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EXACTLY WH A T 

BONE INSIOE POWERED ARMOUR PERHAPS, BUT CAN 

THEY BE HUMAN - OR ARE THEY SOMETHI NG NEW? 

WHILE IND£X ASTART£S D £SC-'i l 8ES FACTS ANO 

LEGENDS ASOUT T HE MARINES, I N CLU DING UN I T 

BADGES, SPECIAL ORGANISATION, AND DET AILS OF 

C UR-'iENT LEADERS ANO CHA-'iACTERS , IT OO ESN'T 

DEAL WITH THE QUESTIONS OF WHY ANO HOW THESE 

WARRIORS EXIST, AS THAT SERIES CONTINUES 

W E' LL LEARN MOR E A£lOUT THE STRUCTURE, 

RELATIONSHIPS AND HISTORIES OF THE LEGIONES 

ASTARTES. BUT THIS MONTH'S CHAPT£RAPPROV£D 

FILE EXAMINES THEIR ORIGINS A S WE GO BAC"; ••. W A Y 

BAC";. TO A WAR FOU G HT LONG AGO, ANO A 

FORTRESS- LASO-'iATD-'iY F A -'i BENEATH THE EARTH . 

TH£ VISITORS WAIT£D IN TH£ £L£VA T DR CA P SUL£ 

WHILST HIDDEN PUMPS SIL£NTL Y AD.JUST£D THE 

T£MP£RATUR£, HUMIDITY AND PRESSURE. WHEN THE 

DOORS opeNeD TH£R£ WOUL D £1£ N O SUO D£N 

DRAUGHT, NO BRE£Z£ TO AL TER TH£ CONSTANT 

THIRTY - oN£ P O INT seveN o £GR££S IN TH£ 

SUBT£RRAN£AN VAULT. IN LABORATORY NIN£, THE 

MOST STA£lL£ ENVIRONM£NTON £ARTH, CHANC£ HAD 

LONS SINCE BEEN £RADICATED. 

INSIDE THE LABORA TORY, DR DEVAM DUTEK AND HIS 

STAFF SHUFF"L£O N£RVDUSLY AS MACHINES MADE 

FINAL MINISCULE AD.JUSTMENTS TO THE CAPSULE'S 

OXYGEN C ONTENT. IN A MOMENT TH£Y WOULD BE IN 

THE PRESENCE OF THE MAN WHO HAD PLANNED AND 

GUID£D THEIR WORK THROUSH f'lVEGENERATIONS OF 

HUMAN ENDEAVOUR. 

THE VISITORS, SEALED IN THEIR P RIS TINE S UITS . 

BAREL Y HEARD THE DOORS MOVE ASIDE TO REVEAL 

THE SHADOWY WORLD OF RED AND YELLOW LIGHT. 

THE TECHNICIANS AND SCIENTISTS £lOWED AS THEIR 

VISITORS STEPP£O FROM THE LIFT. 

'MY £MPEROR', INTON£O DR DUT£K. 

' DR DUT£K. PHASE NINETEEN IS COMPLETE7 ' 

'A PRETTY BABY .. VeRY PR£TTY IND££D.' 

THE ORIGIN OF THE 
LEGIONES ASTARTES 

The Legiones Astartes (Space Marines) were instnunemal in the 
early wars that put the tmperium 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-slOrms. With the sudden 
dispersal of these slOrms, it became possible once again for spacecraft 
10 travel 10 and from Earth. Earth's forces had carved out an Empire 
that stretched almost half-w.w across the galaxy within two hundred 
years. This was the First Crusade. 

Research and development leading 10 the creation of the Space 
Marines was undertaken in the thirtieth millennium immediately 
prior 10 the beginning of the First Crusade. This work was conducted 
in the superbly equipped laboratories built deep inside the planet 
Earth. The objective of the program was 10 create a caste of warrior 
elites, characterised by super-htunan strength and unflinching loyalty. 

These new warnors were organised inlO their own spcdal 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 only 7 sUivive in forry first millennium~ Since the 
First Founding there have been twenty five other occasions when 
the Emperor has felt it necessary 10 create new chapters. The most 
recent lWenty Sixth Founding was in the year 738 of the current 
millennium. 

' .. . And here,' continued DrOucok, 'we have five of the phase eleven 
zygotes. The eldest has now been functioning uninterupted for 
fourteen years: The doctor gestured towards the row of glowing 
incubators containing several varieties of organic components in 
clear, bubbling baths. 

'You call the organs zygotes?' 

'}ts - our geneticists create the single germ cell for each new organ. 
EveI)' cell takes years of work as you know. At that stage we can 
store the cells indefinitely in the zero-room as gene-seed. Jnside the 
incubater we can activate and control the growth process. The cell 
divides, multiplies, and eventually grows into a whole organ. Until 
the organ is ready for implant, we refer to it as a zygote: 

The doctor led the parry along the long row of glass cases, past 
incubators labelled with the names of the strange oIgallS. He stopped 
before a large door emblazoned with the Imperial Eagle and the stark 
sign 'Security Zone One'. 



'Now.' annOlHlced the dOCfOf. 'Now YOII'1/ see what all this flesh 
and grislle really amounts to!' 

GENE-SEED AND ZYGOTES 

There are nineteen varieties of gene-seed corresponding to the 
nineteen different super-human organs which are surgically 
implanted into the Space Marine. 

Most chapters have existed for thousands of years. During that time, 
~ne-seed belonging to some chapters has mutated. This has resulted 
in changes in she exact nature of the artifiCially cultured organs. 
Such chan!.*s"may sometimes make an implant useless. In other 
circumstances changes in an organ might reduce its effectiveness. 
or cause new and strange effects. Whatever the result, it will affect 
the emire chapter· all Space Marines belonging to a chapter share 
implants cuJrured from the same odginal gene-seed. 

As well as mutant implants. many chapters have lost one or more 
types of !.*ne-seed due to accident, genetic failure, or some other 
cause. ~ry few chapters therefore possess all nineteen implants. 
Allpossess the carapace implant (phase 19) .It is this implant which 
marks a Space i\1arine for what he is - irrespective of other implants, 
training or psycho-surgery. 

IMPLANTS 

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 one organ 
may affect the exact functioning of the others. For these reasons, 
implants must be constantly monitored. and many Marines have 
to undergo corrective surgery or chemo-therapy to re-balance their 
metabolisms. 

Phase 1 - Secondary Heart. The simplest and most self sufficient 
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 oxygen concentrations and traumatic injury. 

Phase 2 - Ossmodula. This is a tubular shaped organ whose small 
size belies its complcx structure. The ossmodula monitors and 
Sffretes hormones affecting epiphiseal fusion and ossification of 
the skeleton. At the same time, the specially engineered hormones 
encourage the forming bones to absorb ceramic based chemicals 
administered in the Marine's diet. Two years following implantation, 
this will have caused considerable strengthening 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 skeleton. 

Phase J - Biscopea. This organ is implanted into the chest cavity. 
It is small. approximately circular and, like the Ossmodula, its 
primary action is honnonal. The presence of the biscopea stimulates 
muscle growth throughour the body. 

Phase 4 - Haemastamen. This tiny organ is implanted into a main 
blood vessel. The haemastamen 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 efficient than ordinary 
human blood. as ithas to be when you consider the extra biological 
hardware a Marine carries inside him! 

Phase S - l..arraman's Organ . This is a liver shaped. dark, fleshy 
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 latch 
onto leucocyres in the blood and are transported to the site of a 
wound. Once in contact with air, the larraman cells form a skin 
substitute of instant scar tissue, staunching the flow of blood and 
protecting any exposed wound area. 

LEGIONES ASTARTES 
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Phase 6 - cataIepsean Node. This brain implant is usually inserted 
into the back of the skuU via a hole drilled into the OCCirital bone. 
The pea-sized organ influences the circadian rhythms 0 sleep and 
the body's response to sleep deprivation. Normally, a Marine sleeps 
like any normal man, but if deprived of sleep, the catalepsian node 
'cuts in', A man implanted with the node is capable of sleeping and 
remaining awake at the same lime 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 
environment whilst resting. 

Phase 7 - Preomnor. The preomnor is a large implant which fits 
into the chest cavity. It is a pre-digestive stomach which allows the 
Marine to eat a variety of otherwise poisonous or indigestible 
materials. No acrual digestion rakes place in the preornnor.lndividual 
sensory tubes assess potential poisons and neuualise them or, where 
necessary, isolate the preomnor from the rest of the digestive tracL 

phase 8 - Omophagea. This is a complicated implant. It really 
becomes part of the brain, but is acruaUy siruated within the spinal 
cord between the cervical and thoracic vertibrae. Four nerve sheaths 
called neuroclea are implanted between the spine and the preomnoral 
stomach wall. The omopha~ is designed to absorb ~netlc material 
generated in animal tissue as a function of memory, experience or 
innate ability. This endows the Marine with an unusual survival trail. 
He can accuaJly learn by eating. If a Marine eats a part of a crearure. 
he will absorb some of the memories of that creature. Thls can be 
very useful in an alien environment. Incidentally, it is the presence 
of this organ which has created the various flesh and blood drinking 
rirua!s for which the Marines are famous, as wen as giving the names 
to chapters such as the Blood Drinkers, flesh ~arers elC . 

Phase 9 - Multi-lung. This isanother Jargc implant. The multi-lung, 
or 'third' lung. is a tubular grey organ. Blood is pwnped through 
the organ via connecting vessels grafted onto the recipient 'S 
pulmonary system. Atmosphere is taken in by means ofa sphincter 
located in the trachea. Ln toxic atmospheres, an associated sphincter 
muscle closes the trachea and restricts normal breathing, thus 
protecting the lungs. The multi-lung is able to absorb oxygen from 
poorly oxygenated or poisonous air. Most importantly, it is able to 
do this without suffering damage thanks to its own efficient toxin 
dispersal, neutralisation and regeneration systems. 

Phase 10 - Occulobe. This small slug-like organ sits at the base of 
the brain. It provides the hormonal and genetic stimuli which enable 
a 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 patterns of the eye and the light-receptive 
retinal cells. An adult Marine has far better eyesight than a normal 
human , and can see in low light conditions almost as well as in 
daylighl. 

Phase 11 - L,yman's Ear. Theorgan enables a Marine toconsciously 
enhance and even ruter certain types of background noise. Notonly 
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. l1tis flat, circular organ is implanted 
over the top of the exposed brain. It then grD\'IS into the brain tissue 
until completely merged. The organ is ineffective without subsequent 
chemical therapy and training. However, a properly tutored 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 trauma. In this condition a Marine may survive 
fo r many years, even if bearing otherwise fatal injuries. Only 
appropriate chernicallheapy and auto-suggestion can revive a Marine 
from this state -a Marine cannot revive himself. The lon~t known 
period of de-animation followed by successful re-animation is 567 
years in the case of brother Silas Err of the Dark Angels (d. 321 
M.27). 

