Wi ALWAYS DID. MIB "TELE'
(AR DM THE BLINK ASAIN - BARROT THE KNOW:WOTE - AND
SHE. HAD NO IDEA WHAT WA CAUSING THE NRISES,
HE'D BECH" SAT HERE FOR AN HOUOR, WaAITING FOR
BRIMELUM TO GET BASK WITH MELF. ARG HAD MADE
HIMBELF COMFORTABLE DY BREAKING WIND TN & 5500w,
SATIEFYINGE RY THMM. IT WOULD HAVE BEEM EVEN BETTER
IE HE'D BTILL ‘BOT HIS NOSE - BUT HE LIKED THE BLUEE

KLANNNGEES |t

CWHEEL AND GAVE IT & BTAONG TWIST WITH BOTH ARME. THE

AND DRIZZLE RURHED {8, WATGOE GRIMACED 48 HEATUCK
HIB HEAD OUT - R Eme
KABOOOMI (THUNK...) THE MARINE SERGEANT JUMPED
DOWR FROM THE BMOKINGHULK: “TAND THAT, ORETHERS,
I3 HOW YO TAKE ouT ETATIOMARY OREK DREaDND UGHTE

2 CRUSH

The pilot is erushed within his protective capsule, Rolla D6, 1 - the pilot is killed
immmediately and the Dreadnought comes o a bali, 223 - the pilor loses
consciowsness for 2 purns; 4-6 - the pilod Joses consciousness for 1 wm. The
Decadmought comes 1o an immediate balt when the pilot loses consciousness,
Movement may continue when the pilor regains consciousness

3 SLAIN

The Dreadnought's protective capsule is smashed open and the pilot is skin, The
Deeadnought comes e an immediae hale

4 CONTROL GEAR

The pilot stroggles o overcome damage done o0 his control gear, The
Dreadnought may either move, fire weapons, or fight in hand-to-hand combat
during cach subsequent furn, but may not do two or theee of these in the
FAME U,

U BGGRRARR - HE LOOKED LR, GRASBED THE HATCH .

RUSTY LIO CREAKED AS IT OPEHED, BHILLED ATMOSPHERE

& CRITICAL INJURY

The pilot is critically imjured but mot vet dead. The plaver shoald roll a DG al..l.i;;
beginning of cach subsequent tucn, The pilod dies and the Dreadnought comes
o an immediabe hakt on the moll of & &

6 BRAIN DAMAGE

For driven Direadnowghts see 5. With mind-impulse and spinal link Dreadnooghis
the pilor suffers traumaric injury o his beain or spine causing loss of consclous
control: the pilor’s sub-conscious kes over. The Dreadnought should be moved
im a randai disection up o s maximem move distance, firing upen the nearest
iarget be i friendly o enemy. If 2 potential hand-to-hand opponent lies within
iis pauhy, the Dreadnoughe will charge and ageck it

EQUIPMENT -SPECIAL DAMAGE

1 TARGETER

| mandomly dewomined targeser is destroyed - even (f the tamgeter is a menial
program. If the Dresdnoughs has no functioning mrgeter, roll the resolt on the
Araroreerd Charg.

2 POWER FIELD SYNCHRONMISER

The Dreadncught's PFS is destroyed. IF the Dreadnought has no PPS, roll again
on this charnt,

3 POWER FIELD

The Diesdncught's power fleld generator is destroyed. [ the Dreadooughn has
no power feld genesator, roll the result on the Semsor charr.

4 MAJOR CENTRAL CONTROL SYSTEM DAMAGE

The shos damages one of the main contol synapse modules, dizecily aacking
what is effectively the Dreadnought's central nervous systen. This can have many
effects, sending fandorn surges of power rushing through the device, melting
dEHI‘-‘NIE émptmrm causing explosions, and causing random burn-ours and
conerol loss

To reflect this mandom and often cascl level of escalating damage, throw
cach turn. Ona 4, § or & the Dreadnought akes another critical hit. This damage
will continue 1o happen on 505 of the remaining turns in the batte unless the
ot chooses o swilch his vehicle off fetely in which case it is rendensd
mobile. The piloe may cject if cquipped with cecior seat.

& JUMP PACK

The Dreadnought's Jump Pack is destroved. If the Dreadnought does not have
a Jump Fack, roll the result on the Locomoffon chart,

E JUMP PACK MALFUNCTION

The Dreadoought’s Jump Fack malfuncrions! At the start of each of its turns the
Dreadnoonght will jump 30867 6 4 mndomly determined direction. [F the
Drreadnought does not have 3 Jump Pack, roll the result on the Lovomaotion chart.

DREADNOUGHTS




DREADNOUGHTS

These rules replice those given on page 41 of WHYOK
When a Dreadnoughr is hit, the atracker makes his usual damage roll, and the
Direadngught player attempts any saving throw, If the Dmdnmlg&:.:dnm

as a result, the player deducts the poinms caused from the dinoughit s
otal. Mote thiat when a Dreadnought is redoced 10 zero damage (I¥, i is moé
automatically destroyed. The only way to destroy a Deeadnosgh i3 25 2 resule
of special damage as cxplained below.

Whenever 2 Dreadnonght takes damage as a cesult of a hit, the player should
roll a D6, If the Drreadnought has received more than 1 point of damage feom
the hit, the player should add +1 e the dice score for cach additional poing
of damage sustained, If the resulting score is & or more, then the shot has cassed
special darmage.

Coee a Dreadnought has cero damage, sobsequent damage  will
Autemarically cause special damage; there 1s no need o make the DG
dice throw,

When it has been cstablished that a Dreadnought has sustained special
dameage the player should roll 3 D and refer 1o the Hit Location Table.

When the sysmem affected by the hit is idensified, the plaver should roll
a DG and consuli the appropriate Special Damage chart. Players should
note down the result of spectal damage wogether with any Long term
effects which result. A separate sheet of paper should be used for each
Drreadnought.

SYSTEMS -SPECIAL DAMAGE

SENSORS SPECIAL DAMAGE

1 OVERHEATS

Damage 1o the heat exchange units in the Doeadnovght's power mpﬁr}' and
Actudlors causes a dangerous heat build up. Roll 2 D6 at the start of cach of the
Dreadnought's following torms. On the score of a 6 the Dreadnought's safety cut-
outs will shut down all a.].l.snems. The Dreadnought may do nothing and is weally
deactivared. Omce vared, the player should continue 1o roll a D6, and the
Drecadncught becomes reactivated again on the D6 score of 6 (indicating it has
conled down).

1 SENSORS
The Dreadno 's sensof package (s destroved. The normal Doeadnonght anto-
SEMACS A9C U d, allowing it 1o continwe w see nocmally. If the Dreadnoughn

has no sensor package (or the sensor package was previously destroved) sce 2
below:

2 SCRAMBLED

2 FIRE
Damage o five control Syseems canses 3 fine @0 hreak oot in che Dreadnoughs's
cirendiry. Roll 2 T at the hegi of each of the Dreadnought’s following mrms.

Ot a acore of 1-3 the fire spresds, cising, 1 point of damage (bt no special damage
unless D is aleeady redwced to 0 On a scome of 4-5 no damage is caused thar ourn.
Om the score of 2 6 the fire goes oot and no further damage 1s caused.

The Dreadnought’s wmn wray of sensors (actile, visual, and dudio) ac
temporarily scrambled, player may either remain stationary and imactive until
the sensors clear, or the player may move the Dreadnowghtn amd fire randomby.
Mo handsto-hand attacks can be made The sensors clear at the beginning of any
of the Dreadnoughe's following foens on a D6 roll of 4, 5 or 6,

3 ACTUATORS

Black smoke pours from the machine as a combination of heat and fire causes
the internal achaiors o0 mell and burn, Durng its following movement phases
the Dreadnought auicmarically moves ac half maximum e (founding fractions
down) in a randoem dirceton. No hand-wo-hand combar blows may be struck angd
weapons may only be fired on a D6 score of a d, Sor 6

3 DE-FOCUSSED

The Dreadnought's visual mechanisme are thrown out of focur, affecting its ability
to shoor. Current BS s seduced by half, rounding dowen to the nearest whole
number

4 HYDRALWLICS

The Dreadnought's insermal micro-hore hydraolics begin i leak . The Dreadnough
loses powir a8 a mesule, l'edul:l.ng 1% ﬂrmﬂ o 1 aod h:.lv'.ln,-g the muoximum
movement from its current amounr {rounding fractions down)

4 TARGET IDENTIFIER DAMAGED

The Drreadno 's targer identification systrems are nullified, Bvery rime the
Dreadnoughe , the player rolls a D, 1f the soore is 5 o1 6, the enemy player
may rearger e shor against any model within the Dreadnought's fire ire The
shot must tanget 2 model, although the model may be from cither side,

5 STABILISERS JAMMED

5 SHUT-DDWN

The Dreadnought's emergency ﬂmemsdame u-igﬁmjn mo::mrnﬂ chamage,
atthradnﬂ:tmugnrr shut-dowmn ures opLrat ejector mechanism
which throws the pilor out of the Dreadnoughi.

6 EXPLOSION

The heat build-op in the Dreadnought reaches a critical level following damage
o the cooling and exhausi sysiems. The player should roll a D6 an the beginning
ot each of the Dreadnought’s following turns. The Dreadnought blows up on the
roll of 2 6, destroving the Dreadnought and causing an explosion with an effect
radiug of 2*. Anything within the area is automatically hit with 3 strengtd of 8
with no saping throse for armour, Damaging his cause D3 wonndsdamage. Any
scenery within the area 5 destroyed leaving a ceaxer

The Dreadnought’s directional smbilisers beoome fammed. Roll 2 Dd:

1-3  the Dreadnooght may no longer tum to the right - it may move strighs
foorward or may tom o the left

46 the Dreadnpught may no longer tum o the lef - it may move sieight forwand
of muen oo the righi.

A Dreadncught fochidden from turning o one side may still tom through 270°

to the other in pnder to achieve the tnm desired, but this will reduce s movemens

by -17 (the fisst 20 of the tuen is free). A Deeadnought cannor puen a1 all §if this

resull i5 taken twice

LOCOMOTION-SPECIAL DAMAGE

6 BLINDED

The Dreadnoughs is blinded, making it impossible wo move o fise accurately. The
model may not make hand-wo-hand areacks. The Dicadiought may dow only move
or fire in 2 andom direction,

1 LEG DAMAGE

The Dreadnought's leg is severy damaged, reducing movement o 2 maximum
of half its present mie (roonding fractions down). A Dreadnought's Jumgp Pack
(if it had one) is now destroyed.

2 CRIPPLED

The Dreadnought & compleely crppled following destage o it begs, The
Drczdnought may oot move and may not tum from its present facing. Any jump
pack is now destroyved.

3 FALLS

The Dreadoouwght is ori and falls over. Rol 2 Dé: 1:3 - the Dreadnought falls
om its face or back; 4.6 - the Dreadnought falls on ifs side. A Dreadnoughe may
continue to nse all functloning weapons if it 1ands on §s front or back. If i falls
on [ts side the player should determine which side: any weapons on that side
cannot be used. The Dreadnought canmot get up.

4 TRIFS

The Direadnonght falls over as If tripped. The machine may pull isself up as rormal,
bue will trip over whenever it moves on a D6 scone of 4, 5 or &,

ARMAMENT-SPECIAL DAMAGE

1 WEAPON DESTROYED
1 randomly determined weapon is destroyed.

2 AMMO BLOCKAGE

The amma feed or power supply o 1 randomly determined weapon ds blocked
or severed. The Direadnought may fire once moee with that weapon, after which
the weapaon 8 mencdened useless.

3 AMMO JAMMED

The amma feed or power supply ©© 1 randomly derermined weapon is jammed
or fused. Every time the weapon is fived from now on, the player rolls a2 DG, IF
the score &5 a 6 the weapon explodes cansing D6 poings of damage on the

Dreadnought and sprecial diamage a5 appropriste,

4 DISARMED
The weaponry of 1 mndomly determined arm is descroyed eqtirely.

& OFF COURSE

The Dreadnought's locomotlon functions are damaged . At the beginning of cach

nt turn the player mlls 2 D&, On a score of 4, 5 or 6 the Dresdnought
goes ‘off courss” and is moved maximmm disance In 3 aadom direction,
move may take a Dreadnought ouwt of hand-to-hand combat.

5 WEAPONS DESTROYED
2 mndomly derrmined weapons are desmroyed.

& AMMO HIT

& RANDOM MOVE

The Dreadnought's movernen functions are severely damaged. Every furn the
miodel moves its maximum distanee (o a compleiely randeom direcion,

The Dreadoought’s central ammc hin or power supply is rupoured open and
destroyed, The Dreadnought may no longer flre {ts weapons. In addition the

mw D podnts of damege, wnd aninmatically skes D3 further speclal
darmiage ]
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DREADNOUGHTS

POINTS VALUES FORDREADNOUGHTS

The points value (PV) of a Dreadnought is the sum of its build points (BE) plus the PV of any equipment and weapons.
The crewman is free if of 2 basic creature type.

IMPERIAL DREADNOUGHTS

The three best known variants of Imperial Battle Acmour are
the aforementioned Contemptor, Deredeo, and Puribundus
classes, OF course, individual suits are often modified 'in the

field' to provide different weapons and equipment. We will
use these standard models to give you some examples of
Imperial Dreadnought construction

DETAILED EXPLODED VIEW  HEAD MDVEMENT EDX

SHOULDER BLOCK
DBE.oa/38

5

i 1

(&

HAIN DRIVES |
N DE.f7/22
\‘-""--:I

5 ROTARY ACTUATORS
030741

LEG EXTEMEION
080y

MULTI-TERRAIMN
LOCOMAOTION UNITE
Os_ 032

DEREDO CLASS
ATTACK SUPPORT DREADMOUGHT

1 PILOT- FBHPLARNTED iHT0
DREAQNOUGEHT By
MERVE BUMDLES

FURIBUNDUE CLASS
DESTROYER DREADNOUGHT

FURY |

LAE-CANNDN
Y EEAT H-F o
oA acoe

CRYSTAL FUEL
MANIFOLIVEXHAUST
o.ova

COMBUSTION FLEL
MAKIFOLOYEXHALST
DB 0128

SHOULDER 2LOCK

HISSILE LAUMCHER
GEITFUST

- D& 0o

ADAPTED BOLTER

TroE HLARTER™
(=L -1} EY

-ﬂuntump‘tnr Class
Close Assault Drnadnuught

Deredeo Class
- Attack Support Dreadnought

Codemame Cheeck

Build Poines Total: 140

Profilc wsips|s (T D |1|alsvioele
6|6 |8 |8 11 |96) 3 |d6] 4 |6

LBPs 6|6 (wjel3a|s|olslalia

Contrel Systemn: Spinal Link 8 BPs Gadds +1 w 1)
Power-plant: Crystal Battery 15 BPs Speed &

Armament: The Contemptor class Dreadnought carries a
standard armament of 4 bolt-guns, 2 built into each upper limb
synchroniscd 1o fire at the same time, A @rgeter program is
included as a mental program and occupies no build-points.
The 10 P¥s for the mrgeter are included as equipment,

Equipment: The Contemptor class Dreadnought carries a
standard semsor peckage, a fump bock, asingle 1" mdius pozrer
Jreld and a power flefd syrcbronizer. This equipment fills 6
cquipment sIOWAge spaces.

Poings value:

140 + 8 (Armament} + 53 (Equipment) = 201 pis

Codename Fady

Build Points Toral: 120

| Profile WS[BS| S | T |D |1 |A|Sv HP|E|
r 3 (867 |1wlenl 2z 36|36
BPs 3|8 |12|15|3]6l6l8léliz

Control System: Spinal Link 8 BPs adds +1 w L
Power-plant: Crysal Battery 7 BPs Speed 5

Armament: The Dercdeo class Dreadnought carries a standard
armament of 1 boli-gun and a 1 missile launcher., Each limb
has its own targeter program which cocupies no boild-paines.
The 10 P¥s for the rargeter are included as equipment. The
more powerful rype Crack missiles and Frag shells are carried
a5 standard.

Equipment: The Deredeo class Dreadnought carries a standard
sensor package, two 17 radius porver ffelds and a power field
synchroniser. This equipment fills & equipment stowage
SPACCS.

Points valuc:
1200 + 53 (Armament) + 43 (Equipment) = 216 pis
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DREADNOUGHTS L

.:Furihundus t:lasu gl
Destrover Dr-ndﬂnuﬁht

Codename Fury

Build Points Total: 140

Profile WS|BS| S5 | T | D 1 A | Sv |HF! E
3 o |1 |1of20 6Ty 2 |26 3 | 4
BPs ol z|20fe]| a6 | 3 10| 6|8

Control Svstem: Spinal Link 8 BPs adds +1 to the |
Power-plant: Crystal Battery 5 BPs Speed 4

Armament: The Foribundus class Dreadnought carries a
standard armament of 2 bolt-guns synchronised to fire
simultaneously, and 1 las-cannon, Each limb has its own
rargeter program which occupies no build-points, The 10 TVs
for the mrgeter are included as equipment,

Equipment: The Furibundus class Dreadnought carrics a
standand sersor package, a 17 radius power ffefd and a power
Sfield synchrondser: This equipment fills 4 equipment stowage
spaces.

Podnits value:
140 + 94 (Armament) + 45 (Bquipment) = 277 pis

[ * {EDDY'S A GOOD MACHINE TO MOVE IN. THE LESS ARE THE
H STEADIEST I'VE HAMDLED - MO PROELEM PICK NG UP A GOOD
STRIDE THERE, IT FEELS AS IF ¥YOU COULD RUM, AFTER SOME
:_I‘ PRACTICE. THE REPDSITIOMING OF THE BUEELE MEAME THAT
ADJUSTHMENTS TO THE FLUID BATH IS NOW A LOT EASIER.
WE'RE HAVING FEWER PROBLEMS WITH PSYCHOD-
INTERFACING. THAT SHOULD BIVE US AMOTHER EDGE.

ARMAMENT TEMDS TO CAUSE 4 LITTLE TREPIDATION. I'M NOT
1 - TALKING ABOUT THE FIREFDWER. IT'S8 THE MEW FIBRE
CONTEMPTOR CLASS E BUNDLES. THEY GIVE THE ARMEB THE SAME INCREABED

- REEPOMNSIVENESS AS THE LEBS. (PLEABE FIND A
CLOSE ASSAULT DREADMOUGHT ; REQUISITION FOR A MEW MK14 BULLOCK ENCLOSED WITH
» y Y THIS REPORT.)

THE CERAMITE WORKS PARTICULARLY WELL, GLAD TO SEE
THE CENTRIFLIGE IMBALAMCE PROBLEME HAYE BEEM IROMED
ouT, IMPACT ABSORBERS WERE JUST & LITTLE SLOW TO
RESPOMND. WE JUST WENT FOR THE ONE TEST WITH THE
CRACKE. PLEABE FIND A REQUISITION FOR & MEW TEST
DREADMNDUGHT WITH THIS REPORT...
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DREADNOUGHTS

.DAR DREADNOUGHTS
Thc Followm,g Drcadnoughts are given as typical examples of

the types built and fielded by Eldas forces. They represent the
stare of the art in Eldar military technology.

Eltlﬂ r Assa ult Drmdnﬂun 5

Build Points Todal: 160

| Profile ws|Bs|s [T o1 lalselur|E]
I |8 |8 |89 |15 |5(7 4 |2-6]| 2 | &
| BFs 8 |8 |l f451 5 | 12|10 ] 4 | 12

Control System: Mind Impulse 10 BPs adds +2 w1
Power-plant: Crystal Battery 12 BPs Speed 5

Armament: The Eldar War-Demon carries a standard armament
of 2 Shuriken catapults, 1 mounted ineach hand. Each limb
has its own targeter program which occupies no build-poines.
The 10 P¥s for the tugeter are included as equipment.

Equipment: The Eldar War-Demon carrics a standard sensor
package, a 1" radius power field, a power field stabiliser and
A fump-pack. This equipment fills 6 equipment stowage
.‘ipa(‘tE.

Points value:
1o + 20 (Armament) + 53 (Equipment) = 233 prs

(]
WAR - DEMON

ELDAR ASSALILT
CREADKHOUGHT

HAHD MOUNTED
) BHUBIKEN CATAPULTE

War-Cry :
ﬁh;lgr Amaul‘t Braadnhuahht

Budld Points Total: 140

Profile  (Ws!BS[ s | T [D [ 1 | & |sv|HP|E
6 |7 77 islsml2 [3.6]2]6
| BPs o | 714 |14 )45 |af[a]| 4 [z

Control System: Mind Impulse 10 BPs adds +2 w1
Power-plant: Crystal Battery 9 BPs Speed 35

Armament: The Eldar War-Cry carries a standard armament
0f 1 las-cannon and 1 Shuriken catapult. Each limb has its own
targeter program which occupies no build-paints. The 10 Fvs
for the ageter are included as equipment,

Equipment: The Eldar War-Hunter carrics a standard semsor
fackage 4 1" radius poser field, a power ficld synchroniser
and a fumifr-prack, This cquipment :1[:1. 6 equipment stowage
Spaces.

Points value: 140 + 100 (Armament) + 53 (Equipment) =
29% pts J
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DREADNOUGHT UNIFORM PATTERNS AND UNIT IDENTIFICATION PENNANTS
ANMD BADGES. THESE EXAMPLES HAVE BEEENM DRAWN FROM FORCES DESCRIBED IN
CHAPTER APPROVED, THE BOOK OF THE ASTRONOMICAN,. ELDAR PENNANTS ARE
USUALLY CARRIED ON BOTH VERTICAL: EXHALUSTS, WHILST IMPERIAL
DREADNOUGHTS CARRY JUST A SINGLE PENMNANT.

ALAI MERCEMARY ACK YRIEL'S PERSOMAL YRIEL'S ELCRITCH

CORPE : RAIDERS _. COMPAMNY RAIDERS
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n . | ;i \_ : i A
g ¥ I it < i | )
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ROBOT CLASSES AND LIVERY
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DREADNOUGHTS

WAR:CRY Q

ELDAR ABBAULT
DREADNOUGBHT

HMAND MOUNTED
SHURIKEM
CATAPLULT

Build Points Total: 160

| Profile ws(Bs (s | T D |35 A |svBP|E
Tl lrl7lie|ee 2 [36]dle
| RPs Tl lidlidisa|l s | 6|8 |12

Control System: Mind Impulse 10 BPs adds +2 w1
Power-plant: Crystal Battery 11 BPs Speed 5

Armament: The Banshee is unusual in that it has two
manipulative arms each with a built-in famer and an
additional weapon bearing limb with a missile launcher Each
limb has its own targeter program which occupies no build-
points, The 10 PVs for the targeter are included as cquipment.
Crack missiles and Frag shells are carried as standard.

Equipment: The Eldar Banshee carries a standard sensor
package, a 1" radius power ffeld, a power field synchroniser
and a fump-pack This equipment fills 6 equipment stowage

Spaces.

Pqims vitlue:
16D + 55 (Armament) + 33 (Equipment) = 268 pis

BANSHEE

ELDAR SUPPORT
DREADNDUGHT

MISEILE
LAUMNCHER

HAMD MOUNTED
FLAMER
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DREADNOUGHTS

Ok Dreadnoughts, whilst being thrown together in the most
ad-hoe fashion imaginable, still have formidable battdefield
presence, Here are two of the “finest’ examples of orkish
Dreadnought technology. ..

Build Poines Total: 140

Profile wsiBs| s |T|D |1 [4A |8 |HP|E
6 l6 e |7 l1a(smf 4 [26]6 )3
BPs 6 |6 fiafrglsel s |a[wlizle

Control System: Spinal Link 8 BPs adds +1 1o 1
Power-plant: Crystal Battery 14 BPs Speed 6

Armament: The Space ork Super-attack Onslanghter carries
astandard armament of 2 power claws, plus 1 las-cannon and
I heavy bolter: Limbs bearing the las-cannon and bolter have
their own trgeter program which occupies no extra build
points, The 10 PVs tor the targeter are included as equipment.

Equipment: The Space Ork Super-attack Onslaughter carrices
asingle 17 cadius power field and a2 power field synchrorniser
oocupying a total of 3 cquipment stowage spaces,

Points value;

1400 + 135 (Armament) + 20 (Equipment) = 295 pts

SPACE DRK
SUPER-ATTACK ONSLALUGHTER
DREADMOUGHT

WEAPDR
L variarTe

= y
2 L
T Fadima e

BRERNADE

=

STANDARD POLE

ADAETOR & Q&

LaSER CamMan

SPALCE ORK
KILLER DREADNOUGHT
ETAKDASD FOLE

gﬁ

POrwiE A CLAwW o @

? 6

ADAFTOR AR

DRINVER

HEAYY DOLTER

Space Ork Killer Dreadnought

Build Points Total: 100

| Profile ws|B5| 5 | T [o[ 1 [a [sefape| g_{
6 |6 |5 [5 [10] 4 463 [ 3
10 ;

|BPs 6 | 6 | 10 30| 4

e [

Control System: Driver 2 BPs
Power-plant. Crystal Batieey 10 BPs Speed 6

Armament: The Space Ork Killer Dreadnought carries a
standard armament of 1 power claw plus 1 heavy bolter.

Equipment: The Space Ork Killer Dreadnought carrics a single
17 radius power field plus a power field syncbrosizer This
OCCUPIcs 3 equipment siOwWago Spaccs.

Povints value:
100 4+ 30 (Armament) + 20 (Equipment) = 150 pis

ﬂrk Drﬁﬂdnnught Variants

Crrkes, being Orks, are quoite free with types of weapons they

fix 0 their Dreadnoughts. The las-cannon can therefore be

replaced with with either ancther heavy bolter, 2 grenade
launcher, or a heavy plasma gun. The heavy bolter cansumilarly
be replaced by either another las-cannon,  grenade launcher,
or 4 heavy plasma gun. This will affect the PV of the
Dreadoought, and the PV will have to be recalculared
accordingly.
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The Eldar War Walker is a variation of the Dreadnought
concept. Sacrificing armour in favour of hard-hitting
weaponry and manoeuvrability, it is well suited vo fast action
against 4 lightly armoured or sluggish enemy. However, the
War Walker is not without protection, for instead of thick
armour plating, the pilot is protected by three Power Fields.

To facilitawe firing its weapons, the War Walker is equipped
with a Power Field Synchronizer which allows the protective
field to flicker off for the bricf instant it takes to deliver its
deadly volley.

WAR WALKER PROFIL

The War Walker is constructed in the same way as a
Drcadnought (see WD 100), using buidld points to buy
characteristics,

Build Point Total: 126

m.]

[Profite Tws[Bs[ s [T ID |1 |A |sviup
Walker |6 |6 | 5|5 |10|6 2" |56]4 |10
BPs 66 |wiwfs]s]6[4]s ]2

* sromps from the Walker's feer.

Control System: Driven 2 BPs
Power Plant: Crysial Battery 18 BPFs (3peed T)

Armament: The War Walker comes complese with a las-cannon (Sdpes)
amd scatber-laser (T0pes).

Bgudjrment: Two fargeters [one controlling cach of the main imb
armameents - [pis); three 1% mdios J‘muwf.l’n’ds [iﬂpnsj;apuwrﬂﬂd
syrchronizer (10ps) and 3 sensor peckape (13pis).

Points value:
126 + 160 (Armament) + 63 (Equipment) = 349 prs

The scatter-laser is a new weapon devised by the Eldar
especially for use by their War Walkers and Dreadnoughts,
It fires more than one laser shot, but unlike 2 multi-laser it
fires them all at once. This is extremely useful when used in
conjunction with a power field synchronizer, because the
power field is down for only the briefest fraction of rime,
minimising the chance of being hit by the enemy's return fire,

The scatter-laser differs from other weapons in the WH40K
game in that it may fire up to six times doring the shooting
Phase. Bach shot may be directed at a different target, but all
targets must lie within a 6 radius of a nominated point, If
desired, all six shots can be directed against a single target.

short| Long | Shootiag to it | 5tr | Dam

[0-207 [20607 41 6 | 1

_Type | Area | Tech
HCIE|SIF] |lewl
¥z 6

Although normally slow and beary with a 2" penalty, this has
no effect when the weapon is mounted on 2 wehicle,
Direadnought or War Walker: the Walker may move and fire
its weapons without restriction.




ELDAR WAR WALKERS

SPECIAL RULES

TACTICAL USE OF WAR WALKERS

The War Walker is protected by three power fields. Only one
may be used at once, and the player must stare whether a power
ticld is turned on or off at the start of his en. See WD 100
for rules on power fields and power field synchronizers,

Because of the pilot's exposed position, any shot which
penetrates the power field and hits the pilot is likely to cause
a good deal of damage, To represent this, the Walker takes
special damage cxactly like a Dreadnought. However, when
the pilot is hit, instead of rolling once on the special damage
chart, two dice rolls should be made. The opposing player
may then choose which effect he wants to apply, the other
being ignored.

The Walker pilot may eject in the same way as a Dreadnought
pilot. Assuming he survives, the pilot may fight on foot and
is considered to be armed with a las-pistol and protecred by
mesh armour (this costs no extra poines). A Walker may also
be used by a personality model, in which case the normal cost
of the model must be added to that of the Walker itself.

o0 e

The Eldar use War Walkers in a variery of operational theatres.
The mobility of the Walker makes it ideal for swift raids,
infilration manoeuvres, flank artacks, and ground based
scouting. Walkers are also used to support the Dreadnought
Squadrons, deriving protection from their commade's heavy
armour, whilst adding their own phenomenal fire-power.
Pirare raiders favour a ratio of one Walker to two Dreadnoughts,
but some prefer o have whole squadrons of Walkers, whilst
others mix Walkers and Dreadnoughts in an apparently random
Mmanner

Walkers are less effective in hand-to-hand combat than
Direadnounghts as they only have two attacks. These are
nominally stowgps from the machine's lasge fieet, but the Walker
can also use the Dreadnovght special rules for fread aftacks
and frifs.

Being far more lightly built than the Dreadnought, the War
Walker is vulnerable o the sort of sustained fire which can
take out power fields, Although its advanced power field
configuration gives the Walker an initial high level of
protection, once this is blown away the War Walker is no maich
for a Dreadnought or even a well equipped squad of infantry,
Fortunately, the multiple power fields which surround it
endow the War Walker with a relatively predicrable period
during which the pilot can use its phenomenal weaponry o
good effect, This is where the Walker scores over the more
heavily armoured Dreadnought, utilising high speed 1o strike
at important cncmy targets before retiring behind the cover
of its slowly advancing barttle-kin.

Todays thought:

Hope is the beginning of
unhappiness

Fu
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HAPTER APPROVED

THE WAR-TORN LULNIVERSE OF 415T MILLENNIUM HOLDS MANY SECRETS. HERE, & FEW DOF
THEM ARE TOLD. FROM THE TIMELESS MIGHT OF THE IMPERIAL ARMY TO THE SURREAL
KILLIMG MACHINES OF THE ALIEN ELDAR, THIS INFORMATION IE NOW CHAPTER AFPROVED.

THE INFINITY CIRCUIT

The fafinity Circudt is 2 sophisticated and arcane device used
by the Eldar as a successor to the computer Tt is ‘programmed’
by fecding the Eldar memory and personality patterns directly
into a vacant circuit by a process known as the Soud-Greaft.
The subscguent host-machine of the circuit nomally carrics
the doner Eldar’s mortal name, Unfortunately, the Soul-Graft
leaves the Fldar's mortal body @ mindless husk, and is therefore
only used on Eldar that are close 1o death and cannot be saved
in any other way.

Having a Soze-Graft is the ultimate sacrifice an Eldar can make
for their clan, dooming them to an eternal life trapped in a
shell of unfecling cold steel. It takes a very strong willed
individual to survive the experience without being driven
insane, and it is thus generally reserved for only the mighticst
Eldlar leaders and warriors. Any Eldar who has a Sowi-Greaft
is greatly revered, and is entitled to use the title of
Lord-Phoenix.

THE SPIRITTWARRIORS

"My only semaining plesirs i to baing death o the enemies of my Ceaft World!

Leed-Phoens: bonstorm, S piritWamior Biel Tan Craft Woarld

Spirit-Warriors are similar in most ways to Eldar Dreadnoughts,
with one very important difference - they are controlled by
an Frfinity Circaidt rather than apilot. Only the Eldar can use
SpiritWarriors, which can replace Dreadnoughts in their force
onaone-for-one basis. Spicit-warriors arc designed in exactly
the same way as Dreadnoughts, except that they use the
Infimity Circuif as their contool system, and therefore do not
need a mind-impulse link.

The fnfinity Circuit costs 15 BPs. This increases the Spirit-
Warrior's WS & BS by +1 each, and its T by +2 {up 1o a
maximum of 10 in each case). It allows all shots to count as
if the Spirit Warrior had a targeter,

If the Eldar whose personality is transferred to the Infinity
Circeeit had psychic powers, these powers arc available to the
spirit Warrior as well. Caleulate the psychic mastery, psi-level,
and psychic abilities of the Spirit Warrior just as you would
for any other psyker. The Spirit Warrior is assumed 1o have
an intelligence of 10 if it has any psychic powers.

A Spirit Warrior takes damage in the same way as 2
Dreadnonght, except that a roll of 1 on the damage locarion
table affects the Frffnity Circudt instead of the Pilot.

See Infinity Circuit - Special Damage Below

POINTS VALUES FOR
SPIRITWARRIORS

The points value (PV) of a Spirit Warrior is the total of its BFs
plus the PV of any equipment and weapons plus 2 x the PV
of any psychic powers.

A rypical example of a Spirit Warrior is the Vampire Class:

Vampire Class Spirit-Warrior

Build Point Towl; 140

Profile wWsBS |5 [T D |1 |A |Sv HP|E
siayis@er| 6 |7 |15 |s(Tp |2 |36 |2 |6
BPS s|s l12|14]45[(5 |6 |8 |4 [12

Control Svatem: fnfinfty Circudi 15 BPs (values in brackers)
Pomer Plast: Crysial Bagery @ BPs (Speed 5)

Armament: As stndard issue the Vempire has @ heavy plasna gun
and 2 shuriken catapul

Fouipment: noae as standasd

Points Value: 140 + 60 (Asmament) = 200 pts (excluding any
cquipmens and psychic powers).

|

INFINITY CIRCUIT - SPECIAL DAMAGE

1 MEMORY CIRCUITS

The Spirit Warrior is overwhelmed by images and memories from
its previous life. Roll a DG at the start of each turn: 1-2 - the Spirit
Warrior is re-living moments of peace and tranguility and may
not move of attack; 3-4 - the Spirit Warrior is re-living a previous
bartle and loses control as described in 3 below; 5-6 - the Spirit
Warrior is distracted by the flood of memorics (but not
overwhelmed) and may not use any psychic powers and its W3,
BS, I & Ld by -1 each

2 EMOTION CIRCUITS

Conflicting ermotions overwhelm the Spirit Warrior, Roll 2 D6
at the start of each turn: 1-2 - Fear, the Spirit Warrior must move
as if it had been rowted; 3-4 - Anger, the Spirit Warrior must move
s iF bt had failed a frerzy st 5-6 - the Spirlt Warrior controls
its emotions and may move and attack normally, but may not
use any psychic abilitics.

3 PERCEPTION CIRCUITS

The Spirit Warcior loses the ability to tell friend from foe. Each
turn the Spirit Warrior muost move in a random direction up 20
irs prcimum move distance, firing on the closest target - friendly
or otherwise, The Spirit Warrior may no longer use any psychic
abiliries.

4 LOGIC CIRCUITS

The Spirit Warrior can o longer think clearly, and is subject
to confusion from now on. The Spirit Warrdor may no longer
use any psychic abilities.

5 FUSED

The frfdmity Circut is severely damaged and starts to short
circuit. Roll 2 D6 ar the start of cach turn: 1= - apply the
corresponding result from this damage table for one turn; 5-6
- apply the Burn-Out result below,

& BURN-OUT

The Fnfirity Circuil is reduced to a pool of moleen slag. The
Spirit Warrior comes to an immediate halt, The Soul of the Eldar
warrior is free o join its ancesiors an last,

72




ELDAR WAR WALKERS

ELDAR GHOST-WARRIORS

“Mo buerier, s czeny will thwant e plifpome. This nighit | being him the deeam
of dewthl”

Loed- Phoonin Dreamspinner, GhostWanior lyanden Craft Wold.

GhostWarriors perform infiltration, sabotage and assassination
missions. Like their larger counter-parts the Spirit Warriors,
GhoseWarrions use Infinity Circuits to provide the control
system for a robotic body, They are built from a special material
called Steltbene, a plastic compound that is invisible to most
forms of sensors. Stelthene s combined with internal Cnerpy
shielding to make it almost impossible for a GhoseWarrior 1o
be “seen’ by anything other than ordinary eye-sight.

The following special rules apply 0 GhostWarriors:

1. GhoseWarrions are treated as personality models, and may
maove, fight and shoot independenily, However, they may
rever be part of a unit, and may not assume command
of friendly units.

2. GhosiWarriors are immune 1o the effects of fear and will
NEVED oL,

3. Stelthene is invisible to most sensors, including infra-
vision, enengy-scannérs and bio.scannen (but not tendril
sensors), Therefore, 2 hidden Ghost¥arrior can only be
spotied by an enemy unit that moves within mange of their
dnitictive chatacteristic number in inches. In addition
Auto-gim cannot ‘see’ Srelthene, and any weapons
operated by such a system may not ao@ck a GhoseWarrior
uriless the Ghost-Warrior fired a weapon in the last tarn.

@ . GrhostWarrions may carey three basic andior clage combat
wedpons, one in ¢xch arm and one mounied in the bead.
They may use all three weapons each turn.

5. GhostWarriors are equipped with 2 sensosr prckhage,
which is included in the PY of their profile,

6. GhostWarriors have a basic save of § or G.on a Dé.

7. GhostWarriors are iminune to the effecrs of all forms of
£as, poison or radiarion.

B. 0:3 Ghost-Warriors may be included in any force
conraining Eldar troops.

Profile GhostWarriors have the following profile:

M [WS5RS | S
6|5(5 |5

=

W T | A |Ld|lnt) Cl|WP|PY
2|6[(3]| |99 |8 |99

L¥ |

o0—0

‘Though my body dies, I will remain
E“'ml:,

My spirit stays on in this flesh of metal
Evermore!

Death Chant recited in preperation for a Soul-Graft

GHOSTWARRIORS IN ACTION

There are hundreds of different types of Ghost-Warrior, and
many are modified specially for each mission they will
underrake. Two typical examples are:

Executioner Class Ghost-Warrior

M |Ws|IB5| 5 | T |%w |1 |A||Ld|ke | €1 |Wp
6 (5|5 |5 |s5]|2|l6]3]-|l9]|s]s

Armiament: The Executioner carries a standard armament of
1 chain fist (which counts a5 a chain-sword in hand-to-hand
combat). | powerglove and a flamer,

Equipment: The Executioner is coated with Camelealine,

Points Value: 99 4 18,5 (Armament) + 5 (Equipment} = 118
pis

Assassin Clags Ghost-Warrior

M WS BS | & [T (w1 |[a|wd|ie|c|we
6|85 |8 |5 |2|6|l3]|-|lolals

Armament: The Assassin carries a standard armanent of 2
powergloves and a shuriken catapult,

Equipment; The Assassin is coaed with Cameleoline and
carrics a Teleport homer.

POinEs Value: 99 + 40 (Armamenty + 21 (Equipment) = 160 prs




INTRODUCTION

Following the revised Dreadnought rules in WR00, many
readers have asked for wehicles to be given a similar tresrment.
As with the Dreadnoughts in the WH40K book, the vehicle
rules were designed 1o be generic so chat gamers could field
their own conversions and scratch-built models. However, now
thar Citadel produce a range of vehicles, with more on the
way, it scems appropriaie o overhaul the existing material,

These new rules are intended to make yehicles more effective
on the battletield. Their survivability has been increased by
the common use of power fields and power ficld synchronisers
adapted from the Dreadnought rules. In addition, they can
now carry far more equipment and weaponry, putting them
on a new plane of cffectivencss. Although 1 anticipate most
players welcoming these changes, they are by no means
compulsory. Flayers may opt to use only sections of the new
rules, depending on the scale of battle being foupht.

TURNING

The turning rules don't change but led’s go through them here
to make sure everyhody's clear on how the system works.

A vehicle with a move of, for instance, 10" can tum either
left or right throughout any portion of its movement. For
example, it could move straight ahead 3", turn left through
3", move straight ahead a further 2*' and turn right 2°". The
total distance mowved is 10" Any combination of turms and
straight movement is permitted, so long as the total equals
the vehicle's movement distance. Players are recommendecd
to stick o whole inches,

When moving forward simply measure directly o the vehicle's
front. To make a turn to the left or right, move the vehicle
50 that its path describes an arc,

The vehicle makes a turn to the left or right.

Weigh the fiar thar strikes men down
And salutes the battle won.




VEHICLES

Most vehicles move along an arc which has a radius equal
to their total movernent that phase. For example, a vehicle
moving 107" travels along an are with a radius of 107"

To measure this arc use a tape measure. Extend it to the
required length and place it at right angles to the vehicle's
front.

Now pivot the ape describing the arc, swivelling the end of
the tape to the place where you want the turn to end,

Now move the vehicle into position.

Now measure to the original posidon and adjust the vehicle
back or forward if reguired. Don't worry about measuring
cxactly along the arc as i is £asy 1o get a reasonably accurate
measurement, which is good enough for our purposes.

Some vehicles have a furn radins ratio of either %, 2 or 3,
This means that the radius of the arc equals not the otal
movement that phase, but the total movement multiplied by
the TRR. Most vchicles however, have a TRR of 1 and mrn
exactly as described above,

The system accurately represents the manner in which vehicles
turn, linking specd directly to their ability to comer. A slow-
moving vehicle can turn 2 very tight comer; a vehicle travelling
fast will inevitably describe a larger tuening arc. Any vehicle
is allowed to use an arc greater than its current movement if
the player wishes. Vehicles with a TRR of % (such as bikes)
are very nimble, and can turn tightly whilst travelling at
considerable speed. Other vehicles are combersome, and have
a TRR that reflects their lack of manocuvrability.

Turning On The Spot

A stationary bike may be turned on the spot to face any
direction. It is also possible to turn any tracked vehicle or
hoverer in the same manner, but the vehicle may only be turned
within 207 of its original direction.

Moving Backwards

Restrict the maximum speed so that it is the same as the
vehicle's acoidec.
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VEHICLES

COLLISIONS
AGAINET CREATURES

The existing rules make it rather too easy o suffer damage
when attempting to run down fleeing Gretchin and other
unforrunates with large, heavy vehicles, To rectify this, vehicles
mever suffer damage a5 a result of hitting 2 normal creature
if the vehicle's roughness is two or more greater than the EQUIPMENT STOWAGE
creature's foughbness. Otherwise the rules on page 40 of
Warhammer 40,000 apply,

The greatest man i= bot 2 rippit on the surface of space

The current stowage rules allow little equipment 1o be carried.
As we shall be introducing new equipment, this figure (Eq)
should be doubled for all vehicles and random generation
statistics in WH40K: note - we have already incorporated this
Speed the bolt that brings the end change in the £bino's ststics. For example, 2 standard, heavy
Of enemy and friend. tracked vehicle now has 12 points of equipment rather than
6, and a randomly generated tracked vehicle will have 2Da
points of equipment rather than D6,

WEAPON POINTS

Similarly, the amount of weaponry a vehicle can carry should be doubled. The new extended random chart for weapon
generation 5 given below,

Weaapon points

D6 1 IS R IS R ST e R L B P I P [ | ) RO (R L | [ SRR S | B

o I 4 % B T @ % Wb N 1B 1B Mh B 16b b Bb 1Bk Nb Nb XNb b b
b 2 Eh 2uh 3ih dbih 3bdh dbB 3bdh dbdh 3pdn dbdh 3bSh 4bEh JbBn AbGh AbTh 4bTh JBh dbEn JbGh 4hGh  GRADh 4biCk
T b Weih 2bth W2h Zhdh hdh Gbd Ibh 2bdh bEh kb W6k 2nbh BTh 26h ThEh JbBh BOh  Zhh GWR 200R REOh MTh
b 2 lbih A B 3h b3 4h  Ibh Bh hBh Bh bk TR BTh Bh MEh Sh WS IR T6MR Th Rih 1H
It dbih B Mo W b G IbTly 2 bl 3hl  tbdhiv dhlv Dl Shiv  ThEhiv Sy BEhlv Thiv  1bThiv Sty ioBhlv Shiv
B % Wh 3 fhEh W v hl by My bhke Dy b3 hdv bihdv 2hdv hEHRI Bl v b3 Zhdv  BIhdv

30 G L Gad P —

b = basic weapon, h = heavy weapon, v = very heavy weapon. A vehicle with 10 or more weapon points may install a Defence
Lasar if it generates a very heavy weapon. However, Defence Lasers occupy 10 rather than & weapon points, so other weaponny
must be subtracted to compensate for this. One way of doing this is to deduct 10 points for the Defence Laser and re-roll any
remaining points randomly. Mo vehicle may have more than 1 Defence Laser,




VEHICLES

VEHICLE SPECIAL
DAMAGE CHARTS

RUNNING GEAR - SPECIAL DAMAGE

1 LINKAGE SHATTERS

HIT LOCATION TAEBLE

Score (DE)

Affected System

QCCUPANTS

RUMNNING GEAR
STEERING AND BRAKES
ARMAMENT
EQUIPMENT
MISCELLANEOUS

The new Special Damage Charts have been designed to replace
the original damage charton p39 of WH40K. The new charts
are more detailed and make vehicles on the tabletop more
durable. The main rules change is that vehicles reduced to zero
damage points are no longer destroyed automatically,

i £ L3 k) —

Whenever a vehicle takes damage as a result of a hit, the player
should roll a DG, If the vehicle received more than 1 point
of damage from the hit, the player shonld add +1 10 the dice
score for each additional point of damage sustained. [T the
resulting score is 6 or more, then the shot has caused special
damage. The player should toll another DG and refer to the
Hirt Location Table. Forexamile, o vebicle suffers a bit causing
3 points of damage (2 of which are added to the DG roll).
The Dorollds 4+ 2} = 6; therefore the vebicle suffers special
damage The vebicle player nrust now roll or the Hit Location
Table.

If a vehicle is reduced to zero points of damage, subsequent
damage will antomarically canse specéal damage. The player
should roll a D6 and refer 1o the Hit Location Table,

When the system affected by the hit has been identified, the
player should roll a D6 and consult the appropeiate Special
Damage Chart. Players should note down the result of special
damage. together with any long term effects which result.
A separate sheet of paper should be used for each vehicle,

Fart of the linkage shatters and the vehicle twists o lefi or right
before coming o 2 permanent halt, Roll a D6 (o determine the
track affected, 1-3 left: 4-6 right. Use a clock-face chart with 12
o'clock in the direction of travel oo determine the direction the
vehicle now faces. Roll a D4 if the right hand track is gone, a D646
if the left hand track is gone. T the vehicle is not tracked rofl again
o this charnt.

£ WHEEL BLOWS OUT

A wheel disintegrates in the blast and the vehicle plunges down
on its suspension, digging into the ground and grinding ro a halr.
The vehicle skids forward for D3 and stops. The vehicle pods
its skid facing in 2 random direction - this can be established with
a D12 and a clock-face chart. If the vehicle is not wheeled roll
| again oq this chart.

3 GRAVITIC MOTOR MALFUNCTION

The blast fractures the main gravitic vacuwm chamber seoding the
moter inko an uncontrollable anti-gravitic reaction. The vehicle
continwes at the same speed and in the same direction, but rises
by « 10 height every turn until it s losc forever. IF the vehicle is
not 2 hover type roll again on this chart.

4 ENGINE DAMAGED

The engine is badly damaged as 2 eesult of the hit. With an
embarrassing cough and distincrive plomes of white smobkie, the
vehicle toters feebly 10 a crawling pace. Reduce the vehicle's
current speed by £ per turn until i reaches 47, The vehicle may
not aceelerate further, and if it decelerates cannot accelerate again,
oL even o 47,

5 DRIVE TRAIN

The vehicle’s deive train is shatered, sending it out of control next
turn before coming to 3 sudden halr as part of rhe broken drive
spears the body. If it was moving at greater than 10" before
stopping, overy occupant must make their basic save o suffor 1
wonttd. The vehicle will not move again.

6 TRACTION

The vehicle's main eraction seddenly fails: wheels blomwr on; tracks
fly off; gravitic reactors implode. The vehicle pivors across the
%_l‘ﬂllﬂd, sliding against its brokem side and spinning dangeroosly.

w vehicle skids forwand for D8 ending by facing a randomly
determined direction. Any cccupants st make their basic saving
roll or are slain. Items of weaponry or equipmant are rendered
useless on the D roll of 2 4.5 or 6.

OCCUPANTS - SPECIAL DAMAGE

STEERING & BRAKES - SPECIAL DAMAGE

1 DRIVER DISABLED

Driver hit and disabled. A basic saving throw must be rolled or
he is slain. The vehicle goes out of control for the duration of the
following turn. If the vehicle has an avto-drive re-rofll the result,

1 STEERING

The stecring system is damaged preventing the vehicle from moving
in any direction other than straight ahead. If the vehicle
subsequently goes out of control, it will accelerareflecelerate
randomly a5 normal, but will not turn.

2 DRIVER HIT

Driver hit and distracted. The vehicle goes out of control for the
duration of the following rurn. If the vehicle has an auwto-drive
re-roll the result,

3 WEAPON OPERATIVE

A Weapon operative is caught by the blast and must make his basic
saving throw or is killed. The weapon may not fire in its following
turn, even if the ganner survives. If several weapons are present,
the main one is affecoed. IF there are several options randomise
tor determine which operative is hit. If the vehicle’s armmment is
controlled by auto-fire re-roll this resalr.

2 BRAKING

The braking system is damaged as hydroplastic lines shatter and
control systems cease functioning. The vehicle's maximuom cate
of deceleration is reduced to 2 per turn, even if the vehicle
subsequently goes out of control.

3 STEERING JAM
The steering mechanism jams. The vehicle must now cither turn

to the (1-3) right or (4-0) left using its standard (u rning racius ratio,
4 BRAKES JAM

The brakes seize, reducing maximum speed to balf and acceleration
1w 2" per turn.

4 SHRAPNEL

Occupants hit by flying shrapnel, D6 randomly determined
pccupants must make their basic save or are slain.

5 BRAKE AND STEERING FAILURE

Brakes and seeering mechanisms ave destooyed, sending the vehicle
out of control for the remainder of the game.

6 SUSPENSION COLLAPSE

5 TOXIC FUMES

WVehicle fills with oxic fumes. Any (rO0ps not-wearing respirators
or other breathing gear must leave the vehicle in their following
turn. Any troops failing o evacoate the vehicle are slain on the
D6 roll of a 4, 5 or 6. Troops with breathing apparatus are
unaffected,

6 EXPLOSION
A massive explosion rakes the vehicle's interior. Each accopant

With a spectacular crunch the whole suspension mechanism
collapscs, pitching the nosce of the vehicle into the ground and
sending the il cartwheeling over it. If the vehicle is travelling
at less than 107 when hit, tarn it upside down where it standa.
The vehicle is torally destroved. Occupanis failing 1o malie their
basic saving throw are killed, If travelling at more than 107, roll
2D o derermine how fiar the vehicle cartwheels forwand before
landing on its roof. Anything within the path of the cartwheeling
vehicle takes normal collision damage, but does not stop it or do
further damages o the vehicle Ocoupants of the tumbling vehicle,
who fail their saving throw with a -1 modifier, are slain, All

must make 3 basic saving theow or is skin insancly,

eguipment and weaponry 15 destroyed.
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VEHICLES

MISCELLANEOUS - SPECIAL DAMAGE

EQUIPMENT - SPECIAL DAMAGE

1 ACCELERATOR JAM

1 TARGETER

The vehicle's accelerator mechanism jams fast. The vehicle must
accelerate by s maximum amount per tuen, However, if there is
a crewman avallable, he may attempt to rectify the problen at the
beginning of cach tuen. Roll a D6, if the score is 5 or & the crew
has frecd the accelerator and the vehicle may then accelerate and
decelerate as normal. Note that a vehicle may travel over its
maximum speed, but is then subject o potential control loss.

2 ROLL

The shot throws the vehicle 1o one side, turning it over until it
lands on its (1.2, 5} side or (4,5,6) back. The vehicle should be
moved DAY away from the source of the hit, or in a random
direcrion if this is not appropriate. Any model in the rolling vehicle’s
path is collided with as normal. Occupants who fil to rake their
basic save are slain. Each weapon or item of equipment on the
vehicle is rendered inoperatdve on the DG roll of a 4, 5 or G,

3 FUEL

The vehicle's fucl or power supply is ruptured and explodes. The
yehicle immediately borsts into fames and goes our of control.
The vehicle will explode ar the end of any of its moves on the
v score of 6. Any occupants mast make their basic saving throw
ach turmn or be killed.

4 TURRET

The wreet is knocked out, destroying any associited weapon and
equipment. If the vehicle has no turret, roll again on this chact,

5 DOORS Jam

All doors on the vehicle (1,2,3) fam shut or i4,5,6) fly open and
cannot be closed . Jammed doors can be opened if there are troops
inside. Roll a DG at the end of cach turn, on the score of 2 6 the
doors are prised open. Ifdoors By open, D6 randomiy determined
occupants will be thrown out of the vehicle and may mke damage
if the veticle is travelling at geeater than 10” If the vehicle is open
topped and therefore has no doors (eg a land speeder), a sudden
jolt throws D6 randomly determined models overboand.

6 AUTO-SYTEMS DESTROYED

All auto-systems go completely haywice, operating in 4 random
manner. These effects cannot be over-ridden by the vehicle’s
oooipants. Auto-drive canses the vehicle to move out of control.
Auto-atm umits fire weapons ot randomiy detenmined Gnets, Auto-
fac systems only permit the use of an ilem of cquipment on the
[ role of 2 4, 5 or & made that turn. Doors may only be used
on the D6 role of 2 4, 5 or & made that torn.

ARMAMENT - SF'-ECIAL DAMAGE

1 WEAPON DESTROYED
| randomly determined weapon is destroved,

2 AMMO BLOCKAGE

The ammo feed or power supply to one randomly determined
weapon is blocked or severed. The vehicle may fire once more
with that weapon, after which the weapon is tendered useless.

3 AMMO JAMMED

The ammoa feed or power supply to one randomly determined
weapon is jammed or fused. Every time the weapon fired from
now on, the player rolls a DG, On the roll of 2 6 the weapon
explodes, causing D6 poines of damage on the vehicle and specfal
damage as APpropriate

4 DISARMED
The vehicle's main armament is destroved,

5 WEAPONS HIT
D3 randoinly determined weapons are destroved.

& AMMO HIT

The vehicle's central ammo bin or power sepply is ruptured open
and destroved. The vehicle may no longer fire its weapons, In
addition the vehicle takes D points of damage, and automatically
takes D3 fucther special damage effccts,

Praise the sun that beings the dawn
Of our final doom.

1 randomly determined targeter is destroyed. If the vehicle has
no funceioning targeter, roll the result on the arsament chact,
2 POWER FIELD SYNCHRONISER

The vehicle's PFS is destroyed, I the vehicle has no PES roll again
on this chart.

3 POWER FIELD

The vehicle's PF generator is destroyed, If the vehicle has no PE,
roll the result on the miscellaneons chart.

4 CENTRAL CONTROL SYSTEM DAMAGED

‘The shot damages the vehicle's conerol systems. This can have many
effects, sending random surges of power rushing through the
vehicle's circnits, melting delicate components, cansing cxplosions,
random burn-ours and control logs

T reflect this mndom and often catachsmic level of escalating
damage, throw each tern. Om a4, 5 or & the vehicle takes another
random specéal damage result. The omly way 1o hale this effect
i 10 abandon the vehicle altogether

& AUTD-SYSTEMS

Damage o the anio-system control unit destroys all on-board auro-
systems instantly including avro-drive, auto-aim and auto-fac, If
under auto-drive when hit. the vehicle goes out of control for the
duration of the following turn (Assurming @ crewniin can take over)
or permanently (if no crew are available o rake over).