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

Phase 14 - Oolitic Kidney. This red-brown and heart shaped organ 
improves and modifies the Marine's circulatory system enabling other 
implants to function effectively, The oolitic kidney also filters blood 
extremely efficiently and quickly, The secondary heart and oolitic 
kidney are able to act together, performing an emergency de· 
toxification program in which the Marine is rendered unconscious 
as his blood is circulated al high speed, nus enables a Marine to 
survive poisons and gases which are otherwise too much for even 
the multi-lung to cope with, 

Phase 15 - Neuroglottis. AlthOUgh the preomnor protects a Marine 
from digesting anything too deadly, the neuroglouis enables him 
to assess a potential food by taste. The organ is implanted into the 
back ofthe mouth . By chewing, or simply by tasting, a Marine can 
detect a wide variety of natural poisons, some chemicals and even 
the distinctive odours of some creatures. 1b some degree a Marine 
is also able to track a target by taste alone. 

Phase 16 - Mucranoid. This small organ is implanted in the lawer 
intestine where its 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 a result 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 vacuwn. Mucranoid 
themo-therapy is standard procedure on long space voyages and 
when fighting in vacuum or near vacuum. 

Phase 17 - Betcher's Gland. 'lWo of these identical glands are 
implanted, either into the lower lip, alongside the salivary glands 
or into the hard palette. BelCher's gland works in a similar way to 
the poison gland of venomous reptiles by synthesising and storing 
deadly poison. Marines are rendered inunlll1e to this poi5on by virtue 
of the gland's presence. The gland aUows the Maline to spit a blinding 
contact poison. The poison is also highly acidic and corrosive. A 
Marine imprisoned behind iron bars could easily chew his way out 
given an hour or so. 

Phase 18 - Progenoids. There are two of these glands, one situated 
in the neck, the other deep within the chest cavity. These glands 
are imporrant to the survival of the Marine's chapter. Each organ 
grows within the Marine, absorbing hormonal stimuli and gl:netk 
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 matured. 



ThesegJands represent a chapter's only source of gene-seed. When 
mature, each gland contains a single gene-seed corresponding to 
each zygote implanted into the recipient Marine. Once removed by 
surgery, the progmoid must be carefully prepared, its individual gene­
seeds checked for mutation, and sound ~ne-seeds stored. Gene­
seeds can be stored indefinitely under suitable conditions. 

phase 19 - Black carapace. This is the last and the most distinctive 
implant. It looks like a film of black plastic when it's growing in 
the tanks. This is removed from its rulture-solution and cut into sheets 
which 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 neural bundles deep inside the Marine. After several 
months the carapace will have fully matured and the recipient is 
then fitted with neural sensors and transfusion 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 units, Without the benefit of a black 
carapace a Space Marine's armour is relatively useless. 

VARIATIONS BETWEEN 
CHAPTERS 
Each organ serves a specific function as outlined above, Although 
a chapter'S Apothacaries and surgeons are able to perform the 
necessary implant operations, they do not necessarily understand 
the exact functioning of each organ. The processes involved are 
incredibly ancient. Procedures are handed down from generation 
10 generation, becoming increasingly ritualised and misinterpreted. 
For these reasons, the efficiency of each organ differs from chapter 
IOchapter, 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 
B!ooddrinkers has mutated so that all B!ooddrinkers have an 
unnamral craving for blood. In some chapters individual organs are 
either useless or absent altogether. 

REPRODUCING ZYGOTES 
Gene-seed can only be obtained by removing one or both progenoid 
organs from a living (or very recently deceased) Marine. The whole 
purpose of the progenoid organ is to provide gene-seed to enable 
the chapter to continue, It is not possible to create a zygote in any 
other way. Each chapter'S stock of gene-seed is therefore unique 
10 itself. Gene-seed has a great deal of religious significance to a 
chapter, representing its identity and future. Without gene-seed a 
chapter has no filmre. The extinction of a type of gene-seed means 
that a zygote has been lost forever. The extinction of a phase 18 
or 19 gene-seed would effectively mean an end to a chapter. 

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

FOUNDING NEW 
CHAPTERS 
According to their charter, each chapter is obliged to send 5% of 
its genetic material to the Adeptus Mechanicus on Earth. This ' tithe' 
has two purposes. Firstly, it enables the Adeprus Mechanicus to 
monitor the health of each Marine chapter. Secondly, it enables the 
Adepms Mechanicus to store gene-seed with a view to foooding new 
chapters. 

A new chapter cannot be fOlll1ded overnight. A single suitable gene­
seed must be selected for each zygote. Zygotes are then grown in 
culnrre and implanted into human test-s1aves. These testslaves must 
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be biologically compatible and free from mutation. lest-slaves spend 
their entire lives bound in static experimental capsules. Although 
conscious they arc completely immobile, serving as little more than 
mediums within which the various zygotes can develop. From the 
original slave come two progenoids, which are implanted within two 
more slaves, from which come four progenoids and so on. It takes 
about 55 years of constant reproduction to produce 1000 healthy 
sets of organs. These must be officially sanctioned by the Master 
of the Adeprus Mechanicus and then by the Emperor himself. Only 
the -Emperor can give permission for the creation of a new chapter. 

RECRUITMENT AND 
INITIATION 
The various implants cause vital changes in a Marine's physique 
and mental state. Many of these changes are controlled by namral 
hormonal secretions and growth patterns. Implants may not prove 
effective, or may not become fuDy functional, if they are carried out 
once the recipient has reached certain sta~ 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 ooder the stimulus of hypnotic -suggestion. A recruit must 
therefore be susceptible to this particular treatment. 

These considerations mean that only a small proportion of people 
can become Space Marines. They must be male because zygotes 
are keyed to male hormones and tissue types, hence the need for 
tissue compatibility tests and psychologica1 screening. !fthese tests 
prove successful a candidate becomes a neophyte. With the 
completion of organ implantation and attendent chemical and 
hypnotic training, the subject becomes an initiate. An initiate receives 
training before joining the ranks as a full brother. A Marine usually 
joins the ranks between the ages of 16-18. Pressures during wartime 
may accelerate the process. 
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STAGES IN MARINE 

INITIATIClN---

IMPLANT 

I 
AGE .. ANI> E FO .. N OT Es 
IMPLANTA TION 

I 
SECONDARY ---c:-,--":c-=-
HEART 10-'4 Y EA .. S 1 
OSSMooULA _ _ '0 _12 YEARS Ji-----, 

f'HASES ,·3 CAN 

aISCOPE ... - _ 10·12 YE ... R BE INTRODUCEO 

TIME. 

HAEMASTAMEN - ,2"4 YE ... RS ]f----'--" 
L ... RR ... M ... N ·S __ ' 2 " 3 Y E ... RS f'H "'6ES 4·5 C"'N 

OR G AN BE INTRODUCEO 

... T THE S ... ME 

PH A SE 6 C ... T ... LEPSE A N _ ' 4·, 7 Y E ... Rs 

N DDE r:lEGINS . , 
f'H ... sE 7 f'REOMNDR _ _ 14 16 YE ... RS : 

PHASE r:I OMOPH"'GE A _ _ 14·16 YE "'RSr f'H~5E9 7 ·9 ... RE 
USUALLY 

INTRDoUCED 

S IMULT ... NED usL.Y , 
f'H "'SE 9 MULTI'LUNG __ 14·, 6 YE ... RS : 

I 
f'H ... SE , 0 oCCuLOsE __ '4- '6 YE ... R" 

I 

I f'H ... SE '2 SUS· ... N _ _______ _ 

I MEMBRA NE ,5- ' 6 YE ..... s 

f'HASE 13 MEL ... NOCHROME _ , 5· ,6 yEA .. " 

I 

, , , , , , , , , , , , , , , 
PHASE 14 OOLITIC K IDN EY_ ' ''_'6 YE ..... " f'H"'SES '4·15 

I }-MAY BE 
PH ... SE ,5 N Eu ROI>L.oTTIS _ '''_ ' 6 YE A RS INTRODUCED ... T 

I 
PH ... BE ,6 MUCR ... N OIO _ _ '6 YE ..... s 

I f'H A SE '7 BETCHER'S ______ _ 

I GL ... ND '6"7 YEA RS 

f'H ... SE '6 f'R OGENOIDS __ 16·1B YE ... R 9 

I 
f'H ... SE 19 C A R ... P ... CE ___ '6_'8 Y EARS 

iTHE RISKS 

T H E s ... ME 
T IME. , , , , , , , • FlN ... L I MPL ... NT. 

Although the chapters are careful to select only the most suitable 
candidates, not all neophytes survive to become initiates. This is 
due in part to the degeneration ofknowled~ amongst the individual 
chapters that makes screening procedures less effective than they 
once were. Nor are operational methods entirely satisfactory in some 
cases. In many chapters implant surgery is heavily ritualised, and 
is often accompanied by scarring, incantation, periods of prayer, 
fasting and all sorts of IIl,)Stical practices which compromise 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 ceremony. 

If an implant fails to develop properly, it is likely that a Marine's 
metabolism will become badly out of synchronisation. He may fall 
into 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 bt 
put out of their misery. If the chapter is short of Marines they an 
often allowed to live, and may be placed within their own specia 
units. Those who display uncontrollably psychotic tendencies car 
be recruited into suicide assault squads, or as suicide bombers. 

Some chapters deliberately foster such creatures, even going so faJ 
as to implant deformed zygotes into some initiates. This is vel) 
dangerous, and the practice is discouraged by Imperial edict. Bu 
old traditons die hard. 

PSYCHO-CHEMI.CAL AND 
QTHER CONDITIONING % 

Implantation goes hand-in-hand with chemical treatment, 
psychological conditioning and sub-conscious hypnotherapy. All 01 
these are essential if the Marine is to develop properly. 

Chemical 7teatment - Until his initiation, a Marine must submit to 
constant tests and examinations. The newly implanted organs must 
be monitored very carefully, imbalances corrected, and any sign 01 
maldevelopment treated. This chemical treatment is reduced after 
completion of the initation process, but it never ends. Marines 
undergo periodic treatment for the rest of their lives in order to 
maintain a stable metabolism. This is why their power armour suits 
contain mOnitoring equipment and drug dispensors. 

Hypnotherapy - As the super-enhanced body grows, the recipient 
must learn how to use his new skills. Some of the implants, 
specifically the phase 6 and 10 implants, can only function once 
correct hypnotherapy has been administered. Hypnotherapy is not 
always as effective as chemical treatment, but it can have substantial 
results. If a Marine can be taught how to control his own metabolism, 
his dependence on drugs is lessened . The process is undertaken in 
a machine called a hypnomal. Marines arc placed in a state of 
hypnosis and subjected to visual and aural images in order to awaken 
their minds to their unconscious metabolic processes. 

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

Indoctrination - a Marine is more than a human with extraordinary 
powers. Marines have extraordinary minds as well! Just as their 
bodies receive 19 separate implants, so their minds are altered to 
release the latent powers within. These mental powers are, if 
anything, more extraordinary than even the physical powers 
descdbed above. For example, a Marine can control his senses and 
nervous system to a remarkable degree. and can consequently endure 
pain that would kill an ordinary man. A Marine can also think and 
react at Iighming speeds. Memory training is an important part of 
the indoctrination too. Some Marines develop photographic 
memories. Obviously, Marines vary in intelligence as doother men, 
and their individual mental abilities vary in degree. 

Rick Priesdey 



TERMINATOR 
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 tunnels of hive worlds and the 
interplanetary chill of abandoned spacehulks. In these 
and similar enclosed, cramped environments, Marines are 
grateful for the added protection and firepower of exo~ 
armour and the special training of Terminator Squads. 

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

Exo-armour is constructed from heavy gauge plas(Cci 
plating, forming an annourcd shell that can withstand even 
the colossal impact of high-speed orbital micro-debris. If 
is the only readily available armour suitable for working 
inside the high-pressure casings of plasma reactor shields, 
or the extremely corrosive environments insid.C; the holds 
of bulk chemical carriers. These same qualities, suilably 
enhanced by the Adeptus Mechanicus, make Terminator 
armour Virtually invulnerable from most weapons. 

Almost all Space Marine Chapters have suits of Terminator 
armour, and train a small number of their best Marines to 
use them. The suits are valuable, and often very old , Many 
bear sClrs or medallions commemorating past lctions, and 
are treated 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 
communicators. 

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 
of his comrades, and see exactly what he sees through his 
own auto-sense unit. Although all Terminator suits arc 
capable of broadcasting, to avoid confusion it is usual for 
only the Sergeant 's suit to send Out visual messages. 

SAVING THROW 
lerminator armour confers a basic saving tbrow of 2 + on 
a D6. This is reduced by the saving tbrow modifier of an 
enemy's attack . 

However, Terminator armour always confers a minimum 
save of 6 , even if the enemy's saving tbrow modifier is-5 
or more. 

PSYCHIC HOOD 
The Terminator armour worD by Librarians, known as an 
Aegis suit, is distinguished by the mt:ta1 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 psi point the Librarian spends in augmenting 
his psycbic saving tbrow as 2 points. So a Librarian who 
expends 3 psi points to augment his save increast:s his WP 
by + 6 for that saving throw. 

" Fall b :u::k to ddensive p<.)$itiOn5. I'll hold Ibc..'ffi here." 

Pour buge bodies movul away ft()m the Junction, the ~vy 
~ruad of the TenninatoT suits ttboing down the eorrldots. ~ 
stood hl~' 8Wi.U\d, setting' hlnnelf ~8aiMt :1 blllkh~:1d"in :1 
ddb:nslve sta.nce. Inside ea.:h Marine helmet a $tIIaU holoscrccn 
A:lShed 10 life as Ihe squad runed into llugal 's vl$UlIl .;:hann.::!. 
The other four Marines saw what 'largal ~aw - ~e$tC:3ler.!, 
fighting to reich the w:ming M:uine. The alienS Ihtt':w Wem/iCJves 
forward, their chitinous shells malting a thunderous sound as 
they sl:unmed into one auolhet The beat became mou ~pld 
:lS they g01 closer; 'IlIlgaI's bQtt began [oqukken in sympathy, 

"lmperat(>l"f There's douns of them" 

The joints of "OIrgar~ ~r bissed :l$ he r;!ised Ihe 25S:luit 
~n. The b:Imcl~w:rea to $pln, the whine ofitsmatotquiddy 
dro'IVned out by the shells slking through SU':;I,I(:r$:cnd aplodlng 
with a muffled thump. TIt¢ squad 'Mlt.CheW they oouJd see 1lItgaI 
at the fat end oCwe corridOr, the Srealet!l bidden by the flash 
of tbe ~ull ClMOn - and tbesanu:: $Cetle rt::pelIted inside their 
helmeu from 'Ilugal's viewpoint, the Sre:lIas. fffrifyingly dose. 

"1b the left • three .;:omlJ\1 in wt'" 
1!uga.I rurned Just :l$ the M! S!6t1et uached him. 'ts jaW$ sprt:ld 
and damped around bls helmet. The visor began to run wJth 
sillva as 11«: alien's jaw slid up and down, try~ to ehew its 
way in. Targal's i:hain flu juddered as he thruSt it inti') the 
cn'lIt-UU'S mouth, the dlain etuptlng through fiellh and sineW 
and up intt> the Srellltt's skull. ·The other Marina; lost ~igbt of 
him, buried .undtt a mou.nd o( Gt:M$~lers. 8I.lnd«I by the 
gQIl": smeare<l aCr()58 the visor, be badwd his ful2l requCit, 

"Open a visual channe-I!Someonc: give rue their view! I dmj't 
want any. to escape." 
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Willi; .. duk .lId 
forgollCfI plat<:l hid~ 
Ihe caemic. of th. 

Emperor. You have been 
choseo fO elller such 

pbcu I"d. prOTeCTed by 
Ihe be" armour Ihe 

J\dep1'lls MechaDicus 
UII J>foYidc. ok."". il. 

T,k. wilh you .. capons. 
• y.IU.1I1 hcoo1 • ...:! ,be 

Em?<-roi. hlcH ing. IDd 
cOII'ge the e"cmy .. here 

;, make, ils biro 
Acknowledge dcub .s i, 
.ppr<»ehcs. bUI do nof 
succumb 10 it. touch. 

for your purpo5C i. 
8"ell . 

You luvc pr~ 
yourselvcs to be worthy 
of the SUtus you .. ow 

hold. Evcry Olle of you 
standing h ...... U of 
.. hom have declared 

.11icVncc 10 Ihe 
Emperor la.d "ke hi:s 

",ill OS your IInide. fl.v • 
• bowlI you. <011<>8" and 

have bee .. tewnd.d 
fo. il. 

Tho. e Ihll . tand ""fo.c 
me. J .huse you now, 
go fonh .nd vanquish 

Ihe foe. 

• smJ>CI4 mule by 
ClupJ.m H.mp m Blood 
ADSd Tennin".,.. Squuh 

belOIt: the .nICk on 
TII.iII n. 

Heavy Flamer 

Ref: Index A$tartes. 
Blood Angel Chapter 



of Blood 
M arines 

, 
i i two months. 

Sergeant's Power Sword· note 
the rank markings on the blade, 

and the Blood Angels' 
symbol on his shield. 

The Terminator 
shoulder badge is 

usually made of stone. 
In recognition of acts 
of extreme valour, a 
Marine is sometimes 

awarded a Crux 
Argentum· a shoulder 
badge made of silver 

and encrusted 
with gems. 

These pages 
taken from the 
Index Astartes • 

Chapter 
Uniform 

section, sub­
section 

Terminators, 
and Terminator 

Armament 
section. 

13 



TERMINATOR SQUADS 

T. 

WEAPON SYSTEMS 
There are a number of different weapon configurations used 
by Marines in Terminator armo ur. The most common is the 
s torm bolter on the right and a power glove on the Idt. 
Other weapons used by cxo-armo ured M:uines include 
heavy flamers and assault cannon on the right 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, a llowing them to channel 
their psychic energy imo a blow. 

STORM BOLTER 
The main armament of a Marinc in TcrminalOr armour is 
the combi11alion bolter, more generally known as the stonn 
bolter. A storm bolter is basically two bolters firing in 
unison . The power of the armour allows the Marines to 
carry these heav)' weapons witho m penalty, giving them 
an offensive capabili ty (0 match their defensive advantages. 

Storm Bolter 

(}.l2" t2·24 " +1 

.... 
'" DAM Mod 
4 ., 

Typo 
CHSfAr .. T ,. x , 

HEAVY FLAMER 
One member of every Terminator Squad carries a special 
weapon of some kind in place of the stOrm bolter. This is 
usually a heavy flamer, a powerful version of the standard 
Hamer with additional fuel capacit)' and improved r:mge. 

A tuget hit by a heavy H2mer is set on fire, :rnd suffers:m 
additional autom2tic hit during every combat phase while 
the chemical burns - a target therefore receives twO hits 
during the first turn: one from the original hit in the 
shooting phase, and one during the combat phase. 

A burning model rolls a D6 at the start of its turn to 
determine if the fire goes out: a score of 6 indicates that 
the fire has gone ou t, othe rwise it continues to burn as 
before. 

A burning creature may do nothing (see bel ow for 
exceptions). Friends in basc~to-base contact can help to ~at 
the flames out if they do nothing else during their turn. 
Add + 1 to rhe test dice for every model helping . 

Creatures in fre nzy ignore the fa ct 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 Toughness score of 9 
or more, because it is too tough for the names to d o it any 
harm! 

Heavy Flamer 

Shoo6!g to HIt S- TvPt .... -"'" Shon Long sm DAM Mod C H S F "'- T 

0-6' 6·1S" +2 ., 5 ·3 ,. I V,' 6 

POWER SWORD 
Sergeants and Captains are equipped with power SfIJor(/s 
- simple edged weapons su rrounded by a powerful energy 
field that can easily slice through most armour. 

Power Sword 

"",-"", 
Ihoomg 10 HIt '- lYPt 
Short lDnV S1lI OM Mod C H S F AIel T 

00» Combat Only 5 ., , 



ASSAULT CANNON 
Although the heavy flamer is a favourite weapon amOl1g 
many Terminator Squads, a popular ahcrnative is the self­
powered rapid-fire assault cannon, usually known simply 
as the assault cannon . 

This awesome weapon is a motorised, multi-barrelled aUlO­
cannon that can pour out hundreds of shells per second. 
Although the weapon is made from a special ceramite alloy 
which conducts almost no heat, the barrels still reach 
temperatures of over 300°. 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 

.... 
DAM Mod 0(: 

()"12" 12·32" + 1 8 010 ·3 '" x 6 

POWER GLOVE 
Marines in Terminator armour have power gloves as 
standard, and under most circumstances these are more 
than sufficient for their needs. A bulkhead or armoured 
suit will crumple like lin plate under the 'energised field 
of a power glove. 