& WIPE OUT

Overwhelming damage 1o the centeal control systemn resules in every
item listed as part of the vehicle's equipment being rendered
inseantly uwonsable. If the vehicle is under auto-drive when hit,
ste entry 3 above.

Wisdom is the beginning of fear




VEHICLES

EXTRA EQUIPMENT

CONTROL LOSS

The new power field and field synchroniser rules described
in the rules for Dreadnoughts on page 50, also apply to
vehicles

Power Fields. Points cost 10 each per 1" radius. Power Fields
of 17" radius are assumed to cover the entirety of any small
or medium sized vehicle. A large vehicle requires a 2" radius
ficld. Power Ficlds of larger radii may be fitted, costing 10pts
for cach extra 17" radius. A vehicle may carey several different
shields, although only one may be active at any time. A Power
Field may be turned or or offar the start of the player's tarn.
It may not be turned on or off once the vehicle has been
rendered immobile as a result of damage. Once a Power Field
is activated a vehicle may not fire weapons through i,

I'he presence of a Power Field around a vehicle docs not affect
its movement, nor docs it make any difference to the result
of a collision with another vehicle, The field is designed in
such a way that it flows around obstacles in its path, otherwise
the vehicle would be in permanent collision with irregularitics
in the terrain,

Power Field Synchroniser. Points cost L points each. These
are valuable devices which allow a Power Ficld to flick off
during the brief moment it takes to fire a weapon. If 2 vehicle
his 4 Power Field Synchroniser it may fire weapons during
its own shooting phase, even, though the Power Field is on.
However, to represent the chance of an enemy shot sneaking
through as the feld flicks off, any shot against the vehicle in
the enemy’s following turn will penetrate the Power Field on
the 136 score of a 5 or 6. This does not destroy the field: the
shot simply by-passes it during its split second of inactivity,

SHIELD PENETRATION

As described above, a shield is penetrated on the DB score of
15 or 6 if it was fired through in the preceding turen.
Alrernacively you may divide the turn into six ‘phases’ 1-6

The player wishing to fire a weapon secretly writes down the
phase in which each weapon fires. A fellowing fire weapon
may fire over several phases - one shot corresponding o one
phiase - but may not fire through more than 6 phases. The shield
is down for alf the phases in which the weapon fires,

nthe enemy's following turn, when weapons are fired against
the shiclded vehicle, the player must ey 1o guess the phasc
written down by the other player. Most weapons entitle the
player to one guess. If the guess is correct, and the shot hits,
the shield is penctrated. If it's incortect the shield is hit as
normal, Flayers whose weapons have an area effect are entitled
o EWo guesses [ represent the spread of separate impacts at
slightly different times. Flayers with following fire weapons
are entitled to one guess the fiest time they hit, and cach
succeeding hit adds 1 to the original nomber guessed. So, if
your first guess is 3 the second hit will be 4, 2 third 5, and so on

If 1 shielded vehicle is being fired at by several differemt
atackers, resolve ach pucss individually but allow the vehicle
plaver to change the nominated phase(s) in berween each of
his opponcnt's guesses. This is a bit unrealistic, because the
weapon canonly really fire in one phase. However, it prevents
the attacker nominating successive phases to his unfair
advantage - impossible in the heat of bartle.

“T ery out for troaps and you give me thetoric - [ plead fo
ammunition and you give me speeches - [ ask vou again.
Commander, what can you pledge me?”

“A heroic death, Capuin."

Reported holocom conversation between Commander Gulim
Tare] and Captain Roima of the hesieged Alharmo geerison
shuné}r befare the final Ok assauli,

A vehicle may either go out of control for one furm or
Lermanently. If a vehicle goes out of control permanently
it is not possible to regain control - a vital mechanical
component has been affected. A vehicle which has gone
permanently put of control will acceleratefdecelenite and turn
rindomly as described in WH40K (pp39-40) until it either
leaves the table or comes to 2 halt, The vehicle will then remain
srationary.

A vehicle which goes out of control for one turn automatically
regaing control in the following turn and may move under
the full control of the player. The only exception is if the
vehicle goes out of conteol agadn - either becausce it excecds
irs maximum speed and fails the required dice test, collides
with a solid object, or receives another oni of conirod result
on the Special Dramage Charts.

OPFPEN TOPPED VEHICLES
AND EXPOSED CREW

MNote thar the rules for firing at exposed individuals remain
as given in WH40K p39. Any exposed crew member
(including crew sticking their heads oot of hatches, firing
uncovered weapons, or riding bikes) may be specifically
targetted by a firer within the shorr range of his weapon. If
a player wishes tw fire at an exposed crewman or bike rider,
he must declare his intention before he shoots.

Shots apaivst open vehicles, Including bikes and fand-speeders,
alwerys stand a chance of hitting exposed crew even if the player
doesn't intend to fire directly a1 them. Hits against open
vehicles and bikes must be randomised between crew (1,2,3)
and vehicle (4,5,6). Crewmen sticking their heads out of
hatches in enclosed vehicles are never hit mndomly - the only
way they can be hit is if they are specifically targetted as
described above,

RICK PRIESTLEY




CHAPTER APPROVED

LAND RAIDER

From the beginning of nme, man has helicved that the stars
control his fate. Through their movements, people hawve seen
Future events and intimations of the will of their gods. In the
fory-first millennium, billions still watch the sky fearfully,
searching for a portent of deom. But in this time, they have
reason o fear, From the stars come ships, some to eade, many
to wage war. Most feared of all are the ships of the Legipnes
Astartes, gravid with their cargo of death - the Land Raiders
of the Space Marings, bursting upon the unsuspecting, roaring
like thunder, burning all before them

The Space Marines are rightly feared by G linary folk, for their
presence significs death as surely as the plague bells of Phobos.
The images of the Space Marines and the Land Raider Battle
Tank are forever meshed in the popular imagination, [nsome
cultures, the vehicles are portraved as Chardots of Destruction
ridden upon the solar winds by the Angels if Teath, poised
throughout the galaxy, ready to crush the serpent of Chaos.

AND MECHANICS

Mysticism is an important part of everyday life in the
Imperivm. A twentieth century man might recognise in the
Land Raider nothing more than a hoge battle @nk, o mere
engine of war. But the men of the forty-ficst millenniam are
wiser They know that every Land Raider has its own spirit,
and its own destiny.

Whether a Land Raider is builtin the Mactian weapon-shops
of the Adeptus Mechanicus or in the armouries of the Space
Marines, its purity and spiritual welfare are given s much
attention at every stage of CONSTUCTIen as 11§ mechanical
aspects, A wildeat [or other locally-obtainable predator) is
sacrificed within its ceramite framework. Armoured panels
are inscribed with runes of protection as they are reverently
biolted in place. Components are checked and blessed before
assemhly. As each Land Raider grinds towards the end of the
production line, prepasitions are made for the Cersmony
of Commission,

Land Raiders are delivered to the Space Marines, the lmperiil
Guard, the Inguisition. the Adepius Arbites, to certain Rogue
Traders and w other, more secret and obscure Imperial borcdies.
space Marine Land Raiders are handed over loa Techmarine,
or Frater Astrotechnicus to use the proper title. In other cases
ir will be accompanied to its new home by an Adeprus
Mechanicus Technomar - a human machine programmed with
the knowledge required to service his charge. For many
technicians, the commission represents the culmination ol
years of rraining; learning how o divine the runes ol
engincering, memorising the liturgy of maintenance, wnd
studying the routine of service.

1f 2 Marine Land Raider should be lost, its Techmarine offes
prayers of mowming for its spint. 1f a Techmarine is slan, b
Land Raider must be reconsecrated by one of his echnial
brethren, In the ficld, this is ofren done simply by takinga
ring bearing the vehicle's serial runes from the deal
Techmarine, and the full reconsecrarion takes place Later
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LAND RAIDERS

digpacem, 0 —

The Land Raider is ideally suited to the style of warfare
fvoured by Space Marines. Like the Marines themselves, the
vehicle is capable of fighting in almost any environment. The
Land Raider also offers protection and transport for a squad
of troops, as well as carrying many of their supplies and back-
up equipment. On Death Worlds and in other harsh
environments, the Land Raider becomes a vital life-support
unit as well as a fighting machine,

In battle, the squad normally disembark, leaving the Land
Raider and its Techmarine crew to fight independently. Its
adaprability allows it to fight in a variety of roles. Where
appropeiate, 4 single Land Raider or a small group will be sent
forevard with troops in order to provide covering fire and
support. On other occasions, Land Raiders from several
companies are brought together into huge armoured
formations, ready to do battle with enemy vehicles
or defences.

Marines are warriors of a wholly practical devotional order
Whilst their cadless liturgies and prayer may appeir, to the
uninitiated. to be mere superstition, they serve an importans
and rcal funcrion, For example, while preserving the
accumulated experience of millennia, the doctrinal lore of
camouflage schemes is not so dogmaric as to prevent the
adoption of appropriatc or innovative colours and PaLETns
where appropriate. So, while there are innumerable official
ot approved colour schemes, there are also many which have
been evolved by individual chapters to meet their particular
requirements in certain situations.

Sorme Marine chapters adhere rigidly to the traditional patterns.
The chapter of the Red Scorpions not only sticks strictly to
the lore of camouflage handed down from their original
founding and embodied in the Codex Imperialis, but views
any deviance from this practice as tantamount to heresy. This
has led to the Red Scorpions actually refusing o ight alongside
sther Marine chapters on a number of occasions - one of the
reasons why they were mostly confined to space lane duties
during the Badab War. The Commandcrs of the Imperial Guard
ire less stringent about such things than Marines, and will
soinctimes design their own schemes for a specific campaign.

el

Brother-Cagtin Fagmans eyes widened as
the machine ceested the rise behind the
i'i-ﬂ"-'illt‘inﬁ Eldar, Once it had :I:arl}r been
a Lind Raider. but now it was scarcely
recognisable. Iis coden-standard camonflage
had been painted over wirh 2 garish armay of
atripes. dots and muhticoloored lazenges, and
gaily coloursd bunting was festooned from
every point. A hege banner bore the foul
and decadent devices of a masque of Eldar
Harlzquins, and some of their hlured shapes
could be seen daneing arcund the machine
a4 i lambered forward.

"Heresy!" he heowled. “Abomination!
Advance, Three Company, and take that
wehicle! Honour the battle-gear of the dead,
it is written! Avenge this insyll”

The four las-cannmon begar to fire as o
hondred Star Leopards broke into 2 charge,
Many died. but they knew they could not
all be stopped. The bartle might be lost, but
the mzult would be avenged.

Wherever they may be serving, Land Raiders may sometimes
appear garish in comparison to the camouflage schemes
evolved for use in the limited range of combat environments
offered by twentieth-century Earth. A Land Raider
camouflaged for use in the spectacular cobalt chromate deserts
of Galen ¥, for instance, would be highly conspicuous in a
vellow-brown silicone oxide desert beneath Earth's yellow sun.
Many schemes show no atiempt ar camouflage as such, but
consist of solid heraldic colours proclaiming the identity of
the occupanis as surely as the shicld of a medieval knight.
Indeed, there are some Marine chapters whose tradition
actoally forbids the nse of camouflage on the grounds that
“the colours of cowandice' ' are wholly inappropriate to 2 trae
warrior, This attitude, although by no means rare amongse the
Legiones Astartes, is not officially recognised and is not
embodicd within the andient Codex Imperialis.

Muost strange of all are the fully pictorial designs painted omto
Land Raiders both by Marines and by the Imperial Guard. These
take the form of actual paintings of battle scenes or of famons
events in the history of the unit concerned. Although this is
aspectacular example of vehicle decoration, machines rarely
enter the battle zome wearing such lavish paint schemes.

The profile given here is for 2 standard configuration Land
Raider as manufactured by the Adeprus Mechanicus on Mars.
The technical specifications can be varied somewhat,
especially with regard to weaponry and equipment, The details
given below are compatible with the new special damage
charts given on pages 77 and 80, and take into accouint the
increased weapon and equipment stowage available. A power
tield and synchroniser have also been added. This upgrades
the vehicle from the specification given in the WH40K
rulebaok (pp 110-111), and the new specification replaces thas
given for Land Raiders clsewhere.
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i

LAND RAIDER

i AR
Acc! | Max | Min | Acc! [TRR Cp
I Dec Dec [ o480
—-— 20| 7 1 [ 12 |8 |50 26

_ Equipment: 2 ¥ 1 rdins power ficlds, power field synchrenlser. auso-alm,

WEARONE BPOSON,  Coftmunicans sensor package (blo-scanner, energy

This machme 1s disd:arg o
into your care.
Fight with this machine,
and guard it from the shame
of defeat.
Serve this machine, as vou
would have it serve you.

stanner, md-counterk, epector sears, medi-pack

spomEon], 2 heavy holi guns
Basle points value: 261 = weapons snd cquipment
Weapons polnts: 3040

PY 750 each

I
|
1 autg-deive, auin-fac, mrgeter bor smrboand weapons sponson, mgeser for poc
1
|

Weapons: 4 lis-cannon (2 synchronssed lascannon inoeach weapons

Equipment podnis: 93 %

Fight for this machine, as you
would have it fight for you.

fresponse) - I shall.

- from the Ceremony

T

The Land Raider's main armament is mounted in two Sponsons
to the right and left of the vehicle Each sponson can cover
an are of 180 degree to one side of the vehicle, Only a target
directly in front of the vehicle - and 6 or more away - can
be hit by both sponsons at once, Because of the mass of the
vehicle in front of the sponsons, any target within 6 of the
vehicle's front cannot be hit by the main armament.

e e

of Commission

Point defense armament consists of two heavy bolt guns; thes:

ay be mounted singly or paived, at the front and/or rear of
the upper superstructure. The front mounting covers an an
of 0 degrees to the vehicle's front, the rear mounting covers
and arc 90 degrees to the vehicle's rear

The Land rider is also fitted with two special grenade launchers |
mounted on both sides of the holl. Each Launcher can fire
its group of 3 smoke grenades once during the game, exactly
like a normal grenade launcher.

DEAD ZONE #

.I-.n..l.li:%

Fira arc for side-
mounted weapons.
Note the 8" dead
zone to front and

rear. Models on
the solid line can

be targeted by
both sata of side-
mounted weapons.

DEAD ZONE $

80" fire arc for
hull-mounted
WEAPONS.

Camouflage is the colour of fear.. ] have no need to hide from my foes... I have no fear of death. M
colours I wear openly. they proclaim lovder than any words, T am proud to live - I am proud to dic!

Commander Carab Culln, Red Ecﬂrpinns
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PREDATORS

PREDATOR IMPERIAL ASSAULT TANK FOR WARHAMMER 40,000

by Rick Priestley

The Predator is a mobile weapons platform built around the solid frame of the Rhino
armoured personnel carrier. It is a standard Rhino variant, and is constructed in large
numbers by the Adeptus Mechanicus for use by the Space Marines and Imperial Guard.

 Constder the Predator et your soul be grmotired

pith Faith, = irens _ e 1
overcome all obstacles, and armed with the three

| Breat g of Zeap, Duty dnd Purly

The Predator is a variant of the Rhino APC and, like the
Bhino, it is built according to plans encoded in Imperium's
Standard Template Construct system. It is said that the best
Predators are built on the Adeptus Mechanicus forgeworlds,
but throughout Imperial space these assault tanks are put
together from local materials, all bearing the common
stamp of $TC design,

The primary features of the Predator are its three main
weapon systems: a turret-mounted aum-cannon and two
las-cannon inside sponsons. With its smoke lannchers and
turret bolt gun, this gives the Predator a formidable array
of weaponry, ideal for its battlefield role as an assault tank.

The Predator is widely used to hunt down and eliminate
encmy vehicles and Drcadnoughes. The torret mounting
of its auto-cannon allows the Predator to keep a warget in
its sights while moving swiftly forward, spearheading an
assault or breaking through an enemy flank,

The Predator will usually carry a crew of four (driver and
three gunners) but, like the Rhino and Land Raider, its auto-
systems enable it to funcrion without a crew if necessary.
The crew are wired into their machine and are unable to
leave the Predator during the battle - it takes too long to
unsirap them from their tight harnesses and unplug them
from the snaking pipes and cables that engulf them. Some
crewmer, a5 2 pundshment for insubordination, are hard-
wired into their vehicles and are only released after an
exceptional show of valour.

Due to the internal space taken up by crewmen, weaponry
and ammunition, the Predator has only a limited amount
of space remaining for passengers, There is not enough
room to carry squads of Marines or Guardsmen inside a
Predator, but up to five passengers may be carried if
DECESSAryY.

Max Spesd Acc/Dec  TRR CP
16 4 1 5




PREDATORS
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® ARMAMENT

The auto-cannon is tueret-mounted with a 360° arc of fire.

The las-cannon mounted in the side sponsons each have
2 90" arc of fire to the front of the Predator - covering the
left and right hand sides of the vehicle,

LEFT LAS-CANNON
807 FIRE ARC

RIGHT LAS-CANNON
80* FIRE ARC

In addition toits main weaponry, the Predator has two one-
shot smoke hunchers, each designed to fire three smoke
or blind grenades within a 207 arc to the front of the tureet.
If the anto-cannon is being fired in the same turn 25 a smoke
launcher, turn the turret to face the anto-cannon’s target

- this indicates the position of the 90* arc for the smoke
lzuncher.

Each smoke launcher may be fired independently, bur all
three grenades in a lavncher are fired together at the same
target. The grenade type in cach launcher must be specified
before the batile, Once fired, a smoke launcher cannot be
used again,

A single bolt gun is fastened to the cupola on top of the
turret, and has Its own 360° fire arc. The cupolamay swivel
independently of the main tarret, and so it is not affected
by which way the auto-cannon is pointing.

MNote that the anto-cannon and las-cannon suffer no
penalties for being heavy weapons and slow firing when
they are mounted on the Predator:

® EQUIPMENT

Predators are fitted with the following as standard:

1™ power field and power field synchroniser

Auto-aim, auto-drive and auto-fac

Ejector seats

4 targeters for auto-cannon, both las-cannon,
and cupola-mounted bolter

Communicator

Sensor package (bin-scanner, energy sCanner,
rad-counter)

Medi-pack

Note that the 1" power field covers the entire vehicle

® ARMY LISTS

The following additions should be made w the Vebicles
sections of the Space Marines and the Imperial Guard army
lists.

Space Marine Army List

Vehicle Points Custodian
Predator 600 Techmarine

Imperial Guard Army List

Custodian
Adeptus Mechanicus

Vehicle Ppints
Predator GO0
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The rules for bikes are basically the same as the rules for other
vehicles. However, while we've super-derailed these rules (see
WDI103), some of the special damage results arc obviously
inapproprate for bikes (turret hits and door jams, for example).
These new resulis ables therefore replace the vehicle special
damage charts for bikes. Other rules remain the same. Players
should note thar any hit against 2 bike may hit a rider, and
all hits are therefore randomised between crew (1,2,3) and bike
(4.5,6). Hits onto the crew of a side-car combination are
randomised between rider and passenger, Because of this, the
damage rables do not include a separate category for riders
Or PassCngers.

Whenever the bike takes damage resulting from a hit, the player
rolls a DG. If the bike has taken more than 1 point of damage,
add +1 to the dice score for each additional damage point
sustained. If the result is 6 or more, then the shot has caused
sfrectal damage. The player rolls a further D6 and refers o
the Hit Location Table.

IFthe vehicle is reduced to zero damage points, subsequent
damage will automatically cause special damage. Roll a Da
and rcfer to the Hit Location Table.

Wﬂ-ﬁflﬁ i

S AND COLLISIONS
Except where otherwise staed, skidding vehicles cause and
sustain normal damage for collisions. In the case of a skidding
bike, this may be superfluous of course. See WHA0K pd0, but
remember vehicles never suffer damage from creatures if the
vehicle's foughness is 2 or more greater than the creature’s
ratighess.

Any bike hit by a frag or crack grenade, missile, or heavy bolt
gun, antomatically goes out of control for 1 turn. This
represcats the bike being physically thrown aside as a result
of the explosion.

In the box o the right is all the information you
need o incorporate bikes into your force. Bikes may
be used in Imperial Guard or Marine forces, Rogue
Trader entourages, or Squat armies,

0-10 Battle Bikes

LAND _Am 4
Max | Acel | Max | Min | Acc/ ¥

Dec Dec b
iz I

Eguiprmneni: mone.
Armament: none or twin forward firing bolt guns

Points: 68 + 4 with bolt guns
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BIKES

Score (IXG)  Affected Systemr . w0

1-2 Wheels 1 '

A-4 Body RN

5 Armament - see Vebicle Chart W05
G Equipment - see Vebicle Chart WDI03

e e

If the result is either equipment of arnament, use the normal
vehicle chares o ascermin the damage. Otherwise use the
special bilke charts given below. Go o the appropriste siecial
damage chart and roll a further Do,

1 ARMOURED CASING L

Tlet hiker s lucky ol the damage is restriceed o the armoured podraons
afl the hike The vehicle gees our of coneral for 1 men.

Thie braking system is shartered and rende red ﬂlmﬂs:l_uﬂlﬂn'k_ The bike's
maximam rate of deceleration is reduced b0 27, cven if the bike subsequently
g0 oul of eontrol,

2 TYRES

Tha bike's tyoes are iorn from the wheels. Roll a Dé, add + 1 if the biloe i
mow ing over difficulr ground, If the seore i3 6 the bike skids (see below),
thherwise the ider meainiains Lis balaoce, The bike's maximum speed 15
Ialved. I travelling Esster, the bike aucomatically decellermues o within is
new maximum speed in its following tuen,

3sKiD
Unless the bike 1s srarbonacy 10 is thrown viokently off-coure, camsing i to
skid forwands D&Y before coming o1 halt facing in s random direction If
the vehicle skids over difficul groand o imeo any obstacle it s destroped
amd the crew kilbed If stationary see sfeering

4 STEERING

The steering system s hadly damaged making it difficult o control the bike
ar speed. If travelling an over 107 the vehicle goes our of control for the
reraaindsr of the game. The bike's tirning mdios is inoreased h:,- 1,

5 SUSPENSION COLLAPSE

The bike's wheel collapses, buckles and bounces off as the maching noge
alives into the ground. Seatlonary vehdeles are destroyed., thein Ceews nceding
to make theirbasic saves o be Killed, Mo ing bikes skid forward D" before
oEming o periadnt Bbald. The crow must make their hasic saves o be killed

6 SYSTEMS FAILURE

The hydeoplastic lincs powering all sicecing, braking angd osher fanctons
are diestvoyed, sending the vehicle o of condnod for the femadnder of e
game The crew can donothing other than hang oo, but may sttemps toleap
offf the bike during their movemment phase should they wish

2 ENGIMNE DISABLED

The bike’s engine Is receives the fofee of the hin, redecing its power severely
and cansing thick-oily smoke 1o pour from it casing. Half the vehicle's
maximum maove and accider scoees,

3 THROTTLE JAMMED :

The hike pulls forward a1 full theottle, accelemting =t irs maximum rame per
turn untill it reaches twice ies nocmal maximom speed. Tests for keas of oot
must be taken s approprie (WHA0K p40). Crow may do nothing other
thvan hang on o diempt w leap off

4 ENGINE DESTROYED

With o heavy clumping nodse the engine grinds b0 an sudden halt, shredding
mechanical eompaients and bursting into Aames 23 it does so. The bike Is
remdered wsebess, and all equipment it carres must be ahendoned, The crew
sl mike their basic ssving throw or be killed,

5 TRANSMISSION SHATTERED Sl

The bike's power transmission [CARMENLs in0o CoUNless Ty pieced of
shrapnel. The bike skids forwards DaY whilst the cider (and aoy pilbon
passcoger) is pitched D6* in 2 rundom direction, and most make his basic
saving throw or perish, Sidecar passengers are rrapped and killed s the bike
explodes ar the completion of its skid. The explosion has a barst redies of
1" amdd & strengih of § causing D4 spectad damage hits.

LR e e e S o 1]

The hike's fuel cells burst open, spilling & pool of vodatile fucl around the
machime, Roll a 106, O the score of a1, 2 or 3 the yohicde's power culs om
and the machine comes to am immedinge hale. O ke score of a 4, 5 or &
che fuel erupsts intoe 1 balll of fire with a 27 radims aronnd rhe vehicle, The
vehicle is destoyed and its crew muost make their basic save or perish, Aoy
orher models within the Gine ball kot 2 sengle sfrengih 5 hit and 04§ wounds
where appropriate.




Thm;ght for the dj!.l'

The Cosmos cries out for saivation

This time we look at the new Devastators boxed set from the Citadel
Designers - featuring the Land Speeder two-man hover vehicle, the
fiendish mole-mortar and the ‘Taranmuila’ mobile weapon system,
Bt first &1 selection of nube ideas for discussion - comments gratefilly
accepted.

One of the most common questions abowut the WHSOK ules concerns
the procedure for area fire, especially with regard to deviaton. (n
my Marginalia article for WH40K, 1 confessed that even 1 wasn't
entirely happy with the system, T summarise briefly - the procedure
as given in the book is: 1) place your area marker; 2 roll for deviation
using the arza marker size deviation number; 3) roll *to hit' cach
target within the area using the firer's BS; 4) roll ‘to wound /damage’
on any hits; 5) take saving throws.

rmm: was designed as an adaprable game which could accomodate

%smns where necessary. An alternative system for area fire
Tlows

_\._'..r- e i AR o Y 0 B e e e

Imperial record WD 01/004
. Imperial Aamouries [A{12
- Office of |h= {aquisition O
Earth Ad Sol System
_ Inquisiton lovestigation Team
32968 ES37 :
9985987.M2.

Cross fils to:
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Inpuot dated

4. Esmblish whether hits canse wound/damage, take any saves,
roll for the number of wounds/damage where appropriate and
remove casualties as normeal.

"H EVISED AREA "'F l'l‘-‘iE
PROCEDURE

1. Place area marker over farget as normal.

2. Roll o see if the shot lands on t or ‘deviates’. The chance
of a shot deviating is now on BS, nor the size of the
temiplate, This directly reflects the chance of the firer landing
his glmade or I'ﬂﬂﬂaf bomb on Largm:

Devites on D score of

This idea was sent in by Faul Quinn and ltssdtaﬁ}rswtedm small

games. ['m certainly going to wse it for ow WHY0K improvised role-
play games where combat is usually short and bloody,

Hits scored with a “to hit' dice roll exceeding the required score by
2 or more are deemed to have been particularly accurate or lucky.
Either the whole burst strikes the target or a shor hits a vital spot.
The following rmules then apply:

1. The firer may add +i to the sirength of the weapon or

2. The firer may instead make three ‘o damage’ rolls ar the basic
strength, each damaging hit causing wounds/damage as
mormal,

Paul goes on to say that this rule doesn’t really work with fifowing
fire weapons. 1'd agree. Perhaps the best solution is to say that
followirng fire weapons can only cause a vital hit on their original
target, and then have the choice of causing either a vital hit or using
their folfowing fire ability. Players wishing to try out this nue should
note that only a single saving throw applies in case 2,

1 or more (always deviates)

2 or more

3 or more

4 or more

5 or more

& or more (mininm chance of deviation)

Tonm =

Any weapon ‘o hit' medifier may be added 1o the BS of the
firer. No other modifers apply. Shots which don't deviate are
worked out with the area marker remaining as placed. Ifa shot
deviates, the missile, grenades etc, land slightly off-target. The
procedure for establishing deviation remains the same: roll a
D12 for direction and an appropriate dice for distance.

3, Models within the area marker may be hit by the blast of the
weapon. Any model will be hit on a D6 score of 3 or more,
Basic 'to hit' dice modifiers apply (see p20 of the WH40K rule
book). Weapon modifiers do not apply. Note that some weapons
still hit automatically as defined in the nales.

Sweaa] pla}'ElS have asked me ahautﬂmdwelopmcnior psi-powers
in campaigns, Psi-powers can certainly be increased in theory -
although there are no rules for this in the WH40K book. 1 would
suggest that the GM awards psykers 1 podnt every time a psl-ability
is used successfully under battle conditions, When the psyker has
10 points (presumably accrued over a few games) the player trades
them in for an extra abilicy.

If the psyker already has the masximum number of abilities, it is not
possible to gain more. Instead, any ahility may be ‘swapped” for
another ability of 2 higher level.

When a new ability is eamned the psyker also gains a 10% chance
of going to the next highest mastery, The player should make the
dice roll. The player may not choase a new abilicy from the higher
mastery during that ‘advance’. When the mastery goes up the psi-
level also goes up by 3D6.
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If a psyker reaches mastery level 4, he has attained the highest prade.
However, the psvker may still gain in power, and may continue o
swap spells once 10 points have been accumulated, Although the
psyker cannot advance in mastery, there is still a 10% chance of
grining an extra D6 psi-level. Because this gives a theorstically
mﬁratitndpsblc»fd,ﬁhushmﬂdpiaceapracﬂralmmdnmmasdley
see fit,

The Tarantula has three basic components, a mobile gravinc-powered
base, a body including auto-aim and targetes systems, and anmament.
It is, in effect, ambaticwea%n mount controlled by a crewman
who can move the Tarantula from place to place and select targets,
The crewman and Tarantula must remain within 12" or contral
becomes ineffective and the Tarantula is then unconfrolled as
described helow:

A CrEWTTIAN My NOT use weapons or engage in close combat whilst
controlling a Tarantula. If the crewman moves out of control range,
fires a weapon, becomes ¢ in close combat, or {s slain, the
Tarantula comes to an immediate halt and is said to be ‘uncontrolled'.
Once the weapon becomes uncontrolled, the player must first
nominate its targets during the . and must then fire
on the nominated target/s in the side’s following shooting phase.
If & nominated t is no longer visible, the weapon cannot fire
at all. This mk?:g applies to uncontrolled Taranmlas. Controfled
Tarantulas may fire at any visible target within range just like a normal
trooper. Any Tarantula crewman can take control of any Tarantula,
but may only control one at a time,

Note that Tarantulas have no Ld, Int, CJ or WP, and have no A and
therefore no WS (they are struck automatically In hand-to-hand
comibar). They cannot fight in close combat and take special damage
it the same way as robots (see WHA0K, p43).

The mobile weapon platform may be equipped with any two heavy
weapons (4 weapon points) plus two auto-aim systems and two
targeters (4 equipment poinis). A Tarantula may either move or fire
during its turn - but not both. If the Tarantula remains stationary
it may fire either or both weapons. Both weapons have a 360d arc
and may be fired at separate targets - a Tarantula therefore normally
fires twice during the shooting phase, once with each weapen.

FV - 20 + weapons, equipment and crewman,

The mole mortar employs an inverted mortar launcher and special
ammuriition to launch a subterranean shell or “tnnel-torpedo’ which
burrows its way underneath the bactlefield. The mole mortar was
actually developed to attack tunelling vehicles, but was 5o sugcessful
it iz now wsed as a short range assault weapon in its own right.

It has a restricted range of between 6" and 48", |t has a normal
fire-arc of 90°, The firer must first secretly nominate a target point
within the range and fire-arc of the weapon . During following turns
the firer may adjust the weapon to establisH a fresh target point,
but the weapon may only be adjusted enough cach turn o move
the target point by 47, The weapon may not be adjusted and fired
in the same turn.

When used against normal @argets the firer should posirion his area
marker and roll for deviation as usual. Then roll a D6.

1-2  The shell spins out of the ground at a terrific rate, leaping
into the air and exploding. Work out damage as for a normal
shell burst.

3-4  Theshell barely breaks the surface before exploding in a hail
of earth. Work out damage normally. In addition, any low
wall, hedge or other scenery within the burst area is levelled
and destroved. Buildings may be damaged as pormal.

5-6  The shell bursts under the ground, lessening its effect but
levelling any scenic items as for 3-4 above. All building
sections in the burst area take 1 point of automatic damage
fiar every point of strengrh of the exploding shell, In the case
of the tunnel torpedo, this is 8 6. Amy models within the burst
area may be hit and damaged as normal . Once casualties have
been removed, the area indicated by the marker sinks and
forms a crater. This can be represented by marking the crater
rim with small stones, cork chips or similar material.

The mole mortar can be used to attack munnelling vehicles. The
weapon has a 360° arc of fire when firing in this way. This works
as follows. The firer declares he is firing speculatively against
tunnelling vehicles he suspects may be near. The GM checks the
position of enemy unnelling vehicles. and if a vehicle lies within
the weapon's range he must test for a hit. T do this, the GM secretly
rolls a D6. If the score is & the shot has hit. The GM works out all
results in secret, neither plaver should be informed about what is
happening. 1f a vehicle is destroved it simply fails to appear, neither
player is told of its loss. -

S1F [
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The mole mortar is designed to fire its own special mnnel torpedo
with strength and details as shown on the weapon profile. It may
also fire any other standard shell type. The mole mortar is nermally
crewed by two modeals,

PV = 50 + crew.

Additional ammo types must be paid for as normal. The tunnel
torpedo s included in the cost.

The land speeder is a parral and light battlefield attack vehicle. It
is used by the Imperial army as well as by marine chapters. It is
also a common civilian vehicle, and has found its way into the
personal retinues of many Imperial commanders. It is a hoverer, and
rules 1 tw 3 apply as given on pl05 of WH40K. This ubiquitous
vehicle can be easily modified to perform a variery of roles in many
different environments. The profiles for three versions are given below
as standard, fast attack and support variants.

Haxwd[m o | Bgi W
2 TSI I o e s
Fast aft 2 bt balopi s ] eila |
20 ¢ 13 Lalzlels]4

Weapons and equipment variants are:

Standard Equipment: Communicator, Auto-drive, Auto-aim

and targeter for main armament.

Armament: Multi-melta (main), Melta-gun.
Fast attack  Equipment: 3 zuto-aim units,

Armament: 4 independenty firing boli-guns.
Support Equipment: Communicator: Awto-drive: 2 [argeters.

ALfo-sysiems.
Armament: 2 las-cannon.

Individual commandets may elect to vary these weapons in any way.
All weapons and equipment are bolt-on/bolt-off to Facilitate
replacement,
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fapier carriers are incorporated into
Imperial Army forces at both the company
ind regimental level. Each troop company
haz a support squad which ideally includes
i Rapier carriers as well as other mobile
upport weapons such as Mole Mortars. [n

practice, the natural acceition of
pmpaigning tends o mean that support
squads operate with whatever they can get!
They are casily distinguished by their blue
artillery' uniforms, with yellow shoulder
pads bearing the company insignia.
[ndivichial Rapicrs arc also used in the frone
ling to support infintry squads.

AL the regimental [evel, Rapiers and other
heavy weapons are organised into whole
support companies. These unwieldy outfits
e used o provide heavy bombardments
i en masse support for major offensives,
[t theory, a company comprises 10
machines, often divided between 2 types,
such as 5 Rapiers and 5 Mole- Mortars. But
they are often reduced 1o so few weapons
that they are forced into a supporting role
| anthe battlefickd, rather like the company
spport squads,

Regimeneal support companies wear the
ame blue tunics as the company support
squads, bur with a distinctive red shoulder
pad rather than yellow.

The Rapier has its own profile like any small
fehicle. But unlike a vehicle, its crew may
be targeted separately. When it becomes
pecessary o randomise hits between the
crew and carrier, roll a D6; 1-4 the carricr
is hit; 5-6 a crew member is hit.

Rapiers have a crew of 2. With both
crewmen the Rapier may move and fire
during the same turn, even though the
wedpon carried is a stow (oading weapon
and cannot normally do so. If 3 erewman
{ Bkilled, the weapon may not move and fire

T ui the same turn,

i Rapiers are equipped with an auto-drive

which allows the carrier to move forward
anits own, thus making it possible to move
and fire during the same turn {wich full
crew ). Rapiers also have a targeter to
mprove the accuracy of the weapon
arried. The crew are still required to
operate and fire the weapon as well as to
direct the carriage itself. The Rapier
ilustrated is fitted with a muolti-laser: a
popular and effective support weapon
| esily recognised by its quadrupal laser
thamber,

Rapier Gun-carrier with

multi-laser
Max | Ace/ [TRR{Cp. T D|Sv|EqiW

. A \ Speed | dec | AT e
e il -
= 24 G B |2(8[156) 2|2 ) o

1

i WS :

1 / Equipment: Auto-drive, Targerer ,-/ L

Weapon: Multi-laser

PV 170 + Crew

Optional Rapier systems: The Rapier is
capable of mounting a variety of heavy
weapons. This may be achieved without
converting vour model, so long as your
apponent is aware which weapon is
being mounted, and the appropriate
points cost is paid. To substitute the
multi-laser for @ multi-melta costs +10
oints. To substitute the multi-laser for
A5-CANMON costs + 50 points.

“Pesce = aot in my vocabalany”
Avibuted to Janes Mondikes
Commander, 12ab/5th Suppm: Hqii.nu:ﬂ

Kick Priestiey
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THUDD GUN

There have been few major inventions or disroptive social
changes over the ten thousand vears of the Imperivm's history.
In an empire of a million worlds, styvle and gcshinn are only
incidental forces amidst the endless variety of human culoure
and civilisation. And the arms and armouar of the Imperiam
changes very litde.

Thudd Guns are recorded fighting inside the Imperial Palace
during the Horus Heresy, defending strategic corridors against
elements of the Treacher Legions attempting to storm the
Emperoc’s inner sanctum. Three thousand vears later, the First
Trrannic wars saw Thudd Guns used to defend Imperial
settlements against the mvages of the Tyranmids. In the current
millennium Thudd guns have helped support attacks on Badab,
during the Fourth Quadrant Rebellion, and in a thousand other
battles and minor conflicts, The weapon's simplicity and
effectiveness have ensured its long and distinguished lifespan.

The Adeptus Mechanicus call these weapons Quad-launchers,
referring to their quadrupel barrels. However, the troops
always call the machines Thudd Guns, because of the
distinctive thud. thud. thud. . thud noisc made when a salvo
ol its high explosive ammunition is fired, The shells are fed
into each barrel from four separate magarines, giving a very
high fire rate and area of effect. Not only is the ammunition
feed antomatic, but the Thudd Gun is also self-mobile thanks
oo 2 small robotic tractor undt. A single crewman aims and fires
the gun, and directs its movement. As Thudd Guns are
uncomplicated weapons, they may be controlled by any figure
if the original crewman is Killed.

"We shall carey our word,
We will correct and wnify.

Hail the Emvperor”

Any force of Imperial troops (including retinues of Rogue
Traders) may include Thudd Guns as shown below.

0-5 Imperial Thudd Guns

Imperfal Thudd Gun: standard model

Short | Long |Shooting to Hit | Str | Dam

range range | Short | Long

012" 1234 -1 & I
Save Type Area | Tech
mod |[C|H(S§|F
—2 4 x i a)

i

N Points Value: 50

1 The Thudd Gun is a hesvy weapon with an associated
move penalty of 4%, However, because the Thudd Gun
has its own tractor unit, it is moved like a vehicle. It may
move on the tabletop up o 37 turn. I is treaved as
atracked-vehicle for purposes of rerrain restrictions and
movement penaltics,

2 The single crewman must remain within 2" of the gun
at all imes. TF, for whatever reason, the crewman is killed,
and there is no figure within 27 o ke over, the weapon
repeiis whatever I did in the previous furn. If it was
moving it maintains the same direction and speed; if it
was firinig last tuen, it keeps firing at the same spot. This
continues until 3 model is moved w within 27 o ke over
the unmanned Thudd Gun. If a ceewman is engaged in
hand-to-hand combat, the same rule applies, The gun will
comtinue o do whar it did lase turn until an unoccupicd
madel is available 1o control it

3 A Thudd Gun may be pivoted on the spot during a turn,
but this counts as movement and prevents the weapon
moving any further.

4 A Thudd Gun may not move and fire in the same turn.
Tis creweman may move whilst operating the weapon, so
lomg as he remains within 27 The crewman may not do
anything clse

5  The Thudd Gun uses the unique multiple burst templane,
as shown in the diagram. To make your template, copy
the individual burst markers onto & piece of card, cut them
oul and fasten them regether as shown. The template is
used a5 follows:

1. Nominate the target point as you would wirh any
weapon, Determine deviation as normal, With the rarget
point established, place the first marker with its centre
on the target point and the P for firer pointing directly
towards the Thudd Gumn.

2. Roll 2 D12 and move the second marker 20 that the
arnow lines up o the corresponding number on che ficse
y,  marker

LN

3, Roll a D12 and maove the third marker so thar the arrow
lines up to the corresponding number on the second
marker.

4. Roll a D12 and move the fourth marker so that the arcow
lines up (o the corresponding mamber o the third marker.

5. Any model partly or wholly within any of the burse
markers is considered to be a rger. Make 'to hit" and
‘damage” rolls as normal,

6 The Thudd Gun can only be damaged by a weapon with
astrengih of at least . Ifhit by such a weapon, the player
should roll a D6 for every point of damage normally
cansed by the weapon {roll a die if this is varable). If any
die roll turns up a6 then the Thudd Gun is out of action
for the rest of the battle,
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THUDD GUN MULTIPLE BURST TEMPLATE

TEMPLATES 3 AND 4 AS =

Assembling the Multiple Burst Templale

Copy the designs ono card and cut out the
individual templates, Use paper fasteners
attach the templates wopether as shown, Note
that the paper fastener should be pushed
through the centre of the template and
through the tab of the template 1o be joined.

LAND SPEEDER ARMY
VARIANT

The Land Speeder is the most commonly used vehicle in r
[mperial forces. Variants of this light, two-man hover vehicle Cease purpose and die
are used by the army, by the marines and by all branches of
the Adeptus Terra in some capacity or other, Many versions
are unarmed, or speclally equipped for their required role.
Others are designed o fulfil bardefield roles. The configuration
described here is the standard army model, which differs from
the Marine variant in armament type. The 360° dorsal
mounting is fitted with a heavy plasma gun. Underneath in
the mose section, 3 special mounting is provided for a heavy
bolt-gun. This combinuion of weapons is a particular
Fvourite of the acmy, combining long mnge fire-power with
yersatilicy.

Thought for the day:

Field crews can be distinguished from ordinary army troopers
by their almost white, pale grey uniforms. Helmets arc also
white amongst ordinary crew, varying in the case of specialised
and senior pilots, Both crew members are pilors, as indicared
by the pilot badges on both uniforms.

Any force of the Imperial army may include army variants of
the Land Speeder as shown below

0-5 Imperial Speadoars

Imperfal Speeder: standard model

Short | Long | Shooting to Hit | Sir | Dam
range [range| Short | Long
4 B

Save Type Area | Tech
mod |C|H|S
1 2|7 115]6 4 3

A4
Eguipment; Auto-Drive, Auto-Aim, Targeiers (2)

Weapons: Swivel mounted heavy plasma gun (with 360°
mraverse] and heavy bolwer

a3




CRATERS

SCENIC SENSE

Socnery is an important clement of any skirmish wargame,
especially a game like WH40K where cover and survivability
are closely linked, When setting up a game of WH40K, I'm
always careful to sét the cover out to form alternative
approaches to a target, When playing, I'm equally careful to
cxploit cover to “hedge-hop' towards my cocmy, rying to avoid
presenting a clear target. I say ‘hedge-hop’ becanse one of the
easicst sorts of scenery to provide is a lichen hedge, or a rocky
outcrop made from broken cork or stone chips. However, these
features can ger a little tiresome after a while, soit's a2 good
idea to introduce specially made pieces of scenery now
and again

Fortunately for WH40K players, some particularly evocative
pieces of scenery have just been developed by Citadel’s
modelling department, ie, in the form of craters. These
lightweight, wirtually indestructible vac-formed cavities
present some interesting opporiunities for 41s0 millennialists
everywhere. Read on and see...

THE CRATER

Craters are a distinctive feature of prolonged artillery battles,
peppering abatilefield and distorting the underlving scenery.
Even in smaller battles, shell bursts may leave craters which
then form imporeant areas of cover for the attacking troops.
The Imperal mole mortar, for example, is often used to crater
the ground in front of an assault, providing cover in an
otherwisc barren landscape. In WH40K there is the additional
possibility of the battlefield being pock-marked with meteor
crapers, lava craters or the remnants of hot-springs.

In this arricle I'm going to ignore craters which form part of
the natural scenery, other than to say that such features may
be chosen by the GM or players when setting up the scenery
for the game Instead, I'm going to concentrate on how players
can deliberately use pre-bastlefield bombardment 1o lay down
craters in order to create cover where they want it, and how
craters may result from weapon fire during the game itself.

BOMBARDMENT .

Any player may purchase up to I3 bombardments at a cost
of 15 points per bombardment. The maximum number of
bombardments available is determined before the game,
Obviously, players may agree to use a fixed number instead,
or none at all if they prefer. A bombardment is presumed o
come from support weapons positioned off the table, either
land based or from spacecraft in orbit. The nature of the
weapons employed is not considered - it is simply assumed
that the side has whatever weapons are necessary to prodoce
the effect. If playing a defence versus attack game, with one
player already on the table at the beginning of the game, it
is suggested thae bombardments are not used (alchough players
are welcome to invent rules 1o cover such circumstances).

Before the game begins, work out each bombardment as
follows. The bombarding player nominates the point where
he would like the first shot 1o land. Roll a D6. A result of 6
means the shot finds its target. Om the score of a 1 the shot
deviates by 2DGY in 2 random direction. On the score of a
2-5 the shot deviares by DG" in a mndom direction. Onee the
landing point has been determined, mark the spot with a
suirable object. Now roll a 6 to determine the crater size.

Dé Roll Crater Radius
1 s v

2 'In'J

3 14"

i 1%

3 #4

6 an




CRATERS

Position the template with its centre over the landing point.
removing any scenery as you do so. If the shell lands on a
building it will only leave a crater if the crater is at least as
large as the boilding, in which case the building is removed.

Once you have established the position and size of the first
crater, roll a DG-1 to determine how many shots remain in the
bombardment. The next crater will be the same size as the
first, and is positioned with its centre DG plus twice its radius
from the first landing point. A D12 and the standard clockface
system can be used to establish direction. Because the distance
is always greater than the craers’ radii, they never overlap.
Subsequent craters will be the same size as the first, and are
positioned following the same randomly established direction,
at D6" plus twice the radius from the previous landing point.
For example, if the second crater lies at 6 o'clock from the
first, the third is at 6 o'clock, as is the forth, and 50 on. They
will thus form 2 long line - although the distance between
craters will vary according to the DG dice roll. Shots landing
beyond the edge of the table are ignored,

CREATING CRATERS IN PLAY

Craters may result from shots with any area weapon with a
strength of 6 or greater. This will therefore include mela-guns,
autocannon, heavy plasma guns, multi-meltas, crack missiles
or grenades and melta-bombs. Shots do not inevitably cause
a crater, nor i3 the size of the crater necessarily determined
by the weapon. Both will depend very much on chance.
Therefore, once damage has been worked out, roll 2 D6,

Dice roll Crater
MNone
l_l& oM
lJ.l'
1"
Z "

3 i
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Position the crater over the point of impact and remove
underlying scenery, Any infantry models in the area are flung
by the shock wave to a mndomly determined point at the edge
of the crater, These models are moved 10 face directly away
from the crater's centre, lying down, but otherwise unhurt.
Vehicles cannot be displaced by a crater, but may go out of
control during their move as they will be crossing difficult
ground (the crater).

Mole morwar shells, or tunnel torpedoes, are designed to tunne!
their way underground. Shells may spin clear of the ground
before exploding, explode at the surface, or explode
underground. Shells which clear the ground may leave a crarer,
but this is likely to be small: deduct -1 from the D6 die roll
o determine crater size. Shells which explode on the surface
leave craters as normal. Shells which explode underground
aucomatically leave a 3% crater Craters resulting from 2 tunnel
torpeda do not throw models e of the coater, mstead models
are knocked over and drawn frfo the crarer’s centre. Vehicles
are auromatically bogged down, and can only move on the
D roll of 4 G (5 or & in the case of tracked vehicles). Where
miny models end up ar the centre of a crater they must be
positioned as closely as possible.

CRATERS AND COVER

The area covered by a crater, including the rim itself, connts
as difffculi ground, The rim offers cover and obscures line
of sipht exactly like a hedge or wall, but is rof considered to
be an obstacle for movement purposes because of its sloped
surface. As defined on pages 17-18 of WH40K, crater rims
count as hard cover for models within the crater itself.
However, cover cannot be claimed from a half inch radius
crater as there is insufficicnt room for an infantry model to
crouch within it.

Rick Priestley
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IMPERIAL

ROBOTS

The command bunker had been under fire tor more than three
hours. Each time a shell exploded overhead a fine Layer of dust
fell from the ceiling and drifted through the holo-map. It
interfered with the mechanism, and the picture flickered
continuously. Chavez sighed. He had long since decided that
the sitnation was critical, He grinned ar the Adeptus
Mechanicus technician huddled behind a szack of ammumnition
boxes. ]

“MWot like the traming rituals, is it?”

Another shell burst overhead, and the lights went out, The
shoulder light in Chavez's armour came 01 automatically.

“Damn. That was close.” Chavez turned the holo-map on
again. The Orks were closer than ever, Eight-to-one odds were
the stuff of Chapter history, unless you had to face them.

“Where's our support? Anything?”

The Brother-Sergeant at the commnet terminal shook his head.
“Three Dreadnoughts 2 moment ago, but they stopped
transmitting. No telemetry. They're dead, Brother-Captain,”

“Time to leave. Up to the ridge. Set the destruct charges,
Brother. We leave nothing for those Orks, You,.” Chavez
pointed at the adept. *“You come with me. We'll see what those
damn machines can do.. "’

The technician scrambled to his feet and followed Chavez up
the access tunnel. They came out in a small copse at the base
of the hill. Four large machines stood just inside the tree-line,

The commmnet in Chavez's car was a constant chatter of reports
and casualcy lists. Chavez checked his bolter and slapped home
afresh magazine. ‘1 don't like using machines to do a Marine’s
job, but I'm down to less than a demi-company, Get them
punched, or programmed or whatever mumbo-jumbo you use.
Pray if you must.”

“‘Sir. Lord. Captain. The Rite of Battleprep is a delicate
ceremony. [ must have time to offer the libations and the
sweetmeats. | must cast the runes of Robotics. 1 must-glmpfff!”
The adept fell silent as Chavez placed a bolt pistol under his
chin.

"“Veu must... understand what is about 1o happen. Either |
will kill you, the Orks will kill you slowly, or your damned
Robots will kill the Orks. Am | making sensc?”

“Yes'' The adept was already working on his precious
machines. "'Yes."

“Good. Five from now | want those things in supporting
positions.’ Chavez was running up towards the ridge. The
Brother-Sergeant followed him. A circle of smoke and dust
popped out of the tunnel and rolled across the vallev, keeping
its shape all the way. The bunker's demolition charges had
done their work.

As Chavez reached the ridge the first Robor began the same
climb. The explosions rocked the hill and showered earth on
the Marine positions, but help was coming, ..

CYBERNETICA

The Adeptus Mechanicus is divided into many sub-branches
and divisions. Each specialises in one of the myriad areas of
the technical arcana. The Legio Cybernetica is one of the oldest
parts of the Adeptus Mechanicus. Its records stretch back
almost unbroken to the very firse days of the Imperium and,
it's assumed, to the times before the Imperium. The Legio has
a long history, and its members regard themselves as an elite.

The Legio is responsible for the care and construction of all
Robots throughout the Imperium. Robots may be used by all
kinds of Army and Marine forces, but they are always under
the Legio's final control. Indeed, many of the Adepts of the
Legio have been killed while taking part in militacy operations.
The Legio continues to serve, aware of its value as a fighting
force, even in the face of 90% plus casualties.

The Legio is organised into several thousand coborts, although
only a percentage of these is ever active at any one time. Each
cohort is in turn organised into maniples of three, four or five
Robots plus a Legion tech-adept. The number of maniples in
a cohort varies, but is rarely more than 100, However, a cohort
is usually spread across an entire Marine force of several
Chapters or 2 single Army. Battles involving more than 4 or
5 maniples are rare. This is not to say that they have never
occurred - during the Horus Heresy in particular large numbers
of Robots were committed by both sides in an effort to
minimise human casualties until a decisive final battle could
be fought
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IMPERIAL ROBOTS

Each maniple is virmally a self-contained unit, The (typically)
four units are managed on the battlefield by a single tech-adept.
He has little more to do than give the Robot's their final
programs and then monitor their progress. He is, however,
also charged with making sure that a damaged Robot (which
could be dangerous to its own side) is destroyed as quickly
#5 possible. Each Robot carries a sclf-destruct system which
cin be detonated by remote control should its programming
fail in some way. Although rarely present on the bartleficld
{if they can help it) there are also a number of other, lesser
tech-adepes who perform all maintenance and repair functions
for the maniple. Their services are also highly sought after
for other purposes. It is said that a tech-adept of the Legio
isworth his weight in spares and can repair virtually any item
of Imperial equipment.

Legio cohorts are occasionally atched o cam Marine
Chapters, such as during Operation Carthage (the Second
Pacification of Isstvan V). When the Desert Lions Chapter took
the planet's defence forts they were preceeded by a complete
Legio Cohort of Robots. The Robots had been programmed
to advance in an apparently mindless fashion, and proved casy
targets for the defenders. However, the Desert Lions used the
opportunity to map out the defenders’ firc-plans and blind
spots. In the Lions' ensuing assault only seven Marines weere
lost.

All the surviving Robots were inducted into the Chapter as
honoriry members as a mark of respect.

- The Inquisition has also put Cohorts of the Legio to good use.
Robots are, by their very natures, utterly incorruptible. Their
preprogrammed, non-blological natures make them the perfect
roops o use against mutanis and other contaminared
populations, The tertor value of Robots when uscd against
unprepared and underarmed troops has not gone unnoticed
by the Ingquisition. This, combined with their unflagging
loyalty, has made them valued additions to the Inguisition's
armoury, Cohorts attached to the Inguisition are usually staffed
by technician-Inquisitors rather than Legio Adepts. Robots may
be pure and incorruptible; men are not.

This was proven during the Horus Heresy, when many Leglo
Cohorts rebelled under the leadership of Warmaster Horus,
The Ceohorts had been placed under the Warmaster™s command
in preparation for a new crusade. When Horus commanded
his forces to move against the Emperor, the Legio Cohorts at
his disposal were among those to obey. In the subsequent
fighting many more of the Adeptus Mechanicus joined Horus
and his rebels, but this did not alter the fact that parts of the
Legio had been the first to declare for the Warmaster Following
the defcat of the Heresy and the banishment of the Traitor
Legions, the dishonoured Legio Cohorts also fled into the Eye
of Terror, where they remain to this day.

Since the defeat of Horus the Legio Cybernetica has pledged
itself anew to the Imperium. [ts members now take binding
oaths of loyalty more terrible than any Marine Chapter oaths.
Ower the millennia they have regained the respect and
admiration of the rest of the Adeptus Mechanicus, the Imperial
Guard, and the Adeptus Astartes

Legio maniples require less transport space than standard
military units (Robots can be carried in open space without
harm), less life support and food (Robots neither eat nor drink)
and less battlefield support (Robots usually carry their own
heavy weapons). Many Robots use standard armaments,
reducing the need for specialised supplics, and ¢an interchange
pares with Dreadnoughts. All this makes them extremely
popular with practical military commanders.

Some of the older Cybernerica cohorts claim that their Robotic
troops date, in part at least, back to the First Crusade of the
Imperium and earlier. These claims may have some validity,
a5 Robots are often cannabalised 1o provide parts for their
damaged brethren. Given the lifespans of Imperial
technologies when maintained, such claims hecome
reasonable. It is indeed possible that one Robot's leg, or Power
Field or cortex has been in almost constant use for more than
ten thousand years.

Like a Dreadnought, a Robot is the product of the many
advanced technologies which have produced its armoured
shell, its artificial muscle and nerve bundles, its cortex, power
plant, weapons control systems, equipment interfaces and
cortex. The Mechanicus Weapon-shops tum out many Robots
to the age-old designs held in the memory banks. Castellan
and Crusader pattern Robots, for example, are known to have
fought on both sides during the Horus Heresy. The designs
have remained virivally unchanged since thar time, with
perhaps only minor cosmetic variations.