Power Glove ... 
CH$FAteaT 

Close Combat Only 8 5 X 6 

The Captain has a slightly different type of power glove, 
incorporating agrenade launcher on the top of the glove 
itself. 

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

Grenade launcher 

.... -"'" 
()..8" 8·16' 

CHAIN FIST 

, .. SM 
mt PAM :lIIcJdC 
as ammo 

'" X 
6 

Punching through a heavy bulkhead or reinforced airlock 
door with a power fist can be a slow process. The chain 
fist - 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 a power field ~o turn an activated chain. 

Chain Fist 

Close Combat Only 1004·6x2" 

TERMINATOR SQUADS 

titmrian i1tu$ felt !!:Ie unrolsuhbk ~UI'F tlf pii~hlc t!nttgy, He: 
lb.tew up hl~ mcntali:!:ltrir.t$, liu:["ned mll.uijc <:Jf hl$ Al<:sJ$ 
1,erm!mlmr ::iQ:nQUt dCiubUng hi$; p~ The ~sG.ult WlI$ cully 
dWl~tcd,,:aM behll"ll«i (0 ber: hlU:wck«s; A hi\'e,wwLd &WS 
5W(>d abOut 6 wet"" 1f\I'IaY, la$'-plSml$ In t\2nd. ~ him. 
M TIrusbr:gan I.,~eii;; tw~!be IflCriWblaw [hrWfold. 
One tot lbell,}eil fdlw lilefiQik'Wilh Ill,lnnds ~ flU W!!, rryJug 
tQ .. 5Wp nl~ brain from ev.u!uadnshls.UU. 

ThCftSltlf(be·gat!8~funt.ud·m:_4ead~_landed. 
The &toNll bOlin', b:un:lbefl:W, to glOWu Tll"Il$pumped.shotafiQ 
MI<)thuo lhe ellemy, Tbee met! ;il';ewed· W dati«'. IU ~cb shr:U 
o.:plO<kd ~[htbcit ~m. opcr;irtgup pillk tr.netll·1lCrt)$1l dldr 
bQditls:md lU,titlg the air with 11 «d milil. 

Tbe mu~k: W the gun t:am'" ro an tnd "rid the ¢met stOpPed. 

Tftd, IlIme<l :aWlly, "Stultitg III v!CI,iwIiUa 1(1 filM." 

FORCE AXE 
Marine Librarians in their Aegis suits ofTcrminator armour 
are usually equipped with aforce axe, a variation on the 
familiar force sword. Cast from carbon steel, these weapons 
enclose a carefully constructed psi-matrix that allows a 
psyker to channel his psychic energy into his blows. 

A Librarian scoring a successful hit with a force axe can 
use psi points to add to the strength of the hit (ie the S 
of the wielder). Eachpsi point used aJso reduces the targets 
saving throw by -I. For example, a Librarian with a S of 
4 adds 3 psi points to his attack giving his attack a S of 
7 and a saving throw modifier of -3 . 

Force Axe 

o Rartge ... SiIootiIIg III: Hit ' SM' 

.... "'" .... "'" SIll DAM "" C 
Dose Combat Only as user 1 , 

SUSPENSORS AND 
TARGETERS 

:r~ ... F .• ·Aw T 

4 

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 a + 1 bonus to bit. 
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Assauh Cannon 
Weapon Badge 

Chain Fist 
Weapon Badge 

The tdeporter chamber was dimly Iii. Huge cables ran across 
the ceiling andWlllls , but therew:l5 little spare power for lights. 

Even though tho..-y were in deep shadow, the five Marines in 
Terminator armour moved with precision. Their enhanced 
seru;es helped them pkk their wJ.Y across the floor and duck 
beneath the ~·onduits. As they lumbered out of the wrkness. 
into a dim circle of light in the cel1lre of the room, their weapons 
glinted, showinglhe Blood Angels' winged insignia. Thl-Y were 
watched by Ihree: Marines in ship htigues. The first stepped 
forward, moving in from of a technician making final 
adjustments to the tdeporter. 

"Sound off." Brother·Captain Mallen's wounds had not healed 
in time for him to lead the assault. But he Iud still brought 
himself down to the tdeporter. though the effort bad almost 
exhausted him. His Marines deserved his attendance. 

··Brother·Sergeant Kinner:' Kinner's power glove creaked as 
he flexed his fingers; hew:l5 alwayli impa"ent before anassaul! . 
He r:lised his storm holler and pointed it at tbe Chapter badge 
on tbe "",II. Relays cliCked as the targeter fixed the r.lnge. 
Kinner's habitual salute had, Mallen thought. overtones of 
disloyalty. But it always seemed to bring him viClory. The Captain 
let !t ]Yolss. 

"Straus:' Even in the dim lighting the devolional stripes and 
purity badges on Straus' exo--armour glittered. This assualt 
would be his ]a'lt as a simple Mouine. His initiation rile 10 become 
a Noviliate would lake place assoon as he returncd. !fhe came 
back at all. "'n Our Loyalty. ViclUry Is Certain." 

" Felko." Evenoverthe comomet, Felkosoundcd nervous. NOt 
scared, but apprehensive. This was his first battle as]Yolrt of a 
Terminator Squad. and he had confessed to tlte company 
Chaplain that he was worried. He had no wish 10 embarrass 
his battle-brethren by nOI pulHng his weight. so he had 
volunteered to be on point duty -Ihe firM man teleportcd into 
action. Then he would be able to prove himself, even in the 
company of men such as these. 

··Levi:' The bolter's magazine was tiny in comp:trison to Levi"s 
power glove, but he had no trouble in sliding it home. There 
was a click as the boller's catch held the magazine. Ll"i shook 
his head, working the helmet seals cuefuUy into place. His suit 
was baltered and scarred and badly in need of repainting. II 
wasn't evell in the proper Chapter colours, having come from 
Ihe Ultramarine's armoury a generation before. Bare metal 
showed in s.,,,cralplaces. Levi, however, like Irutny ofthesuiCs 
previous users, had refused to let the Techmarines repaint it , 
Every time its Ultramarine colours had been hidden, the suit·s 
wearer had been killed. Levi maint:ained that the suit knew il 
w:l5 only borrowed, and <.-'Yen the Techs had come to believe 
the same. They had given up trying to persuade him to have 
it r<:painted in the proper colours. 

··Gorrias. Presem and correcl, Brother-Capt:ain:·'lWemy yealli 
on, and theman's thick hive-wor]daccent was still noticeable. 
Gorrias turned md raised Ihe barrels of his assault cannon in 
salute 10 the Clupter badge, then dropped imoa combat st:ance. 
He thumbed the cannon into life, and lis b:trrels whirred into 
action. Gorrlas could hear the weapon·s hum through his 
armour. Satisfied, he sighed into his commllel. The other 
MarinC$ chuckled. 

Chaplain Br<:hgen pulled on his robe and stepped forwards. 
As one, the squad dropped to its knees. Brehgengestured, and 
his Initiate moval beside him, bearing a small dish. The Chaplain 
dipped his fingcr5 into the dish's oily liquid and drew a small 
circle on each helmet. Then be stepped back. 

"The Blessing of the Emperor and the support of your Chapter 
be with you all:' Each Marine nodded. The forms had been 
obeyed. 

Felko w:l5 the fillit to st:and. He shrugged inside his armour, 
and the exo's systems clattered as il tried to match the action. 
The other Marines stood up quietly and Wllited. 

Brehgen raised his arms in a final benediction, then lowered 
them slowly. One by one, the 1l:rminalor Squad faded out as 
the teleporter took them into battle. The Chaplain looked at 
the empty space for a moment. Then he smiled in satisfaction. 
By now, the Emperor's enemies would be dying. 
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REFRACTOR FIELDS 
'knninator annour may ~ equipped w ith a refractor field 
- a defensive field thai dd1CC1S an attack by refraClingenergy 
around Ihe target . 

Terminators equipped wit h refractor fields receive a 
separ.ue saving throw of 5 or 6 w hich is taken before the 
normal armour save. Refractor fields do not suffer any 
modiflcalion on the saving throw due to weapon or other 
saving Ihrow modifiers. 

GRENADE HARNESS 
Terminator armour may be modified to incorporate a 
grenade harness consisting of six one-shot gre nade 
launchers, As grenades arc very small - about the size of 
a marble - the grenade harness does not encumber its user 
al all , 

A grenade harness is loaded with 6 grenades, ill of the same 
type, which are fired in two batches of 3. 

Launchers are operated from within the suit, so grenades 
can be fired from a grenade harness in the sboolingphase 
in addit ion 10 nonnal shooting. 

When fi ring the grenades, place the first burst template 
CX2ctly 6" in front of the Terminator within its usual 90 0 

fire arc, There is no need to make any deviation roll - the 
grenade is programmed to hit this specific point. The 
remaining two grenades deviate D3 " from the centre of 
the burst template for the firsl grenade. 

A grenade harness can be equipped with either crack o r 
frag grenades. 

TELEPORTING 
A TerminatorSquad may be lc1eponed onto the table during 
the first lurn of Ihe ~c. 

1eleporters are reasonably accurate - but nO[ entirely. To 
represent Ihis, nominate the teleport reference poiTil used 
to fix the tc1eporter. Place a dice or mher suitable marker 
at this point and nominate one short table edge as north 
(you can nominate any t:lble edge if you've got a square 
table), Roll a 020 and move the marker this number of 
inches to Ihe north (ie parallel to the long table edges); roll 
again, :!:Od move the marker this number of inches to the 
east (ie parallel 10 the short table edges). 

The entire squad must ~ set up on the table within 2" of 
the final position of the teleport reference point, with 
normal coherency rules applying. 

Remember to make sure Ihat your initial teleport reference 
point is at least 20" from the nominated table edges -
otherwise you run Ihe riSk of miSSing the table altogether! 

"They'U tIC"tr (lef In , Ev.:tl a chaln tm .... ouldn·' hrc'2.k d..".-n tho! 
barrk2dc" 

A fN'It blUt glow ~ I,.". ~ 

" VOII lhhIl< Ihey'<;l uy thOOJp. I _. thI!y'l't: ~ ~~ tryinglO (Itt ill ," 

TIN gIot<1'Vlbl_ ",ut ..pIdly~ TlNcnu>d>t/f1Mfai ecb<wd 
fro ... /whlnd """"-
" WluI _ that!" 

11N dan. t.bGfJ#. new lolld, nliud an "_,,,It ...... _ aNI tot'P fbt tu>o 

_.."..., I" otHJluld_'."., A ~"" .. ,..t(>rcut tbtrHqb ~ Wlrk. 

"Td(potl~don compktt. 'D..,etl .~tminat(d. A~lIn(l f .. rtber 
InltlVCtlono." 
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• CHAPLAINS OF 
THE IMPERIUM 

Each fortress-monastery of the Legiones Astartes, or space 
barge (for the space-dwelling Chapters of Marines), has a 
chamber known as the Reciusiam , It is here that the cult 
ceremonies and rituals are performed in the presence of 
the entire Chapter. These are carried out under the guidance 
of the Reclusiarch and his superior, theMasterojSancUty, 
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, reve; ence for Primarchs is 
widespread amongst the Legiones Astartes. These are the 
heroes of each Chapter, who fell in battle and upheld the 
honour and traditions of the Legiones Asranes in a 
particularly notable fashion. The Chapter's collection of 
Primarch relics and w ar-gear is entombed in the Chapter 
catacombs , placed upon sepulchres or hung in 
the Reciusiam. 

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 baule-brothers, who are 
responsible for the spiritual health of the companies. 

• LEGIONES ASTARTES 
CHAPLAINS 

Chaplains are well-versed in all matters of the Chapter's 
cult, having spent many years studying the battle 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 10 practical use. 
Chaplains are responsible for the spiritual care, discipline 
and faith of the brothers in their companies. Young recruits 
must also be monitored and indoctrinated as they progress 
towards becoming full battle-brothers. 

In banie Chaplains are frequently found where the fighting 
is fiercest. They can be found chanting the Chapter'S battle 
creeds, ministering to 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 a first step, a Marine is singled out to aid the Chaplain 
of his company as a Novice (or Initiatt: - the teans are almost 
interchangeable). Duties often involve little more than 
helping during company rituals, but deep study of the 
liturgies under a Chaplain's personal tuition is also 
necessary . 



Should a Chaplaincy fall vacant, the most advanced and 
promising of the Initiates is sent to the Solitarium. This 
small cell is situated in a secluded part of the monastery 
and here the Initiate meditates and fasts 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 Chapter, he is formally given his 
symbols of office and presented to the company who are 
now under his spiritual guidance. At this point the new 
Chaplain takes the name of his predecessor. 

When a 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 momem he pms on the old Chaplain's war-gear he has 
full authority as one of the Chapter's spiritual leaders. He 
is formally invested as a 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, 
reciling extracts from the Chapler's Creed and Liturgies. 
Indeed, their dedication adds considerably to the fearsome 
reputation of the Marines. Their inspirational sayings and 
constant exhortations harden the detennination of every 
Marine to serve the Emperor and relive the former glories 
of the Chapter Primarchs. 

CHAPLAINS & COMMISSARS 

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. 

I 

As our bodies are armoured with 
Adamantium_ our souls are protected with 
our loyalty. As our bolters ue charged with 
death for the Emperor's enemies. our 
tboughts are charged with his wisdom. As 
our ranks advance. so does our devotion. 
for are we not Marines? Ase we not the 
chosen of the Emperor, his loyd servants 
unto death? 

. Clupl.oib Fergu. Nih: 
An .ddt"", to tbe dcfcllde13 of PorIJcu. 
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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 to his fellow Marines, which makes him 
stand out and act as a focus for his brethren. 

Some o r all of a Chaplain's arm OUT is palmed black. A skull 
insignia usually adorns the r ight shoulder and this is often 
displayed o n both pads. Skulls can also be repeated 
throughout a Chaplain's unifonn. Skull-shaped helmets are 
common, and the upper chest annour or even the whole 
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 morc Primarchal battle 
relics "(hich arc worn or carried into battle. A single gauntlet 
from the armour of a Ch apter hero passes on a little of the 
Primarch's fortitude and fa ith to the Chaplain. 

Formal regal ia includes a staff of office called the crozitlS, 
which is used during Chapterccrcmo nies. Many Chaplains 
carry them imo battle. a visible sign that bau leis the highcst 
r itual in the Ch2pter 's devot.ional calendar. The crozius 
normally be:U"s the Imperial eagle o r a skull motif at its tip. 
T he most anc ient of these staffs is the rare crozius 
arcanum; a staff made from an alien relic which cont2ins 
a neuro-disruptor in the haft . Chaplains arc also marked 
by a Rosarius, a gorget or amulet worn abo ut the neck_ 
This bears the image of the Imperial Eagle and is the 'soul 's 
armour ' of the Chaplain. 

initiates usually wear st2ndard Marine armour. However, 
the helmets, right shoulder pads and right arms of their 
armour are painted black rather than in the Chapter'S fonnal 
colo urs. The black shoulder pad repl2ces the previous 
Devout I112fkings which were shown there - once declared 
as an Initiate, the Marine's devotion needs no further 
advertisement . 

Armament and Equipment 
The Imperial Marine Codex lists the st2ndard equipment 
of a Marine Chaplain as: 
Powered armo ur with co mmunicator, respirator and 

3uto-senses 
Knife o r COmb31 3CCesSOry 
Bolt Pistol 
Frag Gren3dcs 

Bolt Gun 
Plasma Pistol 
Power Sword 
Conversion Field 

Ch3plains may 31so be equipped with Chainswords. Some 
Chapters allow their Chap13ins to carry a variety of close 
comb:u and he3vy we3ponry as well as grenades. 

Bravery is stronger thaD Adamantium. One 
is the stu£( of the soul.forges. the other an 
illusion of safety c.reated by fools. 
Adamannum walls c.aDllOt keep us out! We 
have the .courage of the Emperor! And in 
the Emperor"s name.. . ATTACK!! 
ATTACK!! NO PRISONERS!! 

- Qu.pbia CoDZlgo, dvriDB Operation Cmiugc 
(thc second pacificatiOfl of J.mo VJ 

~ 
CLOSI! CCIMlIO.T """-"l'OHS 0-, 
II!o\VY ""IW'ONS 0-, 
I)K£NA~ ,1-1 

", 

~ AllotOUR wm< COMMUNJCA,1\)!!". 
IU!iSPIIlAlO'-.u<D_ 
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CHAPLAINS 

410606 410603 410604 

• 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 , result ing in wide variations 
from the basic colour scheme. Many ofthcse changes come 
about as a resul t of a Chaplain repai ring his annour from 
available resources while on a campaign. Some 
modifiC2tions are adopted perm:mently. Hybrid uniforms 

Chapter Helme t Torso Leg, 

Crimson Fists Black skull Black Black 

can also appear jf the Chaplain dons archaic power armour 
kept as a primarc h al relic. Of co urse, apart from the 
organisations they belong 10, Chaplains themselves have 
a long lifespan, so there is plcnty of time for them to stamp 
their own personality on their armour. The examples below 
provide guidelines th2t you can experiment w ith w hen 
painting up your Chaplains. 

Arms 

Shoulder pads in Chapter colours 

Space Wolves Black skull Black Chapter colours Skull ' shoulder & insignia pads 

Howling Griffons Black skull Black Ch apter colours Sku1J* shoulder & insignia pads 

Novamarines Black skull Black Chapter colours Skull' sho ulder & insignia & e lbow pads 

Dark Angels Skull ' Black Black Skull ' shoulder pads 

White Scars Grcy G~y G~y Skull" shoulder. & elbow pads 

Silver Skulls Silver Black Black Silver shoulder pads 

[ron Hands Black 6Iack Black Skull & dagger motif on right shoulder pad 

• Unless painted black or in chapter colours, skull masks 2re white or ivory. 
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TfJe Chapters space barge was always quiet after a 
baNk but in the stillness the work of the Chapter 
continued. Weapons were stripped. cle~ned and 
replaced in their holding racks. Unused munitions 
were put back into the nuguine. Each Marine's iUIDour 
wu checked for darNge. repUted where necesSAry. 
repainted and c~rcfuIJy stored. 

Down on the flight deck. the fleet technic~1 adepts 
opened dtopship inspection bays. checked shields 
and engi,us. adjusted systems and Jninled new kill 
mukiJws. Each one of the C~Ptcr S MmOUred vehicles 
w~s driven out of its dropship olJlo the deck. As its 
engines were run up to· power fumes le~ked through 
'he barges ~'entilation shuts. nrrying a burnt smell 
'0 the whole ship. 

In the Commanders chambers he 'nd his st,ff 
discussed the ass,ult. It had been a success, despite 
some early problems. The barge captain sat and 
L'stened as his fire support was criticised. Two turtets 
h,d {wed. 

And in the company bays. the Marines sat quietly. 
alone with their thoughts. Their tasks were done {Ot 

the day. The wounded lay under 'he Apotbacarics' 
care. The gene-seed of 'he bJlen was stored away for 
tommorows recruits. 

only the Chaplains were busy. passing down the 
companionways and corridors of the ship. The rites 
of victory and remembrance were ;n prcpmtion. The 
chapel was made ready and the liturgy chosen. 
Each Chaplain entered and carefully replaced the 
relic he had carried into battle. The ceremonial plate 
and the Imperial etlgle were brought from the 
magazine where they had been put for sueJeeeping. 
All was ready. 

The great beY sounded at the heart of the btlrge. All 
fdl silent. every technician and serv~t put down his 
tools and boftd his hud. And throughout the ship 
Marines stirred. Feet clattered on steel decks and 
greetinRs were murmured as the Chapter gathered in 
its cbapel. 

The baNle. tbeir test of devotion, was past, All that 
remunecl was the ritual of confirmation. repeated dnce 
more. as it had heen carried out so maoy times before. .. 

• IMPERIAL GUARD COMMISSARS 
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r~~~~~~----, Marines are motivated and 
religious troopS. Their 
Chaplains are respeCled, 
a nd inspire devotion to 
the Emperor by word 
and example. 

The Imperia l G uard , 
however, is less certain in 
its utter devotion to the 
Empero r. The tasks of 
Chaplains , therefore, are 
allied to a need to impose 
autho rity and maintain 
discipline. These duties 
are carried out by the 
Commissars of the Imperial 
Guard, who inst ill loyalty 

and motivation into the troops in their care. It is the 
Commissars w ho must increase the troops' awareness of 
Imperi:ll ide:lls, who must disseminate the wisdom of the 
Imperium ro the ~nks and who must maint2in discipline. 

The Commissars are grim, authoritarian figures . Unlike 
Marine Chaplains who view the spiritual welfare of the 
brethren as important . Commissars have a pr:Jctical turn 

of mind . They are often found to have neglected the 
re lig io us indoct rination o f tTOOpS, while pursuing 
important. but secondary. disciplinary m2tters. 

Commissars must be vigilant at all times for s igns of 
moral weakness in the troops: he must watch the enlisted 
men and officers for signs that devotion is lacking, and 
he must watch for the signs that sho w the presence of a 
latent psyker. This vig il2nce is backed by powers of 
summary discipline. With the 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 banle, have been ~lIied by 
the prompt actio n of their Commissar. Similarly, weak 
2nd inadequate officers, or those who h2ve simply lost 
the will to win, have been summarily chastised by Imperial 
Guard Commissars. 