Many Robot components are identical (or nearly 50) to
Dreadnought pares. This compatibility simplifics many supply
and repair problems. Legio cohorts have, for example, been
cannabaliscd out of existence o provide sparcs for
Dreadnought suits! In return Legio Cybernetica adepts have
not been averse to dismantling Dreadnought suits - sometimes
even killing the pilot in the process - when making bartlefield
repairs,

What makes a Robot different from an unoccupied
Dreadnought suit i5 it cortex. This is an artificial brain of sots,
which is contructed from artificial proteins and enzymes, This
corteX is imprinted with simple maintenance and movement
routines - 4 rudimentary ‘mind’. These enable the Robot o
obey simple instructions (*'Open the Weapon Bay Door,
Please,.. Move Ahead o the Holding Area’” etc) when away
from the battlefield. These ‘firmware' routines (so called
because they are 'wired in' software) are often patterned after
living creatures, and a Robot may develop a dog-like devorion
to its technician-master.

Before a battle the firmware routines are overlaid and replaced
by the Robot's combat wetware (ie the software of 2 protein
computer). This new cortex program, which can be changed
for every barttle, defines, for example, how and when the Robot
is 1o fire its weapons or detonare its self-destruct charges.

Each piece of wetware is held in a small slice of bioplastic,
abour the same size as a credit card. Many warriors take these
from ‘dead’ robots, believing that them to hold the soul and
courage of the robot. When kept in 2 medicine pouch some
of the robor's bravery passes into the warrior; even some
Marine Chapters have heen known to follow this tradition,

Without its cortex a Robort is as helpless as a bolter without
a4 Marine. It can do nothing other than take whatever
punishment is meted out o it 'With its correx fully
programmed, however, a Robot can prove itself the equal of
many other creatures on the battlefield.

CATAPHRACT CLASS
IMPERIAL

87



IMPERIAL ROBOTS

Robots use the same profile for their characteristics as
Dreadnought suits, This is as follows:

A Robot is constructed in a similar fashion to a Dreadnought,
The number of Sxild Points used determings its general size
and fighting ability. Each characteristic on the profile costs

LTS

[miwsles S [ Tl [als]w] ]

Key Build Pornits, and the cost of an ability has to be balanced

T el o e against the n}rcmll allowance for a particular Robot. In
1 s Barmand A R ihc Robod eauixale i addition, certain technologies are beyond the capacity of some
Sv  Sare The Robot's Armour Saving Throw.  faces (o master: Orks are not capable of building Robots o

the same standards as the Imperium, hence the lower
maximum foughress (8] of their Robots,

Unlike other characteristics, Saee is
given as a range of numbers, such as
3-6, representing the Robot’s Saving

BPs: ot et ancl iprrnerit for a Robot,
Throw requirement on a 16 roll, i ST B e e i

nor on its program. They are, however, used o provide the
weapon mounts and cquipment storage bays that these systems
will eventually occopy.

HP Hard Poinis The number of weapon mounts which

have been fitted to the Robot.

The space allowed in the Robot's
design for its corlex, sensors, self-
destruct explosives, shields etc.

Using the rules presented here you are free to choose the
number of Build Podnts spent on a Robor within limits ser
out in the following wmble. It is possible to construct lange
Fobots, but these are bevond the scope of this article.

E  Eguifpment

In addition wo this profile ic has a program, eguipmient syslems
and weapans, Each of these aspects of Robot design is
discussed in detail below.

Manufacturer Race Limits

Imperial 10-140
Crk 50-120°*
Eldar 10-180

* Ok technology is not quite up to coping with the “fiddly
hits® of very small robots.,,

PROFILE TABLE

The number of BPs required for each point of a given
characteristic are given on the table below. Cross reference
the required characteristic with the desired value o find the

Robots may be built without some chasicieristics. A ‘sniper’
Robot may not need Strength or Weapon Skillif it is intended
that its should never take part in hand-to-hand combar. Such’

number of build points. Movenent is calculated separately,
and is based on the power-to-weight ratio of engine size to
Robot Build Pofnt total

4 design strategy makes an overall saving in the cost of a Robot,
but on an unpredictable battlefield it has risks all of its own. .

xgmmcteristi{: c 1 2 3 4 &5 6 7 8 & 10 11 12 13 14 15 168 17 18 19 20
Movement M see fobat Moverment below

Weapen Sk:.f.n' 1 o L FRR Rl s S T (o et ey |2 B |

Ballistic Skill B |00 1 2 3 6 7 9 12 96 15 24

Strongth p 5 0 2 4 6 B 10 12 14 16 18 20

Toughness TR B 02 AeiE 20 )

Damage Points D 3 6 9 12 15 18 21 24 27 30 33 26 39 42 45 48 51 54 57 B0
initiative i S [ e B e SR B P e

Artacks A Lo F e ) R « S5 o2 iR Lo 2 i [ N O,

Save . Sv | see below

Hard Pornts HP (1 0w SR L T 2 s [ o

Equipment E i 2 4 6. B 10

Characteristic

Save Sv - 4 B 12 | 16 | 20

'Maximum Toughness of an Ork Robot.

a8




IMPERIAL ROBOTS

Robot Movement = =
The Move of a Robot depends upon the size of its power plant
compared to the wal of its Build Podrts, excluding those spent
on the power plant. The power plant is assumed to be capable
of moving its own weight around, Cross-reference the total
BPs of the Robot with the Budld Poinfs spent on its power
plant to find its movement allowance,

No more than 75% of a Robot’s total BPs can be spent on
i power plant,

R

indicates that there is no need to fit 2 powerplant of
this size in a Robot with this number of Build-Poinis. No
improvement in performance can be made,

Eldar technology is highly advanced in its integration of power
plants and psendomuscles. Determine the More of an Eldar
Walker Robot in the usual fashion, and then increase this
number by one, Thus a 180 Bufid Poént design with a 5 BP
Power Plant has M 3 if of Imperial make, and M 4 if built by

the Eldar.

sl roWRRAANTRND PO -

Total BPs 3 4 B [+ T 8 =] 10 11 12 13 14 15 17 18

10-20 T L v - T e e e B L = A
21-30 Bmiwofiss IBHvaEilins Ditaniind Vitesws 7, EIAAT T LOBLUSN B0 Sty i o

31-40 DI s T e B e R L T e e T
41-50 TR PN T N e D B - T T - S et T T T T
51-60 B, MIGLL (Bl TEPTEE SRR TR e— P R N e
61-70 Bii Bfd afusdbuniik e famobent Wlon T S Pssriz oo weEaen B B B
71-80 i TR - - P s - - . D - . M 1 SR B A B - . o -
81-90 I e TR e | L I . T TR VI e g i NS G (|
91100 .08, 5. 5.5 0tMEnesE B 8 B: & 9F 9 W aroag
101-110 4 4 4 B B B =) B B (=] (=] (=] [+ r ri 7 ri 7
111120 S g e R T r b i R e il o il
121130 Il ALl s = B 8 8 B a6 Bk T .2 B
131140 FaiSdsiig el rodveadiudting - B © B 5 ERCOEEEEEE 6, 7. 7
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Robots which have fewer than 40 BPs in total count as sarall
targets for all shooting.

Ork technology is unable to produce components small
enough to allow a Robot of fewer than 50 HBuild Points. O rk
Robots may therefore never benefit from a Small target
modifier

Robots with 75 or fewer Budld Points are approximately man-
sized, and can be equipped with disguise systems that allow
them o pass as biological.

Robors with 100-180 Build Pofuts are around the same size
as a Drreadnought suit. In hand-to-hand combat such Robots
have sufficient bulk andior height to put extea force into their
blows. Attacks From Dreadnoughe-sized Robots have a modifier
which is applied to their opponent's Armour Saving Throw
The chart below lists these modifiers:

Strength of Opponent’s Saving
Robot Throw Modifier
4 -1
5 -2
6 -3
7 -4
g8 5
g -6
10 =

ROBOT WEAPONS

A Robot has internal and external weapon mountings.
Humanoid Robots usually have at least one of their weapon
mountings 25 a human-like hand. Hands give great flexibility,
as the Robot can be equipped with any standard-issue basic
ot close combat weapon from 2 0nit armoury.

The number of weapons carried by a Robot is limited by the
number of Hard Points that have been provided during
construction. The type of weapons fitred can be of any sort
available w the race manufacruring the Robot.

Like vehicles and Dreadnoughts, Robots need 1 HE for each
bhasic or close combat weapon carried, and 2 HP for each
heavy weapon. These 2 HPs for heavy weapons are, however,
combined into a single mounting for the weapon. The
impressive Siege Hammer carried by Colossus Robots (sec
below) is trearcd in all respects s a Pounder (see Warbamaner
Siege (p110}, and also requires 2 HP when fitted to a Robot.
Heavy weapons do not reduce the Robot's Move,

Very heavy weapons can be fitted to Robots, and occupy 6
Hard Points or 10 HP for a heavy laser

Although a Robot can be fited with any weaponry, the Ciradel
Imperial Robots are supplied with a predetermined selection
of weapons. These have been used to gencrate the sample
robots given later in this article. It is, however, a simple matter
to swap arms between Robot models (all the arms and back-
mounted weapons are interchangeable) and therefore change
the details of 2 Robot's armament, Tt is also a straight-forward
business to convert Robot models to carry other non-standard
WERPONS,

Legio Cybeemetica Tec pt Saul Lliamson of the Desen Lioss with his
mamiple. just s

Llizmson wrote the magocuvre rootines that proved so
Tastyam V.

ROBOT EQUIPMENT

Esuipment spaces are needed as stowage for all the non-
weapons systems of the Robot - eve rything, infact, that males
the machine into 2 Robot cather than a collection of mechanical
COMPINEnts.

some of the systems needed by 2 Robot are built into its frame,
Oithers must be purchased separately and fitted into prepared
stowage bays. The table below summarises the Fguipment
spaces oceupicd by various systems and theic Points Vialoes,

System Equipmeaant Points
Points used Valus
Standerd Systems
Communicator - :
Sensor Package - -
Suspensors S -
Demalition Charge - -
Optional Systems
Cortex 1 B
Power Field 2 10
Robot Powsr Fiald 1 0
Synchroniser
Organic Camouflage 1 25
Bombot Rack 1 2 (plus
grenade)

Standard Systems

Communicators

are spandard to all makes of Robor, allowing it to exchange
data with its commander and other friendly troops. A Robot
can be slaved to another Robot's program as long as it posscsses
a Communicalor,

Communicators perform one other vital function, Froviding
1 Robot's communicator is working correctly it will never
sclect the same targe:s as another Robot. Constant data
interchanpge prevents such a waste of fircpower rESOUTCES.

Sensor Packages

give 2 Robot the equivalent of auto-senses. The Robot has a
180° field of view toits front {the same as its fire arc). It cannot
be affected by blinding weapons, although the sensors and
their inherent interpreter and discriminaior systems remain
the most vulnerable part of the Robot.

Suspensors
arc fitted to all the weapons carried by the Robot, thus
offserting any movement penalry.

Demolition Charges

are fitted to all Imperizl Robors. Should the Robot seriously
malfuncrion its controller can wse the demo charge as the
“ultimate sanction’ to stop the Robot running amuck. The tech-
adept in charge of the Robot can arm the demo-charges of
the Robot at the start of any turn by communicator command.
When this happens roll 2 D6, on a result of 6 the signal has
been jammed or went unheeded. The signal may be repeated
on subsequent turns.

During the subsequent Robot Phase the Robor takes D10
special damage results and D10 points of damage as ils
demolitions charges explode. This Is usually enough ta
incapacitate any Robot. Some Robot programs allow a Robot
w explode its own demolition charge.

If the Robot’s communicator is destroyed its Demolition
charges cannot be armed by its controlling technician.

ol

¥

100



IMPERIAL ROBOTS

Optional Systems

ROBOT PROGRAMS

The Cortex is the most important system carried, the artificial
brain/computer of the Robot which holds its program, The
logical size and complexity of the Robot's program has no
effect on the phyvsical size of the Robor's correx. An El cortex
can hold a program of any required size. A cortex need not
be fitted in a Robot (see Sfave and Master Systems, below),
bun irs presence increases the Robot's tacrical urilivy.

Power Fields and Robot Power Field Synchronisers ane
usually firted as a pair of systems. A Power Field has a radins
of 17, but can be enlarged by 17 foreach extra 10 points. There
i no need to increase the Sgudment space required,

The Synchroniser allows the Robot to fire its weapons while
its Power Field is on. However, on a turm when the Robot fired
there is a small chance that 2 shot directed againse ic will
penetrate irs Ficld, For each shot roll & DO, IF the result is 2
3 or 6 the enemy shot has bypassed the Power Ficld while
it was down for the Bobot's fire. The Field is not destroyed
by such enemy fire, simply ignored.

When the Robot is in hand-to-hand combas its Power Ficld
is dropped automatically, then switched back on when the
Robot leaves combat. While in hand-to-hand combat the
Robot's Power Field is ignored.

Organic Camouflage systems give 4 Robot a clone-skin of
human flesh, allowing it pass for human. Such a system is
parcicualrly useful for assassination or bartlefield “sery behind’
Bombaots, which can appear human until the moment comes
wr detomate, ., Organic Camouflage can only be fitted 1o Robots
with 75 or fewer Budld Poinds, and a human model should
be used o represent the model on the mbletop.

Bombot racks provide cushioning and protection for
explosives in an internal stowage bay, Bombot racks are, for
example, unaffected by "Weapon damagedidestroved” special
damage resulrs. One grenade’s worth of explosive {or
whatever) can be carried in each bay. A Robot with mulitple
Bombot mcks should be treated as the equivalent of 2 'x v
Support Missile' (see WH40K po8). Differcnt grenade types
can be carried by asingle Robor, although their areas of effect
are overlapped rather than being cumulative The points cost
of each grenade carried must be paid in full in addition o the
PV of the Bombot rack,

POINTS VALUES

A Robot's Points Valuc is based on irs Beudld Fodnis, equipment,
Coflex program anel WeAPONS.

The number of BPs spent on the Robot is divided by two, and
the resulr is rounded up o give the Robot’s basic PV, The full
value of all equipment and weapons cartied by the Robot must
be paid. Each instruction {counter) in the Robot's program
has a Points Value of 3. Link counters {Go fo0/Come Frowm
counters) are paid for separately even though they represent
one instruction - there are still two counters.

Robot Points Value = [Build Points/2) + Equipment Value +
Weapons Value + (3 x Number of Frogram Instructions)

ckeys ta let rip. Fire lept from h'-‘ld.:n b
jumped down from his !

1 stamdis 18 hu! hit -nmmg II
d. he heard whirrs and

cleared, L|'|::1. 5

ha:l lost if's

;ru.l:il] "I-‘- here I:hﬂ' should have been I||:;h'|. &
. There was anather whirr as the Ijl1u.|:|: smuled a1
of its moath, Shgwart raised

gon. The Bombot said | “you -
|.|:||n| rin PrOgLamming.

ure - green, g

Ir ey situations a Robot sy be less effective than a fiving
cregiure even Ihough (s reffexes are fust as fase, s aim is
Jrest as true, and & {5 often stronger, lougher dand berder fo
B than a person. {F {5, bowerer, [imited by ifs program,
ewbrich is literalminded fo an indgman degree. Whatever the
sitnation, a Robar follows its program, even when this is sol
the vorrect’ -‘»‘Hug fo do. Where q bumman can easily cope with
an wnexpected development, a Eobot may not bave the
Mexibility to manage on g rapidly changing battlefield.

This fs what the Robot Progreaan rules fresenfed in (his secticn
demanstrate. The limitations imposed by a Robot's
progranuning are also one of the veasons for its relatively
fow Points Vielue.

Finaily, the word is program’ and not ‘programme’; the
fatter is a Frenchified affectation. Fnd of Designer's Nofes.

A Robot's actions are controlled by its program. Wicthout a
program a Robot is a heap of junk, not a fighting machine.
It’s prafile only determines how well it can carry out those
actions, The program defines how it behaves on the bartlefield;
the Robot's Sintelligence’, if you wish. The bigger the program,
the more chance that the Robot will carry out the hest possible
combination of actions in a single turn,

PROGRAM
INSTRUCTIONS

Each Robot has its own program which consists of a number
of instructions which the Robot follows in order during ¢ach
Robor Phase. The order in which a program’s instructions are
followed is shown in a type of flowchart or circuit diagram.
We've included a set of sample progeams that can be used with
4 varicty of Robots.

During each Robot Phase cach Robot is activared in turiy. You
should follow the instructions in cich Robot's program as
literally as possible and not be tempted to treat the Robot as
just another model. While a Robot is active it can move and
fight only in accordance with its program, even if this means
that it acts in a ‘stupid’ fashion.

Each of the instructions in a Robot program is a simplc
statemnent. Each instruction can do one of three things:

Tell the Robot o do something (eg Fire Weafrons af
Target or More fowards Target). This a task.

Ask a 'vesing’ gquestion about the Robot's surrounding,
position or whatever (eg Targe! in Weahon Range? or
In hand-to-hand combat?). This is a decision.

Jump through the Robot's program to another point,
so that the *next’ task or decision is not used, This is
& link [computer programmers may like to think of these
I s the equivalent of GOSUBR or GOTO STALEMEnts).

Each mirn the Robot’s program begins at the START instrucrion.
Exch instruction has areows which point to the following task
ot decision, These arrows can be seen as entrances and exits
o program instructions.

In general, the arrows mean that a Robot's instructions arc
usually followed in a left-to-right, twop-to-bottom order. When
following instructions and arrows the fellowing rules should
be remembered:

Other models have their actions split across several phases
1 in a single game tarn. Robots, however, can execute their
actions in almost any order. As a result, there are limits wo
the number and type of actions that they can perform. In
a single Robof Phase, a Robot may only do the following:

Mope and move, or
More and fight (or fight and move).
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However, it is quite possible for a Robot program to include
instructions that tell the Robot to move three or four times.
The Robot, however, omly carries out the first instructions
it meets in its program. A third mioee or 4 second fighting
task is simple treated a5 ‘no instraction” and ignored.

Charging is both a move and fight action, so it may be all
that 2 Robot can execute. If the Robot has already moved
it cannot charge (as this would be move + move + fight,

You must leave a fask by the arrow opposite the one where
you came in. In effect you cannot ‘turn a corner’ when
tollowing a fask instruction. Once you start moving lefi-
to-right or top-to-bottom through a sequence of tasks you
may only change direction when you come to @ decision.

An arrow can point to an empty space in the program
diagram, If a right or down arrow points to a space (an
“instruction’ that does not exist) the Robot finishes its

an illegal combination)., actions for that Robor Phase. The program has temponarily
run its course. At the start of the next Robat Phase, however,

2 You must be as literal as possible when answering the the Robot may START its program all ity

questions on decision instructions. If, by any chance, the
question 15 irrelevant (o the Robot the answer 15 always
assumed o be ‘no’ and the no artow points o the next
instruction in the program.

SAMPLE PROGRAM 1:

GENERAL BATTLE ROBOT FPROGRA M
12 INSTRUCTIONS
= PV 3e

SAMPLE PROGRAM Z:

"TAKE AMD HOLD'" PROGRAM/DEFENSIVE PROGREAM

THIS PROGRAM REQUIRES THAT THE ROBOT BE GIVEN AN ODEJECTIVE (LOCATION]
TO MOVE TO AMD THEM DEFEMD.

17 INSTRUCTIONS

PV 51 ~ ,
= e [
FROM k[
i
- 5
L J w - L - - -
TRECTTHE w AEEN MIVE TMEGET SEET TRECET
START  #| P RECHI & (* *|p CHUAGE p (* TWERD * | & ariies & (% mEW R le AN
FENGEF (ECTNE TARGET ENEMTT
Vv b w w 5 - wF ol - » vep
E2 LR - e L4 TR ] TR e ] o
e » OODE [ * vl
FIGHT! i
= LY .:.: 7 3-
5 R T L D - >"}
¥ [
-
W y 2
COME NE TREGET op
FRoH  F M | WA e F
" 5 RARGE?
- - Ll
T S e R S = 5
mE f
BT kb
TARGET [
1l Z.
e
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A Word of Explanation
PROGRAM 3: bl planatios

DEFEMEIVE PROGRAM WITH TARGET CHOICE The limited space available on the diagrams and counters
15 INSTRUCTIONS means that some word of explanation is required.

= PV 45

Targe! Acquived? - Can the Robot see its target, or is the target
hidden or destroyed?

Target within 206" fof objective)? - 15 the target within a
randomiy determined distance? The number of dice o be
thrown can be altered to increase or decrease the aggression
of the Robot

i nccessarily enemies) within the area of effect of an explosion?

COME
L}
u
b
[ ] :
-l D6 Targeds within Blast Radins - are that many targets (o
- Again, the number of dice can be changed.
AGET
AR

Mope Towards .. - all move commands include any turns
necessary o point the Robot in the right direction. With turns
caused by a Robot collision aveidance system, this may mean

g
b
L

a reduction in the Robot's Mowve on any one furn,

= Five Weapons ar Targer - Weapons without the necessary range
£ do not fire, Only Weapons that are in mnge are nsed.

Select Newr Target - place the Robot's target marker next (o
the nearest model in its line of sight, regardless of that model's
allegiance. If the Robot must perform Sefect NVew Targe! again
the next nearest model is chosen and so on... This can happen
several times during a Robot's activities if the Select New Target
imstruction is parct of a loop.

Any fasks and decirfons that you invent should be similarly
clear and simple.

gy
with
3 through

PROGRAM 4: BOMBOT!
7 INSTRUCTIONS = PV 21

- - v v
DRELTIVE WNE WOKSE ., | MWD
GTAT | REASHEDT B |» TOWEAD b | e mBLAST e (e TRRLRD |
RECTIE RATHIET LT
¥ ¥ - ¥ o v
T = T = E————
L L3 :. LB ]
= *
- i bl
N ¥ it ey
O |
FAOM R ERPLODEI
W
-
izl T i
T _:
Links

Link instructions come in rwo parts, A GOTO instruction (eg
GOF0 Aymeans vou should look for the relevant COME FROM
leg COME FROM A} and follow the program from there, &
COME FROM instruction which is read wirthout reading its
companion GOTCH immediately beforehand has no effect.

Hather than simply following 2 right-hand or downward arrow
towvards the next instruction, a GOT0 points toa COME FROM.
The program is then followed from the new location, A COME
FROM can be placed at 2ny point in a Robot's program, even
1o the left of and above the relevant GOFO, thus creating loops
and/or jumping across parts of the program.

Some of the sample programs show the effects of fink
instructions. These can be used as guides when creating other
programs.

Optional Rule: No Robot may haye more than three links
(GOT0s and COME FROMS) in its porgram
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¥ v
GO0
» GOTOB » ©
b '] b
BOT BOT
3 3
TARGET, AR
v
START B (& EXPLODE!
b
v v
WITHDRAW MOVE
P FROM ™| NTO M
MELEE COVER
v v
v v
CHARGE CHARGE
e e S
FiGHT! FIGHTI
h J v
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w VES v VES W YES ¥ YES w VES - ris W YES W VES
v k4 - - v b v -
DBJECTIVE wo Wow N wo ROBOT o ROBOT no TARGET N wo OBJECTIVE no ROBOT g
REACHED? ™ | » MELEE » | M MELEE M | & DAMAGED & P CRIPPLED b (™ BLAST » P INBLAST ® | DAMAGED b
COMBAT? COMEAT? 50%7 [NO MOVE) RADNS? RADILIS? 5%
¥ VES w ViS5 w TES w YES w YES w TES w YES ¥ VES
b J L w - L4 b g b v
TARGET o TARGET g ROBOT o ROBOT 4o 06 TRGETS TRARGET wo TARGET wo ROBOT I wo
B AN b [k HASHWY B | ® N b |® INHTH B | b INBLAST | WITHIN B | » ACQURED ™ [+ 306" OF B
ENEMY? WEAPONT COVER: COMBAT? RADHLIS? ae"y QRECTRE?
w YES ¥ YES W YES w Tis W OYES ¥ YES ¥ YES w ¥is
v - L ¥ b k J ¥ -
TARGETN wo|  ROBOT .o |  TARGET wo |  TARGET ,, |  TARGET 3 3 3
CHARGE ™|k 50% »|® A > (p INWeN » (B 4 B ) RANDOMISERP | P RANDOMISER® | »RANDOMISER b
RANGE? DAMAGED? ROBOT? RANGE? MUTANT?
¥ iS5 w ris ¥ s w fis w YES v *# v

COFIES BACK TO BACK ON A PIECE OF CARD (MAKE SURE
BOTH SIDES ARE THE SAME WAY UPF), THEN CUT OUT THE

PHOTOCOPY BOTH SIDES OF THIS PAGE AND GLUE THE
COUNTERS.
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GENERAL ORDERS
AND OBJECTIVES

#HGGHAMS AND
EP‘EC!AL BﬁMAﬁE :

A Robot program includes all the actions that it can perform.
Orverall, the sum of these actions are the Robot's general orders
for a hattle. For example, a defensive program has a different
set of instructions in it to a Bombot program. As a result the
Robots given these programs behave in very different fashions,
even if they are physically identical.

Some programs need an objective. This is usaally a location
that the Robot is programmed 1o reach or defend. Some Robo
programs include an "Objective Reached?’ decision. For
example, once a defence Robor has destroyed an intruding
maodel its may be necessary for it to return to a particokar guand
post. Bombots obviously explode when they reach their
objective ‘Objective Reached?” decisions require an objective
to be noted, and vice versa.

The objective locarion given to a Robor should be nored down
before play begins. Optionally, and with the agreement of both
plavers, Robots may be given other models as objectives. A
Robot with a model objective will tend to chase its target across
the hattlefield. For example, 2 Bombot conld be given Fremzy
Commiand Branker as a location or Enemy Missile Launcher
as a model objective Both would be legal objectives,

It may also be convenient to give other types of general
purpose Robots location objoctives. For example, you may not
wish a Robot w advance to far into enemy territory bae wo only
reach and hold a certain hill, building or whatever. By using
an ‘Objective Reached?” decisfon, a Robot's advance can be
checked and its behaviour changed.

SLAVE AND MASTEH
SYSTEMS

A Robot need not have a cortex and a program o operate, It
can act a8 the slave of a master Robot, receiving orders by
communicator. Only the master Robot is fitted with a cortex
andd program; the slaves are merely bodies fored with standard
communicators. Special damage that would normally affect
the cortex or program of a slave Robot is re-rolled.

Each slave Robot follows the instructions in the Master's
program in turn. Effectively each slave has its own progeim
and cortex as the actions of one slave have no effect on any
others. Both the master and the slave Robots must be on the
rabletop and within 487 of cach other,

Each time a slave Bohat is activated during a Robod Phase roll
a D6, On a result of & or more its communicator signals are
jammed or ignored, and the slave Robot cannot perform any
actions. It is simply frozen in place. On any other result the
Robot follows the program held by its master in the usual
fashion.

If the master Robot's program or cortex is damaged all its slaves
are affected equally. Communicator damage to a slave Robot
means that it can no longer reccive or transmit data. It
immediately grinds to a halt. Damage to 3 master's
communicator brings aff its slave Rohots to a halt. Damage
tor the master’s other systems has no effects on its slaves.

Any number of slaves can be controlled by a single master
Robot, although the usual patio is one master o three slaves,
When a larger ratio is used damage to a master’s program can
halr too many Robots at a single siroke.

The benefits of using master-slave systems can be great - the
overall points value of four Robots is reduced by the cost of
three (identical) programs. This cost reduction must, of course,
be balanced against the risks of a communications breakdown,

Ok Raider "Sairch’ ﬂlt:l:[::.!; makes the Bt imicligen: decsson of has hic

Some special daprage rosulis can canse programs Lo
malfunction. When this happens a note should be made of
the decisions which have been affected or, if vou are using
the program counters, the relevant decision counter should
be Mipped over,

Rather than being @ 'yesno’ action, a malfunctioning decision
hecomes random. Roll a D6 whenever the decision is made,
Al 2 or 3 is treated as a ‘no’, while a 4, 5 or 55 a 'yes®

BUILD!NG VﬁUH

OWN PROGRAMS

As well as the sample Robot programs given below we've
inchuded a set of instrucrion counters. Each of these is printed
with one of the fasks and decisions used in Robot programs.

These instruction counters can be used to create new programs
for Robots, They can be Liid out in a variery of patterns, each
creating a different program for a Robot to follow, We've also
included a fow blank counters as “spaces’ so that the program
can be laid out clearly. You can also use the blanks to invent
new tasks and decisions for vour own Robots,

You may find it useful to copy one of the sample programs
into counter form and then replace some of its fasks and
decisions. This is a good way of learning the limitations of
1 Robot's programming. For example, replacing a Toargef an
Enenry decision with Targed g Mutant produces the definitive
mutant-hunter cobot. Once the basic principles are understood
gquite complex programs can be construceed, almost piving
the Robot the flexibility of a living being. The points cost of
this may, however, be prohibitive. ..
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The rulcs given in this article complerely replace the Robors
sections of Warhammer 40,000 (pd2 and plla).

A Robot has the same profile as a Dreadnoughe suit and is
constructed in a similar fashion. Like a Dreadnought, it can
be armed with same weapons a5 ordinary troops, or be
equipped for special operations. A Bombot, for example is
d Robot equipped with a large explosive charge thar is
detonited when it reaches a specified mrger.

Hewever, unlike a Dreadnought, 2 Robor does not have a pilot,
Instead its actions are controlled by a prograss:. This is created
using a number of decisions and tasks, which tell the Robor
how and when it is to move, fire its guns, charge the enemy
or even detonate its self-destruct systems. The program is
followed as literally as possible - if the Robot's program does
not allow it to fire on a certain turmn it cannor do so, even if
half the enemy force is advancing towards it! Conversely,
however, a Robot is incapable of fear because its program docs
not allow it. Programs are discussed in the Robot Programs
seCtion.

Robot programs may cause Robots 1o move and fight in an
odd order {eg shooting first and then moving), During the
excitement of a game it may also be difficult 1o keep track of
exactly what a Robot is supposed 10 be doing. As a result, al
Robots move and shoot during their side's Robot Phase, rather
than having their actions spread throughout the whole wuen.

o

THE ROBOT PHASE

Turns in Warhammer 40,000 are divided into phases
dedicarcd to different types of action: movement, shooting,
hand-to-hand combat and the like. Over the course of a
complete turn a single model can perform all these different
tasks. The phase distinction is made for case of play only, All
the actions are assumed o happen more or less simulaneously,

Robeats, however, carry out all their actions in o single part
of the turn, the Robol Phase. This is sandwiched between the
Movemeni and Shooting phases of the standard game turn.
The new sequence of plav is as follows;

e oo .Movement Phase
vie oo JRobot Phasc New
sk ese o o Shooting: Phase
e e Hand-to-hand Combat Phase
cesa i i s Reserves Phase

.......... Psionics Phase

.+ ... -Rallying Phase

b e R SRR SR

During 2 Robot Phase each of a player’s Robots bocomes active,
and carries out any movement, combat and the like. Only one
Robot may be active at any one time, but the order in which
Robots are active Is unimportant, During all the other phases
of the turn (including the opposition's Robot Phase), a Robot
may do nothing.

The only exception to this general rule concerns Robots in
hand-to-hand combat. Sce the rules given under Hard-to-Band
Combet for further details,

While it is active a Robot follows the instructions in its program
until it has performed all the tasks it can. At this point the
next Robot on the same side is activated and so on...

Non-Robot models are never moved during the Robor Phase,
although non-Robot models in band-to-hband combat may
defend themselves, Non-robots may break off during the Robor
Phase in the normal fashion, but they are not moved away
until the Hand-to-band phase of the turn,

TARGETS

In Warhammer 40,000 ‘target’ usually refers to the person
on the receiving end of a bolt gun orsimilar. However, farger
has an addirional meaning when applied 1o Robots,

Each Robot can have one farger. This is the model thar it is
currently tracking or is ‘in its gunsights’, and the one which
will be on the receiving end of any artacks. This target model
need not be an enemy, a fact which can make Robaors extremely
dangerous allies as well as enemics!

The concept of a Robot's target applies to the decisions in
its program (sce Kobot Frograms, below). There are decisions
such as Target in Weapon Range? {Yes/No) and Target in
Charge Range in many Robot programs. These decisions can
have important effects on the Robot's behaviour,

It is therefore important 1o keep track of a Robot's targer at
all times. The model that the Robot currently regards as its
target {friend or foe) should be marked with a counter. Unlike
objectives, targets can change during the battle, often each
time the robot is active,

When the rarget is killed or hidden from the Robot's view the
target marker shoold be removed from the tabletop, an
indication that the Robot does not currently have a targer.

ROBOT SHOOTING

Robots have a 1807 arc of fire to the fronc. This is 250 the
area covered by the Robot's sensor system.

Robots may carry and fire heavy weapons without penalty,
They are, however, subjoct to the normal restricrions on slow
WEADONS.

Unlike Direadnoughts, Robots must fice all their weapons at
one rrget. If 4 particular weapon lacks the rmange to hit a target
it is not fired - the Robot's minor conteol systems inhibit the
fire to conserve ammunition,

Robors count as @l machines and can see over most low cover,
giving them line-of-sight in most cases. Although a Robot can
sce over low cover, troops can soll claim 2 -1 ‘o hit” modifier.
Use of a GM makes settling LoS disputes much simpler!

Robots with following fire weapons may repeatedly fire on
different trgets (or at the same one) in the usual fashion. This
continucs for as long as the Robot continues o damage its
targets.

COLLISIONS

Robots occasionally run into things while moving. Though
they're sophisticated machines, their single-minded pursuoit
ofa goal often leads them to ignore more immediate dangers.

All Robors are fitted with an Automartic Collision Avoidance
system as part of their sensor package. When a Robot moves
in such a way that it is within 1'" of colliding with another
object the package takes over and alters the Robot's course
to avoid the obsiacle/personiother Robot or whatever

There is a small chance that the Collision Avoidance sensors
will malfunction and cause a collision. Roll a DG whenever
the Robot is about to collide with an object. On a roll of 6
the Avoidance system Fails and a collision mkes place.

If the system works alter the Robot's heading by 90° {1-3 to
the left, 4-6 to the right) and move it Forsacds until the obsiacle
nalonger blocks its originil path. Then re-orientate the Robot
onto its original course and continue its move. These turns
will inevitably reduce the Robot's Movement in the current
Robot Phase.

Should a Robot’s sensors be damaged or corrupted in any way
as a result of special dameage roll 2 DG, The Collision
Avoidance system shurs down on a 6. Collisions will accor
automatically once the Avoidance system is gone,
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Damage &ng:l' E:_nltlsipnh-j

HANDTO-HAND COM

The damage caused in a collision depends upon the relative
motions of the objects involved.

If the colliding objects were moring in opposite divections
(ic both were hit in the frone facing arc) add their Moves
together o form a dameage total,

If the colliding objects were moving fn different directions
(or only one was moving) the Move of the moving object
beocomes the damage fofal.

If the colliding objects were moving in the same divection
{ie a shunt) the difference in Moves is the dameage fotal,

Add 2046 1o this damage total if the moving object is a large
abject (Robots with more than 100 Bueddd Podrefs count as large
objects). Add the Sorengith of the moving object to the damage
rotal.

Foreach object involved in the collision subtract the object’s
Touwghness trom the damage tofal. The result is the number
of points of damage caused to the object by the collision.

Exgmple - a Robot (MO, 87, T3} is in a head-on collision during
the Robot Phase with an Ork Dreadnought (M 6, 56, T7). Their
combined moves arc 6+ 6=12. Add 2D6 (result 7) giving 19
and the Robot's § of 6 for a grand total 25, The Dreadnought
cikes 25- T7 = 18 points of damage, while the Robor takes
25-T5 = 20 points of damage! Head-on rams can be deadly!

remacly uscd a5 an

assanlt weapon. the sicge hammer continues
'|1|. .ll1 I:Eh'!!if ::-ml::l: 5 b

whers Tmnps Eliﬁ the benefit of
¢ woaponry without being encu

7

Robots with Weagon Skill have a set of inherent programs buoilt
inio their ardficial nervous svstems. These programs allow
the Robot to defend itself in hand-to-hand combat even if the
Robot’s program doesn’t have elements which specifically
relate to melee combat. A Robot without the proper
programming (Charge at Targel! or Stand and Fight tasks)
may not initiate hand-to-hand combat, but may make return
artacks.

A Robot withour Weaporns ST is unable o defend itself if
attacked in hand-to-hand combat. It simply ignores a hand-
to-hand opponent or, if the opponent is also the Robot's target,
attempts wo shoot him, It is not capable of making hand-to-
hand attacks.

The first areack made by a Robot is always astoenp, Subsequent
attacks are treated as claws unless the Robot is equipped with
some form of close combar weaponry. It may only make one
artack with cach weapon, extra ateacks are again sfomhs.

A Robot with the relevant programming (Charge at Target!
or Stand and Fight tasks) executes hand-to-hand combat
during the Robot Phase. 1t does not fight again in its own side’s
band-to-bapd phase. However, it may attack again during its
opponent’s Hand-to-band phase.

If a Robot's opponent freqais off during the Robor Phase the
model is not moved away until the end of the Fend-to-hand
fhaage. The natural” sequence of play is thus restored. Any
propram instruction which calls for the Robot to move away
from hand-to-hand combat is the equivalent of breaking off.
A Robot may dreak offand move in any direction, as indicated
by its programmed instructions. Its opponent is entitled to
A free blow as it moves sowsry,
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G

the usual procedure for all attacks is Followed.
However, the Robot may also take special damage from short-circuits,
elecerical fires and general systems degradation (as opposed 1o
structural or armour damage, which is reflected in lost Damage
points),

Whenever a Robot rakes damage as a resule of 2 hit roll 3 D6, Add

+1 to the die roll per point of damage that was cavsed, If the result
was 7 or above the antack has caused spectal damage to the Robot.

When this happens roll a D104 and consuli the Special Damage Tabie
below. Robots are highly integrated machines and, unlike
Dreadnoughts, there is no need to determine a sgreciead darmage
lpcation. Once the result of the special darmage has been determined
make 3 note of its presence and effect on the Robot

‘Killing’ Robots

When a RBobot is reduced to zero damage it is not automatically
destroyed. The only way to destroy or incapacitate a Robot is a5 a
result of special damage, However, once a Robor has been reduced
to zeTo damige all subsequent damage is treated as shecdal darmage.
There is no need o roll wo see if such damage is inflicted,

When a Robot suffers special damage oll a D00 and consult the
[ollowing table. Results which apply to systems that the Robot does
not possess should be re-volled.

D100  SPECIAL DAMAGE CAUSED

01-02  Ammunition Feed/Power Blockage
The ammunition or power feed to one randomly
derermined weapon is blocked. The weapon fires once more
and then becomes useless.

03-04  Ammunition Feed/Power Jam
The ammunition or power feed to one randomly
determined wea 18 jammed. Whenever the weapon is
used in furre rodl a D6, Ona result of Git explodes, cansing
D4 gprecial demage hits.

05-06 Balance Systems Damagad
The Robot’s stabiliser gyros have been tumblesd, Each time

the Robot moves roll 3 TH. On a result of & it suffers the
effects of a Falle Over special damage result,

07-08  Central Ammunition/Power Fead Hit
The Robot's cencral ammunition system has been hit and
destroyed. It explodes causing D4 specis! darrage results
toy the Robat, In addition the Robot's weapons will no longes
fire,

09 Communicator Destroyed
The Robot can no longer cxchange dat: with other Robots
or its controller. It may no longer ignore 3 potential target
because another Robot has chosen it. Furthermore, its
demaolizion charge can no longer be armed (and therefore
used) by an external controller

10-11  Confused!
The Robot murns through 1807 and execures its program
once more, outside the normal sequence of play. The closest
figure o the Kobot, once it has been torned round, is treared
as the Robot’s tatget (if it had one when damaged).

12-13  Control Stack Damage
After executing cach element of the Robot's program roll
a DA. On a result of 6 the Robot finishes {13 program
immediately, éven if there Is another program element to
be executed.

1416 Cortex Leak
The Eobot's cortex has been damaged and has sprung a leak,
Bio-plastic fluid is leaking into the Robot's main casing. At
the smart of each wrn roll 2 PG TEthe result §5 6 or more
the Robot grinds o 2 halt, “Klled' by cortex fluid loss. Add
I ter the die roll each turn. |

16-17  Cortax Rupturad
The Robot's cortex is destroved and the machine
immediately freczes as all its systems lock in place. The Robaot
is ‘dead’, but it should be left on the @ble a5 an obstacle
if it has more than 100 Fuild Points.

1818  Crippled!

: The Bobot's legs and motive sysicms are almost wolly
blown away. Reduce Movensent by D4 + 1, The Robor may
only move in 4 straight line, but is convinced that teens
required by s program have been successfully executed,

20-21  Critical Program Malfunction
All the decisions in the Robot's program malfunction and
become random rather than *Yes™o' In fumre roll 2 D6,
a roll of 1-% is a ‘No’; a 4-0 result is a “Yes'

22-23

24-265

26-27

2B-29

30-31

32-33

36-37

3s-39

Demo Charge/Bombot Armad

The arming circoits for the Robot's self-destruct system,
demo charge or Bombot systems have been armed. At the
starct of each subsedquent af Phase roll 2 Di. On 2 eoll
of & the Robot explodes with the appropriate cffects,
depending on the systems that it has fitred.

Demo Charge/Bombot Clrcuits Hit

The arming system of the Robot has taken a direct hit, and
the Robot explodes on the spot with the appropriate blase
nd.:_iusdfor any demolition, seli-destruct or Bombot systems
carricd.

Enforced Shut-down

The Robot's eut-outs operate and the machine grinds toan
immediate halt. The Robot falls over, and may be vsed as
hard cover if it has over 100 BPs.

Explasion!

The Robot’s cooling system fails complerely and the heat
build-up reaches a critical point. At the start of each
subs:aucm Robot Phase roll a DG, On a result of 6 the
Robot's power plant explodes, This deseroys the Robot and
has an effect radius of 2°. Anything within that area takes
an automatic Strength 8 hit which canses D3
Wornds'Damage. A craer marker 2° in dinvmeter should
be placed on the batdefield, replacing any other terrain that
is present. Add 1 1o the explozion die roll for cach turn the
Robot survives after receiving this resulr,

Falls Owvar

The Robot's balance systems have been destroyed, and the
Rohot stumbles and falls over as a resule. Roll 2 D6 and
consult the following tahle:

D6 Result

1 From
The Rodwt Gills on its front, and suffers Sensors
Fogeed speclal darmage as well,

2-3 Back
The Robor has fallen backwards. Aoy back moumt
and its weapon is destroyed.

46 Hide (1-3 left; 4-6 righr)
The arm and weapon (if any) on one side of the
Robot are destroyed.

The Robot may still use any weapons it has, but is unable
tor stand up. Each time (1s program indicates that the Robot
should move, its legs wave in the air as the Robot attempts
Lo carcy out its instruciions.

Fira! r
Damage to the Robot's self-repair systems causes a fire w
break out. Roll 2 DG at the start of each subsequent Rodor
Flnase:

D6 Result

I-3 Fire spreads - the Bobot suffers another special
damage result,

4.5 The fire continues to gutter in the Robot's innards,
but no damage is caused

6 The fire is extinguished

Firmware interference

The Robot's cortex is shocked and rattled into action, and
it interferes with the Robot's overlaid programming.
Whenever the Robot is active it makes an automatic,
unpeogramined move before carrying out any other action.
Use a random D12 glockfice to determine the dircction of
this move; the Robot turns in the determined direction,
moves strasght ahead and then executes jis normal program.
This extra random move does not count towards the task
limications of the Robot.

Gyrosystarn Damagad

The Robot's gyro stabilisers have been thrown out of
aligiment, and the Relbor may 0o longer tum properly. Roll
a D, On a gesult of 1-3 the Robot may no longer turn to
the left; on a result of 4-6 the Robot may no longer turn
to the right, The fact that the damage has occorred i not
communicated to the Robot's program, If the Robot should
tuin in the disallowed direction it simply moves straight
ahead, convinced that it has actually made the turn!

Heat Sinks Damaged

‘The Robot overheats whenever carrying o any action. At
the sware of each subsequent Koot Phase roll 2 D6, This
Is the numbeer of program elements the Robot may execate
during its current turin. Once the instructions on thar
number of elements have been followed the Robot stops
moving, its internal systems in danger of melting.
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4041

47-48

4350

51-62

53-64
55-56
57-58

59-60

B1-62

63-6 ‘;._

65-66

B67-68

69-70

Hydraulics Leak
The Robot's internal micro-fluid ‘musculature’ sprin
numerous small keaks, Reduce the Robot's Srrengri by El%-ﬁi

Hyperactivel

The Robot's cortex has been farred and is damaged. At the
end of each subsequent Bobot Phese roll a D6 On 2 result
of 5 or 6 the Robot is activated again and carries out the
instructions in its program once more,

IFF Memory Malfunction

The segment of the Robot s coreex with irs ‘Identification:
Friend or Foe' routine has been wiped. The Robot no longer
discrl_mlnatcs berween its wirgers and treats them all as
ENCmIes.

Leg Damage (Severa)

The Robot's legs have suffered severe damage 1o all their
joints (M-2). The Robot may only move in a steaight line,
but is convinced that turns required by its program have
been successfully execued

Leg Damage (Slight)

Ume of the Robot's legs (1-3 left; 4.6 right) suffers damage
to s artificial rendons, producing a pronounced limg (M-1).
In addition, whenever the Robot mowes it makes 2 45 turm
in the direction of its damaged leg, and then executes iis
move. This may reduce the Robot's Moperress further if
miore turns are required to bring irs facing back to the proper
direction,

Major Short-circuit

The Robot's electronic circuits have been badly fused. At
the start of each subsequent Robor Phase roll 3 D6, Ona

result of €, 5 or G the Robot tikes further special dama
rolled on this table. o

Memory Management Fault

The Robot crears all ‘enemy” models as fricnds and vice versa
for @arget purposes.

Power Fiald Genarator Blown

The Robot's Power Ficld has been destroyed. I the Rolor
docs not have one re-roll this resol.

Powver Field Synchroniser Destroved

The Robot's Power Field Synchroniser is fused and
deseroved, If the Robot does not have a PFS re-coll this result.

Program Crash
The Robot s program copies blank memory onto itself. The
cortex firmware takes over, and the Robot turns o face its

« Own home edge’ of the @able (or its arrival podnt iF it came

onto the table by teleporter or dropehip). During subsequent
tums the Robor moves at half its ormal MMTEEF‘H mquum
its starting podnt. Its original progeam is ignored. Once the
Robot arrives at its starting point it stops moving and powers
down. It plays no further part in the battle.

Program Fresze

Each time the Robot is activated roll 2 DS On a result of
& the Robot freezes in place and performs no actions for
the remainder of the bartle, IF the Robot is hit while in a
frrogram freeze it is able to move normally once more, even
if no damage was inflicted. However, a THa must be rolled
on every subsequent turn to soc if the Robot *freezes’ once
mire,

Program Malfunction

One rndomly determined decision in the Robot's pro
malfunctions and become tandom rather than “YesMo' In
furwre roll 2 Do; 2 roll of 1-3 iz 2 'No'; a 4-6 resalt isa 'Yes',
Peeudo-muscles Hit

The Robot's servos and pseude-muscles have been worn. The
Roboe’s ability to turn is unaffected, but it now moves with

a distinct hobble, and appears to bave a degres of stiffness.
Roll a 26 and consult the following table: :

D6 Result

1-3 Reduce Moverment by D4

4-5 Reduce $r by D =
G Reduce M and 8 by D4 each

Range-finder Damaged

The kobot's stereo-laser ranging system has been loosencd
and knocked our of al . ALl BS attacks are at -D4
‘tor hit' from now on. This penalty should be re-rolled at
the start each Robof Phase,

Sansors Blindad

The Robot"s sénsor package has been badly damaged, The
Robot is unaware of any tamgets more than 206" away. In
addition its BS is reduced by Da.

T1-72

73-74

75-7T6

I7-78

79-B0

81-82

8384

85-86

87-88

83-30

81-92

83-94

95-96

97-00

Sansors fogged

The Robot’s sensors are covered in bio-fluids, oil or dirr,
or have been knocked oot of ali . As a result the Robot
cannof ‘sec’ (argets morse chan 406" away. Its targeting
marker may never be placed further away from the Robot
than this random distance. If the Robot's trget moves
bevond the range of the Robot's sensors the Robot assumes
that the targer has been destroyed.

Sansor Interpreters Dostroyad

The Robot can no longer distinpuish between ordinary
battleficld obstacles and rargets. It can no longer s¢¢ over
cover, for example. Only its mori SYSICM FEmaing
operative, but if a et does not move for one turn the
Robot will assume that the target bas vanished (ie its tamget
marker should be removed).

Sonsors Scramblod

The Robot's sensors are temporarily blinded, They come
back on-line immediately, but the Robot's tanger marker
should be placed on the largest model within 2D6%, This
may even be the Robot itself, as the sensors have created
a “ghost image’ as the enemy. The Robot is unaware that
its target has been changed, and carries oul its program
normally, This may even mean chat i artacks itself!

Serious Firel
The Robot's fire-fighting svstem is crippled, and a major
fire breaks out. Roll a D6 ar the st of each subseguent
Rodror Phese:

D6 Result

1 The Robot blows up. See Explosion!.

2-4 Fire spreads - the Robot suffers another special
damage result,

3  The fire burns on, but no damage is cansed

& The fire lacks further fuel, and is treated as a Fire!
from now on.

Short Circuit

The Robot’s electrical sysiems have fused, Ar the star of
each subsequent Kobot Phase roll 2 D6, On a result of G
the Robaot takes further special damage rolled on this able,

Target Discriminators Damaged

The Robot’s sensor system has lost its ability 1o pick ot
targets, The Robot can no longer 'see’ man-sized and smaller
objeots,

Targeter Destroyed

1 mndomly determined targeter is destroyed. I the Robor
has no fargevers re-roll this result.

Targeting Error

The Robot’s target marker is ‘scattered’ 206 inches inoa
random dircction, wsimg a D12 clockface. The nearest model
tor this scaccer point becomes the new @arget. The Robol is
unaware that its target has changed, and treats this new arget
as though it were the urigiﬁ.

Weapon Co-ordinators Destroyad
The Robot's weapon system has fused and melted, Reduce
its WS and BS by EWs each.

Weapon Destroyed
Cne randomly determined weapon on the Robot is
destroyed.

Weapon Linkages Damagad

The hand-eve co-ordiration of the Robot has been ed.
Artacks by the Robot are made with a -1 penalty to all '
hit” polls.

Weapons Systam Malfunction

The Robot’s fire control and co-ordination routines have
been corrupted. Whenever it makes any attack roll a Di,
On a result of 6 nothing happens - firing pins click onto
emply chambers, the Robot swings miss etc. Remove the
Robot’s tanger marker; it believes that it has sucoessfully
'Killed’ its target.

Weapons System Shorted

The Robot's acquisition and fire control routines are
activated, and the Robot immediately opens fiee on the
nearest model {regandless of allegince) with all its available
weapons. If necessary the Robat changes its facing 1o bring
its guns to beac

Wildfire Damagel
Roll D4 times on this tble for the special damage inflicied
on the Robot’s systems.
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IMPERIAL ROBOTS

The Legio Cybernetica has produced many Robot designs
over the centuries. Some were Failures, such as the disastrous
Castigator (a Robot 50 heavily armoured that it was slower
than the troops it was designed to protect and support; its
survival capability was not enhanced by its meagre weapons
fit of a single balt gun).

Others proved more successful, and the Legio has kept the
five Robots described below in its inventory for most of the
Impetium's long and bloody history. At times a single model
has fallen out of favour with the Imperial Army, the
Inquisition and the Marines, but all had {and still have) an
important part to play in Imperial forces.

Robot Maniples

The Robots described below are usually organised ineo
maniples (squads) of four machines plus an Adcprus
Mechanicus technician. While it is unusnal o include
differcnt Robots in a single maniple, variations in the weapons
carried are commaon.

A rypical Congqueror Maniple would include four machines.
Two are fitted with the standard mix of weapons, one has
a flamer in place of its power glove and the final Congueror
has a las-cannon upgrade.

Points Valucs

Two standard Conguerors (BCg) 278
Cree with flamer replaccment (BCHD) 126
Omne with las-cannon upgrade (LCg) 214
Four programs* 144
Adeprus Mechanicus Technician 18
Total T

* This assumes that sample program 1 (see above) is installed
in each of the Conguerors,

Adeptus Mechanicus Technician

M [WS|BS| S | T |V
| e T

Equipment: Knife, Laspistol with trgeter, Mesh Armour
(Save 5 or 6: Mowe penalty applied to profile), Communicator,
Respirator, Eye visor, Haywire and Frag grenades.

B

R

bot Programs Cost

..... i i

The five most common Imperial battle Robots are described
below, with lists of common weapon variants,
Crusader

The Crusader is a light, agile, lightly-armoured Robot, designed
to move in quickly and deliver a telling blow. It is generally
used in anti-personnel mode, and is very popular with the
Inguisition and other groups, having proved itself oo be very
effective in mutant-hunter/killer operations. The Crusader is
not generally used where heavy resistance or strong
concentrations of enemy armour are expected.

piwsiesT s | T D] L] AlselnrlE

g8 | &g (5 |0 | 8] 8] 6] 2|46 4 1

Build Points total: 118

Weapons: power sword x 2, las-cannon,
Equipment: Ccormey.

Points Cost: Build points 118/2 = 59 + Equipment 5 +
Weapons 104 = 168 + program

Weapon variants:

L. substitute heavy bolter for las-cannon: -73 points,

2. substitute melta-gun for las-cannon: -83% peints (including
loss of 1 HP).

Colossus

The Colossus is primarily a siege
Robot; the standard confignration
combines a siege hammer for
attacking fortifications with lighter
weapons for use against defending
troops. It is widely used by the
Imperial Guard as a cheaper
alternative to the siege Dreadnought,
and a few Colossus class Robots are
maintained by the Ordo Reductor of
the Adeptus Mechanicus, mainly for
testing new and experimental siege
weaponry. The siege hammer is
equivilent in all ways o a pounder
{(Warhammer Siege, pl10), but
can be used in hand-to-hand combar,
hence the Robot's WS scorc;
successful hits are at 88 and cause
D3 wounds,

MIws BS| S [ T D] 1| A|Sv HP| E

A 4 8 0| 10 { 17 ] 4 1 | 26| 4 [

None of the Robots has a program included in its points cost.
You should choose one of the sample programs given in this
article for each Robot. Aleernatively, you can use the prograom
counters provided o construct new programs for cach Robot.

Each instruction in a program has a Points Value of 3. Each
instruction in 4 Link must be counted, for a total value of
& per link. START instructions are free.

Crusader

Build Points total: 1558

Weapons: sicge hammer, bolr gun, melta-gun,
Equipment: cortex, Power Field, Power Field Synchroniser,

Points Cost: Build poims 138/2 = 69 + Equipment 25 +
Weapons 19 = 113 + program.

Weapon variants:

1. substirute las-cannon for melta-gun: + 84 points (including
1 additional HP).

2. substitute heavy bolter for mela-gun: + 7 points (including
1 additional HP).

3. substitute second siege hammer for bolt gun; +10 points
(including 1 additional HP).

4. substitute flamer for sicge hammer: -9 points (including
loss of 1 HP).

5. substitue power glove for bolter- +13 points.

6. substitute power glove for siege hammer: +4 points
(including loss of 1 HF).

7. substitute auto-cannon for boleer: + 34 points (including
1 additional HF).

8. substitute auto-cannon for sicge hammer: +25 poins,

111




Cataphract

The Cataphract class is a heavily-
armourcd general-purpose bartcle
Robot designed for nse in almaost all
battlefield situations. It mounts a
range of weapons for various
purposes, and although it is regarded
by some commanders as a jack of all
trades and master of none, its
versatility in 2 wide range of roles
makes it a highly-deployable and

Build Points toeal: 140

Weapons: las-cannon, bolt gun, flamer.
Equipment: cortex, power field, power field synchroniser,

Points cost: Build points 140/2 = 70 4+ Equipment 25 +
Weapons 94 = 187 + program.

Weapon variants:

1. substitute heavy bolter for las-cannon: -75 points.

2. substitute melta-gun for las-cannon; -84 points (including
loss of 1 HP).

3. substitute power glove for bolt gun: +13 points.

4, substitute power glove for flamer: +13 points.

5. substitute siege hammer for bolt gun or famer: +9 points
{inclading 1 additional HP*) :

6, substitute autp-cannon for bolt gun or flamer: + 34 points
{including 1 additional HE*),

Castellan

The Castellan class is a general-
purpose combat and assault Robot
developed for use in a wide range of
battlefield situations. The two power
gloves in the standard configuration
make it particularly effective in siege
and anti-vehicle roles, and provide an
effective complement o the heavy
Weapon armament.

Trln Al Sy HP| E |
0] 15 2 [3.6] 4] 4

Build Points total: 139

Weapons: power glove x 2, heavy bolter.
Equipment: cortex, Power Field, Power Field Synchroniser.

Points cost: Build points 139/2 = 70 + Equipment 25 +
Weapons 45 = 140 + program.

Weapon variants:

1. substitute las-cannon for heavy bolter: +735 points.

2. substitute melta-gun for heavy bolter: -9 points {including
loss of 1 HF).

3. substitute bolter for power glove: -13 points.

4. substitute siege hammer for power glove: -4 points
(including 1 additional HP").

5. substitute auto-cannon for power glove: + 36 points
({including 1 additional HP*).

6. snbstituce flamer for power glove: -13 points

b - ol

Conguaror

The Conqueror class Robot is
designed for use in battlefield
situations where heavily-armed
resistance is expected. A major poing
of its design is the combination of
firepower with heavy armour, andit
is widely used in assault, anti-vehicle
and anti-Dreadnought roles,

B | 13| 6

Build Points total: 139 + program,

K
4

Weapons: heavy bolter, auto-cannon, power glove.
Equipment: cortex, Power Ficld, Power Field Synchroniscr,

Points cost: Build points 139/2 = 70 + Equipment 25 +
Weapons 65 = 160 + program.

Weapon variants:

1. substitute las-cannon for heavy bolicr: +75 points,

2, substitute melta-gun for heavy bolter: -9 points (including
loss of 1 HP).

3. substitute bolt gun for auto-cannon: -34 points (including
loss of 1 HP).

4. substitute sicge hammer for auto-cannon; -25 points,
5. substitute second power glove for anto-cannon: =21 points
(including lass of 1 HP).

&. substitute second auto-cannon for power glove: + 21 point
(including 1 additional HEF" ).

7. substitute flamer for power plove: -13 points.

8. substitute siege hammer for power glove: -4 points
{including 1 additional HP"}.

* Note that the usc of multiple heavy weapons may ke the
Robot over its maximum of 140 build points.

It is the accepted practise among the forces of the Imperivm

to give each Robot a three-part code after the class name, to
indicate its weapon configuration.

The first element of the code refers 1o the back-mounted
armament, the second element to the right arm and the third
element to the left arm. Code letters are as follows:

Las-cannon
Heavy bolter
Meltza-gun
Flamer

Siege hammer
Power glove
Auto-cannon
Bolt gun
Fower sword
No weapon

e TR OE

Upper-case lerters are used for heavy weapons, and lower casy
for normal and close combat weapons,

Thus, a Colossus class robot like the one shown, equipped
with a back-mounted melta-gun, a bolter on the right arm ard
a siege hammer in place of the left, is referred to asa Colossus
mbH.

MIKE BRUNTON
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KING THE MOST OF YOUR MARINES
Having grasped the basic techniques of figure painting, and
gloriously covered your multitude of Orcs in varying shades
of bilious green, it’s now time to look to the future - and get
your sable around some of Citadel’s chunky new plastic space

Space Marines have to fight in a vast range
of alien environments and their camouflage
schemes vary to reflect this fact. There are glso
2 number of marine units, or ‘Chapers’ who have
their owr, easily identifiable uniforms. Some of
these are given as examples in the book, but you
wre fres o create your own designs.

Like all miniature figures, your Space Marines
will have o be prepared correetly if the results
are to be worthwhile. Make sure you have all the
usual tools to hand: a modelling knife (or
scalpel); a selection of needle files; good brushes;
cleaning equipment and adhesive. The first step
is i take the sprues from the box and wash the
figure parts in amild solution of detergent. This
will remove any of the mould lnbricant remaining
on the plastic. If you don't do this, the paint won't
adhere to the fipure properly, and your masterful
work will soom Inok extremely tacky!

The pans can then be removed from the sprie
with a sharp sealpel, ready for assembly. Don't
Ly b bwist the parts of fwith your fingers as you'll
almest certainly end up breaking the more
delicate pieces. And mind your fingers when
cutting hits free, unless you want bloodstained
armour patterns... The pleces can now be
trirmed with files or s modelling knife to remove
mould lines or bits of sprue. Before you start
gleing things together, it's a good idea to stick

T T s et Ly o S8 RPN il G B M

marines., Read on...

a figure together with bits of blue-tac or
something similar. The figures have been
designed to offer a varizty of poses, and, if you
experiment first, vou can geta good idea of T
you would Tike the finished model o look.

There are several kinds of modelling cement
available, from tube adhesives to liquid cement,
Make sure you use & proper plastic modelling
glue - don't try sticking these things together with
Evoatik or rubber cement or you will end up in
a real mess. Tobe cements are rather thick and
stringy. They're not the easiest of glues to use
on models as small as these. However, with a
little practice, they can be made to doubls as a
body filler for small areas and if you read how
Aly Morrison made his figures {see below),
you'll see that tube glue is more flexible than vou
might think.

Maore popular though, is liquid cement,
available in small bottles *from hobby shops,
These bottles last a long time and every last drop
of glue is useable, o they'te mood value for
money. A brush applicator 15 fitted fo the inside
of the cap. It’s pretty crude but does its job well
enough. Liquid cement works by melting the
surface of the plastic and *welding” bits logether,
It's stromg and easy o apply. Whichever glue vou
choose, small amounts need to be applied to the
the areas of boift pans to be joined. Join the picces
wgether, applying just a little pressure as you
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dir 30, before leaving the join to dry. Liguid
cement dries more quickly than its tubed
counterpart.

Remember not to use too much glue. A good
Join is one where both parts make good contact
and are given time to dry. Teo much tube glue
will turn into an elastic goo that doesn't have any
strength, warps the proportions of vour figure
and almost inevitably leads wunsightly stringing
as Yo draw your tacky paws away, On the other
hand, apply too much liguid cement and you can
end up melting the surface detail on the model.

Omee the models have been built, they can e
painted. Fine sable brushes are the best choice
for this. A bad workman might blame his tools
but when it comes i modelling brashes, poor
quality leads inevitably to poor reselis so think
carefully before buying. Size 0 and 1 brushes will
be suitable for undercoating and adding most of
the detail . Painting insignia is more difficult. 000
or () size brushes with medinm to long points
mﬂl be necessary for any really detailed work

I,

But before vou rush off and start hacking into
your modeals, take a look at what sorme of the
people here at the Studio have done to their
fignres. It might give vou a few ideas for
conversions, painting technigues, camouflage
schemes and insignia.

e Ctiz
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Mick Bibby's Dark Angel marines inmvolved
several conversions. The rocket launcher
equipped maring was the first to suffer some
butchery at Mick™ scalpel hlade, Two scts of leps
were hacked apart, swapped around and refixed
with glie and body putty. This changed the
figure’s slance comsiclerably, resulting in 2 gidly
upright pose that errphasised the marine’s caneful
aimung. The conical helmet nose was also cut
off and rebuilt with putty to create 2 menacing
grid-like face mask.

Conversions don't have to mvolve such detail
to be effective. Another of Nick's marines took
on deadly proportions when its hand was sawn
off and replaced with one of the blades from a
bolter. Another pistol-packin’ brother was simply
given a spare holter in his other hand. The
resulting impression was the same: Someons you
wouldn't want to mess with.

Putting these ideas together, Nick replaced
another marine's hand with one of the spare
pistols, and added a grenade launcher to the top
of the Bolter. Finally, another facial alteration
appeared in the form of a skull mask. This was
created by removing the nose, filing the faceplate
and adding part of a skull from the plastic
skeletons set.

Mick's marines were given a group identity by
aclding skull faces to their shoulder pads. These
were crzated in the same fashion as the faceplate,
A three dimensional Chapeer insignia adds to the
effect considerably. A uselul tip from this ace
seulptor: removal of the shoulder pins allows
flexibility in the positioning of the arms.

All Wick's fisures were given a biack undercoat
with second coat of black for the bass body
colour. This was dry brushed dark red with the
weapons painted dark grey and doy brushed with
a lighter shade. For a particularly enigmatic and
origiral feel, Wick retouched the edges of armour
with orange crayon and the weapons with zrey
crayon. The unit’s insignia was painted in
gouache which was black lined for the finishing
touch.

Aoword of warning: A steady hand and a fluid
mix of paint are both absolute musts for getting
et this sort of detail to lock good. If you're not
i confident, practice on sheets of swhite card or
paper. Remember 1o use your finest brushes,
Alternatively, vou can use artists’ Rapidograph
pens. These can be ideal but they do have their
limitations. They only come in black and the
thinnest point you can buy 18 13" which is still
ot as fine as o really good brush. Unless you're
careful, it is glso possible for the ink to flood
inic the paint,

DAVE SUPERSTAR ANDREWS
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designabor,

Dalek’s body. An effective but simple job.

of sprug from the kit itsclf,

.

The pronp’s banner was made from the foil
from the rim of & wine bottle, cut and atiached
to soldered lengths of wire (that formed the
upright and cross-piece). the banner was raggedly
cut and punched with small holes to give the
effect of battle damage. The bird perched on the
top of the banner was scratch built from hody
putty, and the heads adorning crosspiece were,
predictably, taken from the plastic skeleton rangc.
The whole structure was painted with red
mouache and dusted with black and dark brosm
crayon powder befors the final varnishing was

Bven mare esoteric were Dave Andrews'
comversicns. Dave created all of his conversions
by cannibalising a variety of bits from Citadel
models, with the sole exception of his *“foward
observer’, easily identifiable by the aircraft
propeller protruding from the rear of the figure,
Dave used the mid-section of a Citadel Dalek
to form the attachment betweon the body and
hlade. A pistol sight was added to the fop of the
figure’s weapon to make it look like a target

Anatherof DMave's fipures makes use of a bike
from the: Judge Dredd Gpures, whilst another
weird creation has a marine’s worso sat atop g

To create the ‘bazooka’ figure, Dave simply
fixad a torso at nght angles toa set of legs, This
lett a wedze between the ligure’s body and lower
half, but this wouldn't be important as it would
not be visible onee the figure had been mounted,
The bazooka itsalf was simply made up of bits

A head cut from one of the metal Ork fignres
was added o another marine, whose legs were
filed and shortened to give the effect of Orkish
proportions. Binalty, the Ork's metal bavomet was
attached to a shoulder picce for that barogue foel,
The "Snipet” was a standard space marine whose
weapon was embellished by adding various bits
feomm other guns in the pack. Another fgure was
given an Ork’s head and comerted hand flamer.
The whele thing was wpped off with a row of
rockets for a heavy duty look, while the
“Guardian’ was simply embellished with a plastic
shield and another bayonet-equipped shoulder

Aly Morrison made the most subtle alterations
1o his groupof space marines. Mostofhis Rgees
were constructed straipht from the box. However,
o accentuate some of the poses, Aly nsed aube

of Bostik-like adhesive and small amounts of
body putty, applying small amounts to each of
the sections fybe attached, When this was nearly
wouch dry, the necessary joins were made. The
elasticity of the cement allewed arms to be fitted
12 the main body and then moved slightly to
ensurs weapon would be grasped correctly. Tha
puity was applied to larger areas (such 1% 10Tsoe
joins) becanse it could fill any unsightly gaps in
the fimished construction. When the dasired pose
was achieved, superglue was run into the joins
for extra strength,

The actual conversions were very subtle. On
the flamethrower, a hand and zrip were
repositioned underneath the weapon for a more
effective pose. Apain, (o give character to Alyv's
Inquisitor, the legs were filed and brought closer
topether to make the fgure aller and more
impesing. and the figure's faceplate was altared
in the same manner as Nick Bibby's skull mask
coiversion. Pouches taken from casily availablc
Japanese model kits were added to the model for
that rouch of mdividuality.

Painting began with an overall red undercoat.
Layers of red were painted over the top to bring
out the strength and depth of the colour {a
brighter, more fiery red could be achieved by
applying yellow undercoar). Finally, two stages
of washing and highlighting brought out the
detail. In the case of the Inguizitor, a black base
colour was worked up with a dark blue paint mix,
Insignia were pencilled in before being paiited
oner in the requited colouns and the metallic areas
of the: fiFures were siven A peat-brown ink wash
for a slightly rusty finish,

The dramatic camouflage scheme applied to
the groap leader was achieved by working up
three tones from yvellow to brown which were
painted all aver the body. A lighter mottling was
dabbed over this before shading with brown nk
and highlighting. Strap detail was left ‘clean’. If
Yol go to the trouble of painting a complex
Inoking camouflage scheme onto o figune as soall
as this, and then tey highlighting and shading
every detail, the result will look messy. 1t far
better to emphasise one aspect or the other,

The hanner was made in 4 similar fashion to
Mick's. However, the fringe across the bottom
was painted first, then shredded with a scalpel
blade and given a second eoal.

An imporant note here, is that while Aly
painted his camouflage scheme before shading,
the effect he desired was that of a subtle mottling,

Figure painter extmordinaire, Sid, whose ﬁgm
sported some distinctly esoteric camonflags
schemes, added them affer sheding. The layerd
strips of colour that make his figures so striking
wonld have been totally destroved had any Kind
of wash been applisd over the top.

5id used a base colour which wes then shaded
and highlighted in the usual way. Taking
inspiration from ‘jungle’ and ‘tigerstripe’
schemes used by military units past and present,
Jageed black lines were painted across the body,
and then worked up with thinner, brighter tones.
The figures speak for themselves

The potential for new camouflage schemesis |
Lirnated only by yourimagination. Who's o sy |
what colours will be necessary to blend inoo |
some strange alien landscape? The main guide |
is to use complimentary colouring. Scme |
interesting ideas can be found in the unlikelies! |
of places. Mike Bunton’s subtle “winfer trooper’ |
it inspired by World War I eastesn front vehicle
camontlage schemes. The base colour was 2
nentrail green. Afwer insignia and other detailing
was added , Mile used Elf and Ghoul grey, mixed |
tiv varying degress with white in graduated and |
streaky washes to make it look like a hurried |
{re-jpainting that had worn in some places :md
been scrubbed offin others (like on the mmgnla?l

A elanee through @ military modelling book |
can provide similar inspiration, especially if it |
depicts WWII German camouflage schemes or
modern NATO patterning. Even if vou only use
the pattern but change the colouring, your figares
are likely to acquire striking individuality. And
while we'te on the subject of inspiration, the
shoulder insignia Mike chose (four red |
dizmondz) is in fact a clan symbol from Japaness |
history: |

IF you're inventing new Chapters, simple but |
effective markings like thess con really make your
figures something special. As an example of what |
can be done, we've included the painting guide
for the Ultrarnarine Chapter of Space Marines
from Herharrirmer SO000

Mow its up to you. If you think you have
discovered an exciting and dramatic conversion
or painbing style for yoor space marines, petin |
touch and tell us why. There must be an almos!
inexhaustible mange of possibilities out there,,
Somewhere...

John Blanchie ared Sean Masierson




Ly IMPERIAL CUARD 8TH RECGT "THE SFIDERS’
?‘Hﬁ Codex Iscept Pattere, used namodidied by B Compeny in the Cletcher
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TMPERTAL CUUARD FTH RECT 'LUCKY SEVENS
Codex Incept Pattom.

LECIONMES ASTARTES - RED SCORPIOMS
Coedex apprened cobalthmmonma desert camouflage. 23 used m the
Galen ¥ suppremion.

LEGIONES ASTARTES - DARK AMCELS
Temperate, wrable borain, as used inoibe defence of Staton, last Tyranic Wee

LEGHI}YES ASTARTES - BELOOD AMGELS
Dresart camooilage a= vsed m the assubt on Bastax.

LEGIONES ASTARTES - RAPTOR LECION
T-emp-uam cameaublzge, winter varant. as uscd in the Epmmmn Revali

Foaeth Qluadeant Rebellion.




RANGE OF RHAINOS

This month we’re going to concentrate on the latest phase in
Citadel’s development of plastic gaming models and |
miniatures. As you have seen elsewhere in this issue, we have
dealt with the RhAino’s place in Imperial History, examined its
battlefield capabilities, and inspected a variety of liveries.

And the AFV’s famed versatility has inspired a number of
staffers to experiment with their own Rhine variations. The
results are extremely interesting. John Blarichie puts them into
neutral and gives them a look over.

=

On Tim Pollard's conversion {which wvalved 2 deep bits-bee delvel, the An ealy Rhino kit experiment by Sid. Mote the headlamp cavities. They

simple but effective puet fab 13 haphlighted by using some of the decals were paroted yellow and filled with PVA ploe. The ghe becomes
from the #pare bits collzction, Note the furet mounted multi-melia. iranspareat when dey, hence the realistic headlimp effect:

Blood Dieinker mannes take 2 well-caed rest before d:i\'img their tea Rhinos into another banle.
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{Hirwn camoutlage scheme by et Codex approved

iy

~ Damen Matthews The it jrere e e camonilage scheme
damage to the oot of the | 7 ¢ foez camouflage guids
| wshicle was made with 2 T i on pad-a5) Mote the
i scalpel and liqud A e o o graffiti and Elags
I[ polystyrens cement. 3 BT adormieg the machines.
. iy [

Tl

Another Codex

approved scheme : - A 2 .
more graffiti and Codex approved grey. This calour ferms: the basis for Bhimo livery in the
maose flags. Legiones Astartes. Tmperial Guard Rbinos use olive green as their base colons

M odel painted by Dharren Matthews

This coaversion by Workshopper Tony Coterell yacs chans, mesh and wirc
from the spares box ta give the Rhino an stra-heavy feel,

Twe rear views by Dasren Matthews,
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The Rhing armoured personnel carrier s
Games Workshop's first polystyrene
construction kit, other than figures, and as
such follows the same construction and
painting principles that we discussed when
we talked about plastic marines (WD 94).
The kit is very easy to consiruct and a
number of variations are made possible by
virtue of the component design. [t's also
very versatile in terms of conversion
possibilities, particularly when using parts
from other commercially produced Kits,
This article is just a taster in that respect.
Let’s see what you can do with a few bits
of plastic and some imagination.

These examples were made when the firse
mouldings arrived at the Studio, but T can
well imagine the scores of support weapons,
mine sweepers, bridge lavers. .. as well as
a myriad of colours in the months to come

For those of you not familiar with kit
building and painting, don't be put off if it
appears to be intimidating in any way. The
kit's simplicity will encourage your efforts,
Following normal procedure, clean each
part with a modelling knife and assemble
with polystyrene cement. You can paint the
Rhina very quickly and relatively easily, in
fact much more easily than a figure. By far
the most effective method to cmploy is a
drybrushing technigue which will give a
weathered, dusty effect. As usual for this
technigue, having first undercoated and base
coloured your vehicle (spray paints are ideal
for this purpose), a lighter shade of the base
colours can be applied. A cheap or old brush
is ideal for this purpose, with the bulk of
the pigment being removed from the brush
with an old rag before application. The
brush iz lightly drawn across the surface
with swift wrist movements. What pigment
is left on the brush adheres o the raised paris
of the model, effectively highlighting it. Pale
greys and beiges produce excellent
weathering effects. Guns, ariels, grills ete
can be painted black, metallic or to choice,
as can rust patches and battle damage.

The most difficult aspect of the paint job
will be the insignia and banners. Now I'm
sure many of you will adorn your vehicles
with the wimost of care and skill, but for
those of you with less time or ability, transfer
sheets are included in the box. Of course
transfers from other commercially available
kits an be urilised as can Citadel's own
Arcane Armorial decal set.

The Codex grey Rhino represents the
normal colour of the Marine Rhino.
Darren’s version was painted with Skull
Grrey and Black mix, the whole model was
then given a wash of Chestnut ink, which
shows through the lighter grey drybrushing
as rust. Further rust was then applied around
rivets with Chestnut ink, The exhaust, guns
and grenade laonchers were painted with
Chaos Black and subtley drybrushad with
Mithril Silver. Darren then carefully painted
the insignia and banners with a fine detail
brush.

The camouflaged versions were then
painted using Woodland Green as a base
colour with the camo strides being added
using a brown ink and Bestial Brown mix
and Ore Brown and Chestnut ink mix. The
maodel was then drybrushed with a lighter
tone of the beige (and white). This colour
scheme follows conventional US winter
colour schemes used in Europe. Obviously
you will have to consider the type of planet
that vour Rhine will operate on, and vary
your camouflage schemes accordingly. For
instance, Darren has adopted a brown and
black colour scheme for his own Rhino.
Note the fang insignia and virtually white
drybrushing giving the vehicle a very dusty
look.

- your Rhine. You only have to look through

Sid's pre-production model was painted
very quickly with an air brush which is Wel
for subtle camouflage effects. Even if v
dor’t own such equipment, Spray cans e
ideal for providing base colours on which
to add further detail. A nice touch on (his
model is the way Sid has filled the headligh
depressions with blobs of school glue whid
turns transparent when dry.

Twao very interesting Rhinos built and
painted by Games Workshop staffers Tim
Pollard and Tony Cottrell, involved deep
delves into their plastic kit bits boxes. They
added such things as chains, ariels, tools,
packs, radar dishes and a variety of tonls,
The results are most effective, and the paist
jobs remarkably similar. A base colourd
black was dry brushed with grey metallic
and other details were then added. Kit decals
provide the final touch.

Of course there are no limits to converting

books on military vehicles or at kits at your
local medel shop for inspiration. The phot
here show 3 variants by Bob Naismilh,
figure designer, artist and supremo of o
plastics division. They were made using bil;
of Rhino, bits from the bits box, figur
bases, plastic shields, Plasticard, Millipu,
rivets, aluminium tubing, various met
weapons, and a fair amount of haggis and
Rowal Salote. Next month we will bring yo
more idcas and a template scheme so yon
can convert your own Rhinos into Bobl
designs. You fanatical figure painters oul
there need not feel hard done to though, for
in the same ish I'll be bringing you a very
special Realn of Cliacs ‘Eavy Metal - weind
and wonderful and everything!

Jahn Blanche
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I thiz Eavy Metal Rick looky ar sometiung a ligle
different. Goneare the Romely chionks of metal,
the sparkling paint and the elegant brushes. In
threir stecd e has a great bie mile of nlasdic, nibes
o e e o bowtle of Vim. What madness is
brewing P

Most of us have made at least one plastic kit at
some time or other. Perhaps it was a tank, ship,
plane or something cven more perverse (Sg a
car . you need treatment, sicko). Over the years,
many will have abandoned their hobby in favour
of other, more mature peastimes of which ‘rock
and roll® iz but one of three. Fortunately, kit
mdelling is something you never forget! So,
assuming you possess at least some dormant
skills, and being naturally enferprising creaiures,
yo will naturally wish to reawaken these talenrs
it the soonest opportunity.

Mope! This isn't 4 “how to” article about plastic
kits. This is an article intended to show how
ordinary plastic kits + assorted bits of junk +
i hit of effort (specifically yours) can ba
miraculously transformed imio vehicles which
an be used with futoristic tabletop games like
Warhammer 40,000 Rogue Trader. The mddels
shown here are robust and functional rather than
picces of plastic art., That is nol to s8y ¥ou
cantldn't put inabit of extra effort to tom a model
into-a feature for & diorama or display. Most
collections, however, are practical, and designed
1 be used. Models muost therefore be able 1o
withstand constant transport, handling and the
nccasional accident.

WH40K VEHICLES

The WH40K section on vehicles divides them
into types such as ‘bikes', ‘hover’, ‘wheeled’,
‘macks’ efe, Eachiype is further divided into thres
sizes: small, medivm and larpe, All vehicles are
defined in terms of a set of statistics. Typical
statistios are provided for each tvpefsize of
vehicle as is a random gereration table. Each
vehicle tvpe is then illustrated by a specific
example - for instance, the tracked vehicle is the
Land Raider shortly o become available as a
plastic kit from Citedel.

When this section of WHSDK was written, it
was intended that the author’s own collection of
vehicles would be used to provide the examples.
In the end, the idea was dropped as many of the
models were either old and no longer available,
or else rather readily identifiable as "Star Wars®

or other licenced items. Not wishing to evoke
the spirit of legal complication, the vehicle
section was illustrated with drawings. This is
rather a pity, even though the illustrations are
attractive. Afterall, if vow have vehicles in your
game you will need models o represent them.

THE MODELS

The models shown here have been designed to
represent examples, or typical types, of vehicle
deseribed in WH40K. The components shouldn’t
be too difficult to track down. Suitable
alternatives could be vsed, perhaps o betler
effect! X

GENERAL MODELLING

As well as ordinary polystyrene cement, you will
need super-glue and an epoxy zlue such as
Araldite g3 most “soft” plastics cannot be glued
with ordinary polystyrens cement. [ also rely
quite heavily upon Milliput to fill in joins and
reinforce delicate parts. On the whole, it is not
worth trying to cut components $o that they fit
exactly - 5o long as parts are held reasonably
firmly any gaps can be made pood with Millipar
or concealed by detail.,

v

THE GRAV-ATTACK VEHICLE

This is a very simple and effective model. The
basic shape comes from anempty solid deodesant
dispenser which just goes o show what a clean-
living and hygenie lot we are at GW. The base
is made from 2 “pusher’ part inside the dispenser.
The rest of the model is just 'bits” from a large
collection of ‘things that amy mght-minded person
would throw awey’

Parts required

A Flat “hip-flask’ type deoderant dispenser
One or more plastic spoons

A YT or B screw or lensth of metal rod
A weapon from your spares box

Tanks and decorative bits from your spares

Assembly

‘1. Clean out the dispenser. Remove and retain
the plastic *pusher’ from inside. Rub the whole
surface with a coarse SCOuUrsr o remove
manufacturer’s blurb and ‘key’ the surface. A
shiny plastic surface is difficult fo paint.

2. Mix a blob of Milliput and push it into the
bottom of the dispenser to hold the ‘dial” firmly
in place. This dial makes a rcasonably convincing
maotor exhaust and so is left in s _

3. Drill o enta hole inthe cantre of one flat side.
This hole will rake the base and so needs to be
about 8-10mm across.




4. Drill or cut a hole on the apposite side to 3,
“This should be appromimately 3em from what
will e the rear of the vehicle, This hole will take
the furret, so think about where you want the
turret before drilling. Ensure that the diameter
of the hole is about the same as your screw,

5. Use the “pusher’ from inside the dispenser to
mike the base for the model. The pusher should
sit comfortably underneath in the hole drilled
in "3, supporting the medel. Apply plenty of
Araldite. For a firmer fit mix more Milliput.
Working from the inside of the dispenser, push
the M?ﬁiput onto and around the protruding
“pusher’ and inio the holc through its centre. Let
the Milliput dry.

5. To drop the vehicle's nose, the dispenser top
is glued onto the body at an angle. The resulting
gapcan be filled in with Milliput or left as it is.
The effiect is quite interesting. If you are pr

to do a bit of cutting, the nose could be dropped

e with some of Citade,

even more. In retrospest this would have looked
better, which just goes to show it is worth playing
around with the shapes before you start gluing.

6. Once the nose is dry the front cabin is added.
"This is made from the 2.5 ml bowl of @ plastic
medicine spoon, Any plastic spoon that will fit
onto the vehicle will do-equally well. Fixin place
with Araldite. Fill in the gap where the spoon
projects over the curve of the front with Milliput.

7. The rear turret 15 made from the jnﬂlhcr?'i_
of the medicine spoon, al any plastic
“teaspoon’ will dn.m.a mm of the
turrel to fix equipment to. The torrel designed
to turn upon 4 screw ‘peg’ plued into the
underside of the spoon. This fits nto the hole
drilled in *4"

B Gluea 14" or %" serew o that its head it
fastened to the underside of the spoon. Ensure
the screw projects straight down. 1 cut the tp
from the serew before aluing, but this is not

ey She T T

satisfection, Once the Milliput is dry the

strictly necessary. A piece of metal rod, -..:
dowel, or heavy plastic spruc would projd
serve just as well,

9. To raise the turret from the deck you willng
1o make a ‘collar’ of Milliput around the s
This is accomplished as follows. Firt,
little oil or talcum powder around the hale
have drilled. Then push a vad of Millip
the serew; leaving the tip sticking out, P
turret onte the deck and adjost o

can be gently prized away from the dec
the putty will have set forming a supy
collar, Repest the procedure and make a
support under the front of the tirret to po
it drooping. Both suppors are invisible oo
todel is complete - a sinple larger suppor w
de the job. Ifeither the screw or dried Mills
should fall out, don’t worry, just super.gie
back into place.




Ccerin ) plasnic ke
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10. Ensure the mirret fits into place and turms

properly. You can, of course, simply glue the
turret permanently in place if you wish, "

11, The Grav-attack Vehicles main armament
camme straight cut of my box of redundant plastic
bits. A suitable allernative would be to nse the
plastic missile-launcher from the Space Marine
box set from Citadel. In fact, at this stage you
can use whatever vou like in the way of main
armament. Mount the weapon onto the wrret
using polystyrene cement or blobs of Milliput.

12. Complete the mode] by gluing any suitable
*bits’ onto the deck. A few spare tanks, short wing
fins and interesting looking itesme will break up
the otherwise fal ouling, You cin go to lown
here, adding more bits, panels from plastic card,
aerials, camouflage netting, and 50 on...

13, Before painting the model, texture the surface
using a mixtore of white paint and Vim, Mix the
paint and Vim until the paint is grainy and course.
Paint this onto the madel and leave to dry. You
now have a model that ne longer looks *plastic’
and which will sccept all sorts of interesting paint
effects. Leave the front cabin untextured to
represent ‘glass’,

14. Paint - This particalar vehicle is painted in
the colours of the Dark Anpel Space Marines.
This is basically a very dark grey. The front cabin
18 pamted pure black and varnished so that it
becounzs shiny. Insignia and unit markings were
painted on, whilst extra detail transfers came
-from a Japanese mobot kit, Some of the Citadal
shield transfers are quite suitable too,

The Grav-attack vehicle can double-op as a pat-
wiagon for Judge Dredd shenild vou wish, The
design is also smitable for conversion into A
tracked or wheeled vehicle by adding the
appropriate items undertieath. As an altermative
tor the spoon cabin, an acetate model airplane
canopy can be used.

GRAV-ATTACK
VEHICLE PROFILE

A Grav-attack is a standard Imperiom design,
produced in considerable numbers by the
weapon-shops of the Adepios Mechanicus on
Earth and throughout the galaxy. Comparable
variations are nsed by most Chapters of the Space
Marines. Many are built by the Marinecs
themselves. athers are modified vehicles supplied
by the Adeptus Mechanicus, The Grav-attack
design can be mounted with any Imperial heavy
weapon ora combination of lighter armamenis.
Support and troop carrier versions are also buaile.

The vehicle is powered by a standard gravitic-
reaction motor utilising pravitational counter-
thrust engines and suspensors. A single jet engine
facilitates high-speed forwards movemnent along
roads and other “safie’ flat surfaces. The hull may
be made from any of a varicty of materials
depending on local availability. Tdeally, armour
COmprizes & ceramite core overlaid by cellular
layers of plastic and an outer coating of silicate.
‘The turret affords all round vision and fire for
the las-cannomn.

LAND | AIR
Meax | fiee) | Max | Win | acei [ TRA |Gp | T | O | Sv|Eqg| W
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Las-cannon + Auto-aim
Missile-launcher +Auto-aim
(shells frag/crack)

Anto-drive

‘Commumicator
THE GROUND-HOG

This conversion represents a special tunnelling
vehicle of a type described in WH40K as
crowlers. As with the Grav-attack vehicle, you
can build the Ground-hog as & robust model
suitable for gaming, or as the cantrepiece of 8
diorama or display. Unlike the previous model,

this is a fairly straight-forsard modification of
a commercial model kit - a Tomy Slitherzoid.

Parts required
A Slitherzeid kit
A small, hollow, plastic ball

1. The front half of the kit is glued together. Parts
such as the clockwork motor, tranmission and
pilot are consigned to the spares box.

2. The interior of the model is packed aut with
Milliput 1o make it more solid, This can be done
during assembliy a5 conveéniznt,

3. As the model was glued mther than clipped
tugmhﬂ'asnnnnal none of the mibber stops are
nsed. Put them in your spares box as they will
come in handy for rocket vents and sach-like.
The holes and projecting stubs designed to aceept
the staps are cut sway and/or filled with Millipur.

4. The hinge which articulates the body m the
rear section iz cut gway with a small saw.

£

5. Glue the small tail-piece together and il
the holes sither side with Milliput.

6. Gluc the tail-piece directly to the back il
body.

7. The two “eye’ pieces are made fmmt‘m i -;

These could be substituted by moulded Millg ]
or by any suitable semi-sphere of smnl ¥
dimenzions (see photo). |

8. Omee dry, paint with the Yim mixmmre ind
same way as the Grav-attack vehicle,

9. Our mode] is painted grey and highlighted v
light-grey and white. As the Ground-hog s
tunmnelling vehicle, it should look rogged bd
rather shabby - the sort of machine that canbog
its way through rock!

GROUND-HOG PROFILE

The Ground-hog is a specialist attack velisk)
Its unique mede of Tocometion enables it to b
under the ground, beneath normal defences i
right into the heart of an enemy posiliog
Although slow and lumbering above ground,d
canmove almest 45 fsl beneath the surfice, 54
and rock is loosened by sonic waves el
passing under the forwand grinders divectly m
the Ground-hog's nose. From here the rubbli
pulped by 'the huge main grinder, and pas
behind via the side-shovels. The massive ami
of heat generated by this process is expellaiyi
the tail-unit at the rear. All underoroond vah
have heavily armoured shells and an
exceptionally sturdy. This particalar examplei
armed with two forward firing bolt-guns.

 LAND AR | [
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2 ¥ Bolt-guns -+ Auto-aim 1
Communicator
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2 | o [s0]ss8 22

The *Hop" has a threatening appearines wing
looks good despite some rather heavy handd
modedling, Like most of my gaming models, h
one was completed at the eleventh hout to figh
in a game the following day! Crawlers borst fon
the ground, of course, and you could always mak
A duplicate version of the front half just ad
surfaces, That would be really impressive!

Rick Priestley

Meanwhile... The figure illustrated — wa
m:qul.red-h}f.]qhn]ﬂam:he while he was |
West Germany as Guest of Honour af g
convention in Hamburg by Cltadel
Germany. Michael Imming’s Fantastic
conversion of a Citadel space marine (based
on a Chaos Knight} was part of the collection
that left John wide eyed and boggled. John
is currently making arrangements for
Michael®s work to feature in a fotore ‘En
Metal, 50 stay tuned.

Next month (when John has finally recovere
from jet lag), ‘Eavy Mefal veturns to the |
theme of increasing the quality of your fire
pt?;il.thﬂ- “Yorsprung durch technik’ and al
! e
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Bick e T PAINTING IMPERIAL GUARD
SQUADS FOR WARHAMMER 40,000 BATTLES

’I.




This article tells you how to paint your Imperial
Guard models quickly and effectively, ready for
Warhammer 40,000 battles. Most of the models on
these pages have becn painted nsing fasttechniques
that give a good overall appearance to a squad.

Once you've bought 2 couple of boxes of Imperial Guard,
yon'll want to begin fighting battles with them as soon as
possible. That means you’ll want to get painted models on
the tabletop without spending hours on all those fddly
lixtle details that win Golden Demon Awards. For models
thatare part of an army, theee's nothing wrong with simple
techniques that give a good battlefield appearance, but
which allow the speedy painting of whole squads. This
‘Eavy Melal shows you just how good squads of the
Imperial Guard can look with a guick paint job.

I have chosen to paint members of the 9th Necromunda,
the regiment shown on the cover of the Imperial Guard
box and in last month's White Dwarf. The box cover i3
an excellent sourceof painting ideas, but you meay, of course,
choose a different regiment, with its own heraldey and
symbols. The two squads T have painted arc a Command
Section and a Support Squad of F Company of the 9th
Necromunda. The units | lave chosen are members of the
Death Blades, a gang recruited in its entirety from the
Necromundz Hive World.

- TR R %
T e S i g b

— I:‘:f

Guardsmeen showidng kAl markings on thelr weapons

i

iRl Grgrsmon: fortal TGros, betmiet Beile Buchle and

It’s also possible to produce excellent detailed paint jobs on Imperial Guard models, as
shown by the four photographs below. Unlike the other Guardsmen on this page, these

models have been carefully painted as individuals for displa

as well as gaming.

ﬂ.-_. _-_ 4 .- o _. } :
Imperial Guard Beastmen: officer and member of Attack Sgued

Richard Kermick's wroinded Guardsmen

20 i

O width wipprer gun and devotfonal back banser

Figuras palred by Darcan Matzhess, Mike Movey. S and John Olancka
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QUICK METHODS FOR PAINTING
IMPERIAL GUARD SQUADS FOR
WH40K BATTLES

The fine detail of the Guardsmen’s badges and symbols
gives the serious miniature painter a challenging job,
especially considering the non-regulation colour schemes
used by so many of the Imperial Guard troops. The Imperial
Guard gives a marvellous opportunity to create excellent
painted miniatures, particularly with customized back
patches and camouflage schemes. Gang and tribal symbols
give you great scope for your imagination, working from
a starting point in the traditional basic imagery of the 41st
Millennium - flaming skulls, tiger heads, crossed swords,
bats, rats, scorpions, cagles and so forth,

However, painting such finely detailed imagery is quite
time-consuming, In this article, I'm looking at ways of
painting large numbers of miniatures quickly so thar you
can get down to gaming with them as soon as possible. This
also helps those of you who are new to painting mindanres
and currently find state of the art paint jobs beyond your
abilities.

The basic colours, washes and drybrushing are applicd in
the usual way as described many times in previous 'Eavy
Mefals. Both the picture on the box cover and the uniform
guide in last month's issue of White Dwarf arc good
reference sources for painting Imperial Guard miniamres.
There are various methods [ employ when adding detail
tor models that make life a little easier, and painting faster.
Although an individual miniature painted in this way is not
going 1©0 win a Golden Demon Awsard, the overall effect
of a whole squad painted with similar patterns and
colouring is aesthetically very pleasing,

The numbers below refer to the photographs on pages 74
and 75. Note that some of the nombered models appear
in one of the two main photographs, not as separate
photographs,

Command Section and Tactical Squad: The main
photographs show how a good overall effect is achieved
when the miniatures are seen as a squad. Note the similar
positions of the models” arms and legs, adding to the unified
effect. By adopting this common style of positioning, you
can imply an overall direction of movement. Arms and legs
placed in 3 multitude of positions would spoil the
impression. Painting all the models as a group cather than
one at a time also makes it easier to achieve this unit effect,

1 - Commissar: The basic black paint job offser by red
and yellow creates a very suitable militaristic look. To keep
the brilliance of the red for the collar, cuff, patch and
epauleties, these ancas were first painted white to cover any
overlapping ofblack, Yellow piping was added to the cuff,
collar and coat, carcfully following the edges of the model.

2 - Captain: This particular officer and others of the
Command Secrion have chosen not to wear the official grey
of the Guard, and have replaced their regnlation attire with
much smarter white uniforms, An efficient way to paint
their trousers and gloves is to simply apply a warm brown
wash (using a brown and yellow mix) to the undercoared
modcl, and then, once dry, to drybrush with white, A
brown ink wash can be used on the boots and legs of all
of these models to create a weathered look. Breastplates
of the Command Section models can be treated in a similar
fashion with a wash using a brown and red mix over abase
colour of gold. This picks out the embossed details which
can be further highlighted by 2 light drybrushing of silver.

3 & 4 - Sergeant and Medic: These models were treated
in the same way as the Captain and Commissar. The Medic's
shoulder markings were changed to red so that his shoulder
pads could remain white and add to his appearance as a
Medic.

5 - Orderly with 1st Platoon hanner: The banner has
been painted on plain white paper and then oot and glued
after the painting was complete. The base colour of yellow
was applied first, and when dry the red and blue diagonal
cross pattern was painied. A white circle was added in the
centre of the flag, which was allowed to dry and then
painted on agaio to get a good opaque colour A similar
process was used for the large green wreath; painting a base
version, allowing it to dry and then repeating the job. A
technical pen was used for the leaf outlines. Finally, the
denailed face, wings, honour wreaths, numbers and edging
were painted, with pen cutlining where necessary. If you
want, you can use avery fine brush to achicve abetter effect
when outlining, particularly on the scrolls and wreaths.

I made no attempt to render legible lettering on the banner,
s for gaming purposes the overall effect is perfectly

-adequate. If Twere to atempt 2 complete artistic rendering

of this banner 1 would have tackled it in the same order
but with foil instead of paper, and inks for shading the base
colours. Each letter would have been carefully and
individually painted so that the words were legible. To make
all this easier and to make the result more imposing, I would
probably have used a Iarger flag by removing the banner
pole and replacing it with wire. Although the finished effect
would have been better, I would have had o spend a great
deal of time on it

The Orderly's red helmet crest was painted using a base
of Hobgoblin Orange, with a wash of red ink applied for
shading. Pink drvbrushing (made from 2 mix of red and
white) was used for the highlights. The final result is a red
plumie. If T had painted the crest with a base red to start
with, the overall efect would have been much duller. This
also applies to the red used on the officers and Commissar
maodels. | wanted the red to be very martial and to stand
out against the much drabber Guardsmen - the red ink
shading on the orange hase gives me the brilliance [ desived.

6 - Guardsmen: The two Guardsmen models in the
Command Section show the tribal deqrbblade symbol on
their leather cut-offs. A very simplified skull and scroll
shape was nsed here, and again no attempt was made to
paint the badge detail, with only the basic shapes and
sguiggled black lines for the words.

You can, of course, paint this or any other chosen syrmbol
with greater care if yvou wish.
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7 & 8 - Details of the Commissar: Skull morifs are
popular amongst Commissars, in particular with those
coming from Death Blade gangs, and they are wsed
extensively on this model. An easy method of painting a
skull is o use a small brush and to dab a circular shape for
the skull top, with a smaller deawn-out shape at the bottom
of the circle for the upper jaw area, The eyes can then be
dotted in with black.

The Death Blades® arm patch is also clearly visible here
All the Death Blade members wear this patch; not displaying
the insignia-would be a dishonour to the gang and the
member would have to flec - if he wasn't shot first. Again,
4 white undercoat is painted on the arm in a small circular
shape, When drv, Citadel Red is added and allowed o dry.
The scroll shape is then painted on as described above.

9 - Heavy Weapons Trooper: The Guardsmen's helmets
are painted with Gun Metal. A very fine drybrushed edge
i the peak makes the front of the helmet stand out against
the Guardsman’s shades and is a subtle but useful touch.
Also note the kill stripes on the barre] of the trooper’s Jas-
CANNON.

10 - Helmet, Chest and Kill Markings: To make these
markings stand out, they are best lined with black, This
can be a bit tricky because of the curve of the helmer and
waobhles may tend to creep in. Don't worry, though: just
straighten the line out by thickening it, and then thinning
it back down to the correct thickness with the original
helmet colour

All chest plates can be painted yellow, with any red
markings added afterwards. When thoroughly dry,
numbers can be added with either a brush or a technical
pen.

Kill markings on gun barrels can be either white stripes,
or black stripes on a white background - remember,
howewer, that it can be difficulr to work on curves,

11 - Camouflage Striping: Once more, a reverse technigue
is used. nstead of painting a black stripe and outlining it
with white, it is much easier and quicker to paint a white
siripe and, when dry, add the black stripe in the middle
of the whitc arca.

12 - Kill Banner: This is made feom paper and then glued
onto the gun barrel. The banner is simply painted red with
white dots depicting small skolls (the kill markings) -
remember that it is easier to paint the banner before sticking
it onto the gun.

13 - Facial Tattoos: A variety of tribal markings can be
chosen to snit the gang or tribe from which your
Guardsmen are drawn. Members of the company [ have
chosen to paint come from the Death Blades gang and all
have rwo chevron-shaped blue facial tattoos:

These facial tattoos are probably best painted with Citadel
Colour rather than ink, as ink tends o run too much. Larger
blocks of colour are more effective than the sort of tatoo
vou would find in real life - a spider’s web might look good
on a real person, but imagine tryving o paint such a oo
o ten of moee models! Painting halfl the face red and half
white, or adding a black band across the upper lip are
alternative types of facial decoration suitable for models.

14 - Helmet and Face Dretail: Helmet markings and Ficial
tantoos are described above (see 13 and 10).

15 - Belt Buckle: This has been painted white for
maximum visibility, with the wing and head shapes painted
in black on wp of a white triangle, a5 described for the
shoulder flash (see 22).

Ad Kd

16 - Shoulder Flash: The shoulder marking is a letter 'F
for F Company with a stylised Imperial Eagle motif. This
is best done by first painting on the *Fand then painting
atriangle on either side. When this is drey, paint in the black
lines on the triangles that mark the wing shape.

o [ o

Bases are first paineed green and then covered with fine
sand sprinkled onto glue, which is finally deybrushed
lightly with Spear Staff Yellow.

S0 there we are - some quick and simple solutions o
painting whole units of Imperial Guard models, allowing
you to easily build up a large force of painted Guardsmen
ready for the wanzames table.

The other four miniatures shown here are also part of the
Imperial Guard. These models, however, have been painted
carefully with all the details added, showing what can be
achieved with a little more time. These miniatures could
certainly be found as part of an army, but they are also
suiable for display as examples of fine miniatuce painting.
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This month's extract from the
great book known as the
Index Astartes deals with the
official order of battle for all
Space Marine Chapters -
the Codex Imperialis.

CODEX

IMPERIALIS

"My wiil be dore’

Codex Imperialis page 1.

The Legiones Astartes, commonly known as Space Marines
or colloquially as Argels of Death, are the elite fighting forces
of the Imperium. Marines are physically, mentally and
spiritually superior to ordinary soldiers, a condition ensured
by rigorons selection and training. These devont warriors exist
to seryve the Emperor of Humanity, and do so with religious
zeal and cold efficiency.

RECRUITMENT AND TRAINING

Recruits are taken mainly from feral or hive worlds, but
occasionally civilised worlds produce suitable individuals.
Above all, an aggressive Aghting spicit is soupht by the Legiones
Astartes. To be accepted, individuals must show an almost
inhuman capacity to fight, even though the chances of
surviving the battle may be negligible,

Only young males are chosen for Marine training, during
which time their minds and bodies are strengthened by bio-
chem and psycho-surgery. Consequently, the most imporeant
resource of any Chapter is the ancient Gene-Seed required for
the implants which transform an ondinary human being into
4 Space Marine_

Marine development is also conducted on a spiritual level.
Throughout their arduous life as recruits, Marines are subject
o constant indocirination, imbuing them with an
unguenchable respect for the Emperor, and a lifelong
obedience to discipline.

ORGANISATION

The Legiones Astaroes are organised into 1000 Chapters, each
led by an Imperial Commander. Chapters are anfonomous
units, each very much like a self-contained army with its own
uniform, transport (including spaceships), specialist non-
combatant support personnel and home base (usually a fleet
or planct bascd Fortress-Monastery).

A Chaper’s fighting force of around 1000 Marines is divided
into 10 Companies, each commanded by a Captain assisted
by a Lieutenant. The exception to this 15 the 1st Company
which is composed of the most experienced combat veterans
and led by the Lt Commander of the Chaprer. Within a
company, Maringes are organised into 100 man squads, one of
whom is a Scrgeant.

TAGTICAL ORGANISATION

For any given battle, squads are equipped and organised
according to operational requirements, and this results in three
basic types of squad;, Tactical, Assandt and Devasiaior.

Tactical Squads are all-purpose nnits, capable of accomplishing
most battleficld rasks. Assault and Devastator Squads are
equipped for close-combat and heavy weapon support
respectively.

The hasis for the organisation of the Legiones Astarics was
decided many thousands of years ago during the First Crusade,
and takes the form of a mighty tome entitled the Codex
Imperialis. The Codex deals with all aspects of Chapter and
bartlefield organisation. Some Chapters adhere rigidly to the
instructions laid down in the Codex, almost as an article of
Faith, while many have diverged from the Codex due to local
circumstances, tactical needs and continually evolving
tradition.

S0 i was in the beginning: so ever it shall be’

Credo of the Iron Hands

The Blood Angels and the Iron Hands (both Chapters of the
First Founding) rigorously adhere to the ordinances of the
Codex. These Chapers firmly believe that the Codex embodies
the divine wisdom of the Emperor and as such is a sacred text,
Many Chapters follow it rigidly, not only as 2 fundamental act
of devotion, but to help 1o ensure victory by carrying the power
of the Emperor within the very fabric of their onzanisation.

Variation from the Codex

A good example of organisational variation is provided by the
‘Raven Wing' of the Dark Angels Chapter. This entire company
is equipped with M14 Bullock jet cycles as appropriate to their
high spced reconnaissance role. Further examples of
divergeance from the strictures of the Codex can be seen in
the many specialised scout units in Chapters throughout the
Imperium. Future issues will present details of Marine
organisations which vary from the Codex, together with the
corresponding information boxes which, when used with the
main army list, will allow you to field a force representative
of the Chapter(s) in question.
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The Marine Army List below represents the organisation and
equipment specified in the Codex Imperialis. Personalities (ie,
high ranking or specialist Marine personnel) have access (o
rare and nnusual equipment not normally available to ordinary
Marine troopers,

The list allows for the assembly of a task force or ‘detachment’
of Space Marines, including any vehicles, support weaponry
and special racrical equipment required. The overall
composition of the force will depend on the nature of the
task - assault, heavy weapon support or whatever the situation
calls for,

USING THE LIST

Personality Models

The senior officer chosen from Lt Commander, Captain and
Licutcnant is designated as the Detachment Commeander. He
has ultimate authority on the battlefield, In the list, the
characreristic profiles of these personality models are not
necessarily indicative of rank. It is possible to have a very
expericnced Licutenant (Major Hero) and a relatively less
experienced Captain (Champion) in the same force (length
of service and rate of attrition account for this). This represents
both individual differences and the unigue requirements of
different runks,

special consideration needs o be given to the use of
Techbmarines (see below) and Librarians. Both these
personality types have 2 random element to their generation
(maximum number in the case of Techimarines; psychic ability
in the case of Librarians). Consequently, if vou wish to include
these types in vour force, you should make any decisions and
die rolls first. You will then be in a position to know how many
points you have left from your agreed total for picking the
rest of the detachment.

Basic Equipment

This is mandatory cquipment eonsidered essential to the
persomality’s function. The points value of all these items is
included in the Poinrs per mrodel cost.

Standard Equipment

Standard Equipment has a pre-set poines value. If this option
is selected, then alf of the hardware specified must be taken.
Unwamted items can be given w other personality models. The
pre-set points cost of Srandard Equipment must be added
w0 the Points prer moded cost,

Special Equipment Charts

Instead of Standard Equipment, a personality may have
alternative equipment, determined by rolling on the Special
Equippment Charts, Equipment randomly gained from the
charts in this way must be taken (but may be discarded or given
o other personality models if unwaneed). The poines are paid
fper rodl. The appropriste charts, number of rolls and poins
cost per roll are indicated for each personality type. The chans
appear at the end of the list.

High ranking personalities may modify their rolls as follows:

Librarians and Chaplains may add 5 to cach roll.
Licutenants may add 10 to each roll,

Captains may add 15 to cach roll.

Detachment Commander, Master of the Apothecarion and
the Chief Librarian may add 20 o each roll.

They may either choose the equipment determined by the
original roll, or by the roll plus the permitted modifier. Mot
that, if used, the modifier must be applied in full.

For example, 2 Capain @akes 2 roll on the Heawy Weanons
chart. A roll of 57 gives a Multi-laser, but alternarively he may
add 15 to get a result of 72 - a Heavy plasma gun, He may not,
however, take the Multi-melta which lics berween these
TWo OpIons.

Additional Equipment

Regardless of whether a personality chooses Stanedard o
Special cquipment, the Additiona! Eqguipanernt listing gives
details of other hardware that the personality may have by
paying the points indicated.
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The list includes details of the specialist troopers known as
chmarines. These are battle-brothers (and therefore front
lime: fighting troops), but trained by the Adeprus Mechanicu:
for their tactical role as field engineers. Techmarines are
erential for any action involving vchicles, support weapon:
or engineering work, Unlike normal Marine troopers
Echmarines are trained to be able o operate individually,

The Making of a Techmarine

Marines with experience in the handling and maintenance ol
vehicles or special equipment, often in battle conditions, and
fwse who show exceptional aptitude with rechnology, will
beconsidered for special instruction to become Techmarines
[Freater Astrofechnfcus). Inan age when technology is reverecd
ind regarded with almost supernararal awe, such aptitudes
are highly valued. Marines which display such ability o
rommune with machines are selected for thirty yeacs
instruction by the Adeptus Mechanicus, During this time they
lexrn how to divine the Runes of Engincering and study the
Liturgy of Maintenance, This great body of lore must be
committed o memory and understood by the novice
Techmaring, including the arcane Mechcantrips which give
mystical power over the intricate workings of machinery. They
wre taught by their masters how to 'feel” the pain of their
machine and heal i, according o the wisdom of the ancients.

%‘F

Examples of Litnrgy

According to the ancient wisdom of the Adeptus Mecanicus,
A support weapon or vehicle will only perform well if the
correct rituals arc observed during maintenance and use. Such
rituals must be learned by heart, Since there are many intrican:
rites to be learncd, with a variation for every conceivable
tircumstance in barele, it is not sucprising that it takes thirty
vears fully to instruct 2 Techmarine.

‘With rhe Blood of an enemty shall the marks be made
ufion the missile. Then bless the missile and present
unto the mounting. Say the prayer of firing and curse
the target. Do this rafridly ﬁ?‘uf the wrath aof the weapon
be wasted. Point the e € tweapor so thal (i ey
see the object of fis wrath. l .Ire-r: the weapon bas wttered
terse and eqten the son s victime, then shall vou
take up the next missile., 7

‘Firing Rite’ {old recension)

After thirry years of training is completed, the Techmarine is
‘ordained” with great and sombre ceremony and he returns
0 his Chaptér, Within the Chapter, Techmarines may be
deployed in varying strengeh to accompany any detachment
which includes vehicles or specialised equipment.

Techmarines in the Army List

The number of Techmarines available to a plaver is decided
randomly by rolling 6126, This is the maximum number
allowed - a player may have fewer Techmarines in the
detachumnent if he so wishes, but the force may never have more
vehicles, Dreadnoughts, or other machines than Techmarines
|see below ).

Techmarines are esscitial if vehicles and support weapons arc
to be included, Normally, the Detachment Commander wonld
not contemplate sundering Techmarines from machinery, and
will therefore ensure that each Techmarine is taken together
with an associated piece of hardware. Consequently, it is not
necessary to include all available Techmarines in a force, but
there must be ar least one for each vehicle (excluding bilces),
support weapon, Dreadnought and maniple of robos (sce
Adefitfonal Equipment and Weaponry for further details).

A Techmirine "knows the way” of all vehicles; their mysterics
have been revealed to him and all his comrades look upon
his deeds with admiration and wonder Wisdom has been
handed down for centuries and is contained both in oral aod
tradition and countless written works,

And when at last be came upon the velricle, be perceived
rgine therein and forthieith striecck
good. Thereupoit I.hn_- engine ignited

the distress of th
the rune and it
and was filled with strength...’

from 'Lord of the Engines' 16th Tome, verse 2001

An important aspect of much of the liturgy is thas a phvsical
action should be accompanied by an arcane utiesnce, as the
following extract illustrates:

"When witering the incantation, mark well thar the rod
Is upon gnd nof within the intake. The second
fncaritation should not be urtered until all the fumes
har e forth, then the way shall e clear for the
Fi words to penerrate unto rhe beart of the engine
if it be cold

If the mounting be bot say the third ru
the fourth rune is rrr.an:t*upprrfrmdh For thewn the wwrath
of the engine will be arcused...