Marine Chaplains uke it upon themselves ro scrutinise and 
judge the performance of Commissars when they have the 
opportunity. The assignment of:l Guard unit to a Marine 
baule-zone often gives Chapl:tins Just such 2 chance. The 
Commissar under examination may even welcome the 
altention if the Imperial Guard IroOpS are under stress, as 
it confirms his authority. 



• Armour and Appearance 

Commissars wear a uniform cut in the same style as regular 
Imperial Guard officers. Over the top of their Guard 
uniform, Commissars often wear heavy black double­
breasted greatcoats; in addition, they wear black peaked 
caps displaying their skull symbols. In place of any Guard 
or regimental insignia , Commissars have skull-shaped 
badges and belt buckles. 

Armament 
and Equipment 

Considerable individuality 
is often displayed by 
Commissars in their choice 
of weaponry and other 
equipment . Most have a 
Laspistol and a Conversion 
Field and carry either a 
Lasgun or a Chainsword . 
Some use Powergloves. The 
Commissar's profile and 
equipment is fully detailed 
as parr of the Imperial 
Guard army list in White 
Dwarf 109. 

CHAPLAINS & COMMISSARS 

• CHAPLAINS, 
COMMISSARS 
AND VEHICLES 

A Chaplain or Commissar will often be needed at many 
points on the battlefield. He must serve as a inspiration 
for squads, check on the purity of action of those in his 
care and carry out a hundred other duties. 

Units frequently assign Rhinos or Land Raiders to their 
Chaplains and Commissars to allow them swift and safe 
passage. Where possible these vehicles are painted in the 
Chaplaincy colours of black and marked by skull imignia, 
although line vehicles in the Chapter or unit colours are 
also issued. 

Bryan Ansell, Nigel Stillman and Mike Brunton 

At hattie's end, speak the Liturgy in a clear voice. Respect 
the hravery of the living. Give the Rite of Passage to 
the faUen. Honour the hattie gear of the dead_ To do 
al1 this with reverence. even when exhausted by hattie 
and weary from the field. is the duty of a Chaplain. It 
is his hurden and satisfaction. 

- Adeptus Astartes, The Book of Faith 

Inspiration grows from the barrel of a gun. 
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THE GREAT BOOK OF 
THE LEGIONES 

ASTARTES IS THE 
ONLY COMPL ETE 

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 Rccon!. IA 88/102 

Cross!ik '0: S pcciili..t Troops M edics. Ch..pt...ins. 
and Field Police 

Input ref: Hulm S iDg&. M u tcr A polhaearion. 
Ultra Marines 

Input Ducd, lK21988.M -i 1 

Funhcr refs-: ClusiIicd 

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 aptitude for such knowledge are chosen to srudy the sacred 
rileS with the Otapter's surplS. It I11I.ISt 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 nulitary training. Such individuals are first and foremost 
warriors, and greatly honoured ones at that. Only champions and 
heroes are ever initial:ed into the ways o f the Apothacarion - such 
is the imponance of Iheir duties. For it is lhe Medics who must 
maintain the bodies of their comrades, in a similar way to that in 
which members of the Adeprus Mechanicus service and mainlaln 
support equipment and vehicles. 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 TR A NSFUSION BETW EEN WHITE SC A R 
BRETHREN AT THE B A TTLE OF G R E Y LUDOR . 
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I( is possible that a casualty's injuries may be so severe that he will 
succumb to 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·packinc1udes a special humane-killer for this task, 
called a carnifex - a solid spring-loaded piston of metal. This is applied 
to the sufferer's temple, its pcrwcrful spring hurling the piston through 
the Marine's brain and killing him instantly. Any Marine suffering 
from 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 ~ whether a Marine is ~ing to sUIVive his wounds) . 
The Medic achieves this automatically once in contact with the 
sufferer. 

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

SQUAT MEDICS ESCORT INJURED TROOPERS 
DURING THE FOURTH QUADRANT 
REBELLION. 

. 
i • 

~~~~~' 
SPEAR DF ODIN MEDtC SETS ABOUT GRIM 

TASK OF PERFORMING BATTLEf"lELD 

AMPUTATIO N. 

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. Nevenheless, they are always both heroic 
fighters and dedicated servanlS of their division. In recognition of 
the value of their services. Army Medics are often seconded to the 
Administratum after 20 years service. 

In addition to 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 chain 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 freozon, etc. 



The Medic ran the Medl-Pack's sensor over what remained of 
the Marine's leg. 

+ + + EXTENSIVE FL.ESH LOSS + + + ARTERY 
SEVERED + + + RETRIEVABL.E 

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

+ + + REPAIR COMPL.ETEO + + + 

11 increase their mobility, Medics are often equipped with jump packs. 
or mounred on bikes. Additionally, the ubiquitous Rhino AfV is 
commonly filted oul as a mobile field medical station where more 
severe wounds may be treared. Such vehicles are. of course. clearly 
marked with the Imperial Medical symbol. 

Regulation Bartledress for Marine Medics is all white. apart from 
the helmet which retains appropriate Chapter colours, and the right 
shoulder pad bears the medical symbol. Some Chapters, however. 
usevariations on this theme; eg, Iron Hand Medics wear the normal 
Chapter colours - apart from the right arm, shoulder and medic-
pad<. 

ULTRAMARINE MEOIC CAREFUL.LY SAVES 
THE PROGENOIO GLANDS OF A FALLEN 
BROTHER AFTER THE DESTRUCTION OF 
HI VE - FLEET BEHEMOTH. 

~ 7 I 

MEDICS 

SURVIVABILITY 

Models removed as casualties during a banle are not necessarily 
dead (d. WH40K. p239) . Rather, they are no longer in any condition 
10 fight: they might be dead, Injured. or merely 'knocked out'. The 
Injury Chart in the rules book allows garners lO 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 parr in the next 
game, or the garne after that, or whenever, according lO the result . 
However, the chart makes no allowance for the possibility of 
casualties being treated during the acruaJ battle, and/or continuing 
lO participate despite the effects of horrendous injuries. 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 circumstance. Another is the 
super-human quality of Space Marines, whose bodies are modified 
to withstand terrible injuries. 10 reflect these factors, and also to 
represent the heroism of other unusually robust individuals, the 
follOWing new rules have been devised . 

l 
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Models normally removed as casualties should be knocked over or 
replaced with acounter. This indicates that the model is 'down' (and 
may indeed be dead). Models remain 'down' until the end of their 
side's foUowing turn, at which point they are removed. This gives 
the player a whole turn in which to attempt medical recovery. If 
no attempt is made within the turn, the model is considered to be 
bej(lnd the immediate help ofbattle-fieId medics, but may still reo.JW!r 
'after the battle' in a campaign game in the nonnal way. 

Down Time. This indicates the number of turns the wounded model 
must remain stationary after treannent has been given; ie, it does 
not include the current turn. unless suffering from a head wotuld, 
treated figures may fire weapons, and so on, with the indicated 
penalties applying. If suffering from a head wowul, the character 
is assumed to be incapable of any action until the end of its 'down 
time'. 

Marines are fur more resilient to the effects of wounds as a result 
of their strangely enhanced metabolisms. If a medic reaches the casualty duting the turn, the player should 

roU 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 wound. 

Game Fenalties. This indicates pena1ties which apply to that model 
for the remainder of the game. Move rates are given as the fraction 
remaining. 

Superficial Wound 1/1 
Light Wound· Left Arm 1/2 

Light Wound · Right Arm 1/2 

Light Wound - Left Leg 1/2 

Light Wound - Right Leg 1/2 

Light Wound - Body 1/2 

Light Wound - Head 2/4 

Severe Wound· Left Arm 2/4 

Severe Wound - Right Arm 2/4 

Severe Wound· Left Leg 2/4 

Severe Wound - Right Leg 2/4 

Severe Wound - Body 2/4 

Severe Wound· Head 4/8 

Critical Wound · Left Arm 4/8 

Critical Wound· Right Arm 4/8 

Critical Wound· Left Leg 4/8 

Critical Wound· Right Leg 4fB turns 

Critical Wound - Body Not combatant 
Critical Wound· Head Not combatant 
Dead Not combatant 

None 
., Shooting to hit penalty with weapon held in thatfboth hands 
., WS 

·1 Shooting to hit penalty with weapon held in thatfboth hands 
·1 WS 
1f2 Move rate 
·1 Shooting to hit penalty if moving and firing. 
·1 WS 
1f2 Move rate 
·1 Shooting to hit penalty if moving and firing. 
·1 WS 
·1 WS 
·1 Shooting to hit penalty 
·1 WS 
-1 Shooting to hit penalty 
-1 from Ld, Int, CI and WP 
-3 Shooting to hit penalty with any weapon held in that or both hands. 
-2 WS 
-3 Shooting to hit penalty with any weapon held in that or both hands. 
·2WS 
1f2 Move rate 
-2 Shooting to hit penalty if moving and firing. 
-2 WS 
lf2 Move rate 
-2 Shooting to hit penalty if moving and firing. 
-2 WS 
lf2 Move allowance 
-2 WS 
-2 WS 
-2 Shooting to hit penalty 
-2 from Ld, Int, CI and WP 
May not use that arm. 
-3 WS 
May not use that arm. 
-3 WS 
lf4 Move rate 
May not move and fire. 
·3WS 
lf4 Move rate 
May not move and fire. 
-3WS 
Model conscious but incapable of movement or weapons use. 
Model unconscious, remove as casualty. 
Remove casualty 



FLESH EATERS 21st INFANTRY 

SILVER SKULLS 620d REGIMENT 

53rd REGIMENT 171h REGIMENT 

ULTRA MARINES 71h REGIMENT 

3rd REGIMENT 

BLOOD DRINKERS 

REGULATION IMPERIAL 
ISSUE BATTLEDRESS 

• 

5th REGIMENT 

MEDICS 

IRON HANDS 

1s1 REGIMENT 

WHITE SCARS 

DARK ANGELS 
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Medical Aid 
The chart assumes that the medic has administered medical aid using 
a medl-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 treat 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 
Ifa 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. Any 
model taking wee ~e, two critical, or two severe and one critical 
wound, is dead, and cannot be recovered after the battle. 

Battles 
Many players like to determine which side has won by adding up 
the points value of survivors once the game is over. 'MlUnded but 
combatant models count their full 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 tabletop. 

RAPID DEPLOYMENT MEDICS OF CH A PTER 
SILVER SKULLS AWAIT THE CALL AS THE 
ASSAULT ON MINOGUE K COMMENCES . 

, 

A BLOOD DRIN K ER MEDIC PREPARES TO 
ADMINISTER THE F'lN A L SERVICE TO A 

• FATA LL Y IN.JURED TROOPER. 

Marine Progenoid Recovery 
Every Space Marine carries two implants, called progelloids buried 
deep within his chest cavity. These lIllique 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 is to remove them from a dead comrade. If a Marine 
Medic reaches a dead comrade within I rum of his demise, the 
progenoids can be removed using a special device shaped somewhat 
like an apple corer. Many Marines carry marker tattoos on their chest 
and lower neck fo r this purpose. Removal is automatic. The player 
may a~d the points value (excluding weapons and equipment) of 
models from whom the progenoid glands have been recovered, 
towards his remaining total - always assuming that the Medic who 
performed the operations survives the battle. 

campaigns 
If 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 ChartofWH40K (p239). All critical wounds will take a model 
out of a campaign. 

As an optional rule, p\a)m; may be allowed to spend points recovered 
by progenold removal on replacement bionic limbs and so on, for 
characters suffering permanent injuries as a result of rolls on the 
Injury Chan. 

7lxl ~ Brothers Priesdy amf Davis with thanks co Alan LaMlOn, 
IVan l-1et'ds ;md Alex Moseley. 
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Thought for the day 

The dead watch over us and guide us. 

THE BADAD WAR 

INTRODUCTION 

In 90l.M41, as a result of Lufgl Huron's apparent mental 
destabilisation, the Master of the Tiger Claws and Lord of 
8adab attacked and destroyed:ln Imperial investigation fleet 
as it ente red orbit around 8adab. Huron's action can be 
understood with the benefil of hindsight. The Adeptus 
Mechanicus had long complained of the TigerClaws' tardiness 
in submitting gene-seed for routine analysis, whilst me chapter 
had am:lSsed a huge debt in planetary tithes stretching back 
over a hund~ and fUry ynrs. And when me Imperiwn moved 
against its wayward chapter, a full SClIe rebeUion was initiated, 
Ihe most serious of its kind since the end of the Fourth 
Quadr:ant RebeUion in 7S0.M41. 

The Tyrant of Badab, as Commander Huron is known in 
Imperial histories, was a power-hungry and ambitious 
individual who should never have risen 10 power within a 
Marine Chapter. He was plainly a dangerous individual, able 
in many respects but lacking the absolute dedication to 
humanity Vital in a Lord of the Imperium. It will never be 
known for sure, but current hypotheses suggest that the 
Commander was either an alien shapechanger, or otherwise 
subject to alien domination of a most unnatural kind. A sudden 
and unexpected manifestalion of psychic powers may lie at 
the heart of the matter. 

By 903 three other chapters, the Mantis W.uTiors. Executioners 
and Lamenters had joined the rebellion . Imperial shipping was 
attacked, and a ship belonging to the Fire Hawks Chapter was 
captured by the Mantis Warriors in 904. The Fire Hawks 
immediately retaliated, and soon five whole chapters were 
involved in the fighting. The Emperor recalled the Marines 
Errant from the Eastern Fringes, but they quickly found 
themselves fully occupied protecting Imperial ships in transit. 

In 906 two more loyal Marine units, the Red Scorpions and 
the Minotaurs, had been brought in , and the threat to Imperial 
shipping W2S more or less quashed . In 907 the Red Scorpions 
and Fire Hawks were recalled to their normal service duties 
in the galactic east, and two more chapters, the Novamarines 
and Howling Griffons were commined to space-lane dUlieS. 

Meanwhile, the Star Phantoms began the task of besieging 
Badab whilst fWO other chapters were drafted in to investigate 
rhe worlds occupied by the Mantis Warriors and Executioners. 
The Lamenters were caught in an ambush by the Minotaurs 
in 90S and eventually surrendered after bloody ship-ta-ship 
fighting . This came as a great blow to the Tyrant, and the rest 
of Ihe war consisted almost emi re ly of close s ieges. The 
uprising came to an end in 912 with the fall of Badab and final 
defeat of the Tiger Claws. Before the war was over, The 
ExorcislS. 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, Executioners and 
Lamenters were granted the Emperor's forgiveness, subject to 
undertaking a hundred year crusade. The homeworlds of Ihe 
Mantis Legion and Executioners were forfieted to the Space 
Sharks and Star Phantoms for their pan 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 
Commander Lufgr Huron, Master of the Tiger Claws and lYranr 
of 8adab, nothing is known. 

Rick Priestley 
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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. 

'-



• ROUGH RIDERS 

There are many worlds in the Imperium where the horse 
is still widely used. Not all of these are feral or mediaeval 
worlds. Some, like Avar III, have a privileged class which 
spends a great deal of time on horseback, whiling away 
their leisured hours with equestrian spOrts and hunting. 
Others, 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 rise to 
elite cavalry forces. There are the outriders of nomadic 
herding cultures, as on Dolgan IV and Temujin's World; 
there arc 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 badokai of Epsilon Tokugawa III. 

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 
in the use of cavalry on the battlefield. These horse-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 units 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 between a rider and his mount is not easily 
broken, and the horse-warriors are not recruited merely 
for their courage or skill at arms. The Guard does not 
overlook their specialised skills, and riders are always 
accompanied by their mounts when they are drafted into 
a regiment . After retraining with the weapons and tactics 
of the Imperium , these horse-warriors arc formed into 
mounted platoons, universally known as Rough Riders. 

ROUGH RIDERS 

I haveseeo warin aU its forms. J have $¢en feral world 
savages braining eaCh other with stones" and I have 
monitored the death of a whole planet at the handS 
of a virus bomb. I have seen Space Marines dfOP to 
certain deatb, and win, r have $ecn TItans crush 
whole platOOns underfoot; But there is no more 
,srirriilg sight In war than the charge of massed cavalry. 

- Dravin Gran, 
14th Tharinga Regimenr, Imperial Guard 

~ 

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

It is not only the riders who learn new skills - their mounts 
arc given biochem treatment and extensive training to 
prepare them for modern battlefield conditions. Once they 
arrive at the combat zone, months or years after leaving 
the familiar terrain of their homeworld, Rough ruder horses 
will not panic under fire, or shy away from unusual sights 
and smells such as Orks and Dreadnoughts. 

Over the cratered terrain of a battlefield that has suffered 
a heavy bombardment, horses have often proved superior 
to motorbikes or armoured vehicles. A platoon of skilled 
Rough Riders can be an effective assault and skirmishing 
force, able to move rapidly over the brokt:n ground, and 
equally able to climb steep slopes as to gallop along narrow 
ravines. And when they finally confront the enemy, Rough 
Riders can charge into the opposing lines with their 
explosive lances, quickly changing to lasguns and laspistols 
after the initial onslaught. 
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ROUGH RIDERS 
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• CUSTOMS 