From "The Book of Five Runes’

Techmarines in Action

A Techmarine, though linked o a particular machine, does
not have to remain with ir during bartle (drfvers are an obvious
cxception to this). Techmarines can move and fight just like
any other personality model, and it is useful o deploy them
on the battlefield since, in addition to providing extra
fireprower, Techrarines are capable of fixing vehicles that have
sustained critical hits,

When a vehicle has received special damage as a resulr of 4
critical hit, a Techmarine may attempt to restore functions.
Special damage other than damage 10 occupants or complete
destruction of the vehicle can conceivably be attended ro by
the Techmurine, whose technical expertise is profound. To
represent this, roll a D6 when the Techmarine arrives at the
vehicle On a score of 6 the damage is repaived and the machine
will function again next turn. On a score of 1, the vehicle is
damaged bevond redemption and the Techmarine will spend
the remainder of the turn reciting the last rites for it. On a
score of 2-5, roll again next turn, because the Techmarione is
engaged in deep ‘'communion’ with the machine and
restorarion of function may yet be possible,

SQUADS

The Codex Imperialis dictates the armament of each of the
three types of squad, and this is reflected in the Basic and
Standard equipment, All basic and standard equipment is
included in the Pormts per squad value.

In addition, the Codex permits various Optional Upgrades.
These upgrades are unusual in that they must be applied to
eyvery squad of that type present in g player's army - yotu cinnot
single our 2 specific squad and simply upgrade that one alone.

As a consequence, the total cost for any upgrade depends (in
part) on the number of sguads of that particular tvpe, The
costs for these upgrades are per squad, afid this must be
multiplied by the number of squads of that type o find the
full cost to the player.

For example, Tactical Squads are normally armed with a
Flamer, but the list allows you to substitute this fora Shuriken
catapult. The additional cost for the Shuriken catapult is B
points. This is the cost for a smgle squad, sof a player has
choosen 3 Tactical Squads, thetotal costis Bx 3 = 24 points.
Players have the option of splitting any 10-man squad into two
S-man squads. This should be done after the armament of the
full (10-man) squad has been determined.
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DETACHMENT COMMANDER

Thiz will be the hiighes! remking personality in the force, selected from the firn 3 officers
Tisted Below:

0 1 0 ANDER
£l ) B 0 0 0
: : ITIWIE[ATLd [Tt | QO [WP
CHAMPION 4i5/5/4|3)1|5(1| 8 | B | B | 8
MINOR HERD 4/6|6|4|4]2|6(/2| 9 |8 |9 |9
R HERD d(6(6f{d(d(3|/6/3| 9 |8 |9 |9

Second in comemand mnd right fund man te the Commander af the Chaprer. the Liswrerent
Commander i often delepated command of imporsar sk forces

o6

MRYERRD ARMOUR WITH COBKLURNICATOR,
BESPIRATUR AND ALTOSENSES

KNIFE O COMBAT ADCESSORY

BOLT FISTOL

FRAG GREMADES
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Each Marine Company is commuanded by a Capraia. His baelgfield role is 1o move among
the squads of the Goempany fending his supporr vdere i {3 most aceded,

=

FOWERED ARMOLUR WITH COMMUNICATOR,
RESFIRATUR AND ALMTO-SENSES
ENIFE OR COMBAT ACCESSORY

BOLT PISTOL
FRAD ORENADES
()
L] [ i () 1 i
CHART ROLLS FTsmoLL [ BOLT GUN
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MINDR HERG NAGENNAGREEEEEEE MINOR HERO NEENNAGREICEEED
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The Lieutenant is second in comeuend io a compeaury Captain and acty as his rght hard man,
His jocrical role i strdtar fo char of the Capoadn, exencised wader ke Coplaein's fosmneciion,
Showld the Capiain fall, the Fientenanr assumes ¢ d off the Compariy.
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The Mastery Level of the Librarian is defermined by a rol] on a 04 Randomly deermine the appropriaie
Psi-Level and rumher ol abalities as mdscatad for the Lavel of Mastery. The points valoe given includes
the cost of ahaliti=s and 15 added to the basic pomts value quoied above,

1-6 LIBRARIANS

{44 CHIEF LIBRARIAN (MAJOR HERD) 0-1 COMICIER [CHAMPON)
{41 EPISTOLARY (MINOR HERO) i-6 LEXICANIAN (MARINE)

CHIEF LIBRARIAN 94

Rascloenly determime pychic abilities using a D) Random determinaton between approprisle Levels
cam be made nsing any appropriste dice (ic D2, 03 or D4)

abveebans are batle-scribes wink fnporkint Comununicanions ond recomnairance duties. The Laevel 1 Level 2
iy ie thae wonre of prvchic aciiiny of the Chapeer, and Marine Librerian Prkers provide | Anra of Resisiance I Aum of Proiection -
ulwable prvchic support an e balefeld 2 Cure Injury - 1 Beoplasmse Mist
3 Humrmmerhand 1 linx
-"_'“-\ e BASIC EQUIPMENT 4 TTl'lml.l'l'lir}'I From Poeson 4 Meatal Bolr:
o L P 7 T 5 Mental Blow 5 Rally -~
- 1 POWERED ARMOUR WITH COMMUNICATOR. z
l-/ f \"'. "'/{:,.E-" A RESFIRATOR ANIH AUTE-SENSER ? ,?‘”J Mind I ? g‘“‘“‘ Presence
| |'I KNIFE. OF COMRAT ACCESSORY H .rflkh”h“’l“ Al
| _/J AT FISTOL 5 1:;.;';% . 1:[:;;1_!‘5
fpi T L-..__ FRAG RENALIES, ) Wind Blast- 10 Tedepori 2
OFTIONS Level 3 Leved 4
SPECIAL BEQIEFMENT CHARTS STANDARD EQUIFMENT: 4 'Pﬂllﬂ . 1 Aurn of Recalcitrancs 1 Aura of Imvubnersbilicy
i § G Conit oSt
3 Camse Comhasion Y L‘!.w: Wounds
ADDITIONAL EQUIFMENT " E::u“qf‘:;m e
PORCE SWORD . .- eoaivanmmsemsimronos AL & Memtal Blita b Susis
FORCE ROD. . i T Roet 7 Strength of Mind
LY P e T e T | & Telskinensis 3 % Telekinessiz 4
REFRACTOR FELD. .. g 0 Talepathy 3 - 9 Telepathy 4
Hb Transfer Anra - W} Temporal Distort

0-6D6 TECHMARINES

TECHMARINE

Rechmarines are Marines witk specialist techricnl nowdedge. A varpiug sember of

Ferlmarines will be alloraied o amy detachneent Fequeiring ripport weapons, vehicles or
| e hactical squipment. The rumber of Techmarings awailable will determine the amouns
Lol swch equipment availalle fo the deechmen,

BASIC EQUIFMENT

POWERED ARMIUR WITH COMMUNMICATOR,
RESFIRATCR AMND ALUTO-SEMSES

KMIFE OF COMBAT ACCESRORY

BT FLSTOL

OPFTIONS
SPECIAL EQUEFMENT CHARTS STANDARD ECHUIPMENT:
NOHE

ADDTIONAL EQUIPMENT

JUKIF FACE
BOILT GLIM .
FEAL GRENADES

1-4 MEDICS

0= MASTER OF THE APOTHACARION (MINOR HERD)  1-4 FELD MEDICS (CHAMPIONS)
CHAMPION 65

Medics ane bastie-brothers with special wedical ratning. Their leciical role i te provide
medical assistance io fellow Marines in comber, gnd 1o ensure rervizvl of the gene-seed.
For furiteer devails see White Dwarf 102,

BASIC EQUIPFMENT

BASIC BQUIPMENT
MWERED ARMOLUR WITH COMMUNKATOR,
RESPRATHR AND AUTO-SENSES

i i | RATRE KNIFE O COMBAT ACCESSDEY
i i J BOILT PISTOL
s T s S FRAT GRENADES ENERTY SCANNER,

BEO-SCAMNER
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SPECIAL EQUIFMENT CHARTS STANDARD EQUIFMENT:

BOLT GUN CHAINSWORD

MED-PACK
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CHARY ROLLS PTS/BOLL ADDITIONAL EQUIFMENT
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gL AT Moo e T et g |
[FLENA DESI IS5, ES 02 7 e A FT
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Tacrical Squads ave the basic fighting weit of the Chaprer, artted, froieed and Assaulf Squads are armed, trained ond eguipped for storming aciions. Ther
equipped for o flexible mle in banle. arrament primarily feaiures close combar weapons.

BASIC HQUIMENT B bsiciqueme |

FIFFERED ARMOUE WITH COMMUNICATOR, FOWERED ARMUOUR WITH COMMUMICAICE
RESPIRATUR AND ALTCHSENSES RESPIRATOR AN AUTC-SEMAES

KENIFE DR CORMBAT ACCERSREY : : EHRIFE R COMBAT A0CESSORY
BOLT FISTOL FEAD GRENADES EOLT FSTOl FLIMF ORESADED
CRACK GRENADES FRAL GRENADES

STAMDARD ECQLIIFMENT

SERGEANT: BOLT GLUN ARD BRO-3C8MNER
T MARINES: BOLT OUN
I MARINE: MESSILE LALMCHER
(ECLUIDNG TARGETER &
SUSPENSORS) WITH FRAG AND
MELTA MIIFSILES
! MARTNE: FLAMER {WITH TARUETER
& SUSPENSORSE)

OFTIONAL UPGRADES: (additional points cost is per sguad).
SUBSTITUTE ALL FLAMERS WITH: SUBSTITUTE ALL MISSILE LAUMNC HERS WITH:

STAMDARD EQUIPMENT

SERGEANT: CHAINSMIED ANT
BMI-SCAMNER

T MARINES: ADDMTROMAL BOLT PRETOL

1 MARINE:  HAWD FLAMER {WITH
ARCETER & SUSPENSORE

1 MARINE:  PLASKMA FISTOL (WETH
TARCETER & SUSPENSORE

OFTIONAL UPGRADES: (additional points cost is per sgmad).
SUBSTITUTE ALL HAND FLAMERS WITH:

GRATION GUN, : U (FREE)  BEAMER e B e 20
MELTAOM W 5 HEAVY PLASMA GUMN 45 FLASMA FSTOL. .. T vee i3 WER QUN it voer v o - 0L (FRES
PLASMA GUN. ... ... o 4 LAS.CANNON a N: POWER AXE i v . {FREE} (WITH TARGETER & E1SPEMBOR
SHURIKEN TATAPULT, ... i ] = SRR AP AN E Er b POWER SWORD , A FREE)  'WHERE AFFROPRIATE|
{WITH TARGETER & SLAPERSOR) MULTT-MELTA .. . s e
EQUIF ALL SERGEANTS WITH ADDITIONAL: EQUIF ALL SERGEANTS WITH ADDITHONAL:
CHATADRD 2, WEBOUN w2 GRENADER: POWER AXE B GRENADES: NIRTEX (... ...
FOWER AXE el PLASMA (I e | POWER GLOVE, . 15 PLASMA (0. .ooenan. 0
POWER GLOVE, | & YIRS {4} i 4 POWER S'WORD T YIRLS (4. 4
POWER SWORD.. . ... T VORTEX (I Frasidy
EQUIF ALL SQUADS WITH: EQUIF ALL SQUADS WITH:
JUMP PACKS........... . }0 HALLUCINGEGEN L. ) ECARE TAS B i IME PEETES s el HALLUCIMNOHTEN 0 SCARE GAS 1
GRENADEY HAYWIRE. ..._..... 4 SAE. 5 FOWER SHIELDS n WAYWIRE, . A} EMORE ek
ANTE-FLANT e KMNOCH-OUT 5 FTASEE . in CHATNSWIRS 15 ESOCR-LT 5 ETASS .4
BLEMIF L. e s oI '\ MELTA-BONE Y| STUMM ... ..... 5 CRHENATES, MELTA ., e ETUAM ... oiind
CHOKR e PHOTEN . i TANGLEFOOT ..., 10 AR REALT it FHOTON - TARGLEFOOT. .0
H AT s LA | RAD & TOKIN A% 5 CHORE. .. ETERES RAD 41 TOXIN GAS...........%

SUBSTITUTE ALL STANDARD EQUIFMENT

ANTI-PLANT ..o, W HAYWIRE .. .., 4  EMDEE. . o PLASMA FSTOLS WITH:

BN 25 v s 1 KROCE-OT 53 STASIS 4

CHOKE M FHOTOM . 1 STUMM . “

CRACEC ol a i e B Py NS 4 TAMNGLEFOOT 1 POWER ANE . o oo (FREEy POWER SWORD.. . iovoviiaaiasnws F {FREE)
HALLUCIMNGGEN. ........2  BCARE OaS8 | TONIN GAS, . L

ad
WE

Devarsiator Squeads are armied, froimed ard equipped for a close sugpot o
Their armarent primarily features heave weaponry

POWERED ARMOLUR WITH COMMUZNICATUE,
RESFIRATOR AMD ALTO-SENSES

KNIFE Ok COMBAT ACCESSORY

HIHLT FISTUL FRAS GREMADES

STANDARD EQUIFMENT

SERGEANT: BOLT GLIN

& MARINES: BOLT GUN

I MARINES: MISSILE LaLNCHERS
(INCLUMMHG TARGETERS &
FUSFENSORS) WITH FRAG 480
CRACK MISSILES

I MARINES: HEAVY BOLYER (INCLULING
SUSFENSORS)

OPTIONAL UPGRADES: (additional points cost is per squad),

SUBSTITUTE ONE OR BOTH HEAVY SUBSTITUTE ONE OR BOTH MISSILE
BOLTERS WITH: LAUMNCHERS (AND MISESILES) WITH:

BEAMER . .. .. = R LAS-CANNON. .. .. .. om e R
HEAY PLASMA GUN._ .. ... .. ¥ OB 60 MULTI-MELTA. ... ... oA O 4
EQUIF ALL SERGEANTS WITH ADDITIONAL:
PIPNER AXE. . ., -8 WEE GUN. e ] VIRLS (4 .. et
PORVER GLIWE.. ........ IS GREWADES: FORTEK {11 . -]
PIAWER SWORD, is PLASMA [f.....ooo0nend
EQUIF ALL SQUADS WITH:
JUMP PACKS. . S | HATLUCINGOEN ., BCARE GaS.. ........0
HAYWIRE e 4 BMOKE ©coins s o
RN AL, ENOCK-OUT .. .........5 STalES . Ell
ANTI-PLANT..........§ MELTA-BOME caee Hl STUwAM .. 1
BLIKD. .l .o B FHOTON o 0 TANGLEPCOT.........D
CHOKE. ..., vl BAD s s TN OAS, v
CRACH L oo o
EQUIF ALL MISSILE L ALINC HERS WITH: {points cost per Launcher is per Sguad)
ANTEPLANT............ & MELTA-BOME . .. A ETUFM . L}
BLIND viees | FHOTOX. , ., 1 TANGOLEPOOT 1
CHOKE. ... ............% e e . ¢ TOXEN GAS. T
HALLUCINOGEN 2 SCARE (A5, vl
HAYWIBE ... ._o........d SMOKE .......... Sl
HNOCKOUT . .. . ] STASIS .. . T 4




@

TERMINATOR SQUADS
0-4 TERMINATOR LIBRARIANS

0-4 TERMINATOR TACTICAL SQUADS

at 450 Pts per Squad

T

1 SERGEANT AND 4 MARINES

BEIS T

MARINE [x4]

RASIC

ARMONIR

TERMINATOR T.-.f'.'l'in::'.u DREADMOUGHT [SERGEANT  STORM BOITER

0-4 LEXICANIANS

PROEILE: ¢
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120 0-1 EPISTOLARY
0-1 CHIEF LIBRARIAN

LEXICANIAN

COTMCIER

EPISTOLARY

CHIEE LIBRARIAN| 4

THEMINATOR TAUTICAL FHEADMOUGHT
ARMOHIE (ABGES SLIIT WITH
PEYCHKL HOOTY)

STORM DOLTER

OFTIONS
SR VERY

ENT i STANDARD EQUIFMENT

PURCER ST

3 MARINES  STORM BOITLR

B MAHINE R

POWER GLOVE

COFTIONS

ITEM T B REPLACED

HEAYY FLAMER

S REPLAEE AT NO POINTS COST:

FOWER GLLWVE (WHOLE SUUS D CHAIN FIST

HEFLACEMENT

ASSAULT o N My

UG RADE
HEFRACTOR FIELD

| UPGEADE ENTIRE SOUAD:

GREMATIE HARMERS (FRAG OH CRACK

I"‘.Jil..'\-l;;'-l'.“_ll Al
ELIH]
L]

0-1 TERMINATOR CAPTAIN

CHAMFION 100

150 MAJOR HERD 200

UPGRADE
REFRACTOR FIELD

o BASH. FCAEPMENT
TERMIMNATOR TACTICAL BREADMNOUGHT
ARMUNIR
STONM BOITER
PO ER GLOWE WITHGRENADE LALMCHER
JFILAGG CHE CHACK §
FOWER SWORD

UPGRADE CAPTAIN;
POINTSMODEL
b

HPGEADE ANY LEBRARIAN:
PO N TSMCEDEL
il

CODICIER
EFLSTOLAKY
CHIEF LIBRARIAMN

TSYCHIC POWERS

MASTERY  PSL-LEVEL : CARIIIVIES
| A0 105

e LLlE 2
:] A 41 Hs
-4 12100 41 M

(e D2, LH, ).

Randomly dewermine paychic ahilities using a DG Random
delermination begwooen levels con e moade ER) 1he appreprian dice

LEVEL 1
ALIHA OF RES
CURE INJLRY

MEMNTAL BLCY
STEAL MIMD
TELEEIMES]S
TELEPATHY 1
% TELEPORT 1

W1 WEIMEE B AST

PR, P g

LEVEL 3
| ATIRA COF REC

9 TELEPATHY %
IF THANSFIR Al

HAMMERHAND
IMMUNITY FEOM POISON

o ANIMAFE WIEARCN 2 CHANGE ALLEGIANCE
3 CAITSE CoMFUSION bOCURE WO IS

I UALSE FEAK +  LIME

3 DESTROY ALRA 5 MEMTAL BLAST

O MENTAL BLITE G STASIS

T ROUT T OSTHENGTH F MINLDY
B TELEKINESI: % H  TELEKINESIE ¢

LEVEL 2
IS TANCE I ALTRA OF FROTECTION
T ETTOPLASMIC MIST
FoOIMX
I MENTAL Baa
W 5 RALLY
o SENSE PRESENCE
I T SMASH

4 TELEKINESIS 2
4 TELEPXTHY 2
TELEPLMRT 2

LEVEL 4
ALCITRANCE | -ALIRA OF
INVULNERABILITY

b TELEFATHY 4
EMTPORAL DISTUIRTICRN

M4
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Power Shicld

Power Shields are commonly used by Marine Assault Squads
where @ decision has been made to sacrifice one hand-held
weapon for additional close combat protection,

A Power Shield is a thin sheet of plasteel with a very small
Power ficld gencrator incorporated into the design. The
generator produces 3 small field sufficient to cover the surface
of the shicld.

The form of the Power Shield varies considerably from Chapter
to Chapter. For examplie, the Crimson Fists favour coffin-
shaped shields, while the Blood Angels use a eruciform shield
and the Iron Fists bear shields moulded into the shape of a
medieval armoured gauntlet. Often a cloth banner bearing
Chapter insignia will he hung below the Power Shield, and
on ceremonial occasions high ranking Chapter officials are
often accompanied by a bearer with such a shield.

A model equipped with a Power Shield adds 1 to its saving
throw against all shooting hits. At short range or in close
combat, add 2 tw the saving throw. No addition is made w
the saving throw against explosions.

Imperial Stasis Ficld

The Imperial Stasis Field is a further development of the
primitive Stasis field which is commonly available. The
advantage of the Imperial Stasis Field is that the duration of
its effect can be controlled. In the turn in which the model
activates his field, he can nominare how many turns he will
be ‘in stasis', reappearing at the end of the final turn nominated.

i

Combination Weapons

“‘Combi-weapons’ are custom built devices which incorporate
two ot more firearms in one unit, The component firearms
are a mixture of Standard and Close Combat weapons, and
the user may fire one, some or all of these weapons
simulancousiy.

Each combi-weapon is meticulously crafted according to the
requirements of a particular individoal. Consequently, each
one is expensive and unique, and typically only nsed by high
ranking Chapter personnel, wealthy adventurers and
bounty-hunters.

Some combi-weapons can incorporate ¥ or 4 component
weapon types; various shields, smoke dischargers, micro-
grenade lavnchers, Las-cutters, Phase field generators and any
other fearures according to the individual's specification
Barttlefield combi-weapons are usually less complex, rarely
incorporating more than three component weapons.

Combination weapons are only available to Marine Officers
by means of random genecation from the Special Equifnment
Cihari. If a combi-weapon is taken, its component firearms
should be generated randomly as follows:

D6 Number of Barrels

1-3  Double-barrelled
45 Triple-barrclicd
& D6 barrels

Once the number of barrels has been determined, the weapon
type for each barrel is generated randomly by rolling on cither
the Standard or Close Combal equipment chart (player's
choice for each barrel). These rolls do not cost any extea points,
and non-firearm results are ipnored (roll again,

Every weapon includes the appropriate number of suspensors
and a targerer. Even so, for each ‘barrel’ fired simultaneously
the model suffersa - 1 oneach "to hit’ roll {ie - 1 if one barrel
fired, —2 if two barrels fired and so on). It more than one
barrel is fired the model cannot move on that turn.

Customised Armour

All Marines, regardless of rank, are issued with the standard
panoply of their Chapter. Design details of this armour may
vary according to the traditions of the Chaprer and the
materials and equipment available to them,

In many Chapters there is a tradition of allowing individuals
to modify equipment according to their own mastes or that
of their Imperial Commander. The most common
manifestation of this is that personality models will often have
shoulder plates, helmets or breastplates of distinctive design
to distinguish their specialist role. For example, Chaplains
Favour skull-shaped shoulder plates and breastplates, Officers
have skull and eagle mocifs, Medics are distinguished by the
snake emblem, and Techmarines with the claw emblem.

STANDARDS

By thy colour will he know thee.
By thy banners will he fear thee
By thy standard will he deead thee,

f:-r}' Marine, and let spit the weapons of war

Anca

Back Banners

The display of back banners is a manifestation of many
Chapters’ conceprion of war At no extra cost all Marines can
be equipped with a telescopic aerial on their backpack,
complete with integral Chapier or squad banner. These banners
are used on ceremonial occasions, and are often displayed in
battle to help identify Marine vnits. It is common practice for
onc member of each squad to display his banner, which aces
as 1 focal point for the rest of the squad, and marking its
progeess on the battlefield. Volunteering to display the banner
is considered an act of heroism and a privilege eagerly sought.

An ontstanding exunple of this has been passed down in a
legend dating back to the 30th millennium. Several Marine
detachments from different Chaprers had been assembled for
the final assault on the enemy positions, but victory was by
no means assured; the bartle, and consequently the outcome
of the war was held in the balance. It was as if the gods of
war were witholding their judgement, and were waiting o
see which side was most worthy of victory, Then the divine
inspiration of the Emperor of Humanity descended upon the
commander of the detachment, and he gave the order; ‘Let
the banners be flown, for this is the moment of destiny.
Thercupon, in cach and every unit along the entire battle line
the panners were unfurled, and it was like a grear wave to
hehold. Then the commander gave out a cry saying, “The gods
of war are with us, and the entire line advanced with weapons
firing. The victory was won.

Chapier Ceremonial Standards

Any Detachment may have one of the Chapter’s ceremonial
standards at the discretion of the Detachment Commander.
The standlard may be carried by any Marine model or mouned
on a vehicle: Most ceremonial standards are berween 4 and
8 feet square and bear the insignia of the Chapter together
with sacred motifs and battle honouwrs acguired in former wars
and campaigns. Ceremonial standards are also hung in the
Reclusiam and revered as sacred embodiments of the fighting
apirit of the Chapter. Many of these standards are ancient and
venerable relics which have been carried into battle time and
time again by gencrations of Marines, Old, taticred and fragile
banners are devoutly restored, and new battle honours added
to them.

Every Chapter has its own heroic tales and legends associated
with its battle standards, One such story concerns the banner
of the Lamentors. After their involviment in the Badab War,
the banner was but a tartered remnane, having been in the very
midst of the worst fighting. When the Lamentors were granted
the Emperor's forgiveness for their pact in the rebellion, the
banner was given to the Adeptus Sororitas to be resorted and
purified. Their handiwork was indeed inspired by the Emperor
Deified, and it is said that they wept as they wove,
contemplating the Emperor's great sacrifice for Humanity. The
banner became known as the Banner of Tears and was taken
with the Lamentors on their penitent crusade.
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Each Chapter has an extensive reserve of equipment, weapons
and so forth which can be used by a detachment. In principle,
the full mnge of hardware is available, but at any onc time
various operational and manning constraints limit the oprions
open to the Dezchment Commander, and this is ceflected in
the lists below:

Most of the equipment, support weaponry and vehicles used
by a Marine Chapter will require Techmarine custodizns,
drivers or crew. Use of all this equipment assumes asufficient
number of Techmarines as generated by the Army List, The
precise requirements are as follows:

Vehicles

Apart from single-seat bikes, each vehicle requires a
Techmarine custodian, Any listed vehicle may be substituted
by a vehicle of the player’s own design providing that the new
wehicle does not exceed the points value of the vehicle being
replaced. However, the mode of propulsion may be different
{tracks, wheels, hover etc), as desired by the player.

Personality models may be monnted on:

Vincent Black Shadow motorcyele. .. .. 15 80 prs per model
Black Shadow sidecar combination, . 140 pts per mcccl
MK1l4 Bullock Jet Cyele. . .. .. ... ...
Imperial Land Speeders. .
A personality may drive his own vehicle or fit an aneo-system for an
additicnal 10 points. Where relevant, the Techmarine custodian {or
ancther personality model) must be used as co-driver.

One Sguad of Marines may be mounted on cach of:

10 Vincent Black Shadow motorcycles. . . | B 800 pts per squad
5 Black Shadow sidecar combinations. . . ... . 700 ps per squad
10 MKL4 Bullock Jer Cyeles. .. .. ... . L0 100 pts per squad
5 Imperial Land Speeders. . ... o ... L. SELD00 pos per squad

1 Rhino is available per Marine squad at 373 points.
Other vehicles available to the Marine detachaent:

BT BT Sy e R B e S %50 780 prs each
e el e el e e et Kol R .. 240 prs cach
| Lo b Ty R e S e e e B T4 U pts cach

Rhinos, Land Raiders and Grav-Attacks can only be driven by
Techmarines or other personality models
Support Weaapons

The allocation of support weapons to 2 detachment is limited
only by the number of Techmurines available 1o crew them,
One Techmarine is required for each of the following:

Support Weapon Cost (cach)
Mole Mortar 50 points
Thudd Gun 50 points
Rapier

Mluilti-laser 170 poings
Muslei-mela 180 poins
Las-cannon 220 points

Tarantuola (2 weapons of identical type)

Grenade lavncher 80 points

Heavy plasma gun 204} points
Heavy bolter &0 points

Las-cannon 230 podnts
Missile launcher 110 points
Mulri-melts 150 points
Conversion beam 150 points

Both the Rhino and Land Raider are capable of towing the
Thudd Gun, Rapier and Tarantula around the battlefield
without penalty (the Mole Morrar is normally stowed).
Limbering (of stowing) the weapon must be performed by the
weapon's crew, who then clamber on (or in) the vehicle.
Limbering the weapon makes place during the Movement phase.
On the first phase (the one in which the weapon was attached),
the vehicle's rate is reduced by 50%, but on subsequent phases
the vehicle may move normally. Unlimbering also takes place
during Movement. If the vehicle has travelled less than half
its permitted distance the weapon can be set up ready to fire
in the Shooting phase.

Dreadnoughts

02004 points of Dreadnoughts are available to the Detachmen:
Commander(with 1 Techmarine required per Dreadnought).
For full details on Dreadnoughts see White Dawary 100.

Dreadoought Class Cost {each)
Comemplor 201 points
Deseda 216 points
Furibundus 277 poings
Robots

(-4 Maniples of 4 Robots (0-1000 points per Maniple including
program) with 1 Techmarine required per Maniple For full
derails on robots see Whete Duwarf 104.

Robot Class Cost (each)
{standard version)

Crusader 170 poines
Colossus 110 points
Castellan 140 poings
Caaphract 124 points
Congquerar 160 points
The robots may have programs selected from the following;
Program Cost (each)
General Battle 35 points
Take and Hold/Defensive 50 points
Defensive 45 points
Bombaot 20 poines

Tactical Equipmant
The Detachment Commander may also call upon the Chapter’s
reserve of equipment o help him win the battle. A single

Techmarine can maintain up to 5 Bombots, all other items
require one Techmarine each,

Itco Cost (each) Maximom
Rombots 5 points 10
Las-cuiter 35 poines unlimited
Phase field generator 50 points unlimited
50 pOInes unlimited

Teleporter

Off-Table Support

Up o 1000 points may be allocated supporting fire from
beyond the battle-zone. The type of firc required is not
specified by the player before the battle (see Reguesiing
Support Fire below), but once these points have been set aside
they cannot be used for anything else

Spotters

Ome Techmarine may be nominated as a shatter for the support
fire. He may not then drive a vehicle or act as custodian for
any other weapon or piece of equipment.

Requesting Support Fire .

Support fire may be called down by the spotter, Lieutenant
Commander, Captain, Lieutenant, or any Chaplain or
Librarian. The personality requesting support fire must remain
starionary for his entire turn and the arger of the supporting
fire must be visible to him. See WH40K pp27-08 for the range
of options available o a model.

Whoever makes the request for support fire must make a 2D6
roll against his Leadership before the Shooting phase of his
tarn. If successful, the supporting fire will be of the type
requested by the model, and fall during the Shooting phase
of his turn,

If the roll fails, it means thar the rype of supporting fire
requested is not available (and remains unavailable for the rest
of the battle). Supporting fire may be requested again in the
plaver's next 1urmn.,

Points are only ‘spent’ when a request for fire succeeds,
Support fire may be requested until the towl points value
allocated to support fire is expended. Only one individual may
artempt o call down support fire per turn.
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The Special Equipment option presented in the army list
indicates which of the following charts a personalicy is allowed
to use (provided of course thar the personality has not taken
the Standard Eguipment option),

A pre-set points cost is paid per D100 roll on 2 chart, and
duplicate or unwanted equipment must be issued to other
models or discarded - the personality may not re-roll,

Each chart allows a maximum nuseber of rolls. 1If permitted
to use the charct, a personality can have as many rolls as
indicated by this number, although he can choose not to roll
if he so wishes. Each roll must be paid for according to the
cost for that particular chart. A personality not taking the
maximum number of rolls for a specific chart cannot transfer
‘wnused” rolls 1o another chart.

Personality models may add a bonus to their D100 roll, w
reflect their greater access to special and unusual equipment.

Librarians and Ghﬂp!ains. it
Licutcmant .
Caprain . . . .
Chief Libm.nm
Master of the
Apothecarion., . ...
Licutcnant Commander, | |

maty add 5 to each D10O roll
-may add 10 o each IO roll
....... may acld 15 to each D100 roll
comay add 20w each OO roll

may add 20 to each D100 roll
-may add 20 to cach D10O roll

For example, a Caprain rolling 48 on the Standard Weapons
Chart may add 15 to ke his score to 63. This allows him the
choice of Bolt gun or Flamer. The bonus can result in scores
over 100, and the charts have been extended o allow For this

STANDARD WEAPONS

Cost: 3 points per DI0O roll
Maximom namber of rolls: 1

01-05  Shotgun

oo 06-10.  Needler
200 Anto-gen
2140 Las-gun
41-60 . Bolt gun:
6180 Flamer
‘H1-8%  Graviton gun
86595  Plasina gun.
05105 Melta-pun

“106-112 . Shuriken: r:axapul:
113-120 Combi-weapon

CLOSE COMBAT WEAPONS

Cost: 3 poinis per D100 roll
_Lu:lmum aumber of rolls: 2

0115  Sword or combat ACCESSOrY
1620 Powershicld =
21-25  Stub gun e
26-30  Sawn-off shmgun
3135 Needie pisiol
36-45  Las-pistol
46-55  Auto pistol
“56-65 Holt plswl
66-70  Chainsword
7175 Hand flamer
TO-HB0 MWebpgun
Bl-85  Plasma pistol
B690  Poweraxe
91-95 ' Power swond
L96-100. Power glove

10104 Shuriken | : P
- 105:110 Jokaero g':tﬂ Weapon {Da rui.l}
4 Neuro-disrupeer

115-120° Combi-weapion

HEAVY WEAPONS

Cost: 50 points per X100 rol]
Maximurn number of folls: |
01-20 - Heavy bolter
21-40  Missile launcher
(with Crack and 2 other
- random. missile rypes)
41-50  Heavy webber
51-55 Aupto-cannon
C56-60  Mulu-lasér
G1-70 . Mulsi-melta -
7180  Heavy plismsa gun
#1-90  Lascannon
91-120: D-Cannon

All heavy weapons supplied with targeter and suspensors.

GRENADES AND MISSILES

Cost: 7 points per [0 roll
Maximum aumber of rolls: 2
21-12°  Frag

13-25 Crack

26-28  Smoke

29-31 Anti-plant
3Z-34¢  Blind

35-37  Choke

38.40 Hallucinogen
4142 Knock-out
#3-44  Photon
45-46  Scare gas
47-48  Stumm
49 Tanglefoor
50 Toxin pas
51-58 Haywire
5945  Mela-bomb
66-72  Plasma {1)
80-86.  Rad

8702  Sgsis
O3-08  Virns (4)
99-120 Vortex {1}

Except for rare types (quantity specified in brackets). enough
grenadesmissiles are obtained to last for the entire battle

EQUIPFMENT AND BIONICS

Cost: 5 points: por D00 rodl
Maximuom aumber of rolls: 4

01-15  Bio-scanner
16-35  Energy scanner
36-45  Displacer ficld
46-00) - Refractor field
61-75 = Cooversion field
76-85.  Upgmade jump Pack to Flight Pack
B6-88.  Bionic arm
#9-91  Bionic ears
92-94.  Bionic eye
(including targeter,
- hio and energy scanners)
95-97  Bionic legs
. BE-100  Bionic lungs

101:105 Imperial Stasis field
106-110  Frenzon {plus wrist control)
1H-120 Powerboard

Compiled by Bryan Ansell,

Lrerrick Novton
and Nigel Stilinman.
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Captain Worlak grunted with satisfaction as the gates of the fortress were blown to atoms
and J Company advanced on the Traitors’ position. Horren's assault platoon gunned their
jump packs and flew forward into the gateway. It would all be over soon.

Waorlak rubbed one band over bis stubbled chin,
aritommatically treecing the zipzag scars that were bhe ek
of i Warrior of the Kratch, He bad feared that bis 42nd
Vorgarn would be assigmed to some other duties becanuse
they were rotised froe the same bommenaoriad as the traftor
A8k, cnd bead miade sure that bis sufreriors knew of mhe
hereditary blood-ferd between the Kratch of the 42nd cond
the Tarsh of the 35th. He bad wrilfen long dispatches
pleading for the duiy of stampping rbe 38:h ont - fo
evctclicate (his skl wpon the bononr of the bomeworld,
to marke a centuries-old coltvural enmiity serve the Imperial
canse, and as prany ofber arenmenis as be could muster

He did not, of cotrse, meniton his sirorgest reason - that
the traitors of the 38tk were led by Tarsh Marvdik. Crultural
enmities betureen units were aocepted as nattoral, Bl
frevsonal vendertas betieen commanders could interfere
with fudpement, and were stevnl) discouraged,

A buge explosion arnownced that the ciladel was falken,
ctrrd Worrlak burted his fetcycle vy envid forward, huriching
the comm iato life as be did so. He bad to find out

“Herren, What news?™

Wi bave the commmand Dunkern Captain,”
“AndF

CWE bave saved the one youe sk

“Good, You will be retvarded,””

W are retearded already, Caplain trezmy Hovven asedd
the Kratch word for a leader of warrioes, with the bighest
boworific suffix. The fmperigm was all bur forgotten -
this was a Vorgarn affads, and Horren was a Kratch
warrior who was very bappy with bis ledadership. The
screcnes wiich conld fe bedard in the Backgrotend bore ol
his wordds.

Worla@ strode into the wreckage of the commatid centre
i fired the fradior commeander chained up, cway from
the bodies of bis rpen. He paled visibly as Worlak took
off bis pisored belmet, revealing the empiy sockei of bis
right eve,

“ou!"

“Yes, Tarsh Mardil, Me' He stripped off bis uniform
Jacket, and al biy signal one of s men wnchained the

captive. The others pad begun to spread out info a loose
circle around Hhe fio.

Vit's et a dong te, b, Mardil?" Wirlen drew the silver-
Bandied Kretch bunting kuife from bis boot, "Wt niust
it Be - fwenty-five years, Terra standard? I expect yor'll
almost have forgatten by now. Bul never forgot. Thave
this empty socket to remeinid me”" He dropped the knife
ot the floor af the brnker, cred backed away unlil the knife
wrets exactly Balf-uney Belvreen the fun of them.

“You otwe e an eyve, Tarsh Mavdik, And ee come fo
codlect.”

Shetitaneonsly, the fuxy men funged forward for the krife,
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The Imperium is vast, and wars are constantly raging
throughout the palaxy. Bebellions fare up and are crushed:
Orks, Tyranids and other alien races attack on a thousand
frones; heretic prophets rise o brief glory and are destroyed,
new worlds are discovered, claimed for the Imperiom, ancd
pacified. A1 times, it seems, the whole universe Is at war,

Indeed, as far as the line troopers of the lmperial Guard
are concerned, the whole universe £ at war, The Imperial
Guard makes up the vast bulk of the Imperial militiry
machine; recruited from the planetary defence forces of
the lmperium's millions of worlds, it is 2 huge military force
Oof Humans and Abhumains.

No one man knows the true size of the Imperial Guard,
and only the huge Codex Evercifus. mainmained on Terra
by the highest ranks of the Administmatum, contains the
nccessary data for such a calculation. There are some
guesses and rmmonrs - some say that if the whole of the
Imperial Guard were paraded shoulder-to-shoulder they
would cover the enrire planctary surtaces of such-and-such
a system, or stretch from Terra tosuch-and-such a star. The
only thing known for certain is that the Imperial Guard
is unimaginably vast,

Because of i1s enormous size. the Imperial Guard is also
an incredibly diverse organisation. To define the
configuration of every company and platoon, to describe
CVErY VAriation in iroop organisation, equipment and
tactics, would require a work many times the size of this
one and the liferimes of many scribes beside your servant
who writes this, OF necessity, then, we must confine
ouraclves to standard-issue equipment, common roop
types and conventional actics.

An unofficical, but very conpmon practice, amongst usiis of the
Crizard is the adoption of Baitle Badges, These rivetted circular
metal plates are sold to Guardsman by their officers after major
wars and batiles. The Battle Badgse simpiy bas the name of the
action and date stamped onto it The troopers are procd (o
display suck records of their battles and the badges are fixed to
belmets and body armonr even faking precedence over official
urdl dnsignia.

The major unit of the Imperial Guard is the Regiment.
Precise numbers vary, but most Imperial Guard Regiments
are raised with a strengrh of 2,000-6,000 men. Each
regiment s raised from a single homeworld, and the
Imperial Guard trooper regards himself as belonging firso
and foremost to the Regiment cather than the Army 1o
which it is assigned ar its raising.

Regiments are identified by the name of their homeworld,
and a number - for example, the 8th Necromunda Regiment
is the eighth Regiment of the Imperial Goard to have been
raised from the hive world of Necromunda at a particular
raising. Regiments are often given unofficial naomes by their
commanders; thus, the 8th Necromunda Regiment call
themselves "The Spiders’, and usc the symbol of a spider
as an unofficial cmblem. Their commander, Colonel Rasven
Mortz, even goes 0 far as (o keep one of the deadly
Necromundan Greenback spiders as 2 per and mascot,

Regiments are divided into cortpanies, which can vary
widely in their size and composition. The company is the
major tactical unir of the Imperial Guarnd, The heart of a
company is composed of a varying number of piatoons,
and various specialist units and machines are attached to
the company as need, availability and individual prefercnce
dictate - robots, vehicles, support weapons, ally contingents
and the like.

® PLATOONS

The Codex Exercitus gives the standard configuration of
an Imperial Guard Platoon as o Command Secrion and up
to four squads. A Command Section consists of an Officer
inormally either a Captain or 2 Lieutenant), a number of
specialist troops such as a Medic, 2 Commissar, an Orderly
who may carry the platoon's standard, and perhaps an
attached group of Sanctioned Psykers, in addition to rank-
and-filc Guardsmen. A squad consists of one Sergeant and
nine CGuardsmen, and is always attached to a Command
Secrion. Imperial Guard squads always act as part of a
platoon.

L S H A
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Each of the populated worlds of the Imperium has its own
plancrary defence force, raised from among its population,
The lex imperia de munimenta publica lays down that
cach planet shall mise and maintain a planetary defence
force, and a further Imperial decree provides that thesc
planetary defence forces shall provide receuits for the
Imperial Guard.

Recruitment for the Imperial Guard creams off the elie
of the planetary defence forces, according to a scrics of
guotas set by the Administratum. Using a complex sysiem
of probability computations and battle forecasts backed
up by the Imperial Tarot, the Administratum issues a
requirement for troops, which is passed down to the
Imperial Commanders of individual planets. The Imperial
Commander can then formulare his population control
policy for the next generation around the Administratum’s
requitement for Imperial Guard troops and his own
requirements for labour

Quotas are normally set each generation, but in times of
great need, the Administratum may require 2 planet o
supply two or more raisings fromm 4 single generation.
During the wars of the Horus Heresy, for example,
MNecromunda was required to provide dozens of separate
raisings, supplying the Guard with hundreds of millions
of troops in total. Many hive worlds suffered similar
burdens, while at the other end of the scale, many
agriculiural and feral worlds were almost entirely stripped
of their meagre populations, and had to be left for several
generations in order for their populations to recover,

Among the planctary defence forces, it is considered a great
honour 1o be chosen for recruitment into the Ilmperial
Guard. Many young hopefuls, especially on hive worlds
and facrory planets, flock w the planery defence force
in the hope of being found worthy of the Imperial Guard
- their only chance of escape from their clanstrophobic
homeworlds,

Methods of recruitment vary according to the world
involved, On hive worlds such as Necromunda, it is
common to draft entire street gangs into the planetary
defence force = in effect, to legitimise their activities and
give them formal control of an area. The most successiul
of these - and some are so successful as wo threaren the long-
term stability of a wide arca - are drafred as complete
platoons or companies into the Imperial Guard, On feral
and mediaeval worlds, the planetary defence force is
recruited from the warrior caste by a series of trials and
ordeals, and given names such as the Knights of the Star
Lord or the Eagle Warriors, The greatest of these, chosen
again by trial, may join the Warriors from the Stars when
their great ships come out of the sky. Some feral-world
warriors will commit riteal suicide if they fail to meet
recruitment criterii.
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Particularly on feral worlds, the taking of scalps, ears, and
other trophics is encouraged as an index of martial prowess,
Trophy-taking is also common among hive world gangs,
which are similar in many cultural respects to the tribal
witrbands of pre-gunpowder feral worlds, On Necromunda,
for example, many gangs eake the smallest finger of the right
hand as a trophy, Trophies are all-imporant proof of martial
prowess, and thus of worthiness to join the Imperial Guard,

An Imperial Guard Regiment 15 recruited from a single
planct at a single raising. The Regiment is shipped to its
posting after it is raised, but does not receive replacements
for losses. Because of the vastness of the Imperiom, and
irs huge Human population, it is rare for the transport of
personnel to justify the huge costs, risks and time-lags
involved. However, in many Regiments the Gruardsmen's
offspring are brought up within the Regiment, and arc
recruited when they come of age. Until thar time, they
perform menial and support duties, and may fight as a
probitor unit alongside the rest of the Regimen:, being fully
inducted into the Regiment when they have proved
themselves in hattle, '

Because of the lack of ongoing recruitment, it is comimon
for Regiments to become severely depleted, and it is thought
that a great many Imperial Guard Regiments are currently
at less than half their founding strength, In some cases, such
as the 2244 Valeria, two or more Regiments serving on a
world may be combined to form a new RKegiment, which
is given the name of the base world if its parent Regiments
came from different homeworlds,
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Recruits w the Imperial Guard are already partially trained
by virtue of their service with the planetary defence forces
from which they are recruited. Advanced training, weapon
cross-training and variows drills take place during the long
vioyage from the Regiment's homeworld to their posting.
Since it is Imperial policy to post Imperial Guard unics well
away from their homeworld in order o minimise the risk
of revolt, these voyvages can take months or even yvears. By
the time an Imperial Guard unit arrives at its destination,
it is a highly-rained and cohesive foree, ready for almaost
any eventuality,

The Imperial Guard is most often deployved into war zones
or on planets where a parrison is required. Garrison
postings are seldom the easy tasks they may seem, for often
an Imperial Guard garrison has to conquer a world, or
recapture it from Orks or other aliens, before they can
garrison it. Less conumon postings include attachment oo
the entourage of & Rogue Trader, and posting to a Titan
Order as Secutor support troops

A successful Regiment can look forward to being granted
the overlordship of the planet o which they are posted.
If the planet remains peaceful and meets all its guotas, the
Regimental Commander may in time be rewarded with the
title of Imperial Commander and the governorship of the
planet, while substantial land grants may be made ro Guard
vererans who retire from active service due 1o old age. In
due course of time, the Regiment will become a hereditary
nobility, almost indistinguishable from the now-peaceful
native population. The descendants of the original garrison
may well be recrizived, first into the planetary defence force,
and then into the Imperial Guard Regiments that are
raised there,

Crecasionally, the powers and responsibilities of office may
corrupt 2 Regimental Commander who is appointed
Governor of his garrison planet, and he may be tempted
o rebel, as in the case of the 3rd Vorradion Regiment on
Bradur IV. In such cases, Imperial justice is swift and rotal
- less than a hundred days after the rebellion began, the
governor's palace was assaulted by the Space Marines of
3 Company, Legio Astartis Blood Drinkers, with orders o
take no prisoners and accept no surrender terms,

A Kegiment is supplied with weapons and other equipment
at its foundarion, and a Regimental Commander may
request equipment from the Administeatum for a pacticular
task, However, since these requests cin take some time 1o
process and are by no means certain to be approved, many
Regiments will take over factories and workshops on the
world to which they are assigned.

Uniforms are supplied at the foundation, but are not
replaced thereafter; it is the responsibility of the Regimenl
Commander to arrange the supply of such ftems, and in
an old-esmablished Regiment it is commaon for uniforms o
vary from platoon to platoon. The basic pattern of the
uniform will remain the same, as laid down by Imperial
regulations, but its colour and material will vary according
to what is available at the rime. Thus, for example, a
Regimental Commander may requisition 4 barch of material
fronn a factory on the Begiment's posting world, and if only
blue material is available, then the replacement uniforms
will be blue.
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The Imperial Guard incorporates troops of many types and races. In addition to the standarcd, geneml-parpose tactical
platoon, a wide range of individuals and units see service with the Imperial Guard.

The Imperial Guard's equipment is serviced directly by the
Adeptus Mechanicus and their Servitors. The Adeprus
Mechanicus personnel and Servitors are directly responsible
for the Guard’s vehicles and are the cusiodizns of all the

Guard’s support weaponry and equipment.

Servitors

Servitors are Humans modified by the Adeptus Mechanicus,
with the sole purpose of operating machinery. They arc
selected from various sources - the Penal Batallions,
planetary reformatories, captured rebel forces and other
sources of umwanied manpower - and then brain-scrubbed,
physically adapted if necessary, and given inrensive
biochem and trining. The result is less than Human, but
has vastly enbanced mechanical capabilitics. Scrvitors arc
able to operate their machines without thought, by
instinctive response resulting from their intensive training
and maodification, and a single Servitor can perform the
functions of rwo normal crewmen.

On the battlefield, Commissars accompany the highest-
ranking officers in an Imperial Guard force, encouraging
brivery and devotion to the Imperial cause, and ensure har
cowardice and vaccilation are punished and their effects
on the force minimised. Away from the hattlefield,
Commissars act as prieses and advisors, conducting riguals,
giving instruction and performing other dutics to ensurc
firm adhérence to the Imperial cult. This does not
necessarily mesn that the religious or ritualistic praciices
of a platpon's cultural origins are forbidden. On the
contrary, the Commissars are skilled at adapting such rites
and making them an “official” part of the Imperial Cult.

Mot all psykers are killed out of hand or shipped to Terra
for absorbtion by the Emperor. Sancrioned Psykers are often
attached w0 Command Sections of Imperial Guard platoons.
These individuals have often led a bizarre life as fugitives,
hidden by friends or tribal groups and always in fear of
their lives. Consequently, they may manifest considerable
eccentricity in their dress and behaviour, They are often
afflicted with mutations, an enlarged cranium being
particularly characteristic,

Some platoons are specially trained for close combart;
recruies from feral and hive worlds are particularly
rengwned for their ferocity in hand-to-hand fighting, These
troops are deawn from the most ferocious and brutal feral-
world tribes and hive-world gangs, and take great pride
in their fearsome reputation. Riteal scars, fcial mutilations
and other identity marks characteristic of their homeworld
culture are comumon - 25 they are throughout the Imperial
Guard - and some assault rroops invent their own platoon
markings in accition, to add to theirbarbaric and fearsome
appearance. The taking of scalps, ears and other trohpies
i% COMMmon,

Omnmany undeveloped frontier worlds, with no properly
developed communication system, the Imperium has found
that horses provide the most viable form of transport.
Horses have been bred continuously since the early days
of expansion into space for this very reason. Imperial Guard
units from frontier worlds which have an equestrian
military culture are often used more or less permanently
as mounted scouts and foragers. These platoons of horse-
mounted Guardsmen are known as Bowgh Riders.

Rough Rider units are sometimes issued with a nine-foor
hunting lance whose head bears a shaped explosive charge,
These are used for hunting big game on Feral Worlds - the
quarry is driven to bay by troopers acting as beaters, and
the officers deaw Iots to decide who will dispatch it with
the lance - but they are also used by the Guard in battle,
Rough Rider Lancers have proved particularly effective
against riotous mobs and massed hordes of Grerchins and
similar opponents; they can sometimes even produce a
better result against heavier, power-armoured troops than
the standard-issue lasgnn of the Imperial Guard.
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The Beastran breed of Abhuman is becoming increasingly
commaon on the frontiers of the Empire, and sometimes
whole planetary groups are populated by Beastmen. What
they lack in intelligence, Beastmen make up in aggression
and determination. They commonly have a simple but
fierce devotion to the Imperial cult, fired by a desperate
wish to atone for their sin of being born mutants by doing
the Emperor's will on the battlefield. For Beastmen, the
Emperor is porirayed as vengeful and proud, demanding
tribute in the flesh and blood of his enemies. The borderdine
berween this crude form of Emperor worship and the Chaos
cult of Khorne is thin, and the Beastmen's limited intellect
mean that some inevitably cross over to Chaos.

“Beastricn bad. Bad Beastman. Dirty. Emperor no
like, Beastman ivve Emperor. Give blood (o
Emperor Give beads fo Emperor Say sorrp’””

- Packmaster Grasht, atfached to 7 Company, Tdth
Grafanor Regimernt

Ogryns are large, powerfully-built Abhumans, thought to
be descended from Humans marooned on prison planets
long ago. They are valuable troops becawse of their sirength,
brutality and childlike devotion 1o the Imperial cult,
However, their limited intellect can make them
feighteningly unpredictable and creatic. Ogryn squads must
be led by Ggryn leaders, who have received brain-
enhancement sungery.

Owing to their size and basic inelligence, Ogryns are
normally equipped with weapons that have been designed
specifically for them - mainly low-technology weapons and
primitive armour, Grenades must be specially made for the
Ogryns’ large hands, and take the form of large metal
cylinders with a ring-pull detonator at one ¢nd. Ogryn
feaders are ofien cquipped with a weapon they have dubbed
the Ripper Gun, a simple but effective drum-fed, large-
calibre auto-shotgun firing canister scatter-shot.

Halflings, the smallest Abbuman breed, are known by a
vaciety of names theoughout the Imperium, but the name
that has passed into common usage within the bulk of the
Iimprerial Guard is Batfings. They are used mainly as snipers,
and are not subject to the otherwise rigid platoon structures,
they may operate as independent squads.

The Penal Battalions are drawn from [Imperial Guard and
planetary defence force troops who have committed capirl
crimes, and had their sentences commuted to life service
Thers are 2 great many capital crimes, so the supply of
potential troops for the Penal Battalions is never-ending.

MNew troops have their heads shaved and tattooed with the
unit insignis, and explosive slave-collars are put around
their recks. The collars are a disciplinary device rather than
ameans of turning the troops into Human Bombs - the blast
is direcred inwards, and will have little effect on anyone
standing even a few fect away. The collars are controlled
by the Adeptus Mechanicus personnel accompanying the
force, and are detonated sparingly, when discipline needs
to be enforced without destroying the troops' morale.

Penal Battalions are a part of the regular fighting force of
the Imperial Guard, and a commander who regards Penal
Bartalion troops merely as cannon-fodder and uses them
wastefully is liable to end up in 2 Penal Battalion himself,

The troops sentenced to service in the Penal Batalions are
there for life, and must live under a tremendous burden
of guilt; for not only have they committed crimes, but in
so doing they have berrayed the Emperor.

However, the Emperor in his mercy has ordained thar Penal
Battalion troops should have the opportunity o repent and
atone for their crimes - hence, the Human Bombs.

Any Penal Legion trooper may volunteer for service as a
Human Bomb. In addition to his normal equipment, he is
fitted with an explosive harness. The moment he dons the
harness, he is absolved by the Emperor and the burden of
his guiltis lifted. He also has a chance of freedom, for some
of the harnesses are rigged not to explode - if he survives
the battle, he is absolved and free.
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The troops of the Imperial Guard have adopted a rigid
battlefield command structure which is reflecred in the
following rules relating to platoon and sguad coberency,

The Imperial Guarnd takes the field in plafoons. A platoon
consists of 4 Command Section, led by an officer, and up
to four sguads, cach consisting of a Scrgeant and nine
Guardsmen. The exact composition of squads and
Command Sections can vary and is fully described in the
army list. Officers and other models in a Command Section
{such as attached Sanctioned Psykers) cannot leave their
Command Sections under any Circumsmances. A
Commander who is not attached o a Command Section
at the start of the battle is the only officer who may operate
independently. A Commander who starts the baiile
argached 1o a Command Section must remain with thar
Command Section for the remainder of the batele,

Platoon Coherency
Imperial Guard squads always operae is part of a fladood.
The following rules apply to platoon organisation:

1. A plaroon is commanded by an officer: an officer is
Commander, a Caprain or a Lieutenant.

2. Each officer 18 accompanied by a Command Section.
The only exception is a Commander who begins the
battle independently, unartached o a platcon.

3. Officers are subject to the normal unit coherency rules
with respect 10 their Command Sections: an officer
must remain within 27 of at least one other member
of the Command Section.

4. Inaddition to the officer and Commuand Section, each
platoon contains 0-4 Tactical, Support or Assault
Squads {or any mix of such squads).

5. Eachsguad in the plaroon must have at least one model
no mone than 127 away from at least one model of
the plaroon's Command Section.

Thus, the more Command Sections in a force, the smaller
and more flexible the platoons can be.

It is possible that platoon coherency may be broken if a
squad is routed or some of the models are killed, 1T squad
becomes separated by more than 12" from its Command
Section, it must tey to restore platoon coherency in the next
turn. The following rules apply, provided the squad is ot
subject 0 mandatory movement tules (eg routing):

. The squad must move 50 that at least one model is
within 127 of a model in its Command Section, unless:

) it cannot get within 127 of its Command Section
in One turn

bt would have to move across open ground known
tr be covered by enemy fire

in which case, refer to rules 2 and 3 below.

2. If the sguad is in cover, it remains stationary. If the
enemy coime within 127, the squad may either rerrcar
OF remain stationary,

3. Ifthe squad is not in cover, it moves towsinds the nearest
cover within 127 If there is no cover within 127 the
suad may either.remain sttionary this turn or move
away from the enemy.

The squad may act normally again if its Command Scction
moves to-within 127 of it and restores platcon coherency.

Squad Coherency

Imperial Guard units always fght as wen-man units, and may
not be split up into smaller groups.

Incdividual Guardsmen must maintain normal unit
coherency, Mo model may move more chan 2% away from
the nesirest model in the same sguad.

If a moadel finds itsclf further than 27 from the nearcst
model in the squad, the following rules apply:

1.  The model must move 5o that it is within 27 of another
miordel in ats squad, anless:

a)itcannor ger within 2 of another model in one turn

b}it would have to move across open ground known
o e covered by enemy fire

in which case, refer o rules 2 and 3 below.

2. If the model is in cover, it remains stationary. 1F the
enemy come within 67, the model may either retreat
O Temain seationary.

3. If the model is not in cover, it moves towards the
nearest cover within 67 If there is no cover within
6" the model may either remain stationarcy this turn
or move away from the enemy,
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The normal unit siructure of the Imperial Guard is based
on the platoon, as mentioned above. Platoons may consist
of Tactical Squads, Support Squads, Assault Squads, or any
mixture of the three types, in addidon o the compulsory
Command Section. The other various special units
commonly used by the Imperial Guard are covered below,

Assault Platoons

An Assault Platoon comprises a Command Section and up
o 4 Assault Squads - it contins no Support or Tactical
Sguads. Assaulr Platoons are the only Imperial Guard troops
which may be equipped with jump packs, since a vital part
of their combat role is to enter close combar guickly.

Rough Riders

Any Human Platoon, with the exception of Penal Battalion
troops, may be given horses to convert them into Rough
Riders, Rough Rider Platoons are the only Guardsmen who
may be equipped with hunting lances.

Beastmen

Beastman Platoons must consist of 4 normal Human
Command Section and up to four Beastman Squads. All
the Beastrman Squads in the force must be organised into
a single platoon. They can only follow specific orders
(see below).

Ogryns

Ogryn Squads consist of a brain-enhanced Ogyrn leader
and four normal Ogryns. All the Ogryn Squads in an
Imperial Guard force act together 15 a single Ogryn Platoon.,
They do not have a Human Command Scction; instead,
the player nominates one of the squad leaders as the
platoon leader.

Distraction

Dgryns are subject to distraction. As mentioned above, they
are of lower intelligence than other Imperial Guard troop
types, and this can sometimes have an adverse effect on
their performance in combat, They can become distracted,
lose track of their objective, or start arguing among
themselves.

At the start of each Imperial Guard turn, the player must
roll a DG for each Ogryn Squad, On a roll of 1, the squad
is distracted for the whole of the turn, It may not move
or shoot; if it is engaged in close combat, it may make
no attacks.

Ratling Snipers

Ratling Snipers are organised into squads of five, These
squads are not subject o the normal platoon organisation,
and operate as independent sguads.

Penal Battalion Troops

A platoon of Penal Battalion troops consists of up to four
Penal Battalion squads, plus a normal Command Section.
It is subject to all the normal rules for platoon and squad
coherency. A force containing Penal Batalion troops must
also contain at least one Adeptus Mechanicus to detonate
their explosive collars. Penal Battalion troops can only
follow specific orders (see below). All the Penal Battalion
Squads in the force must be organised into 2 single platoon,

Human Bombs

Human Bombs operate as individual fignres, and are not
subject to unit coherency rules. A force containing Human
Bombs must also contain at least one Adeptus Mechanicus
to detonate the homb harnesses. They can only follow
specific orders (sec below),

Beastmen Plawoois, Penal Battalion platoons and Human
Bombs may only be given specific orders.

Specific orders may be one of the following three types:

1. Move within range of a specified enemy unit, firing
when within range.

2. Charge a specified enemy unit and engage it in close
conbat.

3. Take and hold a spccified position.

The enemy unit or position must be specificd when the
order is given. It is often helpful to note specific orders
ona piece of paper, indicating the unit recgiving the order,
the type of order given, and the enemy unit or position
specified by the order.

With Beastmen and Penal Bartalion troops, one set of
specific orders must be given 1o the whole platoon,

When troops following a specific order cannot move into
position in the current tum, they must move at least half
their move allowance rowards their objective,

An order may #ot be changed once given; it must be
completed before 2 new order can be given.

When an order is completed, and ondy when it is
completed, 2 new order may be given by an officer within
2" of the unit. In most cases, this will be the officer in
command of the platoon. If the platoon is without a
commander, then any officer within 2* may give the
platoon 2 new order.
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Adeptus Mechanicus personnel serve as custodians of the
equipment and vehicles attached to an Imperial Guard
force, preparing the equipment for battle and repairing it
after damage,

Before the battle, roll for the availability of Adeptus
Mechanicus personnel. D6 Adeptus Mechanicus are
available, and treble that number of Servitors - so0, for
example, a dice roll of 3 indicates the availability of 3
Adeptus Mechanicus and 9 Servitors, It is not compulsory
to ficld all those available; the dic roll simply gives the
maximum that can be used.

The Adeptus Mechanicus and Servitors accompanying 2
Imperial Guard force must be provided with sufficient
vehicles to carry them, For example, if a force includes three
members of the Adeptus Mechanicus and nine Servitors -
a total of 12 models - the plaver must provide them with
enough vehicles to carry 12 models. These vehicles can
be of any type - for example, a Rhino and two Jet Cycles,
four Jet Cycles and four Land Speeders, or any combination
of vehicles the player wishes. The Adeptus Mechanicus and
Servitor models do not actually need to ride on or
accompany these vehicles during battle, and the vehicles
may be deployed however the player wishes.

At least one Adeptus Mechanicus must be included if the
force contains Beastmen Platoons with Frenzon dispensers,
Penal Battalion troops, Human Bombs or bombots. One
Adeptus Mechanicus is required for each Land Raider, Land
Speeder and maniple of robots in the force. Other vehicles
and items of equipment only require Servitors as custodians
(see Additional Equipment and Weaponry inthe army list
for full details of the requirements for custodians).

IF O Table Support Fire is purchased for an Imperial Guard
force, any Adeprus Mechanicus may act as a Spotter.

It should be noted that on the battlefield Adeptus
Mechanicus and Servitor custodians need not accompany
the vehicle or equipment they service - they need only be
included in the force for the equipment 1o be available.

Servitors

Servitors are able to directly interface with many items of
machinery, literzlly plugging themselves into the
equipment via surgically implanted sockets and linkages.
In this way the Servitor is able to operate the machine more
efficiently than normal Humans, Each Servitor may
therefore take the place of two crewmen on any vehicle
or item of equipment which he is operating - for example,
a single Servitor can fly a Land Speeder in place of the usual
two crewmen. In such cases, the Servitor model must
obviously be in the vehicle or with the item of equipment

he is operating.

Repairing Damaged Equipment

Adeprus Mechanicus and Servitor models may attempt to
repair vehicles which have suffered critical hits. Roll a D6
when the model arrives at the vehicle: on a roll of 6, the
critical effect is repaired and the machine will function
againnext turn; ona roll of 2-5, repair may yet be possible
- the Adeptus Mechanicus or Servitor model must roll again
next tarn; on 4 roll of 1, the vehicle is beyond repair,

You must roll before the battle to determine whether
Commissars are attached to the Imperial Guard foree. A
Guard force always includes D6-2 Commissars. An Imperial
Guard force acting as an ally contingent in another army
includes D6-4 Commissars. In both cases, the force must
contain the indicated number of Commissars. COmmissars
with standard cquipment are frec of any points cost, but
additional equipment for Commissars may be purchased
at the normal points cost.

Each Commissar accompanies an officer, beginning wich
the highest-ranking officer in the force and working down
through the ranks, This means the first Commissar
accompanies the commander of the force, the second
Commissir accompanies the next highest ranking officer,
and so on.

If there are more Commissars than officers in the force,
the extra Commissars are each assigned 1o 4 sergeant of
the player's choice. No more than one Comimissar may
accompany any officer or scrgeant.

A Commissar must always remain within 2" of the officer
or sergeant 10 whom he is assigned.

If the unit to which the Commissar is attached retreats for
any reason, the Commissar will summarily execute the
officer or sergeant, therchy sparing him the shame of living
with the knowledge of his failure 1o do his duty © the
Emperor. Do not roll dice for this, as it happens
aumomatically - simply remove the officer or sergeant model
from the table.

I the officer of a platoon is Killed - either by the encmy
or by his Commissar - the Commissar effectively takes
control of the platoon. While he does not formally assome
command, his presence is such that the troops will
autematically lock to him for leadership. All tests that
would have been made wsing the officet of sergeant’s
Leadership ot Cool are now made using the Commissar’'s
profile instead,

_'C.' fm_mg'is.'w Krieghust lowpered bis boll pistol. A I epis
re o Bint. They didn't krow who lo fear more

nar the Eldar

L UWeeeh for B - ' be indicated the fallen officer

- for bis faith was not sufficient. Refoice for
ourselves; for myy fatih s bottimlesst Forward, for |
. the Emperor!”

Sanctioned Psykers may have up o D6-2 rolls on the
FPersonal Alfributes Table in Slaves to Darkness. In
addition, Sanctioned Psykers may be given any number of
cosmetic mutations - mutations that only change the
appearance of the Sanctioned Psyker and have no effect
whatsoever on the model's profile or abilites,

Sanctioned Psykers attached to an Imperial Guard force
must be attached to Commeand Sections. They may be
distributed among the Command Scctions as the plaver
wishes, and any number of Sanctioned Psvkers may he
attached 1o any Command Section.
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Uniformity of Equipmecnt

Tactical, Assault and Support Squads may be upgraded with
additional eguippment. If they are given additional
cquipment, ali the troops in a platoon must be identically
equipped; for example, if lasguns are replaced by bolters,
then a/f lasguns in the platoon must be replaced by bolters,
or if troops are given plasma grenades, then alf troops in
the platoon must be given plasma grenades. This rule
applics to vehicles and other equipment as well as weapons,

Poinrs values for characters include the equipment listed
under Basic Equipment. The 'Optional Upgrades are
addition to this and comprise either a package of Standarnd
Eguipment, and/or a serics of rolls in the Special
Lquipment CRarts.

Jump Packs

Assault Platoons may be equipped with jump packs oo bring
them quickly into the close combat ar which they excel.
Only Assanlt Platoons may nse the expensive jump packs,
since they are the only troop type for which it is vieal o
enter close combat gquickly.

Auxiliary Grenade Launchers

The auxiliary grenade iaoncher (AGL) 152 one-shot weapon,
consisting of a simple ube mounted on a sandard-issue
lasgur which uses a gas chiange to fire a single grenade, AGLs
may be issued to Imperiil Guard troops equipped with
lasguns. The standard launcher will only fit onto a lasgun,
but variants for use with other weapons are available on
the civilian market, and some officers make use of these
- such AGLs have been known to be incorporated into rods
of office, vehicles and even the archaic walking canes
affected by some officers.

Before the bartle, an AGL is loaded with a single grenade,
which may be of any type carried by the model. When a
squad is equipped with AGLS, they must all be loaded with
the same gremade type and the whole squad must fire them
in the same rurn. Since AGLS are one-shot weapons, a player
must record when a model or squad has fired its AGL(5).

AUXILIARY GRENADE LAUNCHER

b

Power Shields

A power shield is a thin sheet of plasteel that incoponates
a very small power field generator producing a field large
enough to cover the surface of the shield.

A model equipped with a power shield adds +1 o its
saving throw: against attacks made at close range and in
close combat, the squing throw bonus increases o + 2.
There is no saving oo bonus against explosions.

Rough Rider Hunting Lance

Rough Rider Platoons may be equipped with hunting
lances. In the first combat round of the first hand-to-hand
combat, the Rough Riders charge the enemy with their
lances; thereafter, the lances are useless - those that have
not exploded on impact are assumed to have been discarded
as the Rough Riders draw close combat weapons. Using
the lance adds +2 to user's fnftictive.

LANCE

Close combat only +2 1 2 A=
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Collar Detonators

When an Imperial Guard force includes Penal Battalion
troops, all members of the Adeptus Mechanicus
accompanying the force have collar detonators,

Any Adeptus Mechanicus can detonate any of the collars
worn by Penal Battallion troops within his line of sight.
If an Adeprus Mcchanicus sees a Penal Battallion Squad
retreating or routing, he will detonate one of the collars.
Fach Adepius Mechanicus may detonaie oree collar per turn,
in the railying phase. The sight of a comrade’s head being
blown off will make the troops realise the error of their
ways, and they will automarically rally next turmn.

Frenzon Dispensers

Penal Battalion troops and Beastmen may be equipped with
frenzon dispensers. Frenzon controllers are held by each
Adeprus Mechanicus, in the same way as the collar
detonarors; however, the chosen drug is administered to
every member of the squad, rather than to a single model.

Bomb Harnesses

Each Human Bomb is equipped with a homb harness. Any
Adepius Mechanicus may detonate any or all Human Bombs
within his line of sight during his ruen - either a single bomb,
or alf of them - but may make no other action that rn.
The player rolls a D6 for cach bomb which has been
detonated - on a roll of 1, the bomb is found to be a dud
and doesn't explode, while on aroll of 2 or more it explodes
-normally

Fach bomb explodes with a 11" blast radius at Strength
4. In addition, it throws our D6 subsidiary blasts. Each
subsidiary blast flics out 6" in a randomly detcrmined
direction (roll a D12 for direction, using the clock-face
fempiate with the model’s front facing as 12 o'clock), and
explode with the same effect as a frag grenade (Strength
3, Damage 1, blast radius 2},

If a Human Bomb is caught in an explosion of any sort he
will immediately detonate - even if his bomb-harness has
already been found to be a dud.

Human Bombs whose harnesses arc found to be duds
immediately attempt to leave the battlefield by the safest

route, but until they actually exit the able they are sill
vulnerable to accidental detonation.

Ri]:_rp:r Gun

Opryn leaders are equipped with the sipper gun, a drum-
fed, large-bore automatic shotgun firing heavy shot.

- F o i n 11T R

G474 TOF

Ogryn Grenade

Ogryn grenades explode as normal frag grenades but with
a -1 saring throw modifier due to the larger size and greatcr
guantity of explosive and shrapnel.

Ratling Sniper Rifle
This is a laser-powered needle rifle, reserved for the use
of Imperial Assassins and Ratling Snipers. The rifles have
long barrels and are quite bulky; they count as a heavy
weapon when carried by a Ratling.

* Counts as a heavy weapon only when carried by Ratlings;
the movement penalty in this case is % ", but is always
countered by suspensors - see Suspensors below.

Sniper riflcs function in the same way as lasguns, but also
project a microscopically thin sliver of crystal which is
driven by the right photon stream and enters the body of
the target through the wound made by the laser. On striking
the target, the crysial dissolves into a powerful neurotosxin,
which affects the targer immediately.

Om a successful hit, do not make the usual Strengh vs
Toughness roll. The target only makes a saving throw
against the shor and if he fails the nenrotoxin is delivered
into his system and akes immediate effect,

Neeveral race-specific poisons are available. Each poison is
effective against the listed race or rces and has absolutely
no effect against targets of other races (eg shooting an Eldar
with Crtboforxin has no effect if he fails his saving throw
- the same shot using Fldrotoxin would instantly kill
the Eldar).

Poilson Race affected

Eldrotoxin Eldar

Orkotoxin Orks and Gretchins

Orthotoxin Humans and Abhumans (including
Ogryns, Ratlings and Beastmen)

Slannotoxin Slann

Tyranotoxin Tyranids and Zoais

Rodotoxin Skaven

Ferrotoxin Genestealers

Haemotoxin Vampires

No poison has been found that is effective against Dacmons
or Possessecs,

Hatlings carry Orthotooin as standard issue, and additional
poison types cost 2 points per type.
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Suspensors

All beavy equipment used by Guard forces is provided with
the appropriate noumber of suspensors to cancel its
encumbrance.

Support Weapons

Support weapons must be crewed by Tactical Sguads,
Assaulr Squads, Adeptus Mechanicus or Servitors (each
Servitor model counts as two normal crewmen),

Guardsmen crews must be purchased in whole squads; any
Guardsmen surplus to minimum crew requirements ane
deployed as extra crew on weapons of your choice. Fach
WEAPON Créw counts a5 4 squad for the unit coherency rules,
and may opermte indpendently (e they need not be attached
to a platoon or a Command Section).

Moving Support Weapons

Bhinos and Land Raiders are capable of towing a Thudd
Gun, Rapier or Turantula without penalty (the Mole Mortar
is normally stowed). Limbering or stowing the weapon
must be performed by the weapon's crew, who then
clamber onto or into the vehicle Limbering the weapon
takes place during the sioveriert phase. On the first phase
ithe one in which the weapon was attached), the vehiclc's
rate is reduced by 50%, but on subseguent phases the
vehicle may move normally. Unlimbering also takes place
during movestent; if the vehicle bas trvelled less than half
its permitted distance the weapon can be set up ready o
fire in the shooting phase.

Assaull p!‘ama.ﬂ-s are offen fitted ndrb jump Packs fo enable them
Lo mave into close combar as guickly as possible

Off-Table Support

Up to 1300 points may be allocated to supporting fire from
hevond the battle zone, The type of fire required is not
specified by the player before the battle (sc¢ Reguesiing
Koot Fire), but once these points have been set aside
they cannot be used for anything else.

Spottcrs

¢ Adeprus Mechanicus model may be nominated as the
Stiiter for the support fire. He may not then drive a vehicle
Or 4ct a5 a custedian for any other weapon or piece of
equipment.

Reguesting Support Fire

Suppaort fire may be called down by the Spotter or by a
Lieutenant, Captain, Commander or Commissar. The
model requesting support fire must remain stationary for
his entire turn and the @rger of the supporting fire must
be visible to him. See Support Weapons in WH40K for
the mange of options available

Whoever makes the request for support fire must make a
2D06 roll against his Leadership before the shooting phase
of his turn. If he rolls less than his Ld, the supporting fire
will be of the type requested, and will fall during the
shooting phase of that turn.

If the roll fails, it means that the type of supporting fire
requested is not available (and remains unavailable for the
rest of the bartle). A different sort of supporting fire may
be requested again in the player's next tum.

Points are expended when a request for support fire
succeeds. Support fire may be requested until the total
points value allocated to suppor fire has been used up. Only
one individual may attempt to call down support fire
per turn,
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An Imperial Guard force must include at least one
Lieutenant and 4 Tactical 5quads as a minimum
requirement. In addition, the force may include any of the
troop types in the army listand any of the ally contingents
listed below,

Legiones Astartes

Space Marines will not lower themselves to fight alongside
a force containing Beastmen, Ogryns, Ratlings, Squats or
mutated psykers. [f any of these troops are present in the
Guard force, Marine allies will not be available, Otherwise,
a Guard foroe may spend 25 % of its points value on troops
from the Space Marine army list.

Squats
25% of the army's points value may be spent on Squats,

Rogue Traders

Rogue Traders are at the forefront of Imperial expansion,
and often encounter difficult and dangerous situations. As
aresult, an Imperial Guard force is guite likely 1o be called
into action on the instgation of a Rogue Trader. 25% of
the army's points value may be spent on troops from the
Rogue Trader army list.

Adeptus Arbites

The Imperial Guard often fight alongside units of local
Judges when operating on Imperial colonies. 25% of the
army’s points value can be spent on Adepitus Arbites moops.

Imperial Assassins

One squad of Imperial Assassing may be attached to an
Imperial Guard force,

Harlequins and Ordo Malleus

When an Imperial Guard force faces an enemy force which
includes Daemons or Possessees, the force commander may
seck the specialist help of the Ordo Malleus. The feared
Eldar Harlequins, too, may deign to join a non-Eldar force
if it fights against Chaos. If the Guard’s enemy contains
Daecmons or Possessees, 25% of the army’s points value
may be spent on efther Ordo Malleus or Harlequin allies,

Simply photocopy the banners, colour them in using Citadel inks and paints. The banners can
be then cut out and glued to banner poles on Imperial Guard figures and vehicles.

BANNERS OF THE STH ARCADIAN REGIMENT, F COMPANY

oo

Company Banner, carried
b:r 1st Platoon

SEAT

S
e

e _t-,!'ﬁ‘ il -t

rd Flatoon

dth Platoon

Each banner is carried by the Orderly of the Command Section
ina Placon. Colouss vary but are genecally bright primaries,
for cxample vellow, red, whice, blue, and are the same a5 those
displaved on the regimenizl bacges worm by the Guards. Thess
are the official banners for the company:. Other hanners carriced
by Company (roeps are likely 1o include motifs and slogans of
the unit's consttuent gangs. For instance, the Sth Regiment's
F Company, contzins @ plaioomn - the Death Blades - whio wear
their mame and skall moilf en the backs of their jackets, and
carry pefimants which sepear the patern. .
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0-1 COMMANDER

CHAMFION 10 MAJOR HERD 20

BASK. ECLIFMEMNT
KHIFE R COMBAT ACCESSDRY
MESEH SEM0TH
FRAL: daHENATES LAS FIs 1101
INFRA-EED VIS HR A RMMEUINCXTOH

OFTIONAL UPGRADES

STAMNDARD ECLIPMENT: 12 points
IFCPFER SWIRRD
CAMNVERSILIN FIFLD |1 PA

SPECIAL EQUIPMENT CHARTS

CHART ROLLS FISROLL
STANLIAHE WEAPLNS i i

L CLOSECOMBAT WEAPORS (k2 i
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Eall ALIER MESSELES
HHIPMENT & JH SIS
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0-1 CAPTAIN

HERD &40
PROFILE ToE
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6lildlila 9|9
BASIC EQUIFMENT
KNIFE CH U OIBAL BCCESS0RY
FLAE ARMLHLIA

LASFISTSL FHOTO VISR
IMFRA-REL VISOH COMMLMIC AT

MAJOR HERD 90

wil
1|4
s

OPTIONAL UPGRADES

STANDARD EQUIPMENT: 5 poinis
FASGLN
LANSVERSION FIELD: CHAINS TR

SPECIAL EQUIFMENT CHARTS

CHART ROLLS PTSROLL
STANDAER WEAPOIRS

L ICBE CUMBAT WEAPDING

HEM'Y WEAPLING

GRENADESMISSILES

F LIPS E W& RN

Phie Capitealm gl e docompanied by o Compicnd Seckion aad st
r'(.-m.lma.lzpl';rp.l’a!r:-':-u af T Tack e, Searport oF ASRAnE Sqeeaads, or @y
BIEN O SuCH Saplictals.

1-3 LIEUTENANTS

CHAMPION 10 HERD 20

I
4 T | 7
5

4
4 ]
4 L g

BASIC EQUIFMENT
KNIFE DR COMBAT ACCESSORY
FLAK ARMUHTR

LASPESTURL -
PHOTO VIZOR  COMMUNICATOR

OFTIONAL UPGRADES

STANDARD EQUIFMENT: 5 points
LASGIN  CHANS@ORD

SPECIAL EQGUIPMENT CHARTS

CHART BOLIS FTSROLL
ETANDARD WEAFONS 01
CLOSE COMBAT WEARONS 0.2
HEAVY WEAPOING
=¥ REMADESMISSILES
EQUIFMENT & BIONICS

The Liewitewant must be aecompanied by  Commianed Section avid st
command a platoor of 0§ Toctical, Support or Assaull Squads, or any
MY r{,f',mc.‘: ;lirfumii.

0-D6 ADEPTUS MECHANICUS at 15 polnts each

s i w1 [ A |nd o cohen
al3lalalglalilgly
BASIC ECUIFMENT
FOAVER ARMOIR REFRACTOR FIELD
ENPLOSIVE COLLAR ETOMATOR

HLUMAN DOMBE DETOMATCR
FREMEON OOMNTROLLER

OFTIONAL UPGRADES

STANDARD EQUIFMENT: 5 points
POPWER AXE  LASPISTOL

SPECIAL ECHLIIPMENT CHARTS
B cHaET BOLLS PTYROLL
STANDARD WEAPONS a1 3
CLOSE COMBAT WEAPONS (1 ]
HIEAYY WEAPORS (8] 50
GRENADESMISSILES a2 7
ECHIIFMENT & BIOKICE o4 4

AR Adeplus Mechdridcls is pequirad for each Land Speeder, Land Raider
o manipie of robars fn the force. An Adeprus Mechanicus is required if
tovstbots, Pevial troops or Huruan Bombs are usedl. An Adepius Mechanicns
may act as g Spotter for Qff-Tadle Support Fire

0-3 SERVITORS per Adeptus Mechanicus

at 8 points each
WS|BS| 8 [T (W
1

BASIC EQUIPMENT
KNEEE (0H COMBAT ACCESSORY
MEEH ARMOLUR

There must B at feast | Adetus Mecharicus present to conbrod amd direct
Lermitors The ‘[J.l'n'_]wr iy Betng i iy 3 Serbilors ﬁ:'r' aach AJMPIII'-E
Mechanicus in the force

TEW{T[A
CHAMPION ; 3lafsll
HERO _ l4lelelalel2ibl2
i ildl3dl6l]

BASIC EQUIFMENT

LASPIATCL
CaMWVERSION FIELDY

OFTIONAL UPGRADES

STAMDARD EQUIFMENT: no poinis cost
LASGUN  CHABNSWORD

SPECIAL EQUIFMENT CHARTS

CHART ROLLS FTR/EOLL
STANDMLD WEAPGMNS -1
CICISE CORBAT WEAPANRY f1.1
HEMY WEAPCNS -1
LR RIAFESBEISSLLES 0.1
EQUIIFMENT & BIONICS L]

Players must rodl to determ e o sy Comimissars are present in the
force. ff arailable, Commissars pmnst By Ieeincla, Bal af sto Podals s
Each LR R EE e .rn'r.nm;mm'ﬂ a descared officer; starfiog with the prost
semdor abd working down. [ there gre more Conamissars than afficers,
Fhe mermaiainge CornRiiEsars e@ch accombany a sergeant of the plaier s
ol fre COMIRTASEGr fNT ST Ema )
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0-5 SANCTIONED PSYKERS at 40 points each
PROFILE., . M[WS[BS|S |7 W | [P
|
BASIC EQUIFMENT
KNIFE OF COMBAT ACCESSORY
FLAK ARMOILE
PHOTO VISOR  FRAG GRENADI

OFTIONAL UPGRADES

STANDARD EQUIMENT: 1 podog
LASPIETON

SPECIAL EQUIFMENT CHARTS
Each Sanciioned Fsvier may pay 15 powes ind then
make [i-1rallson che Specin Egwriivend Cbens
(enie e il Beaiery Winatwmis (Beredl (e player may
chomse which chan ezch mil is aken on

ADDITIONAL EQUIPMENT
FORGCE SWENED
FORCE BT

PSYCHIC POWERS
MASTERY LEVEL | P51 LEVEL ADv 5l POINTS ABILITIES LB ABILITIES
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Each Sancimrncd Pavier miiy have D6 oolls oo the Pevsonal Aleikures Teoftle in
Slaves i Darkness
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Sqrads rmust flght in compiete 10 man wrils - they may mof be spit up.

Nerecddoorte of P pedest Be alteeched to Crommimaairnad Seciiomns: cneropefer
meee B affacired fo anne Comergromd Sectionr

1-4 COMMAND SECTIONS
at 280 points per section

1 MEDIC, | SERGEANT, 1 ORDERLY AND 2 GUARDSMEN

Coti rudrtd Sectéons must be acoompanied by an offticer (Commuander,
Capiain or Lissbenani),

BASH. EQMUIIFMENT STANDARD EQUIFMENT
KHIEE OR COMBAT MCCESSORY MEDC MEDIKET, ENERGY AND
FLAK ABMLIR EIO-SCANNERS, WEB
FHOITD VISCHR SDINENT, LASPISTOL
FRAG GRENADES LASPISTOL,
CHAINSWORD
ORDERLY LASPISTOL
2 GUARDSMEM LASCANMON

SERGEANT

BASH. EQUIFMENT STANDARD BQUIFMENT

KMNIFE OR COMBAT ACCESSUHY SERGEANT LASPISTOL AND

FLAK ARMOUTR CHAINSWIORD

FHITO YISOR T GUARDIMEN LASGUN

R GREMADES | GUARDSMAN  LAS-CANNON

| GUARDSMAN GRENADE LAUNCHER
WITH FRAG, CRACK
AND TOXIN GRENADES

Squecachs rasst fight in complete 10 man units - Bbey may not be split up.

BASHC EQUIFMENT STANDARD EQUIFMENT
KMIFE OR COMBAT ACCESSORY SERGEANT LASPISTCH. AND
FLAK ARMDILR CHAINSWORD
FHOTO VISOR 4 GUARDSMEN LASGUN
FRACG GREMADES 4 GUARDSMEN LAS-CANMON
1 GUARDAMAN MISHLE LAUNCHER
WITH FRAG, CRACK
AND MELTA MESSILES
' i !
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ild 313 (113117737
S e - 7
- T
ot WY SN
T ""-"‘"H. o
4 “\,‘m -
" s - ':r\ ~— -
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Sqputctals st fight fr cormplete 10 man it - ey may ok be 50 up
BASH. EQUIFMENT STANDARD EQUIFMENT
KNIFE OR COMBAT ACCESSORY SERGEANT LASFISTOL AND
FLAK ARMOILA  HAINSWORD
PHOTO VIEOR T GUARDAMEN I LASPIETOLE EACH

FRAG GRENADES
CRACK GREMADES

2 GUARDSMEN PLASMA GLUN
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Each Imperial Guard platoon is uniformly equipped. It
additional equipment is used, the Command Section, the
Tactical, Support and Assanlt Squads of each platoon must
be equipped with the same additional équipment. If an
option is selected, the whole platoon must be upgraded.
Since a platoon comprises a variable number of squads,
points costs given are per squad; the same poinis cost is
paid by all squad types and by Command Sections.

Certain weapons may be replaced with other weapons at
the points cost per squad listed below. The item replaced
and its replacement must be the same throughout the entite
platoon

ITEM T(» BE
REPLACED REPLACEMENT PTS/S01
LASPISTOL® CHAINSWORD . . ... 5
LASPISTOL® HAMD FLAMER. .. 1
LASFISTOL® BOLT PISTOL . v oo R4
KMIFE QR COMBAT

ACCESSORY CHAINSWORD ..., ... 10
LASGUMN BOLT GUN....... fridieg 5
LAS-CANNON CONVERSION BEAMER . . 4]
GRENADE LAUNCHER ~ HEAVY BOITER. .. . ... 0
GRENADE LAUNCHER  CONYERSION BEAMER. . 35
GREMADE LAUMNCHER  HEAVY PLASMA GUN. . Gl
GRENADE LAUNCHER ~ MULTI-LASER. . . .. e 25
GRENADE LAUNCHER  MULTI-MELTA _ . ... .. .. 35
GRENADE LAUNCHER  D-CANMNOM .. ... . ..., 25
GREMADE LAUNCHER  HEAVY WEBBER _ . .. 5
MISSILE LAUUNCHER CONVERSION BEAMER . . 21
MISSILE LAUNCHER HEAVY PLASMA GLUN . 45
MISSILE LALINCHER MULTFEI-EASER - o ooovvoan 10
MISSILE LALNCHER MULTI-MELTA ... oL 20
MISSILE LAUNCHER D-CANNON . ... 10
MISSILE LAUNCHER HEAVY WEBBER ... .. 4]
PLASMA GUN MELTA GUN. ... o 5

* An Assault Squad may replace both laspistols with the
saime weapons or may replace each laspistol with a different
weapon, payving separately for each weapon,

One entire Assault Platoon may be given jump packs at 20
points per squad or Command Section

All sergeants in the platoon must be identically equipped.

Points costs are per gremade.

ADDITIONAL ADDITIONAL
EQUIPMENT PFTS/SQD  EQUIPMENT PTS/SQD
PLASMA GRENADE, | . 1 VORTEX GREMADE. . ... 25
YIRUS GRENADE., |, 1

The entire platoon must be identically equipped.

ADDITIONAL ADDITIHONAL

EQUIPMENT PTSS0Q0 EQUIPMENT PTSISQD

HORSE (comverting soquad POWER SHIELD . .. .. .. 10
into Rough Ridersp. . ., 50 AUXILIARY GRENADE

EXPLOSIVE LANCE LALMNCHER (AGL). .. .. 10
(Rough Riders only . ., 20

* Auxiliary grenade launchers may be issued to all
Guardsmen in a platoon armed with laser rifles. Each
grenade launcher is equipped with one grenade which is
lpaded before battle and launched by a single charge OF gas;
the grenade launcher cannot be reloaded during the bartle.
The grenade may be of any type that the Guardsman is
carrying, chosen from the list below,

@ Grenades and Missile

The entire platoon must be cquipped the same.

GRENADES/ GRENADES/

MISSILES PIS/SQD  MISSILES PTS/SOD
ANTI-PLANT ... ... ov- 5 PLASMAELS . oo oo !I.'!l
BLINLY. . . .. A ol - e Pt 11
CHOKE. ... ... Tt % SCARE GAS. .. ........ 10
CRACK GRENADE. ... . [0 SMOKE. | Sy
CRACK MISSILE. -ooo o 0 20 STASES. o0 oocoinin 4ir
e I W 105 STEIMB e e 5
HALLUCINOGEN . - ... . 200 TANGLEROOT. .. ..o .. HF
HAYWIRE. .. ... ... o Al CTOXIN GRS S0 s 3
KNOCK-OUT, . ... ... .. S TVIRLSS IS o 10
MELTA-BOMB. . . __. ... . 40 VORTEX {(h*.......... 25
FHETON e o 1~ Points cost per grenad

0-4 WHITESHIELD SQUADS
at 200 points per squad

i SERGEANT & 9 WHITESHIELDS

g A e _

Fagrads mrnst gl i compdede MY mien waies - they may mod be spiit wp

iz

MBC EC LI STMID ml.III'HENT

KNIFE OR COMBAT ACCRSSOAY SERGEANT LARPISTON. AKT
FLAK ARMIIUR i CHAINSWORLD
PHOTO YISOH B WHITESHIELDS — LASGLUN

PRAG GRENMADES 1 WHITESHIELD LAR-CANNON

158




IMPERIAL GUARD ARMY LIST

0-4 BEASTMAN ATTACK SQUADS
at 75 points per squad
1 PACKMASTER

BS (5 [T W 01 |A

AND 9 BEASTMEN

Heveafran Plaboonts cong st of {-4 Seastman Attack Sguads cond o Harman
Crmtrnarnd Seciion, they are seebfect to Wb normal plaioor organisation.

BASIC EQUIFMENT  MESH ARMOLUR

I HAND WEAPONS

OPTIONAL

I am opdion s scleced, all the Bessoman
Smaids in the plasoon mos be eggraided anid
wdenticsity equipped

Bbcascrnzn sguads may be fined with Frenzan
GRApensers ab § podnts per squail

Besstmen may replace one or hedh hand
weapans itk ine of the fillmwing; the podss
wust fs per ceplacemem for the whoke spuod

EFPLACEMENT
POWEE SEL
CHARNSWORDN
SAEN-OFF SHOTGUMN. | 3
*This apeion replaoes bork hand weapons ai
a ool cost of 30 podnes

AN FLAMER® . .,

UPGRADES

Fackmuastess may replace ome or both hand
with pae o fihe follosing (ke poinis
cosl is per sefilacsrmens.

REPLACEMENT

FOWER SHIELD AND FLAMER"
CHAINSWORD . ..o ot
LAWNLOFF SHOTGLM,

PLASMA PISTOL

POWER AXE. .

POWER GLOVE

POWER SWOHRD: 3 e

* This aopeiize mepilace s oeth Barsd weapons at
i rodal cost of 10 p=ins

0-4 OGRYN SQUADS
at 300 polnts per squad
LEADER AND 4 OGRYNS

HAND WEAPDON OR HAFTED WEAPGH
CHGRYN FRAG GRENADES
STANDARD EQUIPMENT

LEADER FLAK ARMOLR,
COMMLNILATOR
PRIMITIVE ARMCHIE
[SAVING THROW &)

4 DGRYNS

OFTIONAL UPGRADES

LEADER MAY HAVE

RIFPEE GIMN .,

= 47
VLR

| j . ] )
L FL) (] L A&
8iT Alld
3|z 2i2l1(5/1]6]7
Cor
] Mc’_:_::__
e, e S i
i
- =
T B e RN by
g e :
=R _f%; 3 o T
SE =

Reztitrg Markssnan Seiudds ang aof subyivct fo mororal il organisa tices
armd may gperate as independent sgiiads

BASI. BOUIFMENT OPFTIONAL UPGRADES
ENIFE Of COMEBAT ACCESSORY Additional poison ammundticn for

:ﬁ;ﬁmﬂ sniper rifle ar Z poines pecoype All

FLAG GRENADES IVPES are race specific

SNIPER RIFLE WITH TARGETER FOISON TYPES PTSS00
ELDROTUXIN 2

STANDARD EQUIFMENT CRKCTONIN :

CARTRHCTTANAN A MM LTI FOR SLANCOTOXEN 2

SHIPER RIFLE TYREANCTOXIN T
RODOTORIN W ; )
FERROTONIN . ... ....... el
HAEMOTORIN F)

0-4 PENAL BATTALLION SQUADS
at 70 points per squad 10 PENITENTS

#ysps3 11 LA i Glwr
AnNRARNaa06n

e - B
FPena ittt o Acrmial plaltoon organisaifon bl o
Command Sechion & reguired. A force including Penal Sguacs moust
imclwde at least one Adepius Mechanicws fo controd fe explosivd collars,

BASH. BQUIFMENT
EXPLOSIVE C{LLAR
FLAK ARMOHR
LASGUN

OFTIONAL UPGRADES
The cntire platoon muost be

identically equipped.

ADDITIONAL ECUIFMENTFTS 30D
FRENFON DISPENSER 5

41313 71717
™
R ﬁ S L v
il <&
= ¥ 5 ._" I:-’.-'; -
et = o %:- ;
e I 3 o
s X % = N
R e T g, N
2 ;ﬁ'rl - -“I 2 =

A force including Human Bombs must include at least one Adepius
Mechanicus to conirol the explosive barneses,

BASIC EQUIPMENT
EXFLOSIVE HARMNESS FLAK ARMOLR
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A character with the Special Equipment Charts optional
upgrade may only roll on the following charrs if he does
not take the Standard Equipment option.

The number of rolls the character may make on cach chart
is given in the army list, A set points cost is paid for each
2100 roll on 2 chart, regardiess of the resule A character
not taking the maximum number of allowed rolls on a chart
cannot transfer unused rolls to another chart, Duplicate
and nnwanted equipment must be issued wo other models
or discarded - the character may not re-roll.

To reflect their greater access to special and unusual
equipment, for some chamcter models vou may choose to
add a bonus to their DI00 moll {or vou may take the number
as rolled). The bonuos can result in scorcs over 100, and
the charrs have been extended o allow for this eventuality.

Character Type Bonus to DI0D Roll
COMAMEERAR S, . ./ e e ey
Fleamenant &= e e eI
T Ty e e o e e R
T AT |1 L7 o 0 i it L iy L L + 20

STANDARD WEAPONS
Cost: 3 points per D00 roll

Standard
D00 Weapon
BLEST GRaon Gun ¢
RG-95  Plasma Gun
BETOS Ml Gad
106-112 Shuriken C:.upult
: §f13+ o

% Standard
Wee o,
0 T
MNeedler f
N
Lasgun
ol Gun
Flamer

CLOSE COMBAT
WEAPONS

Cost: 3 points per D100 roll

Close Combart
Weapon .
St o Combit

Close Combat
LRI LTI ‘Hb:llnn ¥
B Powd A
9195 Powecr Sword

Dyl
o5

m-m Power Shicld B0 Power Glove
b ozi-a5. mmbGunl 0% 101104 Shuriken Fistol
2630 : kg Thigial
B O GO Nendle Pigiol
F06-45 107-108  Jokaero Digiral
Foanss s Laspistol
56-65  Bo Jokagro Digial
B S i Manil Flamer:

' Plasma Pistol

HEAVY WEAPONS
Cost: 50 points per D100 roill

D1} Heavy Weapon Heavy Weapon
R Heawy Bolr - Cinno
2140 Missile Launches

{with Crack and
2 other random
:I'.I:IIES.I!I: I:]I'Flt's_‘,l

Ht:'nr WEApOns e suppum with rargeier and suspensors.

GRENADES AND MISSILES
Cost: 7 points per DI00D roll

Grenades!

Grenades!
Weapons
ST
Tanglefoot
S,

Ha pwine

Except for rre types (quantity specified in beackers), enough
grenades or missiles are obtained 1o last the entire battle,

—————
=—=73

EQUIPMENT AND BIONICS
Cost: 5 points per DLOO roll

Equipment & Equlpment &

DI Blonics o Do Rinnlcs
LD B Scanner = t

1i-20  Anxiliary Grenzde HO-G1 Hionic Ears

Launcher GideE: - Bioeid Eyet

GRS Enenty Scannep s 9597  Bionic Legs

36-45  Displacer Field ST Bronic Lungs o
L de-El Refractor Field ! 100-105  Stasis Field

61-75  Conversion I-'I.Ll.d LOG I Fremen
TR Powerbasand

Slpgrade Jurap FJ.gL 1L+
wﬂ!gﬁl Pack:

* Inclodes targeter, bio and encrgy scanners.

Adepinus Mecharious
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Various vehicles and itemns of equipment requine an Adeptus
Mechanicus or Servitor model to be included in the force
to act as the equipment’s custodian, ready tw recite the
Litanies of Preservation should the equipment be damaged.
Such equipment will only be available if there are sufficient
Adeptus Mechanicus or Servitor models in the force. The
requirements for each type of equipment are given in the
Custodian column on the tables below - the requirements
listed are as follows:

None: No Adeptus Mechanicus or Servitor model is
required for this item of equipment.

Servitor: Onc Adeptus Mechanicus model or one Servitor
model must be provided for each item of equipment,

Adeptus Mechanicus: One Adeptus Mechanicus model
must be provided for each item of equipment.

A wehicle or vehicles must be provided for the Adeptus
Mechanicus and Servitor models in the force, with enough
seating capacity for all of the models. However, the Adepius
Mechanicus and Servitor models do not need o ride in
these vehicles on the battlefield and the player is free to
deploy them as he wishes.

For example, you bave two Adeptus Mechanicus and four
Servdfors in your force; vou must fivoride at least enough
vebtcies o sedl six models, though this can be in any
comination, stech as six bikes, three Bikes with sidecars,
a single Land Ratder and so forth. Having included the
vebicles in the force they can then be deploved as Yot wish
and reed not acfually be ridden by the Adefpius
Mechanicus and Servvitor models during the baitle.

Crewmen must be provided for vehicles and support
weapons as listed in the Eguipment Profiles. Crew may
be supplied from Tactical Squads, Assault Squads, Adeptus
Mechanicus or Servitors. Guardsmen crews must be
purchased in whole squads; any models surplus o
minimum ciew requiremeints are deploved as extra crew
on weapons of the player's choice, Due to their surgical
implanes, Servitors count as two normal models for crewing
vehicles and equipment.

VEHICLES

MOUNT THE FORCE COMMANDER ANI» ANY
COMMISSARS ON (peints per vehicle):

.tutcr-s:pm:ms upgr:a

Only the commander of the force and any Comuissan iy
ber Endividually moumted on vehicles.

MOUNT ANY ONE PLATOON ON
{points per vehicle):

(‘uﬂmdian

Servitar

AR G e prus Merhanicus
Predator GI.H}’ fee Addepius Mechanicus
The entire platoon must be mounted on the same cype of vehicle

SUPPORT WEAPONS
SUPPORT WEAPONS (points per weapon):

Support Weapon Povints Custodian
Hm“mﬂ-' i e : :.:E.:m:_::: :“?-:;:-:6\.-5“;:: mt'siii:i._ 2
Thdd Gunn S Servitor

RAFPIERS (points per Rapier):

Points Cn;mdlan
i b T milm bt

TARANTULAS {(points prer Taramtula):
l:u.a.m-dia

Servior
; .:f'hmmf.:f:: i

i [
Heavy Plasrna GLm

L Héavy Boler |

Las-Cannon

thllz Laungher
elta

A Tapantula has two identical weapons.

ROBOTS

0-4000 POINTS
0-4 maniples of 4 robors at a cost of 0-1000 polois per maniple
including the peogeam.

ROBOTS (points per robot):

q?_b-ut Class
Cﬂ.l:.thct
i AR 3
Congueror
CrusadEE

Robots have programs selected from the following:

FPROGRAMS (poimts per robotsk

Program
el Bale
Take :Lnd_ﬂold

Bombot

Ttem

“ Bamboi (10 maximum)

L:.a Cumr

Phise Fickd Generator
Teleport Homer (1 max)

OFFTABLE SUPPORT

0-1000 POINTS
Up o 1000 points may be allocated o supporting fire from
beyond the battle-zone, See Off-Fable Support for deils of
spotters and requesting support fire.
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[

The Sentinel is & one-man all-terrain vehicle, used by the
Imperial Guard, Originally designed as alight scout vehicle
for reconnaissance and guard duty, the Sentinel is often
pressed inco battle ficld service. Combining the mobilicy
of the Rough Riders with the firepower of a Dreadnoughi,
it is emploved where mobile patrols muse be mounted
across rough terrain, or where firepower muost be deployed
rapidly in responsc to a threat, The Sentinel has also proved
very successful in raiding and surprise attacks, such as those
moeunted by the 19th Confed Regiment under Commander
Musshy {also known as Mussby's Raiders) during the
pacification ol the Shendar Valley area of Vargan 3,

The Sentinel 15 armed with a compact multi-laser (plus
rargeter) on a forward swivel mount, with a 907 forward
fire arc, The crewman is armed with a laspistol; he may
use this instead of firing the multi-laser {eg if the mulo-
laser is destroved - see the Special Damape Tables).

All the normal rules for walkers apply, except thal the
Sentincl cannot walk underwater, as it is not scaled. Io
ignores all terrain effects evcepd woods, where it moves
at half rate, and water, which affects it normally,

The followin g box should be added o your Imyperial Goard
Army List, Each Scntincl requires an adepius Mechanicus
or Servitgr as Custodian, though the Adeprous maodel need
nof ride ifthe Senetinel.

0-12 SENTINELS
at 120 points each with crew

IR S T T T A il
Guampsuan 4 lalalslsfylatalolololo

MIUILTE-LASER
TARGETER
FLAK ARMCHIR
LASPISTUL

Roll a D6 whenever 3 Sentine| takes damage and add + 1 for each point of damage above 1. If the roll is 6 or more, the Sentinel tikes
sprecied darmeage. A Sentine] reduced to zero dumage always takes special damaee when hit. Roll on the i Cocation Tabie and then

comsult the sppropriate Special Dameage Table

s

D6 Roll  Location
| o i
2 E n;|mpm4enr & b}srems

5 Legs 5
3 Armament

firce of the hit is @aken by the Sentine
The crewman wears fAak armour.

W] Targeter destroyeds I the tarpeter fias :ch:uf[}l hm.‘n"
o destnoyed, oeroll on the Armarrens gble.

2" Overheating: The hewr exchanger unit on the '-‘uemmel
power supply is destroyed, resulting ina serious hean build-
up. ®odl 3 D6 an che st of each of the Sentinel's following
turns, O a toll of 6, safery overrides cotinand the Senginel’s
muMor shuats down: it neay nelther move nor fire. Keep rolling
at the smr of each of the Sentinel’s turns; on 4 roll of 6,
sufficient heat has been dissipated to allow the Sentinel to
function again.

G Power gm[?ﬂmjmﬂ: rturs.cnﬁmcl (3 mrm:;mtm e b
o habred for the rest of the game.

4 Stcering actuators damaged: For the restof the ga.m:: the

Sentinel moves ar half lts maximum rate (rounding down) in
B mand g direction,

5 Power supply destroved: The Scatinel Y, St m-c:um: or
b hre its shubti-laser for the st of the'; i :
Explosion: The Sentinel explodes, destroying llself :nr,l |t.a.
Crewman, causing 4 5 6 hit with D3 damage and no savdng
fhriat for armour over a 2¥ mdias.

=3t

: i Dam‘.hged ‘lhr Scmm.cl‘s ]:I:I.ﬂ\'tmcl:ﬂ'.'ﬂtt is h,alvcd }f.v.r I:hc :

o) ﬂghlsulﬂllsudmnﬂ ‘l'ln:s-r.mlm:i u'ny [} 1ONgeT turn: |

6 Destroyed: Bath Iegs are disabled - lh# Sentnml crashes to

M Damage

‘rést of the ganie. :
2 Left stabdliser d:-m:ged- Tht "n-r_n[im_l i‘l'l.':l.\' o longer rurm
to the lefit.

o thereght. -

i st.n:rln.gmualorsdam:gcd Fm lh.i:rﬂ‘il -::l’thn:_ga.n:c— the
Sentinel moves at half its maximum rate (rounding down) in
a random direction.

5 l:ﬂpplcﬂf ﬂwknundmavmlmu mu:m:m Hifr hurtm:-'

“ fire tiacmally.

the growmd and is destroyed,

1 :;!ulll-lmer des:rnfed- Phe mipli-iaser catinot Tice :
2 Power feed damaged: The Sentinel may only fre s multi-
laser once more duting the game.
3 Targeter destroved: If the argeser has glready been
A ‘destroved, rerall on the Eguipment ard Svitems table.
4 Wild fire: The multi-laser’s triggering mechanism is damaged,

and it fires seraight ahead in each of the Sentinel’s following
shooting phases. Roll a Do each time it fires: ona coll of 6,
the multi-laser burns owt and i85 destooyed.

Targeting systems miglfun ctfon; The mirgeter iz destroved
and the Setitine] suffery 2n ﬂm-mm L p-cmlqr na Bir for
“the restof the game. 0 7
& Power linkage rupiures: The pnw:r lirves Fﬂ:dng tht rmlItl-
laser short out, and the resulting power surge burns out the
Sentinel’s power transmission sysiems. It 15 effectively

destroyed.
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EQUIPMENT PROFILES
DEDATOR Sroc VEHICLES

Land Air
Vehicle Max Acc’ Max Min Ace/ TRRCp T D Sv Eq W EquipmentArmament Crew PV

SIDECAR
COMBINATION
JET C¥ELE

LAND SPEEDER

£ |_1|:‘;I|I g:ms ﬁ:]:l T r:r.':'ﬁ.rmg .JH!L u.’ Sl I.’ﬂ'ﬂ.*.l‘
% mulu n'u:lL.t [mcludmg 1:1rg|:wr1 A=A

.'hlq:'llu-gllr! |int‘|lldi.l'l hm’-‘l‘f'] ._,I‘ﬁl‘ﬂwn’fﬁrr’r:gmll!_h
b seaene farget, mnlii-mcl Gincluding taegeiery, aut- ]
drive. auro-xim -:ppm_unl-;;u_ur_____ .

L 12 B 40 46 12 10 2 bal guns [mu.l.uqu, urgq.l.us] provision for 8 2 A7
weapons points, 1" mdins power ficld, power ficld (12) b
synchromiser, auto-drive, auiosim, oo, cjeetor
Sedfd. COMMMuUNECAIOT. sesor i k:\gr | hlescanner,
{nl.rgl. scinmes, r.uJ sovunter), medicpack

SR
1
SUPPORT WEAPONS
Lomg Shooting to Hit
Range Short  Long Ix S Py
Al B |
12- Bik Al
Land Air
Max Acel Max Min Ace/ TRRECp T D Sv Eg W Eguipmest/Acinaneedl Ceew PV

A drive,

= ey A

Eanpmenh'&ﬁume:u

ROBOTS

{The cost of the selecred program muse be added o che poines value )

Class M WS BS 5 T 1 A 5 HPF E Equipmmhﬂmmmt
Amer A e

Las-cannon, balt au
power field synchroniser

CATAPHRACT
COLOSSUS
'CONQUEROR

4 2 pcmcr swords, las-cannon, cortex, 19 power Field, -
power Field sy I1L|'|I'LI':I1LHE:I'

EQUIPMENT

Shooting ta Hit

* Snipeer rifles only count as Heavy Weapons when used by Ratlings
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SPACE DWARF WARRIORS AND MERCENARIES

By Bryan Ansell, Nigel Stillman and Graeme Davis

Of all the Abhuman strains, Squats are perhaps the closest to normal Humans in

physiological terms. They are allowed great freedom by the Imperium, supplying

warriors and machine crews for the Imperial Guard in exchange for the comparative

antonomy of their Home Worlds. This article introduces the Squat Brotherhoods and
gives details of their armies for Warhammer 40,000 battles.

ThEE

The origins of the Squats, like those of other Abhuman
strains, lie in the Age of Serife, when warpstorms cut off
many aredas of the Imperium. Even Tercaitself was isolited
foratime, and the group of star svstems known s the Home
Wiarlds were cut off foom the rest of the Imperinm for
several millennia.

The Home Worlds are in one of the oldest areas of Human
cxpansion. The plancis have a surprising number of
commaon features - notably high gravity and a bleak,
inhospitable environment - which some scholars have
claimed are responsible for the development of the set of
mutations which define the Squar Abhuman strain.

The surfaces of the Home Worlds are invariably rocky and
barren, with few if any native life forms. Atmosphere is
cither thin or non-existent; and where an atmosphere is
present the surface is lashed by violent storms

Despite (or perhaps becavsce of) their bleak, forbidding
nature, the Home Worlds are rich in mineril deposits - these
were the main factor behind the early colonisation of the
planets. The richness of deep lodes, conpled with frequent
magnetic and radivactive storms, led the miners to develop
an underground calture These underground settlements
wirne dependent on vast arrays of machinery to Kecp them
alive and to work their mines, and while physical strengrh
and resilience were still important, a compact, stocky build
wis more practical than the normal Human frame in the
low tunnels and cramped machine-rooms, Thus developed
the two main features which distinguish Squats from
normal Homans: their mechanical aptitude and cheir shore,
povweriul build,

Gudied Heavy Weapons irike and Guild Biker
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[Despite the fact that the Home Worlds were cut off for
millennia, an almost complete history of the Squats
survives, thanks to the painstakingly-maintained records
and chronicles of each Squat stronghold. Scholars of the
Administratum are still engaged in analysing the millions
of individoal records from the Squat Home Worlds and
assessing their significance to the Imperinm, but the broad
history of the Squars, divided inio five ages, Is common
knowledge.

The earliest of the Squat ages is the Age of Founding, which
cortesponds roughly to the Imperial Dark Age of
Technology. During this period, the Squats had not emerged
as a distince race, and indeed some scholars argue that the
Ape of Founding should not be counted as pare of Squart
history. This is the age, some twenty millennia before the
present day, when the first mining colonies were established
on the Home Worlds, Coniact with Terra was almost
constant, and the Home Worlds were well-supplied for their
task of winning mineral wealth from the bleak planets

Deferding a stromgphold a@painst e Ok Shvodion

The first age of Sguat history proper is the Age of fsalation,
which corresponds to the earlier phase of the Imperial Age
of Strife, some eighteen millennia before the present. The
mining colonies which would Lager become the Squat Home
Worlds were isolated from the rest of the Imperium by
terrible warpstorms. So close, indeed, did these storms
come to the mining colonics that some plancts and small
systems were sucked into the seething Chaos and never 3een
again. The severing of contact with Terra led to continual
shortages of fuel and foodstuffs, and the miners were forced
tobecome self-sufficient, developing considerable wechnical
expertize in the process. The mining colonies became
inclependent strongholds, rrading amongst themselves and
sharing resources and discoveries. It was during the Age
of Isolation that the Engincers Guild first developed as a
social and political power within Squat socicry, and
strongholds began (o group wgether in Leagies formed
by complex political and trading agreements.

A slight abarting in the warp siorms led o encounters with
alien races in the dge of Trade, While the rest of the
Imperium wis still locked in the wars of the Age of Strife,
the Scuats made contact with both COrks and Eldar. At the
heginning of the Age of Trade, some strongholds were
attacked, but the aliens quickly realised thar the Squats were
determined and tenacious fighters, and that trade was a
more practical armngement. The Squaes ook full advantage
of their rremendous mineral wealth, which they traded for
weapons, foodstuffs and high-rechnology systems. To this
dav, Squat hvdroponic planis, developed with Eldar help,
arc among the most efficient food sources in the Imperium.
The Squats remained carefully neotral in the numerons
conflicts between Eldar and Orks, maintaining trade links
with both sides. There were inevitably small wars from tme
to time, but for the most part the Squats’ complex structure
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Warlord and Hearthguard making a beroic stand against the Eldar

The Age of Trade lasted for nearly three millennia, but
finally collapsed when an enormaous Ork batde-fleer, under
the command of Grunhag the Flayer, artempted a full-scale
invasion of the Home Worlds. Losses on both sides were
astronomical, with vicions tunnel-fights theough the mine
workings and bloody pitched battles in the Squats'
underground settlements, The Squats appealed to their
Eldar trading partners for help against the invading Orks,
but none was received.

The Age of Wars, as it became known, is regarded by the
Squarts as the blackest chapter in their history, and the
double betrayal by Orks and Eldar gave rise to a cultural
enmity which still persists. Many strongholds were wiped
out by the Orks, and the traditional epic ballad known as
The Fall of Imback commemorates one such destruction.
Even today, expeditions are mounted from the Squat Home
Worlds in search of lost strongholds, and these expeditions
are often accompanied by Adepms Mechanicus personnel,
eager to rediscover lost Squat technology.

The final phase of Squat history is the Age of Rediscovery,
which continues during the present day. As the Imperium
recoverad from the Age of Strife and began to re-unite the
scatrered worlds of Humanity, the Squat Home Worlds were
rediscovered and contact with the Imperium was
re-established.

The Imperivm found that a distinct culture had developed
on the Home Worlds, and that the Sguats had moved
outwards through the galaxy, extending their domains.
Often they settled harsh planetssimilar to their own Home
Worlds, but they also occupied more conventioml woelds
able to support normal Human civilization.
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The Squat Home Worlds are almost unique in the Imperium,
as they are not directly controlled by the Administrarum,
Instead, they are allowed a certain amount of Autonomy,
being ruled by their strongholds and Leagues juse as they
were before the Age of Rediscovery, The experiences of
the previous millennia bas left the Squats wich a scrong sense
of cultural unity and a fercely independent nature, and
instead of rejoining the Imperium as subject worlds, the
Home Worlds negotiated a series of treatics which enabled
them to keep their independence. The racial characier of
the Squats - hard-working, tenacious, honourable, and
inimical to alien races - is Almost perfect from the Imperial
point of view, and the Imperium is content to allow them
1 gredt degree of self-government.

In exchange for their comparative freedom, the Home
Worlds provide troops for the Imperial forces, and teade
their mineral wealth exclusively with the Imperinm - trade
that has made the Squats a wealthy race, They also
undertook at the start of the Age of Rediscovery to allow
the Adeptus Mechanicus unrestricted access to their
technology; it s significant thar the Squat Home Worlds
have a higher incidence of working Standard Temiplare
Construct equipment from the Drark Age of Technology
than any arther group of worlds known o Homanity,

The 3quats rule themselves in all internal affairs, but are
expected o follow Imperial policy on wider matters. Therne
has never been any conflict on this point, largely because
Squats as 3 race are not greatly interested in what goes on
bevond their strongholds and Home Worlds - their long
period of isolation has made them an inward-looking race.

Perhaps the most surprising aspect of the relationship
berween Squars and the Imperium is thar Squats do not
follow the Imperial cult. Instead, they practise a form of
ancestor-worship, venerating the dead of their clan and
their family. Every Squart joins his ancestors on his death,
adding his honour to that of his forebears, but 2 part of
his mame and his honour remains with his living
descendants, forming a constant link between the living
and the dead. Squats are very carcful to ensure that their
deeds in life will add to the glory of the clan and its
ancestors; they guard their reputation fiercely, and will go
o great lengths eo blot out a disgrace to their honour or
the honour of their clan

When Squats serve alongside the Imperial Guard, they
adopt cermain aspects of the Imperial cult, incorporating
them into their own ancestor-worship. The Imperial line,
as presched by the Imperial Guard Commissars who come
into contact with Squart forces, is that the ancestor-spirits
of the Squats are watched over by the Emperor, and Squarts
are happy to accept this idea and partcipare in the rituals
of Emperor-worship on those terms.

Commit to: Imperial Bocord SO 17251
Ineisation INR 42300
Early Colondes AE

Human Mutarion BT

Lost Technology oM

Cross file to:

Planetary Ref: Terlaken B3 Svye syiem
Input Ref! Inguisitor Kecler 324 700
Input dated: ST09T2E M4

Input clesrance: Hogue Trader Dausen
Thought for the Day:  Wiaich for the Mickant

W lave made contact with descendants of Human mining
colonies lost in the Age of Steife, The whole populanion
shaowes mncation, namely reduced height and powcrfol buld,
Orders for termination are suspended pending vour reply.
I respectfully submit the following points for consideration:

I The colonies have, and continue 1o produce,
considerable mineral wrealth. Detailed tucnover repores
are enclosed- ref 3284711

2 Local records mention several other systems nearby ancd
identically populated. Astrographical data and facsimile
records: ref 324722

3 Widespread survival of Dark Age technology;
indications are thar this is 4 general rend. Recovered
STC muaterial: ref 324737

4 Mutation is stable and breeding is true. Inerim
Asscssmcnts of genetic damage: ref 324760

Bequest a full Inguisition resecach team (o evaluwate these
worlds and advise on what is to be done with them.

- the Bistoric compmmanicanion whicd beraided
the rediscovery of the Sgruat Homewarlds.

Tothe shame of the Squart race, there are many strongholds
and Brotherhoods who have sided with Chaos: During the
wars of the Horus Heresy, Squat forces fought on both sides,
and inevitably some fell prey to the corruption of Chaos.
Like the other followers of Horus, these have now largely
been banished to the Eye of Terror, but these are always
rumours of isclated groups of Chaos Sqguat raiders i variouns
parts of the Imperiom,

It has even been rumoured that some of the strongholds
which were lost to the warpstorms in the Age of [solation
may have survived. their horribly-murated inhabitants
raiding into the [Imperiom from time o time.

The Squats are the most Human-like of the Abhuman races,
standing alvout two-thicds the heighe of 2 normal Homan
witha stocky, powerful build. Their hair is very strong and
fast-growing, and most Squats coltivate short-pointed
beards, or at least moustaches and sideburns. Despite their
short, thick-fingered hands, Squats have a very high depree
of manual dexterity, and are able to operate the most
intricate machinery with ease.

Squats are extraordinarily long-lived by normal Human
standards. A lifespan of three hundred vears is normal, and
s0mMe Squats, known as Living Ancestors, are often so
ancient that their true age can only be guessed art.

In character, Squats are an honourable race, but they are
also irascible and aften short-tempered. In battle they are
renowned for their doughty resolve and tenacity as
warriors, Coupled with their amazing abilites as miners and
workers of metals, this has made them a valuzble asser for
the Imperium.
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Squat society is based on the sfronghbold. A stronghold may
be a surviving mining community from the original
colonisation, or a so-called newhold, founded when the
race expanded during the latter part of the Age of Isolation
and the early part of the Age of Trade.

Strongholds are self~contained, autonomons communities,
ruled by a hereditiry Squat Lord and an aristocratic lass
known as the Mearibgieard. They are comparable 1o the
city-states of early Terran cultures, and a great number of
strongholds may coexist close together,

Strongholds join together inte Leqggues for mutual defence,
trade and other dealings with the Imperium. A League may
vary in size considerably; the League of Emberg, for
instance, consists of four strongholds, while the powertful
Kapellan League is made up of over three thousand. Each
League is ruled by a High Council, comprising the Lords
of each member stronghold. The High Council debares all
matters which affect the League as a whole, and ratifies
trade and other agreements on behall of its member
strongholds; it also serves as a court of appeal for cases
which involve the death sentence.

There is no formal organisation berween the Leagues on
any Home World, although they maintain constant
communications and act together in time of war

Traditionally, each stronghold centres around a mine and
the underground settlement associated with i, although
as the race expanded in the Ages of Isolation and Trade,
different types of world were colonised by the Squarts and
some strongholds are not associated with mining acuvity.

Each stronghold is ruled by a hereditary Lord, who is
supported by a powerful body of retainers known as the
Hearthguard, 1tis the Hearthguard which provides the elite
core of a Squar military force, as well as providing servants
and advisors to the Lord himself. When the Loed takes 1o
the battlcficld in person, the Hearthguard fights as a unit
under his command, In most strongholds, the Hearthguard
has become an aristocracy, composed of alimited number
of families or clans.

The prinicpal military force of a Sguat stronghold s is
Orotherboogd or Wear-Brethres:. Each Squat has an ohligation
of military service to his stronghold. and can be called to
serve for a period of 30-70 vears in the Brotherhood.
However, because Squats live long and breed slowly, a
tradition requires that a Squat may not be called o the
Brotherhood until he has sired and raised two sons 1o
maturity, which in Sguat terms is the age of 70 Terran
Standard years. Thus, the continwity of the race is not
threatened by its military activities.

When his period of service has expired, @ Squat recurns
to his stronghold with honour {and hopefully not a lule
wedlth). He then takes up a position of responsibility in
his family's business, having reached full adulthood by
virtue of his military experience.

Although the Brotherbioods are the main defence forces
of the strongholds, they are far better known for theic
mercenary activities. In time of peace a stronghold's
military forces are traded in the same way as its other

resources, either to fight for the Imperium or to other
strongholds. As war s an honourable profession for @ Squat,
these mercenary adventures are rarely resented - indeed,
they are regarded as an integral part of every Squat’s life.

On oceasion, unscrupulous or incompetent Squat Lords
have sent Brotherhoods into impossible situations,
especially in the inter-League squabbles which were
widespread during the Ages of Isolation and Trade. This
problem has been largely resolved by the practice of placing
one of the Lord's close pelatives - known as o Warlord - in
command of the Brotherhood, ensuring that no undue risk
is taken and that the honour of the stronghold is not
compromised,

Some particularly adventurous Lords may send out their
stronghold's Brotherhood on expeditions, regarding thege
as little more than an extension of their other business
activities. The term ‘expedition’ is rather loosely defined,
and these ventures can mnge from a search for g stronghold
that was wipced out in the Age of Wirs, to an expansionist
action against alien races, o a full-blown campaign of
piracy. Some Brotherhoods have turned o buccaneering
as i profession, amassing wealth for an honourable return
home, the booty being distributed between the pirares
themselves and the Lord of their stronghold. Squat Reavers,
as they are known, are stcange by normal Human standards
- their single-minded attention is direcred purely on
Anancial gain, and they will aceack any worthwhile target
with grim and implacible resolve, but completely without
prejudice or malice.

In the Age of Rediscovery, the Sguat Home Worlds have
undertaken to provide the Imperium with a tithe, which
takes the form of Brotherhoods being sent o serve with
the Imperial Guard, or indeed as complete Squat forces
under the Imperial banner. Space Marines are noted for their
intolerance to Abhuman races, whom they see as tainted
and genetically impure, and the Administratum will not
generally post Squat troops to areas where they will be in
close contact with Marines.
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Like 3¢ much of Squat culere, the Engineers Guild traces
its origing back to the Age of Isolatdon. Squats as 4 whole
developed a considerable technical expertise in order 10
survive without support from Terra, and there was a regular
traffic between strongholds in mechanical supplics and
echniques. From this traffic arose a distinct class of
teavelling enginecr, moving constantly berween
strongholds, spreading knowledge and solving technical
problems, The Guild anose to protect these individuals, whao
often found themselves caught up in inter-League wars @
lomg way from their native surongholds.

The Guild soon developed into a real power thooughout
Squunt society, and Engineers enjoy a considerable prestige
The most gifted offspring of each stronghold are inducted
into the Guild ar an early age, and inténsively trained in
all aspects of technology, cngincering and machine
maintenance. Although a Squat is not deemed to have
reached maturity until the age of 70, gifted youngsters may
jovin the Guild at 40 or even 30 vears of age, though in doing
s0 they must renounce all family ties and rights 1o
inheritance.

The Guild is by no means as rigidly structured as the
mainstream of Squar society. Ability counts for everything,
and age, birth and background are of no account. The
Engincers see themselves as unencumbered by petty
traditions, while most stronghold Squats wounld describe
them as disorganised and anarchic,

The Engineers Guild is sub-divided into 2 number of Lodges,
each with its own leadership, symbols, customs and rituals.

Clothing, equipment and vehicles tend to be marked with
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the symbol of the Lodge rather than that of the Guild,
although all Squar Engineers wear the Guild symbol of a
hammer as a pendant. The technical jargon of the Enpinecrs
Gruild varies slighely from Lodge to Lodge; an Engincer from
one Lodge can make himself understood by a member of
another Lodge il he wishes, or can make use of his Lodge
dialect so that an outsider cannot undersiand him when
he discusses technical matters,

Each Squat stronghold has an enclave of Guildsmen, even
though individual Engineers come and go as they pleasc
or as the Guild orders, The Engineers renounce all
stronghold allegiances on joining the Guild, and do not
mix a great deal with the other Squats of a stronghold,
Sometimes, an Engineer may leave the Guild and join a
stronghold through marriage - evenso, his sons will almost
certainly join the Guild in their urn, And while Guild
members may attach themselves o a particalar stronghold
for years or even generations, they move on at will, and
owe their true allegiance to the Guild alone,

Squat Engineers have 2 very characteristic appearance,
which to Human eyes seems to contradict the high esteem
in which they are held by the rest of their race. They wear
no helmets and their hair is grown long, being either tied
or greased back. They favour well-worn leathers and other
hard-wearing working clothes, with tough monkey boots,
usually scuffed by the constant knocks and battering they
rake. Many Engineers add bandanas and mirror shades or
gogeles to their outfit, often jaumily pushing their goggles
up onto their foreheads. They travel light, not generally
bothering with anything they cannot carry on the bikes
and erikes which are as much a scatus symbol as 4 means
of transpaort.

Because of their wandering lifestyle, Engineers are more
adventurous than the bulk of Squats, are often found serving
with Brothcrhoods on the bartlefield, or even hiring
themselves and their machines out on a2 mercenary basis,
wiorking throughout Imperial space and beyond. Individoal
Squat Engineers with impressive reputations may be directly
recruited by the Imperinm, and some have been known
to resach senior positions within the Adeptus Mechanicus.
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- The typical lifespan for a Squart is about 300 years, A small

proportion of the population. however, reaches the age of
400, and once a Squat has lived this long, his chance of
longeviry is drastically increased - lifespans of B00 years
are common among this group, and there are some
individwals whose true age can only be guessed at.

This small proportien of the Squat population which lives
to great old age is treated with enormous respect, being
known as Liting Ancesfors or Spirft Lords; they are treated
as living members of the ancestor group which forms the
basis of Squat religion. Their long lives have filled them
with wisdom, and they are their Lord’s most respected and
trusted advisors,

Also, at about the age of 500, certain physiological changes
begin to occur. As age begins to sap their speed and strength,
thev develop an incredible degree of mental and physical
resilience, along with certain psychic powers. The fact that
psychic powers are practically unknown amongst other
Squats makes the Living Ancestors doubly venerated. These
psyvchic powers come from ther spiritual closeness to the
dead ancestors of their clan, which they tap as a source
of psychic energy. Their strength as psvlkers is directly
related to the prestige and honour of the stronghold’s
ancestors, and the higher the status of the ancestors the
more powerful are the Living Ancestors,

When a Squat reaches Living Ancestor status, he surrenders
his name and his goods to his descendants, just as if he had
actually passed on. A funeral ritual is held by his clan, and
the new Living Ancestor goes to live with others of his kind.

As well as advising the Lord of their stronghold, the Living
Ancestors often accompany the Brotherhood in bartle,
providing defensive psychic support and advising the
Warlord.
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Squat forces may be found on the batilefield in a oumber
of circumstances.

They may be serving with Imperial Guard forces or the
forces of a Rogue Trader, to take partin an Imperial conflict
as part of their Home Worlds' tithe of service 1o the
Imperinm. As well as using single Brotherhoods o fight
alongside other Human and Abhuman troops, the
Imperium uses complete Squat armies to impose its will.

Squars may be fighting on their own account, defending
their stronghold or taking part in an inter-League dispute
or other local conflict - given the volartile temperament of
most Squats, it is not unusual for Brotherhoods of adjacent
strongholds o go w war, fghting for territory, mineral
wealth or over some slight to the honour of the stronghold.

They may have been hired ot by their Lord as a mercenary
force to serve in some foreign conflice, although they will
not generally serve alongside Orkoids or Eldar unless they
have turned to Chaos. Squat mercenaries can also be found
serving with Imperial forces, or with other Squats - it is
traditional for Lords to hive their forces back and forth to
serve in each others’ contlices.

They may have been sent out as Reavers by their Lord, or
may have taken to buccaneeting of their own accord.

Rcgardless of the circumstances, the Brotherhod

organisation remains the same,

There are four main troop types in any Squat force: the
Hearthguard, the Brotherhood, the Engineers Guild and
Livirg Ancestors.
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To guard against the misuse of Brotherhood troops by
unscrupulous stronghold Loeds, 2 Brotherhood force is
always led by a close relative of the Lord, known as the
Warlord, Under his personal command is a unit of the
Hearthpuard, drawn from the Lord's loyal retainers, who
form an aristocratic class in the stronghold,

The Hearthguard 15 2 wareior elite, and their status is
reflected in their fondness for lavishly-ormamented gold
jewellery. Belts, buckles, chains, pieces of armour and cven
weapons are decorated with teaditional designs in gold and
other precious metals, and a Hearthguard's prowess is
displayed in the form of these decorative items.

It is traditional for a Lord to present a Hearthgoard with
a gift in recognition of valour and loyalty, which is nearly
always specially made - sometimes by the hand of the Lord
himself, the highest of honours - and is often decorated
with scenes of the event which it commemorates. These
trophies are handed down from father to son; and a leading
member of @ long-established Hearthguard family can be
expected to take the field resplendent with priceless antique
jewellery. Unlike the normal Squat principle of succession,

where evervthing passes o the heirs on a Sguat’s death,

4 Hearchguard cannot inherit his dead father's jewellery
and trophies until he has won his first trophy on his own
dccount: he then inherits his father's name, along with his
full panoply of jewellery and equipment. The adopted
name of a Hearthguard commemaorates the greatest deed
of his father, and will remind him and his companions of
his ancestor’s fame.

Because of thelr richly decorated equipment and other
trophies, the Hearthguard are very individual in their
appedrance, and do not wear any kind of uniform. Each
Squat’s equipiment and jewellery tells of his own deeds and
those of his forebears, and the Hearthgoard vie with cach
other in the distinctiveness and splendour of their
appearance. Archale and mediaeval styles are very popular,
with lavish decoration in traditional patterns. It has often
been remarked that a Warlord and his Hearthguard on their
muotorbikes bear more than a passing resemblance to the
armoured knights o horseback who may be found in many
mediacval cultures,

Rather like the knights of mediaeval worlds, Warlords and
Hearthguard often have magnificent suits of exo-armour,
all-enclosing, sealed and self-powered environment suits
built for them by the Engincers Guild. Like other
Hearthguard equipment, exo-armour is handed down from
father to son, and is perhaps the proudest status symbol
of the Sguat military aristocracy.

One deweil which is common o the whole of the
Hearthguard is the stylised image of 2 Squat face, which
appears on armour, helmets, pendants and other pieces of
jewellery. This is an image associated with Squat ancestor-
worship, representing the spirits of the ancestors watching
over their descendants.
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The bulk of 2 Brotherhood's troops are those who are
referred to simply as *Brotherhood’. These troops lack the
individuality of the Hearthguard, wearing the colours and

ingignia of the Brotherhood as a uniform. Squats prefer
muted colours reminiscent of the rocks and sands of their

Home Worlds: browns, greys and greens are popular in
varying shades and mixtures, as are black, white and decp
red - it is common for seams and piping o be picked out
in a contrasting colour,

Those Brotherhoods who are sent out reaving tend to be
more individual in their dress; in most cases they wear their
own clothing rather than a uniform, so that their home
stronghold cannot be identified, However, Squats who have
mide a career out of piracy are as flamboyant, in their own
waty, a5 the most ostentatious Hearthguard. Often they will
adopt distinetive uniforms and colours, so thar they arc
immediately recognisable; in this way, their fearsome
reputation does half their work for them.

Brotherhood troops are generally armed with lasguns, but
the Squats have a characteristic fondness for heavy
firepower, and heavy bolters are a favourite weapon. Most
squads will have at least one heavy weapon, and sometimes
an entire squad may be equipped with heavy weapons,
Since no Squat would consider himself Fully dressed
without ar least one sidearm, it is not unusoal for Squats
tor o about armed to the teeth a5 3 matter of course. Most
citizens of the Imperiom carry @ sidearm and a blade
weapon as part of their standard dress, but Squats are
renowned as particularly fond of weaponry. This fondness
is reinforced by the hostile environments in which they
are usnally raised, where dingerous flors and fauna, and
the constant threat of Ork and Eldar rids, encourages even
the youngest of Squats to pack a few hand guns and
something loud and heavy on his bike.

ust as the Engineers Guild has a constant, if shifting,
presence in each Squat stronghaold, so most Brotherhoods
are accompanicd by some Engincers Guild troops.
Engincers wear a personalised "uniform’ of leathers over
T-shirts or singlers, with individual decoration such as
fringes and studs. Lodge symbols, and the universal
hammer symbol of the Engineers Guild, are worn instead
of sironghold and Brotherhood badges. Guildmasters are
more elaborately dressed, vsually wearing heavy and ornate
chains of office,

Apart from their dress, the other most distinctive feamure
of Sguat Engineers is their motorbike and trikes, These are
universally favoured by Engineers as a personal transport,
and some have been adapied for batdefield use by the
addition of weapon mounts, The Engineers make more
extensive nse of bikes on the battlefield than almost any
other troop tvpe.

L
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Living Ancestors take the ficld in small numbers with Sopuat
forces, drawn from either the stronghold or from the
Engineers Guild, to provide sage advice for the leaders and
psychic support for the warriors. Their psychic abilities
concentrate on defence, but they are by not entirely
incapable of attack. Living Ancestors are distinguished by
their high-collared robes, with collars rising @bove their
heads, and their ornate neck-chains,

Living Ancestors from the same stronghold always have
the same level of power. Their psychic energy is directly
tpped from the stronghold's ancestor spirits, and their
power varies with the prestige and states of these spirics.

Squar Brotherhoods vary widely in the styles of banners
and standards they employ, but a Brotherhood will almost
always carry its own banner into battle, and sometimes the
banner of its home stronghold as well. It 15 2 common
practice o mount these standards on bikes,

Stronghold banners are largely heraldic, bearing the symbol
of the stronghold and sometimes 3 motto or slogan,
Brotherhood banners tend to be more elaborate, with a
central piccure surrounded by ornate horders containing
battle honours and slogans. The picture may be of the
Brotherhood's most famous exploit, or 2 design such as
4 Squat braining an Ork or Eldar with 2 hammer

Brotherhoods in Imperial service may be presented with
Imperial banners like those of the Imperial Guard. They
iy use the Imperial banner instead of, or as well 45, their
stronghold banner - but are unwilling 1o part with their
Brotherhood banner

The Engineers Guild has its own standards, which feature
the central motif of the Guild hammer or a Lodge symbaol,
Guild hanners are decorated to 2 lesser degree, and tend
not o be as elaborate as those of the Brotherhoods.

Exc-armowred Hearibguard turmel-fighfing with Orks

Squats are extremely tough, strong-boned and resilient, and
they able to carry 2 considerable weight. A Squat can carry
up to 27 movement penalty's worth of beary equipment
without penalty. Despite this, the difficalties of life on the
high gravity Home Worlds has influenced the design of
Squat equipment and they always build in the normal full
requirement of suspensors o offset movement penaltics
simply by force of habit. The points value of these has been
taken into account in the lists. Targeters, however are not
widely used by Squats.

Squatr Warlords and their Hearthguards have from tme
immemorial worn finely-wrought breastplates and helms,
decorated with ancestoral faces. In ancient times,
breastplates would have been crafted from simple beaten
metal plate. These much-cherished items of war panoply
have comtinued in favour in the more technically advanced
form of carapace breastplates, still decorated with
traditional ancestor images.

Carapace breastplates and helms give a basic saidng throw
of 5 or 6 on a DO, Wealthier Warlords and Hearthguards
tend to replace their carapace armour for exo-artmonr.

® sal
Exo-armour combines features of both power armour and
dicadnought armour, The extensive protection it affords
the wearer is especially useful when fighting in confined
spaces where movement is restricted and it is difficalr 1o
avoid concentrated enemy fire, Exo-armour is thus greatly
favoured by the Squats, who often find themselves in
Combat in subtcrrancan tunnels or chambers and who are
not noted for their agility, Exe-armour also serves as a
hostile environment suit, and the barren surface of the
Home Worlds has certainly stimulated the developement
of this form of armour by the Squaes, Squat armourers arc
adept at forging rather striking exo-armour, usually
embellished with the visage of 2 Squat Ancestor Spirit
These finely wrought suits of exo-armour become the
prestigious war panoply of grear Lords and theic
Hearthpuards,

Special Rules for Squat Exo-Armour

Movement: There is ne movement penalty for wearing
the arimounr.

Saving Throw: Squat exo-armour has a sevring throw of
2,3, 4 5or6,

Armament: Squat exo-armour incorporsates standard
integral armament of power axe and bodt gunr. These
integral weapons are fitted %0 as 1o be used one-handed.
The balt gun always has a targeter, and a suspensor (o offser
the targeter's movement penalty,

Othcr Features: Sqguat exo-armour is also 2 hostile
environment suit and includes a communicator and
respinitor a5 standard

173







175




SQUATS ARMY LIST

The following profiles should be vsed for Squat bikes and

trikes:

i A v
BIKE/TRIEE 32 16 ¥ 1 415 1 2
GUILD TRIKE® 32 1 ¥ 2 415 26

* This profile is only used for Guild Heavy Weapon Trikes
- other Sguat trikes use the normal hike profile.

Other Sguat vehicles {eg Land Raiders and Rhinos) use the
normal profiles.

Guild Heavy Weapon Trike Teams have a well-deserved
reputation for highly mobile hard-hitting tactics. Their
favored method of going into action is reminiscent of
Napoleonic horse artillery: the trikes advance at speed
towards the enemy and skid tum in 2 semi-circular arc
present the rear of the trike o the enemy. The gunner ther
opens fire and the trike remains ready to move off in
another direction without delay, The exceptional skill and
bike control requited for this manouvre is rypical of the
Trikers of the Guild of Engineers. Enemics and allics alike
have observed and reported this tacdce in action with
incredulity and amazement.

To represent this manoenvre, the trike may move towards
the enemy ujrbo its maximum Mopement allowance. At the
point at which the crew wish to fire, or at the end of the
full move distance, the trike is immediartely swung around
using the skid turn fempiate so that the rear of the trike
faces the target. This manoenyre imposes no fo kit penaity.
The gunner may fire from this position and the rrike may
then continue tor the end of its move, It may even repeat
the same manocuvre next turn if desired.

B shoid mgie, place the froem weheel of the trike
agatrsl A and move the rike oaml the
tempare wncil the front wheel reaches B To
skid left, place the: e wheel Zgaist B and
move the trike romnd s A The briloe ciels i
move facing sway from the enemy

SKID TURN TEMPLATE
Photocopy the template, stick to card and cut o,

The skid turn is an extremely difficult manoeuvree which
involves spinning the wheels in reverse during the few
seconds of the turn, while the gunner lets off 2 shot. There
is a definite element of risk 1o this action even when
practised by the skilled Guild Trikers and each trike must
make a control fest on attempting the skid tuen. Roll a D10
for the trike before it makes the turn, If the score is 1, the
trike overturns ar full speed without completing the mrn
or firing - the team are thrown off and slain. Any other score
means that the manocuvre is successfully carcied out.

fE Feldstripping a fawity pla ;;m.a Fun

Squats have natural aptitude with technology and
machinery. All Squars are technically proficient and able
to adequately maineain their own equipment. Unlike other
forces of the Imperium, Squats are not dependant on
Adeptus Mechanicus Techpriests because Squat Engineers
are able o repair damaged equipment and fulfil the same
role as Techmarines in Marine forces.

When a vehicle has received special damage resulting from
a critical hit, a Squat Enginéer may attempt to restore the
vehicle's functions. Engineers cannot deal with damage to
a vehicle's crew or the complete destruction of a vehicle,
bt may deal with any other damage. To represent this, roll
a DG when the Engineer arrives at the vehicle. On a score
of 6 the damage is repaired and the machine will function
again next turn. On a scone of 1, the vehicle is damahged
beyond repair and the Engineer will content hitnself with
salvaging a few small mechanical items of interest. On a
score of 2-5, roll again next turn - the Engineer is engrossed
in attempting o repair the machine

Commissars and Adeptus Mechanicus Techpriests
sometimes accompany Squat forces into battle, always
associating with the leader of the force on the battlefield

The Imperinm continues to observe and collect dara on
the Squats and often wses Commissars for this role. Since
the Commissar is present in a purely advisory role and not
o enforce discipline, he does not shoot Squar personnel
for rerreating. Similarly, the Adeprus Mechanicus is
fascinated by the apparently natural technical expertise of
the Squars and the Techpriest is present 45 an observer to
learn more about Squat skills on behalf of the Imperium.
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Squart forces are composed according to the following
conditions:

I. A Squat force must consist of one or more complee
Brotherhoods,

2. A Sguar force always consists of complete
Brotherhoods whether it represents 4 Squat army of
a Bquar ally contingent in another army

5. ASguat force may include a complete Engineers Guild
Expeditionary Force as an alternative to a
Brotherhood.

i
=

Persomalities may add the following bonuses o their D100
rolls on the Special Equiprment Charis to increase their
choice of items and bring the more unusual items within
their range. They use the same Special Equipmient Chearts
45 Space Marines and the Imperial Guard.

A Squat Brotherhood consists of the following units and
pﬁsumhtm

* Ooly available if at lease 1 Guild Bike Squad present.

The minimum points value of a Squat Brotherhood is 765
points. This includes the Warlord, Hearthguard and 3
Combat Squads without any additional equipment or
optional upgrades, and with the Warlord and Heartguand
as Champions.

An Engineers Guild Expeditionary Force, consists of the
following units and personalities:

1 Gulldm.lmr

| Guild Bike Squads
D 3 ﬂmld Weapun ﬁams

The minimum points value of 2 Squat Engineers Guild
Expeditionary Force is 1130 points, This includes the
Gruildmaster and 2 Guild Bike Squads without any
additional equipment or opticnal upgrades, and with the
Guildmaster as a Champion,

A persomalivy may add any one of the listed bonuses, or
may take the weapon as rolled without any bonus at all.

Souat forces in Imperial Service may have:

1 Homan Commissar por Brotherhood
at 45 points each

1 Techpriest per Brotherhood

ar 1 points each

The Techpriest can either be a Human or a Squar Adeprus
Mechanicus.

sl

Although the Legiones Aststartes shun serving with
Abhumans wherever possible, the Imperial Guard are quite
preparcd to serve alongside Squarts, In refum, Squat forces
can often count on Imperial Guard contingents being
available to support them. Indeed, of all the Abhuman
troops that the Imperial Guard may find themselves serving
with, Squats are certainly perferred by most commanders
because the Guard can count on their celiability,
determination and technical expertise 1o make life on
campaign a lor casier

It is these very same qualities that impress many Rogue
Traders. Rogue Traders were among the first agents of the
Imperivm to re-establish contact with the Home Worlds.
Ever since that time, many Rogue Trader contingents have
given valuable assistance to the Squat Brotherhoods and
the Guild,

Squars in the service of the Imperium may spend 25% of
their poines value on forces chosen from the [mperial Guard
or the Rogue Trader army lists
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Dbserved by a Conwmissar, Deprertal Squats battle Cbaos Squeals

Chaos Rewards

: - Traitor Squat Warlords and Guildmasters may have ap to
‘Iraitor Squats are regarded with disdain and loathing by~ D6-4 Chaos rewards cach.
other Squats for bringing shame on the whole of the proud

These may be generated from the general Chaos Reuards
Sguat kindred. it g 3

Table or from the Rewards Tabic of their patron Chaos
Squats may be converted into Traitor Squats serving one  Power (see Slave to Darkness and The Lost and the
of the Chaos Powers by simply applying the following Damned).
provisions to the standard Squat list.

Equipment
Profiles Traitor Squat Warlords or Guildmasters may have up to 3
Due to their association with Chaos and its degenerating  olls on the Arms of Chaos Chart at 50 points per roll.
influence on the otherwise impeccable Squat mentality,
Traitor Squats suffer reduced characteristics. Leadersbip,  Traitor Squart Allies
Intelligence, Cool and Wil Power are all reduced by -1
These reduced characte ristics are not optional and profiles
given in the lists should be amended accordingly for all
Tradtor Squats. An amended Traitor Sguat basic profile is
given below

Traitor Squars may spend up we 25% of their poines on allies
from any of the following army lists;

Any Traitor Legion
Chaos Renegades
—re Chaos Cultists

-E X Orks

Chaos Attributes

Traitor Squat Squads may choose to bave up to D6-4
personal Chaos attribides per squad.

Trairar Squar personalities may choose o have up o D6-3
personal Chaos afftributes per character model
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WARLORD AND 4 HEARTHGUARDS
at 120 points

WARLORD

i

-

:-a‘;-:'_;- iz
AR

AR
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The Wirrlord muss Be ucmpaﬂmayd munapard The Warlord
and bis Hearibgnards can e of whalever feved the ayer wishes This
mgans that the unis may include & mixed groul of Dersonalittes of
varfius ferels

he basic poiniE value ficindes [be pofnis value of @ Champion
Warlnrd, Add + 50 pofrts o bhe hasic valne o wngrade bint o Hero,
or o+ ) podals o upgrade Bim o Major Hero,
BASIC ECHIIPMENT

CARAPACE BREASTPLATE & HELM FRAG GREMADES
FROTOANPRA ¥ ISORTGOGGLES CRACK GREMADES
KMLAE MELTA BONBS

ADDITIONAL ECUINIFMENT

EXCY AHMOMIH

SPECIAL EQUIFMENT CHARTS

Tive Warfond bas w pide chudce Of equipmeni; Bz privdlegen starns ond aelrh
At Bien hvacqine cdnigally arey egedpeneat by (dhen, Mo cammod we S prigibepe
ter ruppdy oibdr membors of B _faree - b may only choose (e be il o
wig Brimmself. The Wirrlord car appily o -0, + 500 + 20 er « 30 srodifter to his mdls

e b SOvciT! Beuibreeat Charls

CHART 0L FTSBOLL

STANDARD WEAPONS -1 E

CLOSE COMBAL WEAPDNS n-z 5

FEEAVTY WIEA PO Q-1 U

GREMADESMISSILES -2 T

ECHUIPMENT AMND BEONICS -4 5

OFTIONS

HIEE OR TRIKE PO WARLORIDY . . e R S e e
1 e Wariowad i5 mao st S il e Seariisguars must he o ied.
BOWER FIELD FOR BIERTRIKE. ... . ... : n
P el (1% rrdf i) profects feike or erike urm‘ 11 rl'ur-' e rmcf.u.dc—s o froer
JTeid gyrachrpmizer

4 HEARTHGUARDS

L7 iw T T o1 e
df1f3fifelr|ale
S{2ld|2|00|9 |10]10
S1315 (31019 )| 10

The Hearthguerds must accomfuany tye Warlord, This meecns thal (e
§ riodels @y trestad o o single fndivisibde sl with regard fo it
coberoncy rules. The Hoarthucrds can be of any fevel the player wisbes,
This precing Ul Mhe neelt meay dnclude a wilxed group of personalities
of parios leels

The basic poinig value inefudes the points valles of Champrion
Hearthguards. Add + 50 pednils to the basic palue for each Hero choser,
and & B podnks for each Major Hero chosen,

BASIC EQUIFMENT

FRAG GREMADES
CRACK GREMADES

UARAPMCE AREASTPLATE & HELM
PHLYITIINFEA VISOEGOGGLES

I LASPISTOLS MELIA HOMBS
KNIFE
8 ADDITIONAL EQUIPMENT
EQUITPFMENT PTSMODEL ELQUIPMENT FTSMODEL
EXC ARMOUR ... . L. TS POMEER SHIELDS : |
POWER AXES. . ..o rEh
GREMADES
GRENADE TYPE COST GRENADE TYPE COST
ANTLPLANT . oo ol W BCARE GAS 1
BLENL:. . Sl 1 SMOKE | LR
CHORE. o AR 4 STASIE. )
“hlLl.N.IHtH]-N’ x X RN e R et
HAYWIRE - T 5 | TAMG LH-IH!I'I' |
EMOCROUT. .. ..o g by TR [*)
FHOTOM L VTRLS (13 .. 4
PLASMA (L. L VOETEX (1) 5
RAL. 1

Ax pr alfersanier do e ASdinearal Eguiprond ished aboey, Hesrthgwards may
il mw the Spockal Eguipracil Sharrs (eack Hogsrhguard rokoe ge ety ralle
ard wach anry fobe o fo e periber o rodls Beied Beloapl

SPECIAL EQUIFMENT CHARTS

CHART ROLLS  PFTSEOLL
STANDMALD WEAPDONG (18] A
CLOSE OOMBAT WEAFCINS 02 A
HEAYY WEAPCHNG 48] )
LGHEMAFERMISEILES -3 T
BCHIAFMENT AND BE3NICS -4 5

OFTIONS
SUBSTITUTE 2 BOCT PISTOLS FOR 2 LASPISTOLS, . FREE
RIKES Of TRIKES FOR 4 HEARTHGIUARDS, e e e

{7 Foe Wariorad &5 monnred, all the Hearthguard must he moumied I the
e ritguand ane g rwd; the Wariom must e monmted.

FCACER FIELD FFH BIKETRIKE

Bower fetd (1 wfcditas) fridests bide or fribe ama n'rJﬂ; arand Frociindes @ poinee
Siela gymicheriminer

20 EACH

) =t

f} @ e il ;m D
‘ J ALY //QQ/ [';,.(E;?J

i r:'_u':-

£ A

& |3 v}’a}" &‘g

i

"'\../'"_,-r"\ i

=6
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|‘]‘;F§;,M/Irt\‘ I

o "n,f

Stronghold banners, these may be photvcopied and patpted using Citadel paints and ks for wse on your miniatures,
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COMBAT SQUADS at 215 points per Squad
SQUAD LEADER AND 7 TROOPER

.. N % :
The most nodable aspect of Sgual Combet Sguads ix thedr ability o
dlepioy ey nunber of beaiy weapons. fn (hiE resiect they are Ligue
among the baslc tactical forces of the Imperium.

BASIC BOQUIFMENT

FLAK ARMOLNR FRAG GRENADES
FHOTLOVINERA VISOHRGOR GLES CRACE GHRENADES
KMNIFE MELTA BOMES
STANDARD EQUITMENT
I LEADER 1A% PISTOL T TROOFPERS LAS GUINS
COMMUNCATOR
ADMTIONAL EQUIPMENT
EQUIF ENTIHE SOQUAD WITH ANY OF THE FOLLOWING GRENADE TYPES:
GRENADES PISSQUAD  GRENADES
ANTIFLANT e SCARE GAS._, ,......
ALIND LB BMOKE.
CHOKE R L T ETABTE o o e o atrat
HALLUCINOGEN. ... ..o 16 STUMM, .., ... o
HANTWIRE . o e e TAMGLEFOOT. . ... .o
ENQUEOUT ., | o4 TOXIN: . oo v
FHOTOM. ... ...... . B YIRS (1 BACH). .- ..._._.
PLASMA {1 EACH). . B VORTEM (LEADER - 1 ONLY).
BAD e e EF3

OFTIONS

EQUITP ANY OR ALL TROOFERS WITH:
FTSMODEL F NT
2 ROLT PESTOLS
INETEAD OF LASGUN, .. .. ...
CHAIMSWORD. _ ... ... _... ...,

EQULFMENT
HEAVY ROITEES
INSTEAD OF LASGUN .. ... . 15
T LASPESTOLS
INSTEAI} OF LASGUN. ... . i}

EQUIP ENTIRE SQUAD WITH:

PTEMODEL

EQUIPMENT

REPLACE LASGLENS WITH BOLT GUMNS o

EQUIF 1 TROOPER WITH 1 OF THE FOLLOWING HEAVY WEAPONS
INSTEAD OF A LASGUN:

EQUTPFMENT FTS/MODEL EQUIFMENT
ATO CANNON. ... ... .. .. 45  HEAVY WEHBIE. .. T
CONVERSION BEAMER. .. .. ... 5% LASCANROM ... oo iavisain
AR MO £ bR e 1] MISSILE LALIMCHER
CGRENADE LAUMCHER . . . | 5 [WITH FRAG, CRACK AND

TWITH FRAG, CRACK AND MELTA MIS3ILES:

MILTA GRIMADES) MILCT-LASER. . oo o annanen
HEAYY PLASMA GUN, . H5 MIUTLTT-MELTA .
HENYY STUR . oo i e 1S

EQUIF LEADER WITH 1| OF THE FOLLOWING:
PTS EQUIPMENT FTS

CHAINSWOIRD .. A POWER GIOVE ., 15
FOWER AXE, .. Vi i1 COMBIWEAPOM. .. .. ... .... %
POWER SHIELD. ... ... ._...... 1 SAWN-OFF SHOTGUN. . ... ¥
POWER SWORD. ., ., .. T AUTOPISTOL ., A |

EQUIP LEADER WATH | OF THE FOLLOWING INSTEAD OF LASPISTOL
AT NO EXTRA COST:

BOAT PISTOL SR STUB GLUN
MEEDLE FISTOH HAMD FLAMER WEB GUN
PLASMA FISTOL SHURIKENR PETOL

BROTHERHOOD WEAPON TEAMS

BROTHERHOOD SUPPORT WEAPON
WITH TEAM OF 2 SQUATS

_h%% TIEiLA

-.1./1; g e

A Brotherbood Weajron Team costs N poduts s the valne of thefr
weapon The costs of @ team plus weabon are Ksted By weahon type
[T

BASIC EQINFMENT
PHOTONINFRA VISORGOGHLES
ONE OF THE FOLLOWING FER TEAM (POINTS COST INCLUDES TEAM):

SLUPPORT WEAPONS FPTHWEAPON  TARANTULAS FIEWEAPDON
MOLE MOETAR. . . iy A Taraainia B o Hiel af
THUDHD GUM. . ..o ovon s T diferehical Ivpe.

GRENADE LAURCHER . ., ... 104
RAFIERS FISMWEAPON [WITH FRAG. CRACK AND
MULTL.LASER, .. R MELTA GHREMADES)
MULTI-MEETA . . .. .. ..... . 2 HEAYWY FLASMA GIIN ., . 220
LASCANNONM, .. vakrs s 24 HEAYY BOLTER............. 10
LASACCANNON. .. ... ....... 2%}
TACTICAL POUIFMENT FTS/WPN MISSLE LAUNCHER et |01
BOMBOT (10 MAX). ... ....... 1% {WITH FRAL, CRACK AND
LASEAITTER, .. . varersmrne e B0 MELTA MISSILES)
FHASE FIELLy GEMERATOR T MULTFMELTA. ... ... . ....... IT
CONVERSHIN BEAMER, ., .., 170

ADDITIONAL GRENADEMISSILE LALIMCHER AMMUNITION:

Yo can mrake mp be 2 rodly per Targalfule on the Grenades Wisnfes Specizal
Equefpemant Chart for exted Grimiady Lavscbor or Miselie Lawncher ammunition.

CHART ROLE  PFRORML
LREMADES/MISSILES 2 T

ADDITIONAL EQUIFMENT

EQUIFMENT FI%
POAWER FIELD (1" RADIUS). , . 20

Tia frrmabectt UAPGLROR cOal P WHaranineTs;
dnciudes power fTokd syncbrinder

Brotlherbood banners, these may be photocopied and painted
using Cltadel paints and fnks for use on Your srinfalures,
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GUILDMASTER at 20 points

GUILD WEAPON TEAMS
GUILD TRIKEMOUNTED SUPPORT WEAPON

A !:qu.m'! Brotierbopd mray nm:p' orrtaeer @ e fafmaster Bf af fecest [
Guild Bike Squad is fncluded in the force. A Sguat Engineers Guild
Expadittonary Force atways incdedes a Gulldwaster

The basic podnis valve 05 for a Champion Cuildmaster Add + 50 pomts
to the basic pofsts value fo wpprade bim to Hero, or + 80 profets fo
n_pgnfdr bim o Mafjor Hero.

BASIC EQUIFMENT

FEAL GREMATHES
CRACK GHEMADES
MELTA BOMES
ADDITIONAL EQUITMENT

FLAK AEMOLUE
PHOTOVINF A VISORGEOGLHLES
KNIFE

EQUIPMHENT
BXD - ARDMOUIER oo
PLATE ARMOIH,

ONE OF THE FOLLOWING:
DISPLACER PINLIDF. ... o o0l
REFRACTOR FIELD,
CONVERSION FIELD. i
BTABMS BERL, -0l Lol
POMYER SHIELL} ., , . ... 0000y -s

SFECIAL EQUIFMENT CHARTS

Tl Grudtedanasite e bk o aide cioecs af wgrdioment; bir tmfrtaued efalus et
e Craadlal o ers dum fo acgiire vinteally amy equipsiest be fbes. He canaor we
rhrls et Bege 4 S Giber Brestlerd of D1 feed, sd e el joonp SBovise dimis
e Srabemely o anse bigreelf) B mefresenl thir the Gnintnnanior oom manke Lhe s nung
FOlEE ot Soecial Egraibneest Chawts I adadiion o hakimg oy of the sfooe
weratfrmen!. He mapafbly o -0 + K+ 20 ar + 360 moedifor b hese rofls an the
Lpwechal Egrailprment Choris

CHART ROLLS  FTRROLL
CLOEE COMBAT WEAPIMS (L 3
GHEMADESMISSILES 0.2 7
EQFUIFMENT AND BIGNIS 0-4 5

BIKE QN TRIKE FOR GUILDMASTER. ... . ..o .. ! 2 i
PFUWHR PIELD FOH KR TRIKE, oot aea sa s oo nas oo
Firper fimd 1% radicy firofocts bike or frile pad i rider aun (nclusdes o forer
fdid sparchroaniser

L]
£
E

L]

{

iv
£
o
£y

Engineers Guild Lodge hansers, these may be photacopied and
Painted wsing Citadel pafncs and ks for use on your miinigiures,

G T R T PR ‘:‘ WITH TEAM OF 2 SQUATS
= - — gl ; ; [
10 i3 “ﬁsf 2]1

A Guild Weapow Team costs 70 potars plus e value of their ereafon.
The cosrs af o teamn, plus thefr trike and wearon, are Hsted by weapon
e Bl

BASIC EQUIPMENT
PHOTCOINFRA VISORGOGGLES

OME OF THE FOLLOWING FER TEAM
(POINTS COST INCLUDES TEAM AND TRIKE):

WEAFOMN PTSMWEAPON  WEAPON PFTS/WEARON
ALTO CANMDNG ..o IS LASSCANNOM, 00 160
COWYERSIOM BEAMER Joo M MISSILE LAUMCHER. - 5. . .= 130
DA MO s e A (WITH FRAG, CEACK AND
HEAVY PLASMA GUM. . . .. 145 SIELTA MISSILES)

HEAVY STUB. ... ... oo .. B MUNLTI-LASER

HEAVY WEBBER. .. ,........ 9  MULTI-MELTA.

ADDITROMAL MISSILE LAUNCHER AMMILUMNITION:
FiAl coim manke G 00 2 rolls e Missife Lammcler oo e Grenralen Mot Spec il
Egradfmierad CHErT fir FOOf e R inie.
CHART ROLLS  PTSROAL
GREMADESMISSILES 2 T
ADDITIONAL EQUIFMENT

EQUIFMENT POINTS
BOVER FIELD (1% HADILSE 2

il frrotedd eageom, Frike amnl Tenrm
members; incledes feaer fledd
Lyrchraniser
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GUILD BIKE SQUADS at 555 polnts per Squad

Crratled bikers can ride eitber bikes or irikes, Thege Irnfbes pse 1he soame
Jrrofile as Bikes (mee Sgraat Vabicles) - they are ol the same ay the Guild's
Heavy Weapon Thikes,

BASIC ECHIIPMENT

PHOTOVINFRA VISORGOGGLEE, I LASPISTOLS

ADDITIOMNAL EGUIPMENT
SQUAD MAY BE UNIFORMLY BQULPPED WITH ONE OF THE POLLOWING
WEAPONS AT 15 POINTS PER SQUAD:

NEEDLE PISTOL
LASPISTONL
ALPTO-FISTOL
BOAT PISTOL
HAND FLAMER

PLASMA PIETOM.

SHURIEEN PISTOL

PAIR OF SA%'N OFF SHOTGUMNS
CHAINETORD

LQUIF ENTIRE 5QUAD WITH ANY OF THE PFOLLOWING GRENADE TYPES:
GRENADES PTSAEQUAD  GRENADES FTS/'SQLAD

AMTI-PLART ... .. .
BRENEE S s e
CHOKE, v
HALLUCINGGEN
HAY WIRE

SCARE GAS,

ARBOEE_ . e sy

STASIS, ,
BTUMM.- ... oLl
TARGLEFOOT ., ..

TOMIN. . . T L
VIRUS (1 EACH). ... toiaee 3
VORTEX (LEADER - | ONLYE. .. 25

ATy,

LM
P O 06 e e Th o R e

£

LIVING ANCESTORS at 190 points

R T

Living Ancestors bave the same alulitles o beal wounded freofss a5
Marine Medaics

BASIC EQUIFMENT
KNIFE, MEDIPACK

= ONE OF THE FOLLOWING:
CONYERSION FIELT:. DISPLACER FIELD, REFRACTOR FIELD, STASIS TIELD

ADDITIONAL EQUIFMENT

WEAFON FIS WEAFON FIs
SWORD., . i 3 P HAND FLAMER , , o L z
POWER SWORD. ... ......... 17 LAE PIETOL . . ik
CHAINSWORD . .0 . L NEEINLE PISTOL. .. .. 5
FI¥RCE SWOHRDY ¥ Al HELIRD THERUFTOR 4
FORRCE BOCHD. . reihis L PFLASMA PISTOL. . 4
AFTCE PISTOL. .. ..., .. e e 1 STUB AN ... ... |
B{¥IT FISTOL, | 1 v 1% SIDECAR ATTACHMENT FREE

The Lidiiig Avcdslinr Sta) eldd 88 d s88ecar artached to )l Bike i the fores,

PSYCHIC ABILITIES

Lty ARCeTiors b fespcibic abifinies bief USeST are SPecial & Sqrees and aiedy
e five I ridire

BMastery Lewel 4
Fal Lovel L2
Abillfcs EDmy

Crrmprafe Sy L Epia g A Reosion 5 powchic ahdiies e IV wosd Trosn: (he @ikeanimp Jiar

D100 Ablliny DI00 A
114 Aurd of Restsance 56-05  Auga of Rocalcitmnoe
1-1%  Curee Injary £45-70  Transber Aura
W25  Immuniry fom Polson TIRE  Aura of Imalnceabsliny
26-35  Aura of Prdection RBl-8%  Cure Tomrds
Jh-40  Jnx BA-0  Siasds
A1-45 Rally o085  Strengih of bind
46-50  Smash G-l Temporal Diseon
Sl:%5  %ense Prescence

Lz

ADDITIONAL EQUIPMENT AND WEAPONRY

VEHK.LES

Fri el ftioen to Bheir bafres, frikes seral sugybors epeabors, o et force may fecieaee
any o the following:

YEHICLE MUMEBER FTSYEHICLE
RHIND 1 per Squsd 3T
LAND RADER D63 750

OFF-TABLE SUFFORT: 0-1000 points

-0 podmis may be allecated (v suppoeTing fine from bepond (e bantle zoRe
Wariords, Gutidmaitirs or Techiriens may dol of spoiters and ol donor
swpporning fire The mrockel prust reruain stationary for the ertine Fur Qird e
TaArgEt R B pisth o i, ROl 200 @Bt the ipodters” L Befare the slrooting
plrase of bis dwrn. Jf e rodis bees disar is B the regreested e of supbortimg
Jirw wth] faii aluring dhe shooung plase of thar furn. [ Be rolis more than Ld,
el rype off v 15 areiailable, dned rerading S0 for thesre Of he Baile

Potmis ary alloeated i repdorting fine bofore tbe ganse, but are oaly Sposn ebes

ot caadl for fine succevels, Ouly ong mardR Gy Y 0 CaN S0 Supareing (T
Pach 1P,

ROBOTS: 0-4000 polnts

(-4 mamifefer nf F rebods at g conf of Q000 pednts per mandde Gechiding
Irogram).

EOBOT FISEOBOT
CRIBADER ]
LRSS ]
CASTELLAN L4
CATAPHRALT 190
CUONLUERCIR B | |

Fobafs may have programs selecied from the oilortng:

FROMGRAM FTSROBOT
GEMERAL BATTLE A5
TAEE ARND HOLDYDEPENSIYE il
HEFENSIYE 45
BOMBOT 20

Bty mnrt be controdied by & Guilanastne
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COMMISSAR at 45 points

The Cometdssar i present as an advisor fo the Warlord of @ Sguat
Brotherbood, rather than ic enforce Imperial discipline. The
Commmnissar will noe shoot any Sqeoar personnel while acting in an
advisory role

BASIC EQUIPMENT

CONYERSION FELD, LASPISTOL

STANDARD EQUIFMENT

WEAPDN PTS
L p T e L P e e By G T

.-. FBEE
ARernstively, Commessars may mll on the Spedisl Fu,,p|ipcnr|-| Tharts

SFECIAL EQUNPFMENT CHARTS

CHART

STANDARD WEAPOMNS
CLOSE COMBAT WEAPDNS
HEANY WEAPONS
GRENMADESMISSILES
EQUIPMENT AND BIOMICE

OFTHONS

BIKE R TRIKE. i v T

Erech Comraizsar sl acoompany e Warions q,fme Brogerbood o wich .br
s adwisrer it Waphored £ mguried o 2 ik o O Wl @i B
(i i Brflee

FOMCER FIELD FOR RIKE/TRIKE . , R |

Poever field (1 radies] prodeces bl o driley angd 106 riden and inciudes @ peaer
el nymcironisen

TECHPRIEST at 10 points

The Techpricst is present purely as an adeisor and b ohserve bow the
Squats mafniain ond use their oguipret, o matier wbick groatly
irtferetss the frfierrurn. Al Squats can adequeafely mointain their oon
dgaidfriiertt and Sgual Enpineers arg able fo repair damapged
gttt cnd peldcles, The ?ir.‘b;ll'!rb-ﬂ cacdpisor corn et ther be g Haman
o a j‘qwr ..-'l.:fnprw Mecharicns

BASIC EQUIPMENT
REFRACTOR FIELD

ADDITIONAL EQUIPMENT
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Hrythar had scen 2 Harlequin troupe only once
before - as a child several decades ago - but now
he had been chosen as favair. to welcome the
Mazque of the Dance Without End to Saim-
Hann craft-world. He fought down tension as
the warpgate opened and rwo dozen figures
stepped out of the shifting, coruscating colours,
It was said that Harlequins could smell fear. and
as the spokesman for his eraft-world, it was not
seemly to show any.

The newcomers' appearance certainly lived up
to the stories. Three little knats of troupers cach
manhandled 2 tunk like o ganshly-colowred
coffin, which hovered iunt ahove the deck on
suspensors. Theee skull-masked mangorach Death
Jesters glided forward with their grear reapers
and flame lances on their backs. moving
automatically towards the chambers cardinal
defence points, Four esdann Warlocks strolled
forward in a group. their masks bobbing in an
ammated discussion that had evidently begon on
the other side of the warpgate. The athajr - the
Avatars, who played the Laoghing god in the
masque - and led cach trou pe in battle - :m:rg:d
last, the fixed ironic half-smiles on their masks
seeming to comment on what had come before.

“Lavair” said one of these [t was a statement,
not a question. Hrythar struggled to scem relaxed
311d SI]H!‘I“.T U:":}Iil'ld.. a5 EDEH"I:S}" d:m&“dﬂd,

“Hrythar Dreamweave]” he answered. “Saim-Hann
15 gladdened by wour presence”

“Drcamweave, the voice was rich and even,
deapite the mask’s distortion, "A fortunate name.”
Unsure whether this was compliment or mockery,
Hrythar held an expression of bland courtesy.
Inclining his head to the Avatar, he tumned to
lead the Harlequins to the quarters sct aside for
them. Even though he concentrated on his
movements as he walked. beside their fluid,
gliding figures he felt clumsy as an Onk. He
burned to ask if and when the masque would
perform, but it was for them to say, and for
none to ask.

@by

The Harlequins (Eldar: Rilfietann) are a uniquely Eldar social
and military institution - a caste of fighters and entertainers
who exist beyond conventional Eldar social structure, They
owe no allegiance w any craft-world or other Eldar
community and teavel amongst Eldar - and other races -
at will,

The Harleguins see no distinction berween art and war, and
their putlook can best be explained by reference to the legend
of the Fall of the Eldar; one of their sell-appointed duties is
o keep this legend alive through their performances.

The central figure of Harleguin belief is the Ceporeck - the
Great Harleguin, also known as the Great Fool, the First Fool
or the Laughing god. According to legend, this deity survived
the Fall because his mocking nature distanced him from the
corruption and decadence that became Slaanesh. The Great
Harleguin is the only authority that the Harlequins recogmise,
There are stories about Harlequins and other Eldar who have
met the Laughing god in the guise of a Harlequin without
realising his identity until afterwards.

Harleguins travel constantly, presenting entercinments based
on Eldar tradition and centred on the body of lore which
has sprung up around the Laughing aod. They have been
known to stage their dance-dramas for Humans and other
non-Eldar, since they believe thar the Fall of the Eldar holds
a lesson from which all races may benefit.

As well as being entertainers, Eldar Harlequins are the
deadliest fighters of their mee In battle, they use their
acrobatic skills and a range of specialist equipment ro
devastating effect. Among many of the less intelligent mces
they are regarded as wizards, malevolent warp entities,
OF WOLse.

Harlequins are thought to wear their masks at all times. Thelr
clothing is tight-fitting and brightly-coloured, with bold
stripes, rigrags, spots, checks and other colourful designs
Multiple belts, studs, straps, buckles, scarves and other
adornments are common, and the symbol of the masque is
often incorporated into the clothing design. Death Jesters are
an exception to this practice, preferring to wear
predominantly black clothing, often with white skull and
bone designs.

A device known as a holo-suoit, datbedi shicld (datbedi-
“between colours'’), or visual disruption field, is incorporated
into cach Harlequin's body-suit; projecting a holographic field
around the wearer's body. This produces various costume
cffects in performance, and operates in battle like a
programmable form of cameleoline, breaking up the
Harlequin's outline Refractor and conversion fields are also
widely used as well. In addition the Death Jesters commonly
wear carapace and other armour types.

T enhance their speed and agility, Harlequins are equipped
with suspensor belts known as Flip Belts, Inertia Pivots or
geirgilath (Eldar: “'belt of speed™’). These devices allow the
Harlequins to pivor effortlessly about hip-level, and permit
undiminished ose of their spectacolar acrobartic abilities even
when encumbered with bartle-gear. Harlequins use 2 range
of specialist equipment (described in detil below), as well
as conventional kit.

Vehicles attched o 2 Harlequin force are brightly painted
in the same patterns as the Harlequins themselves, and
festooned with flags and bunting - a sirangely cheerful sight
omn the battlefield, It is also common for Harlequin vehicles
o be equipped with visual disruption fields,
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é A hush descended as the pedformance began. O
* The first work was performed by a single troupe.

It was onc of the many storics aboot the Great
¢ Harlzquin, the Harlequins' oaly master. The Warlock

stood 1o one side, his dathedi apit cycling through
the shifting reds, greens and golds of the Storytelles
25 he wove 3 commentary with the projectors of
light. sound, psychic impulse and programmed
hallycinogen from the cresdann unit on his back.
The Avatar danced the part of the Langhing god,
with his suit projecting the ever-changing lozenge
pattern of the Creat Harlequin.

Dicath entered, his syt cycling through the
decomposition of a corpse from flesh 10 bone 1o
dust to nothingness and back again. Troupers danced
arownd him, falling at his tooch, The Laughing god
danced arcund the outside

Suddenly, the perfotmance stopped. The High
Avatar of the Dance Without End walked ro the
front of the stage. and locked out into the audience
Then he bowed - 2 bow of courresy 10 a superior.

The audiencs =at in stunned silence. Then one
figure rose.

Those few who recogmised him knew him only as
an undistinguished Infinity Matrx technician. He
had lived on Saim-Hann for over 2 ceotury, hambly
tending the cirewitry that maintained the countless
Ancestors 15 the spitit in the body of the grest
ship. Mow the High Avetar of 3 Harlequin masque é
had bowed to him. He nodded - curtly. as to =
subordinate - and walked toward the stage. e

“Saim-Hann iz fortunate’ The High Avatar's voics
scemed uncomfortably loud after the silence. “We

shall perform The Dance.”

Harlequin Organisation

Harlequins are organised into two basic units: the froupe and
the sasgee, A masque is composed of a number of troupes
plus cermain additional personalities, as shown by the diagram.
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Awvagars (Eldar: atheir) are the officers of the Harlequins; each
troupe is led by an Avatar In performance, the Avatar dances
the part of the Laughing god.

Some Avatars wear long coats to indicate their rank. They are
usually armed with two close combat weapons (one of which
is often a shuriken pistol), and equipped with visual
disruption and conversion fields. In addition, some Avarars
may have psychic abilities. Occasionally, an Avatar may be
armed with vortex grenades, delivering them by running
forwards alone while the rest of the troupe supplies
covering fire.

The Avatars of some Harlequin troupes carry 4 number of
lightweight batons, which unfold into a flag bearing the
symbaol of their masque, This is commonly left as a calling
card’ after the destruction of enemy undts and installations.

o IMwEEsTE [T ]
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Troupers (rillietarns) form the backbone of a Harleguin
force, In performance they dance the chorus roles, and in
battle they form the rank and file of the Harlequin troupe
- if such a term is appropriate o the umque structore of
Harlequin troupes.

Typical equipment for a rrouper comsises of two close combat
weapons (one of which is often the shuriken pistol), a visual
disruption field and a refractor field.

B u i EI-
gl2[9lw0]w0

SRR
HARLECLIN

Warlocks (esdainn) are specialist psvkers. While other
personalities may or may not have psychic powers, the
Warlocks contribute most o the psychic capacity of a
Harlequin force. Many Warlocks favour masks which do not
feature a face design,

In pecformance, the Warlock takes the roles of the Wikard
and the Storyteller, and adds o the performance by using his
psychic powers and the release of programmed hallucinogens
from the crefdann mini grenade launcher strapped o his
back. In battle, this is used as a conventional grenade launcher,
laying down 2 pattern of fire to cover the Harlequing'
advinoe into close combat, Blind, hallucinogen, scare, smoke
and stasis grenades are particularly favourcd. Vortex grenades
may be used in spectacular solo attacks

Apart from the mini grenade launcher Warlocks and Avatars
are equipped in similar fashion - with two close combat
weapons, 4 visual disruption field and a conversion field.
Some Warlocks have been known to have a Gyrinx

for a companion,
2la| 2|8

Death Jesters, or Death-heads (margorach), are heavy
weapons specialistsm who tend to stand somewhat aloof from
other Harlequins - and even from each other They are
renowned for their morbid and ironic sense of humour,
something not normally considered an Eldar trait. On the
battlefield, they stand off from the rest of a Harlequin force,
firing their heavy weapons in support. Their costumes and
equipment nearly always feature skulls, bones and other
symbols of death, and the death’s-head mask has almost
hecome a uniform for them.

In performance, the Death Jester dances the role of Death,
and performs daring stunts of escapology and risk - ‘dicing
with Deach’, as they are fond of saying. In baitle, the Death
Jester delivers his punchline with las-cannon and shuriken
cannon. Carapace armour, enhanced by visual disruption and
conversion fields, is worn. The encombrance of their
equipment is countered by their Flip Belts. They have been
kmnown o use vOrex grenades.

DEATH
JESTER 65
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The High Avatar (ardathair) is the leader of the masque,
He takes the role of the Laughing god only when the whole
masgue is involved in a performance, while Avatars from the
individual rtroupes play lesser deities and other
mythological roles.

High Avatars dress and behave in the same way as lesser
Avatars, but they show a distinct preference for face-designs
on their masks, especially the smiling face of the Laughing
god, a snarling face of dacmonic aspect, or a beautiful but
impassive Eldar face.

HIGH -..5 . e .‘- :
AVATAR 67|74

The High Warlock (@tbesdan) is the overall commander of
a masque's Warlocks, and may over-rule commands issued
to Warlocks by their Avatars; this rarely happens in practice.
It is not unknown for a High Warlock 1o take the Warlocks
from the troupes and form them into a separate unit under
his {or her) own command. The High Warlock advises the
High Avatar on all psychic matters,

In performance, the High Warlock leads and co-ordinares the
other Warlocks as they play the role of a supporting chorus
to his Storyeeller; in batrle, the High Warlock may co-
ordinate their grenade barmages, or act as 2 compleely

independent personality.
=

Mimes (disteerr) are under the direct command of the Master
Mime, instead of being allocated to individoal troupes. In
performance, the Mimes play mystical and dacmonic roles,
using movement and gesture only, Even in everyilay life, the
Mimes speak little, communicaring among themselves by
Lambruith, their system of hand-signals.

[t is customary for Mimes to go in advance of a masque or
troupe to announce their arrival, Frequently they simply
appear on a craft-world or clsewhere, without anyone
knowing when or how they arrived. This skill is also used
in warfare - the oft-repeated stories of enemy commanders
suddenly and unaccountably finding a Harlequin ‘calling card’
in their command centres are typical examples of the tacrics
Mimes use to undermine enemy morale. Infilecation and

assassination are their speciality.
-
9 |mwlw|a

The Master Mime (aibistanr) commands the Mimes of his
or her masque, and advises the High Avatar on all matters of
cspionage, infiltration and politics. In performance, the
Master Mime poins the other Mimes, gencrally playing the
muost prominent and demanding Daemon or mystic role,

10
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Solitaires (arebennian) are outside the masgue, and roam
the universe alone, oceasionally joining 2 masque for 2 single
performance ot battle as the fancy takes them, They are the
only Harlequins who can play the role of Slaanesh in the great
Harlequin masterwork known as The Dance; various stories
cxist of other Harlequins who have rried, and been driven
mad by the experience. They almost always fight
a5 individuals.

Among the Eldar it is said that Solitaires are Harlequins
who have been touched directly by the Great Harlequin, and
have his insight into the fall of the race and the nature
of the universe. A Solitaire may live unknown among Eldar
(or even members of another race) for years or decades, and
there are many rumours and folke-rales elling of Eldae who
have met a Solinire, and realised later that this was the Great
Harlequin himself. Solitaires represent the very pinnacle of
the Harleguin ideal, and are formidable foes.

MWSIBS | S T W L p A LR | et ClEWE
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O The message flashed aroond the erafi-word at the speed
of thought. All normal funetions were suspended. and
every Eldar on Saim-Hann came to the talzcly hall. Even
the Ancestors in the Infinity Matrix watched through
the craft-world’s internal scnsors. At least once in their
lives, every Eldar should witness The Dance - the greatest
of the Harlequins® works, retelling the story of the fall
of the Old Race - and keep the lessons of the Fall alive
in the spirits of the syrvivors, But The Dance is rarely
perdormed, sinee the key part cannot be danced by any
member of 2 masque. Only the mystic Solitaises - those
touched by the Laughing god himself, who pass
unrecognised 45 whim or design moves them - only these
may dance the part of Slaanesh.

The nine teoupers bounded into the centrs of the stage,
thewr dathedi suits projecting a weaving pattern of colours
as they danced the part of the Old Race. The four
Warlocks took up positions around the outside: emotions
were monstored, amplified and retorned by theer equipment
a5 the Eldar lived the fall of their ancestors: felt their

O yoys. their prides, their petty rivalries and their driving
passions. Three Awatars danced the parts of the Fallen
gods, leaping, carewhecling and somersaulting around and
among the dancers of the Old Raee

The dancers of the Old Race became wilder their passions
stronger and their joys more extrerme. more menacing.
Thc].r came together like a whidpool, and kroke upon
something vnseen - burled back as the Solitaire leaped
into view, somersanlting from his unseen entrance to the
centre of the dancera.

An involuntary shock ran through the avdicnce at the
sight of the allegorical figure of the Chaos god Slaanesh.
His suit projecied a constantly-writhing mass of figures
in attitudes of decadent pleasure.

From behind Slaanzsh. seven figures appeared ons by
one to mingle with the O3ld Race, First came the four
Mimes, passing their sensual and disturhing movements

to the other dancers as the Daemons they represented
had spread the cormption of Slaanesh, One by one, the
dancers of the Old Race began to project the partern

of writhing figures on their suits. Next came three dark
figures: the Death Jesters' snits displayed skelctons as
tl:z Teaped and slew, dragging the inert forms of the Fallen Q,
gods to the feet of Shancsh, As the last fell, 1 psychic
scream from the Warlocks echoed through the minds Q
of the andicnce. It shifted and writhed like the patterns

on the dancers’ swits, gradually coalescing into a chilling,
gibbering  lasgh  of madness, coruprion
and depravity.

Butin the laugh there was another voice. A elearcr Laugh,
an ironic laogh. A laugh which laughs becanse it chooses
not to wesp.
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<> Then. at one side of the stage, the High Avatar entered.

<>

His suit projected the ever-ahifting multicoloured lozenges
of the Laughing god as he strolled casually onstage, sl
layghing at the cosmic [n“jr of the Fallen, He looked
at the trivmphant form of Slaanesh atop the mouvnd of
writhing dancers. and he laughed. He looked at the Mime-
Daemons and the Dieath Jesters as they bore down upon
him. And he layghed,

For 3 moment, he could not be seen among the press
of Slaanesh's minions, bat with 2 ory he flew above their
heads, umbling in flight to land facing them. As they
tumed he leaped again: two figures dropped 25 he tonched
them, and five more clawed the empty air as he

somersaulted across the stage 'é
His laugh now was one of glee as he leaped and tumbled, ’

evading the bunters and torming now and then to smike
back. He picked vp the body of 2 Death Jester and hurded
it at the Ligure of Slaanesh, who recled slightly at the
impact. With a wild cry the Great Harlequin leaped
forward. pulled a single dancer from the feet of Slaanesh,
and withdrew. At his touch, the writhing figures on the
dancer's suit dissolved mio the lorenge pattern, and the
dancer also began to lavgh as he danced the dance of
the Harlequin. The two of them put the remaining
Daemens to flight, and as last f2ll, Slaanesh joined
the hntl;]r_

The confrontation berween Slaanesh and the Great
Haslequin seemed to go on for ever. Orther dancers melied
from the stage as the two figures leaped. cartwheeled
and somersaulied around cach other. Slowly, in the
backgronnd. the Mime-Dacmons and the Hatlequin
tmui-:u tock wp the dance, reflecting the movements
of the two principals in perfect unison,

The Dance ended abruptly, with the struggle unresalved.
It was mdeed the Dance Without End. The hall was quict.

The dancers left the stage. The audiznce sat stunned. @
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Before the rise of the Imperium or even the emergence of
Mankind into the galaxy, the Eldar had established a mighty
civilisation that spanned many plancrary systems. Their huge
citiships and eraft-worlds, vast ornate palaces floating between
star systems, traded new knowledge and goods. Learning,
enlightenment and reason flourished. The Eldar enriched the
galaxy and looked for new worlds to make their own and new
challenges o mect.

One challenge they took up was the complere mastery of warp.
gate technology. The Eldar adopeed, refined and perfected the
ancient Slann knowledge of the warp and its movements. They
established a network of wormhole mnnels through warp
space, linking gates aboard their ceaft-worlds, planets and
smaller spaceships. It was possible for an Eldar to walk from
one planet to another, across hundreds or thousands of light-
years of real space. The warp-gates hound the Eldar together
as 2 single civilisation, strerching across space and, it was
theorised, backwards and forwards in time. The Eldar, fearful
of the consequences, never experimented with the temporal
aspect of the warp-gates.

Their studies did, however, bring them an understanding of
the link between the warp and psychic power. In making this
conceptual leap the Eldar also discovered the power of Chaos,
in all its seductive glory. The Eldar, for all their apparcnt
culture, had never encountered its like, Some turned from the
warp with disgust when the corrupting nature of Chaos and
its effects on reality became evidene, but others responded
with new vigour. The manifestations of Chaos - insanity,
wickedness, and depravity - spread like wildfire through the
Eldar, and was carried further by tainted individuals with
access to the warp-gates. In the space of a single generation,
the Eldar pawsed in their quest for enliphtenment and chose
the darker path into the service of Chaos,

Eldar who remained untouched by Chaos, retreated 1o the
citiships and the larger craft-worlds. The insanity of Chaos
had no foothold or appeal aboard the wast ships. The warp-
gates to the infected Eldar worlds were closed and locked.
The citiships were absorbed into the larger craft-worlds, and
all drifted into the depths of space, lifcboats and seedpods
of civilisation.
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The rest of their race sank wholeheartedly into the dark
worship of the Chaos gods. A racial madness had siken hold
throughout Eldar space, and the insanity had only one end.
In a2 mindless psychic orgy ¢very Eldar planet perished in 2
single night. The death screams of the Eldar echoed across

the warp, On every planet Eldar corpses twitched in the

mindless dance of Chaos and crombled o dust. Worlds were
laid waste in moments. The Eldar race were sucked into
the warp.

The dead Eldar, however, were not gone, Their spirits had
merged with the warp in a horrifying manner. Their death-
shout became a howl of joy and release. Slaanesh, the Lord
of Pleasure, god of unbridled depravity, was born from the
dark side of the Eldar nature. The psychic pain of the Eldar's
ractal death and Slaanesh’s birth convalsed the warp; the warp
seorms around Earth were blown away, and warpspace itself
rippled into new patterns.

The last of the Eldar drifted into the long night between the
stars. The racial memory of their former glory and nobility
sustained them, while the downfall of the race filled them
with bitterness, They had come face-to-face with their darkest
desires and had been found wanting.

For them, Mankind is a reminder of what happened long ago.
Humaniry is treading the same path towards the darkness of
Chaos, a crude mirror of the Eldar's own disgrace. They are
burdened by racial shame for the weakness of their failed
ancestors. The bright, hopeful universe is a place of stark,
gibbering horror, and the Eldar fell when confroated with this
truth. Surviving Eldar have grown since then, accepting and
holding in check the Chaos that lurks within their hearts, 2
delicate balancing act that they seem to have mastered at Iast.

Mankind rushes towards the fare of the Eldar, but without the
ability to preserve itself in any form. All the signs are there
o be read: homanicy's moral leprosy of Chaos worship, irs
rising number of emergent psylkers, its lust for universal power,
and its fragile, failing Emperor...

The Black Library

Much of the Eldar’s ancient knowledge and culture was lost
during the flight from Chaos. The craft-worlds became the
sole repository of Eldar wisdom, and this fragmented as the
Eldar nations drifted apart. Craft-worlds were lost over the
millennia, and knowledge vanished with them.

A single source of Eldar knowledge has remained untouched
and inviolate since the Fall. Aboard a dark craft-world, far
beyond the boundaries of the Imperium, is the Black Library
of Chaos. Here ave collected all the tomes, books and codices
describing the Eldar studies of the warp. The forbidden lore
of the Black Library describes the blandishments, influences,
forms, crearures, perils, promises and horrors of Chaos.
Enclosed within a nearly impenetrable psychic bartier, the
Black Library is warched and maintained by its Guardian-
Scribes: they collate and transcribe the knowledge of the
Library, a task that they have carried since the Fall of the Eldar.
They also maintain 2 hawk-like watch over their charges, the
books; dreadful repositories of sccret powers and must be
monitored at all times,

The existence of the Library is known to only a few, and entry
is allowed to even fewer individuals. The Library’s ‘'mind’
defends itself against the weak who would misuse its
knowledge by refusing entry to all except those who have
acknowledged and empered the Chaos within themselves,
The immature, who are still vulnerable to the promises and
seductions of Chaos, find that they are unable to pass through
its gateway. As a result few have seen within the Library ot
read any of its books. Only two groups come and go at will:
the Human Numinari and the Solitaines of the Eldar Harlequins,
The Guardian-scribes rarely leave once they have entered.

HARLEQUINS IN COMBAT

Sathbuinn Sureflire stood over the holo, one hand
stroking his chin reflectively. He was forced to admit
that the Human commander was unusually imaginative

for his race - cownter-thrusts in three places with
Dircadnovghts, robots and Ogryn power squads were
complicating the pattern considerably. He knew that

the longer this took, the greater the likelihood of Space
Marine reinforcements ammiving. He corsed the thought

as a bright red spark winked into life on the
orbital display.

“Make our visitors known,” he sad inte his comlink,
“that ther welcome may be fitting.”

“The Masque of the Shadow Weavers waits at
your door”

Sarhbyinn turned sharply. He had not even heard the
SITANEEr APPEar

“The Talaihin Beavers are gladdensd by your presence!’
he apswered formally. He had seen Harlequins in
performance twice before, but never had he been
privileged to watch them in battle. And now an entire
masque was placing itsell under his command... he
checked himself: Harlequins acknowledge no
commander but the [.anghing Ecn:'. Rather. the MASuC
wag consenting to fight alongside his troops.

The stranger's dathedi mask projected a silently-langhing
face as he pressed a sequence of buttons on his
communicatorn Then he left the command bunker as
silently as he had entered. Sathbuinn followed him.
not koowing quitc what to expect.

Ohatside, heavy shelling had taken fts toll. Sathbuinn
saw - far more graphically thzn the holo could have
tald him - that the position was deteriorating. The
Orgryns had been destroyed and the robats contained,
but a few Dircadnoughts had broken through: Human
troops had poured after them, and it looked Like the
tables might be turned on the attacking Eldar

In the rough courtyard between the semi-ruined
buildings, the air began to shimmer. as if from 2 heat-
haze. The shimmering became a weaving, slightly
sickening, pattem of colour, and from out of the colours
stepped the Masque of the Shadow Weavers. Sathhoinn
had dificulty diaﬁnﬂulsﬁinﬂ them until ll'u.:.'},r were well
clear of the teleport zone, since their suits were already
projecting the whirling. splintering disruptive camouflage
programs that served the Harlequins as battle-array. He
bawed as the High Awvatar approached him, force-sword
in hand.

“The Talathin Reavers are gladdoned.” he repeated. "You
will view the stage™ The impassively half-smiling mask
nodded once, and Sathbuinn led the way to the
control bunker.
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SPECIAL RULES

Harlequins may move past or over encmy models without
becoming engaged in hand-to-hand combat, using their agility
and acrobatic skills wo dodge past, somersault over or
otherwise evade the enemy. In order to do this, a Harlequin
arzest be able to move int the space directly behind the enemy
model; if another model, or an obstacle {eg, a wall), is
immediately behind the enemy model, the Harlequin cannot
use this ability,

All members of a Harlequin tronpe must stay within 4" of each
other unless the unit has been split (WH40K plé).

Harlequins have a 360° attack arc (WH40K pp24-23), They
can attack hand-to-hand opponents in any direction, and have
no stde or rear facing,

Harlequins suffer no penalties for using more than one weapon
at once (WH40K p2a).

Once per combat engagement, 4 Harlequin may use the
Dearbdarnce special attack. The Harlequin's A score is doubled
for that hand-to-hand combat phase as he or she explodes ineo
A whirlwind of acrobatic mayhem.

Non-Harleguin personalities may never assume command of
a Harlequin troupe.

Q Sergeant Farmer moved D squad forward behind

é the Dreadnoughts. The Eldar were effectively
pinned down by a curtain of fire, but this advance
across open ground wasn't going to be any picnic.

cover we've got.’

<> “Stay close. Use the Dreads - they're the only

“Brother Sergeant? 1 thought 1 saw something
moving out there”

“What and where?"
“Threc-ten. Maybe five hundred. Don't know what,

just movement.
"Get a grip. Whatd it fook like?”

"1 saw something, too, Brother Scrgeant. Zero-
fifteen, about four-fifty. Just a blur of colour, then

it vanished.”

“"Must be hallue. Respirator check, sound off”
“Adley - check!” #
“Boldren - check.” ¢¢
“Dorridge - ©

The lead Dreadnought disappeared briefly in a flash
of energy. As Farmer's photochrom visor darkened
in response, he saw it slew round drunkenly into
one of its fellows,

“DOWNI

"l saw it again! Just before the Dread got hit!
lt Was - =

BRRADOOMNM!
"Saw whar, Fielding?”

“Just for 3 moment - Eldar with some kind of heavy
weapon, zero fifteen, about two-fifty! Then it
blurred again!™ i <>

“There's more. Two hundred and closing!”

“Where? T don't see -
AAAAAAHHHCCCCHHHH!”
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NEW EQUIPMENT

Harlaguin Miask

The Harlequins are distinguished by their fice-miasks or agaith
iEldar: **false face’'), which they are said never to take off.
Avatars generally have snarling or liughing masks, Warlocks
often favour blank or abstract masks, Death Jesters invariably
wear skull-faced masks and those worn by troupers can vary
widely, The differences are purely superficial, however, since
all Harlequin masks have a number of common functions,
acting as 4 respirator with anto-sense and an infra-vision visor,

Avatars are equipped with the so-called Ricfus Mask (Eldar:
margthag 'face of death’); this is fitted with a small holo-
projector which is programmed to replay the death-throes of
every opponent the Harlequin has ever killed, over and over
again in a continuous cycle, This has the cffoct of making the
Harleguoin cause feqr in all hand-to-hand combat opponents.

Monofilament Injector -
““Tha Harlaquins® Kiss""

Also known as the brathu-angan (Eldar: “kiss of doom'”) or
Sting, this terrifying weapon is the Harlequins' trademark. It
consists of a slim tube, penerally strapped to the back of the
forearm, which fires a long stream of monofilament wire After
a successiul hand-to-hand combar hit against an opponent,
the wire steeams out of the ‘kiss’ and into the victirm's body,
where its twisning and coiling quickly reduces bones and
organs to the consistency of soup, Less intelligent races such
as Orkoids often believe the Harlegquins tobe malevolent warp
CREAtUTES OF WOrse.

Mormal to hit rolls and armour saving throws are made, there
is no Strerngith vs Toughness roll with this weapon. A model
which falls its armour saving throw is anomadcally killed.

Shurikean Cannon

The shuriken cannon or buanaa (Eldar: “reaper'’) is a heavy
version of the devastating shuriken catapult, and is another
heavy weapon favoured by the Death Jesters, lis enormous
rate of fire nuakes it particularly feared.

In addition to normal shoriken ammunition, the shoriken
cannon can fire the terrible bio-explosive shurikens (see
below). The nature of these projectiles makes individual
loading necessary. The shuriken cannon loses ifs following-
Sire capabilicy when using blo-sbhurikens.

F’“ {ir

Mini-Gronada Launchar

The mini-grenade launcher or creidann (Eldar- “belief-
maker' ') is a picce of special equipment used by Warlock
characters, Essentially it is alight grenade launcher wom like
a backpack. It projects grenades over the user's shonldens while
Icaving both hands free to use other weapons. Like other
grenade launchers, it can fire fadfrectfy.

In performance, it is nsed to provide special effects using a
mixture of light, sound, and programmed hallucinogen
grenades. In batele, it can fire grenades of any type. Unlike
4 normal grenade launcher, it does not count a5 a beavy
weapon, and is not slow-firing,

On the next turn, the Harleguin must make a successful check
against fritictive on 200 in order o free himself from his
victim. The check may be attempted at the beginning of each
of the Harlequin's turns untll successful.

This weapon is ineffective against Warp Creatures and Warp
Entitics, plants, vehicles, robots and buildings, It may be used
against Direadnoughts, bur only hiis against the pilot have any
effect (see Chaprer Approved in WDI00}. The piloe is
automatically killed by any hit and the Dreadnought comes
to 3 hale.

Holo-Suit

The holo-suit, datheds (Eldar: “between colours™), visoal
disruption field, jigsaw shield or domino shield, is a form of
programmable hologram field, used extensively by Harleguins
hoth for themselves and their vehicles. Every Harlequin is
equipped with a holo-suit, which projects costume effects in
performance, and has a number of uses in battle.

1 shors = lonp
Close Combar Only

ra

When its wearer is in motion, the ficld breaks up the outline
of the figure, using an enhanced form of disruptive camouflage.
To the observer, the Harlequin appears to explode into a cloud
of tiny, multicoloured fragments every time he moves, and
when he remains stationary the frgments coalesce into 3 solid
figure, like the picces of a jigsaw. The greater the speed of
movernent, the greater the disruption of the image, and the
wider the dispersion of the cloud-fragments. The suit also has
a camelecline emulation program, which is activated
whenever the Harlequin is s@ationary: the total effect is of a
blurring cloud of colour, fading to nothing when it stops,

Thus, all shots fired at 2 Harlequin suffer a -1 to hit modificr,
and the spotting distance for a hidden Harlequin is reduced
by 17,

In close combat, the holo-suit works to confuse hand-to-hand
combat opponenis. At the start of the combat phase of each
turn, a model in hand-to-hand combat with one or morne
Harlequins must inake a WP test. Models failing the test are
transfixzed: the Harlequin gains a + 1 bonus to hit and wound
a transfixed hand-to-hand opponent, while the transfixed
ppponent suffers a ‘oo hit' penalty of -1.

Tech level 7, poinks cost 3

1,
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Bio-Explosive Shurikens

The bio-shuriken or marsgrech (Eldar: *'screaming death'")
is a special ammunition type for the shuriken cannon. It has
earned a terrible reputation among many races for its
specracular and deadly effect; among the many names it has
been given are Screamers, Screaming Bug, Gut Blower and
Bomb Serum.

Each bio-explosive shuriken consists of a shaped energy field
containing a small amount of a genetically-tailored serum.
They must be loaded individually, soa shuriken cannon loses
its following-fire capability when using this type
of ammunition.

When bic-explosive shurikens are being used, firing and hit
determination are carried out normally. A model who is
wounded does not die immediately; instead, the serum works
its way into the brain where it begins to replicate itself at a
terrible pace. Sensory nerves are overloaded with every
imaginable sensation at once, and the victim stapgers 204
inches in a randomly determined direction each turn,
screaming and moaning, Normal unit coherency rules
(WH4E0K pl6) are suspended. When the 2D6 distance roll is
a7 ora ‘double the serum's activity has reached such a pitch
that the victim's head explodes, cansing D6 automatic Strenglh
5 hits over a 3" burst radius.

Bio-explosive shurikens are instantly recognisable by the
whining noise they make in flight, and every time a model
is struck by ong of these projectiles, the unit must make an
immediate rout test (WH40K p32).

Latheangil stood beside the smoking wreckage. grinning broadly beneath
his mask. The spirit of the Great Harlequin ran like fire throogh his
veins, kecning in his bead with a wild and irresisiible music.

The Humans had no chance. Their lompen ind valovely Dreadocughts
had been destroyed by the Shadow Weavers' Dieath Jesters and their
great shuriken cannon, and the troupers hadn't even been spotted until
they were almost wpon their quarry.

The first owpe bad already destroyed onc Human squad, and cven he
could barely see them as they leaped towsrd another, datheds patterns
breaking up their autlines until they looked like rainbow streaks of light.

The second troupe had just made contact - as he watched, the Awatar
impaled their officer with his Hardequins' Kiss. The Homan stared stupidly
for 2 moment, and thea collapsed, as boneless a5 a jellyfish, with caly
bis skin to hold him togethes. One Human trooper stoad his ground,
desperately filling the air with laser-fire against the halfseen atackers.
The spproaching Harlequin seemed to flow aver and around the bolts,
stepping and bending as casyally a5 2 technician crosses a drive-room’s

pipes and cables. A final leaping somersault, the flash of 1 chainsword,

Iﬂd.‘i’tw&m

The third troupe was a few dozen paces ahead. making for the low
command bunker. He motioned the othets forward - the High Warlock
acknowledged with a flash-pattem from his faceless mask, and the three
Mimes moved to the fore,

The creidann grenade Lunchers of the two Warlocks liid down patterns
of smoke 1nd hallocinogen as the Shadow Wesvers broke into a loping
run. A couple of the Humans began to wail and theash as their respirators
failed them. Lathrangil killed two othets in passing - 2 kick sent one
off-halance, and he fell into Lathrangil's force sword. His companion
flew backwards under 3 hail of shuriken. He reached the bunker fust
a5 the third ttoupe's Death Jester finished vapourising the door. To one
side, a trouper punched his Kiss through an ohservation slit, and he half.
heard the scteam, bubbling, and silence.

The Human commander had just begun to turn as Lathrangil felled the
remaining guard and raised his shuriken pistol The commander’s las-
pistol was half-drawn when Lathrangil’s finger carcssed the trigger.

Then he laughed and bounded back across the battleficld, somersaulting
for the joy of it
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This army list may be used to create an all-Harlequin foree,
or to create 4 Harlequin allied contingent for an Eldar force

Tor create an all-Harlequin force, the list is used as it stands.
If a Harlequin allied contingent is wanted for an Eldar force,
the player rolls D6-3 to find the number of troupes available,
If the result of the die roll is zero or less, no Harleguins are
available. In a Harlequin allicd contingent, there will be a
numhber of additional personalities equal to the number of
troupes, if desired; these can be chosen freely from the list.

Harlequins will not normally fight alongside non-Eldar:
however, 2 non-Eldar force may include a Harlequin
contingent (as allies or mercenaries) if the encmy is a Chaos
force, In any event, only up to half the total points available
can be spent on 3 Harlequin contingent.

SRR

Using the

Standard Equipment

If this option is selected thén all the hardware listed must be
taken. Unwanted items can either be discarded or given to
other models. The pre-set cost must be added to the model’s
Base Value

Special Equipment Charts

Personality models who do #ot take the Standard Eguipment
option may obtain extea items according to rolls made on these
charts. Points are paid prer rolf, and unwanted items can cither
be discarded or given to other models, The charts appear at
the end of the list,

Additional Equipment

Regardless of whether a personality chooses Standard or
Special equipment, the Additional Fauipment listing gives
details of other hardware that the model may have by paying
the points indicared.

Additional Psychic Abilities

By paying the appropriate cost a medel can obtain DG rolls
on the stated Psychic Ability chart. Note that the higher level
charts require 4 mininum level of Mastery before exira
abilitics can be abtained.

Base Yaluc

The points cost for Troupes and personality models cxcludes
the cost of the additional close combat weapon which is part
of a Harlequin's Basic Equipment. Any weapon listed on the
Additional Close Combiat Weapon chart can be selected, and
the points cost added to the Troupe or model a5 appropriate.

Basic Equipment
The points cost of this mandatory equipment has already been
included in the model’s Base Vitdue, :

Psychic Ability
The cost of any initial ability has already been included in
the model's Base Falwe,

Harlequin personalities (ie Warlocks, High Warlock, Death
Jesters, High Avatar) may operate independently, or in ad hoc
units, or be attached w individual troupes, They may join or
split from units during the game in the normal way. Solitincs
always fight alone, and may not join a unit of any kind,

Harlequin personalitics who survive a battle arc automatically
available for the next battle where Harlequins appear, with
the same equipment. The player may give them additonal
equipment (paid for at normal points costs) by rolling on the
Character Equifment Charts at the end of these lists.

193




HARLEQUINS ARMY LIST

ROBOTS AND VEHICLES EQUIPMENT AND
ABILITY CHARTS

Harlequin forces are known 1o use robots and vehicles from
time to time, painted in their distinetive bright colowrs and
patterns. Robots are sometimes used in performance as well
as in battle, being programmed to 'dance’ in their clumsy
and amusing way, as 4 counterpoint to the movements of
the Harlequins themselves.

Acquisition

Vehicles and robots are acquired by various means, and the
Harlequins take little interest in their origing or their state
of repair. When they break down, they are simply abandon-
ed. A Harlequin force is permitted up to D6 robots and
vehicles. These can be of any type, taken from any army list,
to reflect that they have been scavenged from various places.
Vehicles can be anything from 2 motorbike to a Land Raider,
and robots are generally of standard Imperial types.

Decoration

Vehicles and robots can onldy be fielded with a Harlequin
force il the models are suitably painted, and bedecked with
appropriate banners, It is not permissible, for instance, simp-
Iy tor take a Rhino in a codex standard paint scheme with
Imperial banners and attach it to 2 Harlequin force.

Rellability

As mentioned above, Hachq uins take lctle trouble to main-
tain the robots and vehicles which come into their posses-
sion, so malfunction and breakdown are constant problems.

Vehicles: At the beginning of cvery Harlequin movement
phase, roll a D6 for each vehicle. On a roll of 1, a malfunc-
ton has occurred; roll again on the following table and refer
to the Vebicle Special Damage Charts in WDL03 (pp 20-21),

D6 Roll Affected Systcm
1-2 Running Gear
34 Stecring and Brakes :
5-6 Miscellaneous e

Robots: Al the beginning of each Harlequin movement phise
(not including the reserve phase) roll a D6 for each robot. On
a rollof 1, a malfuncion has ocurred; roll on the Kobot Speciol
Damage Table on pages 109-1140.

Weapon

Auto-pistol

Bolt pistol
Chainsword
Force Rod®
Force Sword*
Hafted weapon
Hand flamer
Hand weapon
Harlequins' Kiss
Las-pistol
MNeedie pistol
Neuro-disruptor
Plasma pistol
Fower Axe
Fower Glove
Power Sword
Shuriken pisiol
Stub Gun
Sword

Web Gun

he commands.

Polots cost for §
Troupers

+5
+ T
4 Tl

+ 215
+ 11}
+ 2l
+ 250
+ 24
+2%
+ 25
+224
+ A0
+75
+35
|25
+ 24
+2Ws
+ 10

Close combat weapons may be chosen from the following;

Podnts cost for 1
Persomality

+ 1
+ 1%
+ 1%
+ 40
+ i)
+ W
+2
+ 1
+ 50
+ W
+ W2
+5
+41
6

+ 15
+7
+3
& by
+ ¥ point
+ L

Maote that all troupers must have the same weapon, but an
Avatar need not have the same weapon as the Lrsrupers

* This weapon may only be chosen if the model is a psyker.

"Harden your soul against decadencs. But do not
despise it, for the soft appearance of the deca-
dent may be deceptive. One need only consider
the Harlequin dancers of the Eldar to scc the truth
of this proposition.”

- Leman Russ, A Book of Admonitions for the Legiones Astartes
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1 HIGH AVATAR

BASE VALUE: Minor Hero 135 polnts, Major Hero 195 polits

FROFILE: '15!1_!315 T W E|A|Ld | int| Gl |[%P
Minor Hero [ 6lafda[z]a2] o (1010 | 0
1 pd1d[3/9/3|10) 10|10 |10

Basic Equipment
W Hicius mask. holo- suit, communicator hio-
¢ sCinner, Encigy scanner, shurikem pisrnd,
ackeitional close combat weapon

Psychic Ability

Mastery Pai-lcvel  Abilitics
1 (L1} Ax Level 1
Options

Standard Equipment: 43 points

Canvemsion field, Foree Sword

Special Equipment Charts

Chart Rolls  Pis/Roll
Bty Clovsc Combat Weapons 1-2 L
Uinhg e pespicngibiliey o Basic Weapons -1 7
i Barteffeded falls o tha Heuvy Weapons -1 T4
High Avalar Al ,Fp'ﬂr.l'pqyr’"_{ : Girenades - 3
sade bt SalBonr ey sufrect Bionics -4 ]
__!D it ﬂWIJ

Egquipment & Armour -4 5

'[ pgrade Psychic Mastery

Wew Mastery Psi-Lvl abilines Cost
2 1] alevel 2 50 pas

Substitute Shuriken Plstol with
Harlequins' Kiss, L5 prs

Additlonal Psychic Abllitdes

OO, P : Additional Equipment
Mastery (min) Abilities jmaxh Cost 2
- _ D6 rolls oo frkimer _r_J.rg:.r:zf H?ﬁpmf
Chare i 4
Chgrrt al 2 pis per moll

i Level | Iy 16 pis

BASE VALUE: 250 points per Troupe.

BS| & IT W FlAT L4 | Int
4 1|61 9
& 2(8|2 10

0-6 DEATH JESTERS

BASE VALUE: Champlon 135 points, Minor Hero 190 podnis.

laf | O WP
9 |10 |10
10 |10 [ 1)

Baslc Equipment
Troupers: Avatar:
Harlequin's mask, Hicnas mask, hola-

letzlo=swit, rofrader

sufr, conversion field,

liehd, communicanor,
shuriken pisinl,
aedditmoanal ¢lose

COMIMILICator,
hio-scanner, shuriken
plsecd, additional
wlose combar

vl tionaily perle

InEEpenHe iy, g

R feeirite drray af

By Meapons

Basic Equipment
Harleguin's mask, nole-suit, conmversion fickd,
carapace armour with I suspensors,
commamicater las-cannon with trgeter and

h
T efixrner amel foed e

suspensor, close combar weapon.
dhe enampy s &

weapan.

Options
Upgrade Psychic Mastery (Avatar only)

Mew Mastcry  Ps-lovel
| 1ii

Options

Piychic Ability
Abilities  Cost Pone

5w Level 8 ‘.-‘!- prs Standard Equipment

Mane

Md.lm:mn:l :l's}chk .’a.bthIe& .

Special Equipment Charts
Mone

T Eequired Paychic Rolls  Coss
: Bl i-'u‘ .f cidd Iz o Mastery fmin]  Abilies Chart {max)  {pes}
E grs et Fele rﬂrl
{Jmﬁ'femr‘meﬂ it T ] Ll.iu 1 i 18
G - e e ded
ke B rzpfwm
dugtor nfficer

Substitute Las-Cannon with
Shuriken Cannon . . - 10pts
(with sandard & beo-shuriken ammuniution}

Substltun‘ ‘ihurikcn Fisml with
Harlecuuins” Kiss. . e . ods pts
Power Glove. .. ... 15 prs e
AT ; sty Additional Equipment
Hardequing' Kifs. ... o0 iioi. o, S0ps
Tower Glove (e, E 1%pas

Equip with Grenades
Grenade cost for § cost for Grenade  cost for 5 cost for 1
ype Troupers 1 Awvauar Iype Troupers  Awafar
Afli-plant 2% + ¥ Phaacon 5 *1
Blincd s =1 Hal + 201 +4
Choke =21 + M Scame s v 5 |
Crack - noeral | +2 Smake & 1 Vs + by
Frag + & a] Stasis = M) +4
Hallucimwgen +Z Slumm - 1 W
Havwire +4 Tanglefodat + 5% ¥l
Enock-out . ] Toxin Gas +2l + 1
Mela-bemb + i Yoreex (1) + 25

Nowe thar all rroupers muse have the same grenade typels). The Avaar need ot
have the same grenade typels) as the troupers he commands.

Equip with Greaades

Grenade Type  Cost per Model Grenade Type Cosi per Model
Anti-plant + U padnt

Blindaor i .+ 1 paint

Chake + b paind Scare (315,
Crack - normal . . « 2 points  Smoke . .. + b polme
Frug . £ t1 plint  Seasds . Tl Ty el +4 podnes
!I:Iqun-::Ren =2 poimnts SLUEIITE ¥ point
Hayweloe . +4 points T:Jngh;!'-:mt . o | |:-|'|i|1!
Knock-our ., . +4 opeint Toxin Gas + ¥ podns
Mela-bamb ., . . +4 points  Vorex (1) + 25 point

+d poinis
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0

-1 HIGH WARLOCK

BASE VALLTE: 360 polmes

Fa[Bs] & [T [WI) AL 1d [int ] O [%E
zlalalsfolsfwlwliw]ie

in gdditton e his role o

CmaRdAder of agy

Harliguin Warlicks the

‘Hiph Warlock ppically
FlE b co-orelfieae

s fire

Upgrade Psychic Mastery
Mew Masery Pil-level Abiligies  Cost
Axlevel &

4 Al

Additlonal Paychic Abilities

Rogquired  Paychlc  Rolls
Mastery (mink Abilitles |maxp  ipesi
{Chart

1 Lowel ¥ D (1}
2 Level I D6 A5
3 Level 3 DG 70
A Lewel s D (LT

Basic Equipment
“JI'-"'.‘quH!' mask, holo-suil. Communicarae, bio-
SCANEICE, CCHgy scanmer, shuriken piszol, meni-
grenade [auncher woth blsnd. halhicinogen, s ane
and inglefoat grenades

Psychic Abllcy

Mastery Psi-bevel Abilitles
3 a0 3 nLevel L2 & 3
Options

Standard Equipment: 18 polots
Conversion fleld, Power gove,

Special Equipment Charts

Chart Ealls  PossRall
Colome Combial e s -2 n
HBaswc Weapons -1 b
Heavy Weapans 1 75
Careraaches 0n-2 3
Binnics 04 2%
Equipment & Armour (155 ] 5

Substliute Shuriken Pistol with

1410 Harleguis’ Kiss 45 prs

el Additional Equipment

MNone

BASE WALUE: 220 points

5| ¥ WL
414218

Al ld
219

10

Basic Equipment
Harlegums' masi, halo-seln, conversion feld,
CCHMIMAB 3o g, hio-sCiner, SAcmgy scanner,
shibriken piatol, mind-grenade aoncher with
hlind. hallucinogen, scare and tanglefoo
prenades, additgonal chesc combat weapon

Psychic Abilitles

Mastery Pai-lovel Abllities
2 My dox Level | & 2

Oprions
Standard Fgulpment

N

Special Equipment Charts

MNonc

Fhase elite f1 Upgrade Psychic Mastery
Iypfeally wse thedr mestal New Masiery Psidecel  Abllliles  Cost
[rrrerE o sumfioet 2 Ipusp
Hr.rrfnqnﬁl advance a i L ol 5 ED
factlic dugmented LT
Fomg relTe L.
Additional Psychic Abilitles
Hequlred Paychic Holls ot
Mastery dmin)  Abdlties Chare (max)  (pes)
I Luwel | Dy 18
4 Larwel 2 36 15
;] Level 3 [ Tk

Substliute Shuriken Pistol with

Hafleginns Kiss. . .
Power Glove

Garenade Type
Angi-plant

Choke

Crick - nosmal .. . ..
Frag. . ..

Haywire .

Knogk-out
Melia:nomte

Alter
s ternative Equipment

0-1 SOLITAIRE

BASE VALUE: 140 polnts

At befits B madure, the:
Solifeide bas ma iraditional
battlefield voi i play, and
ks e b choowes,

i WP
10

!&]151\-3 TIwlelAld | tm
TI7 4043

NIRRT

New Mastery  Psi-Lovel

Gk b

Required Mastery (min)

2
-]
4

Basic Equipment
Rictus mask, hodossuin, communicater, big-
ACAMNET, ENEgy sCanncr shuriken pisool

Psychic Ability
Moge

(prions
Standard Equipment: 14 points

Conversion field, campsce aemaur with 2
SUSRENEI S, NEED-distupior

Special Equipment Charts

Chan Rolls Prsffoll
" Close Combar Weapnoms -2 [[1]
Hasic ‘Weapons ] -
Heavy Weapons 1 75
{arenades - b
Hsnics -4 %
Ecjuipmeis & Arcmowr (] 5
Upgrade Psychic Mastery I
Abilitles st
183 5 x Lewel ) 3% prs
20 Fxbovcl b & 2 HE prs
an Sxbevell, 2 & % 155 pis
40 FxLevel 102, 3 &4 305 pis
Additional Psychic Abilities
Psychlc Ahilitles Chan Rolls {max) Ciost
Level | I 19 ps
Level 2 NG 34 pis
Lewvel 3 (W]4] T B
Level 4 813 144 s
Substituie Shurlken Pistol with
45 s Fower Glove. ... . Ml pr=

Harlcouens' Kiss

Shurikcn Cannoo

Iwith smndard and bio-
shuriken ammundticn

Additional Equipm:nt

1% pes Mini-grenade launcher. 3k pis
L rislls on frdciero Digifed

Wiagpons (Thars 2 s per ol

largeter and suspensiors|

Grenade 1ype Cost
Andi-plant + 2 poing
Blingd +1 ];uil“
Clvishe = Lt poime
Cratk - normzl  + ! poinds
Frag...... +1 pannt

Hallucinogen + 2 paoinis

Equip with Grenades

Grenade Type Cost  Grenade Type o
Haywire +4  parints  Saeokc =+ Y poim
Taock-out + ¥ pomm Sass +4 podnes
awehabomb o 4 purince:  Siuman L+ Pl_li|||
Phatdf. . +1 pomd G Taoglelod . .. + L poind
Rad. o poanes Towmin Gas o« W poines
Jmrare Gas +1 poinn Vogoex (1) + 25 poines

10 pas Mame

Equip with Grenades
Cosrt G renadde Tvpe Cost
+ Y pewnt Fhidon. .. .. +1 poine
R Rad, | +4 jeinils
# 2 poincs Smoke + U poime
+ 1 posm SLasis 4 peovings
+4  points Stumm + % poim
t ¥ poi Tomin Cras + Y podngs
.+ puings voroen (1) +2% pednes
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HARLEQUINS ARMY LIST

Some personalities {High Avatar, High Warlock and Solitaire) GRER AL :
have the option not to take a packape of standard DRETARES
equiprrent. but 1o roll on these tables instead. A personality  Cost: 3 points per D100 roll.
ni‘u_v r?_lu on any or all of these charts, but may not make more  Maximum number of rolls: 2
than the maximum number of ralls on any chare, and must Roll Grenade byae
pay the indicated points cost for each roll, 01-02 Anti-plant ¥P
High Warlocks may add § ino more, no less) to each rofl,  03-05 Blind
High Avarars may add 10 {no more, no less) to each roll, 06-10 Choke
Solitaires may add 20 {no more, no less) to each roll. 11-15 Stumm
16-24) Knock-out
AN A DG 21-25 Hallucinogen
. ] ng ; 26-33 Tangleﬁ:ﬁ
Cost: 10 points per D100 roll. 34-38 Photon
Maximum number of rolls: 2 52'45 Smoke
40-50 Scare Gas
e B e
U-’E-{I;I i e G1-70 Crack - normal
; and weapon 71-75 Haywire
08-12 Sword TO-85 Melta-bomb
13-14 Stub Gun BG-88 Rad
15-17 Anto-pistol H7-92 Srasis
18-22 Chainsword 09395 Toxin Gas
23-25 Lis-pistol DA Vortex El}
20-40 Bolt pistol
41-43 Weh Gun 3 i :
d44.406 Hand flamer ﬁ[ﬂﬂlﬂﬁ
7.54 Power Sword Cost: 25 points per D100 roll,
55.57 Plasma pistol Maximum number of rolls: 4
58-59 MNeedle pistol (incl chemical) Roll Tvpe
60-61 Power Axe 01-10 Ea
G2-77 Shuriken pistol 11-25 Lungs
;E-gi Power Glove 26-34 Eveq
-95 Harlequins' Kiss 35 Eyes + bio-scanner
OG- is 2 :
9«‘23; ["f{f:::;i:‘;r“é'fﬂf a6 Eyes + energy-scanner
1O + Force Rod* ;; 47 E}rﬁ S ey, senen
<47 ves + rargeter
St e . 48 Eyes + targeter + bio-scanner
Psyhkers only. Reroll if character is not a psyker. 40 ELH # t:irgtcr + enCrgy scanner
e Eyes + targeter + bio and ener
BASIC WEAPONS scanners 5
Legs
Cost: 7 points per D100 roll. One arm
Maximum number of rolls: 1 Roth arms
T EQUIPMENT AND ARMOUR
16-25 Lasgun Cost: 5 points per D100 roll
26-30 Flamer Maximum number of colls: 4
A1-40 Bolter
§1-42 Needler (incl chemical) Roll Equipment Points
§3-47 Melta-gun 01-06 Stimulant {1 dose) bl
45-52 Mini-grenade launcher 07-12 Flak armour =
5558 Flasma gun 13-14 Web solvent (1 use) 1
56-00 Shuriken catapult 15-20 Scaled suit 1
21-26 Mesh armour 1
s 27-33 Refractor field 1%
m“l N G Fd-dl Carapace armour 1%
Cost: 75 points per D100 roll. 41-46 Rad-suit 2
Maximum number of rolls: 1 47-52 Jump pack 3
53-58 Displacer field 2z
Roll Weapon . Gl-62 Rad-counter 3
01-05 Heavy Stub Gun H3-69 Conversion field 3
0610 Auto-cannon TO-T4 Flight pack 4
} E. - ég Eirenadg liaun-:'hr:r T5-B4 Medi-pack 5
- cavy Bolter RB5-B6 Web-anaesthetic
2123 Heavy Plasma Gun 87-90 Powered armour ?,
g?ig E{c;}:’yl Wiebber 91-96 Teleport homer 20
. ulti-laser 7-98 i
30-39 Missile Launcher 39—30 i;::;:%f:ﬁ generator ﬁg
40-42 Multi-melta e — e
gigi Las-cannon JORKAERO DIGITAL WEAPOD
68-69 Conversion Beamer Cout: 2 pty per DG roll
70-73 Scatter Laser Ssalnmy nimbes 0 Crollsy DG
74-00 Shuriken Cannon (incl bio-shuriken ammo) D6 roll  Weapon Type
1-2 Las-pistol
All heavy weapons come with a targeter and enough  3-4 Nﬁtgllc pistol
suspensors to cancel movement penalty. 5-0 Hand Flamer
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"Hardcn your .-:L:-ul aEaimjt d::_.id:nc-r_ El_:t dn mot d:h‘pisj: jt.

Harlequin Psyke

; | _ et for the soft appearance of the decadent may be deceptive.
SEEC R ll.b“-;’ IS High.ﬁw‘fa{‘s.' Waﬂﬂd‘b_' o One need only consder the Harlequin dancers of the Eldar
Wiarlocks and Solitaires have psychic abilities or the chance / Ca BTV
of psychic abilitics. The individual abilities arc rolled rmndomly to see the truth of this proposition
on the Psyehic Ability Charis at the end of these lists. IFa roll
gives a model an ability it already possesses, the player may
choose one ability freely from the chart.

Leman Russ.
A Bock of Admonsmons for che ]:H;inneu Astarteas

D10O D100 .

Roll Ability Roll Abiliry

01-1¢ Aura of Resistance O1-10 Animate Weapon
11-20 Cure Injury 1 1-20 Aura of Recalcitrance
21-30 Hammerhand 21-30 Cause Confusion
31-40 Immunity from Poison 31-440 Cause Fear

41-50 Mental Blow £1-50 Destroy Aura

5160 Steal Mind 51-600 Mental Blirz

G1-70 Telekinesis G1-T Rout

®
°
®
% 71-80 Telepathy 71-80 Transfer Aura

190 Teleport #1-90 Telekinesis
91-00 Wind Blast G 1-00 Telepathy

] D100
‘I. .l. D100 Roll Ability
Roll Ability 1-100 Aura of Invulnerability
01-12 Aura of Protection 11-20 Change Allegiance

13-23 Ectoplasmic Mist 21-30 Cure Wounds
24-34 Jinx 31-40 Limbo

35-45 Mental Bolt 41-50 Mental Blast
46-36 Rally 5 1-60) Stasis

3767 sense Presence a1-70 Steength of Mind
OH-78 Smash 71-80 Telekinesis
T9-89 Telekinesis H1-90 Telepathy

20-00 Telepathy 91-00 Temporal Distort
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