AND RITUALS 

Like other members o f the Imperial Guard, Rough Riders 
reuin many of the CUSlOms of their homeworlds. The use 
of tauoos, ritual scarring, unofficial uniforms and tribal 
symbo ls Is widespread amongst the Riders, and many 
platoons retain the pennants of their old tribe or unit , flying 
them from their lances below an official Guard banner. 

The horses of the Rough Riders are freeze·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 he:ld of a horse. Many horses also retain 
the brands :lnd markings they carried before recruitment 
to the GU:lrd ~ among some of the Riders drawn from more 
barbaric cultures il is even the custom to ritu ally scar or 
tauoo the mount along with its rider, leaving raised welts 
or colourful markings to commemorate the platoon's most 
heroic aClions . . 

In many regiments, the o fficers of the Rough Riders are 
drawn from a long-established ruling elite. Despile their 
recruitment into the Guard and their official ranks, these 
nobles are regarded by balh Ihemselves and the o ther 
troops of Ihe regiment as oaluralleaders, able to cormmmd 
the service and respect of their homewodd inferiors beyond 
the c:l1I of duty. II is commo n for these noble Riders 10 pass 
their leisure lime in the hunt , using infantrymen as be:lters 
to flush o ut Ihe exotic wildlife of the p lanets on which they 
:lre stationed . Their training and the use of explosive imces 
h:lrdly makes for :a fai r competition between humer :and 
hunted , and it is usu:l. lly considered poor sportsmanship 
10 :l.rm the l:ance unJess Ihe prey is especia1ly large :l.nd 
ferocious. 
Other customs are upheld even on the battlefield , and the 
Guard may c ondone unusual tactics by Rough Ride r 
plalOons if the skills of their homeworlds are shown to be 
effective againslthe Imperium's foes. The most common 
Rough Rider tactic is 10 charge the enemy with explsoive 
lances, switching 10 lasguns or laspistols o nce the platoon 
have made Iheir initial breakthrough. Some Rough Riders, 
especially those who were accustomed to fighting wilh 
cavalry sabres, prefer 10 ann themselves with chainswords, 
slashing fi ercely 10 either side as they contact the enemy. 
Other units tend to sund off, firing at their opponems with 
lasguns, o ften galloping past and making themselves hard 
urgClS to hit. Whatever their uctics, the mobility md spud 
of Rough Riders always make them a potent force on the 
battlefi eld, able to spearhead an attack as easily as run a 
flank ing manoeuvre, thus keeping enemy commanders on 
the ir toes watching fo r unexpected attacks by the mounted 
Guardsme n . 



The air was brlgbt with laser fire above Tl1ree 
Platoon's postlion, 1f:Je WbltesIJlelds watcbt!das 
four Ork Dreadnoughts lumbered tbrougb tbe 
smolte -an armoured spearhead, hying to break 
through !be Imperl!" Guard line. 

Super-aVack Onslaugbter, Yqrren tbof,lght 
'automatically: two power claws, one las­
cannon, one beavybolter. And tbeywerebeadlng 
stralgbt for Three Platoon. 

Six las-cannon fired almost togetber.1}vo 
Dreadndugbl$ fell amid crlmsoll sheers of flame. 
but the other two kept coming. A deadly curtain 
of bolter Jire wiped out balf of A and B Squads. 

Yarren darted outjrombeblnd aheap o/rubble, 
zlgzaggt"g tbrougb ifbe smoke tpUI fire tel the 
wreckage of tbe Command Section. Captain 
Murdin was dead, and Commissar 7raidlr was 
ser/owly wounded. Yatn'n prlsed the platoon's 
standard from tbe dead /lngers 0/ the Orderly, 

,', and kneU over tbeC"ommtssar; ¥ \ j 1 4 ' 
, . . . . 

"Prmnlsslon to advance. Commlssarl" beaslted, 
His eyes were bright· here was his chance to prove 
himself . j 

j t , .. , • . j 

. Tbe Com,nfssar rafled bls belul a IIt11e, ~nd 
, smiled weakly. j t ~ 

"Tbe Emperor guard you," be whispered 
hoarsely. 'Ibm be died. 

p' . " , ' 
~ ; 
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WHITESHIELDS 

• WHITESHIELDS 

Chlldn:tl, you call1hem? They can pull a t.tiMer jusl u_1l 
as veleran$, lind Ihey have Ihe splth o( a bull 
IImbu, Call mem children if )IOU wish -1 c:aJ1 them lroope;. 
Good UOOpll. 

• Cohmel Marui Cullen, 
51h P;ulrlonia Regimei'll 

When Ihe youngsters come of age· the predse age varies 
according to the regiment's homewo rld culture - they begin 
their training as Guardsmen. During their training period 
they are offidally designated as probitors; in praclice, Ihey 
are given names from Ihe regimenl's homeworld culture, 
such as Cadds, Probalioners or Gun Babies. SUi by far Ihe 
most common name for probilors, especially in regimenls 
from feral or mediaeval homeworlds, is WhftesbieJds. O n 
Ihcse worlds, the young w:uriors carry shields wilh no 
m:ukings· not uDlillhey have proved themselves in batlle 
can Ihey claim Ihe right to display Ihe tribe's colours o r 
the he raldry of their fathers. This practice has been 
continued in the Guard, and all probitors have blank 
insignia : they show neither regimental, company nor 
plalOon symbols unlillhey earn Ihe right on the b2t1lefield. 

In mOSt regimentS, recruilmenl 10 Ih e Whheshidds 
represenlS Ihe fi rsl phase of the youngslers' passage iDlo 
adullhood, and is accompanied by appropriate rituals from 
the regimenfs home culture. Whiteshidds continue 10 
perfonn menial "ilnd support dUlles, but combal training 
takes up :m increasing proportion of lheir lime, until they 
are judged to be ready for action, Finally, they gel a chance 
10 prove Iheir mettle in combal and 10 demonstrale Ihal 
IheY:lre wonhy of becOming true warriors in Ihe GU:lrd. 

., 
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The advance of the Mjoln.ir r----.,.::-:::-: 
Brotherhood on Stronhcim, 
Beulis IV campaign. The 
Brotherhood was raised from 
Mjolna Stronghold on the 
HomeWorld of valskatf, and 
served with distinction 
alongside the 14th Borodian 
Regiment of the Imperial 
Guard in ihe pacification of 
Bctalis IV. 

In Ihis picture, F Company 
(denOlcd by the Squat F-rune 
on the right side of their 
helmets) advances under 
heavy fire towards the west 
gale of the diy, while the 
Warlord and Hearthguard 
look on from the captured 
communications complex 
where the Sqmu command 
point remained for most of 
the aClion. 

In the centre of thc picutre 
can be seen the banner of the 
Brotherhood. Note how the 
lighlning·slrokcs from the 
Brotherhood banner arc 
repe:1ted in the unit badges of 
the squad in the foreground, 
it is a common pnctice 
among Brotherhood troops 
for each squad to take an 
element of the Brotherhood 
banner as their unit symbol . 

Helmets are issued as Irtf~, 
standard to Brotherhood 
troops, but some prefer co 
wear soft caps, o r no 
headgear at all. As with most 
Squat Brotherhoods, there 
are no striclly-enforced 
uniform rules and personal 
decoration of equipment is 
common. Personal motifs can 
be seen on most of the 
helmets in the picture, and 
the squad leader in the centre 
foreground has had his head 
tattooed - a common practice 
among veteran Squats. 

The red flak jackets and dark 
green co"eralls with yellow 
piping are the standard 
uniform of the Mjolnir 
Brotherhood - note the cuff 
deetil on those figures who 
are not wearing gaumlets -
but again, personal details 
such as gauntlets and knee 
and elbow pads vary from 
Squat 10 Squat. 
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WHITESHIELDS 
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Regiments of the Imperial Guard are generally posted to 
combat wnes immense distances from their homeworlds, 
and it is rarely practical to recruit from the homeworld to 
make up for combat ·losses. The Guard therefore uses 
various other methods of bringing regiments up to strength, 
depending on the circumstances; amalgamating depleted 
regiments into a single fighting force is common practice, 
especially when the regiments are being constantly 
transported to new battle zones. Regiments that are left to 
garrison a world they have conquered, on the other hand, 
recruit from local sources - the most coumon method (and 
by far the safest on hostile 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 Whiteshields work faster, 'train 
harder and fight more fiercely than most experienced 
Guardsmen. For a Whiteshield, passing from probitor to 
true Guardsman is f:tr more than a simple promotion; it 
is their entry into adulthood - this gives them the status 
and respect due 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 to 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 a Whiteshield, failure to win his colours is a 
terrible blow - showing cowardice is unforgivable, and. an 
honourable death is certainly to be preferred to the 
dishonour and ridicule heaped upon the weak-hearted. 

Whiteshields serve ;alongside the other squads in their 
regiment, distinguished only-by their bravery and the white 
badges and helmet stripes on their uniforms. Each 
Whiteshield squad has an experienced sergeant to guide 
it through training and in its first battles. The squads are 
usually put into a nonnal platoon to learn from theexampJe 
of the troopers around'them - occasionally a coml?any will 
form up a platoon solely of Whiteshield squads, trusting 
that their 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 Whiteshield take part in a battle without 
givingway to fear. Many only accept those who have drawn 
blood or killed an enemy, sometimes requiring the young 
warrior to collect a trophy to prove his claims: an 
opponent's back banner or weapon perhaps, or a more 
gruesome and bloody memento taken from the body of 
a fallen enemy. 

At the end of his training, after he has shown his skill, a 
Whiteshield is cc:mnonially 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 
his company, and the helmet markings of the squad to 
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 culture and vary 
widely throughout the Guard; tattoos and ritual scars are 
common and receiving these marks without a cry of pain 
is as much a test of the youngster's courage as his bravery 
on the battlefield. 

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 caution. 



Only in the Spacc M:uioes of the Legiones Astarte!> 
21l: counge and expertiseperfe<:tly blended. Inother 
troops they are prescnt in V2rying degrees and 
proportions, and many schobrs havedri>atcd their 
relative merits. 

For my own part , I com~ down o n the side of 
courage. For COurage can sometimes TIl2ke a virtue 
of inexperience. I myselfhave comm:lllded Imperial 
Guard troops whose probitor uruts have achieved 
great things, bec2use their (Qunge W25 infutlle and 
because they were tOO inexperienced to realise 11121 
their goal was impossible. 

- Leman RuSS, De Natur.l Belli, 
Book XIV 

• ON THE BATTLEFIELD 
Whiteshields m:ly be fielded with any lmperial Guard force; 
the appropriate army list addition 15 given below. All the 
normal rules for Imperial Guard o rganisation apply (0 

Whiteshidd Squ:ld s: ie they must be aU:lched to a 
Coml112nd Section, observe platoon coherency rules and 
so on , 

Psychology: Because of their determination to prove 
themselves worthy of fu ll membership of the Regiment, 
Whlteshields are immune (0 all psycbological effects, 
whatever their source. The youngsters' resolve (0 succeed 
and become full members of the regiment overcomes all 
other considerations. 

Equipment: Whiteshie1ds Squ:lds are issued with theS2me 
buic equipment as full GU2rsdmen . The serge2nt c2rries 
a Iaspistol and chainsword, eight o f the trainecs carry 
lugum and the remaining squ:ld member is 2nned with 
:l bS-C:l nno n , the- on ly h eavy weapon available to 
Whiteshie1ds. Unlike other Guard squads, Whiteshields 
must retain the equipment they are issued with - they may 
not replace any of their we2pons with Alternative 
Armament or take Additional Equipment or extra 
Gretlades and Missiles. Being green recruits and (rainees, 
the Whiteshields are not permitted to draw on (he full 
resources of the regiment. 

The only exception are Whiteshield Squad s that are 
included in a platoon of RDugh Riders. These squads may 
have horses and explosive lances to m21ch the other 
members of the pi2toon . 

Uniforms: Whiteshields wear the normal officiaJ Guard 
unifonn, but this is stripped of :any insignia, including the 
unofficial gang or tribal symbols worn by many full 
GU2rdsmen. Whiteshields must prove themselves in battle 
before they are allowed to display the insignia of their 
regiment and their homeworld culture. 

T he unit badges are pl2in white, with neither platoon 
colours nor regimental number. They have w hite helmet 
stripes to indicate the St2tus of their squad, but no other 
helmet markings. 
Although trained Guardsmen , sergcants wear the w hite 
badge:md helmet stripe oftheirsqu2d , They may, however, 
also wcar the Imperial Eagle:md various homeworld tribal 
or gang m2rkings - unlike the novices they 2ccomp:my, 
sergeanlS h2Ve earned the right to these prestigious insigni2. 

There are severe disciplinary measures for:my Whiteshield 
who decorates his unifonn with extra b2dges or slogans 
- such presumption is despised by those who have earned 
in b2ule the right to call themselvcs ~rriors . 

WHITESHIELDS 

0-4 WHITESHIUD SQUADS 
.t 200 points per sqtLld 

IASK lQU ... (tIIT ST/l.NllAlD lQUtrM1N I 

KNIFe 01 COMIlAT ACCf.SSORY 
FLIK AiMOUIl 
PttOTO YISOIl 
FIlA(; GRENADES 

I "I -

SEaGf.ANT L\S' ISTIJI. "NO 
CH"INSWOIlO 

8 WIIITESll ln05 lASGUN 
I WIllTUIIIUO lAS.('.ANNON 

larren grflted b{$ tel>tb ogalr/sf the pain and 
connmtrated o,Vtaylllgperfi'('Uy still. Not ani), 1(}Qs, -
It (l dtsgraqltpliihfb or cry out, it w'as'flis,G' 
da1lgerous -anal" 'ti1t/IJ't u'ant 10 end up,wltb a ( 
severed arwtylUskad oftlH! j1 rst scars 0/ mat'ibooh. , . . 
At /(lSt, ,4djl4dant Mortbstraigbwned up, u!lP/Jlg bu 
Toratblm bunting knife. Yarn'1I relaxed - and then 
yelped in pafnas tbe tu'o sergeants rubbed a bJock 
powder Into lht> cuts. 

"This fVil/ sling a little." said St'rgt'unl Rutldon in 
bis deadPun voice. and St>rgeant Fert}) laugbed, 
YaN'f'n reddened, "t : f ' i' , 

,,4-4 , '1 
" DolI't worry. ii/tlf'wamor.'· said Ft!rtb r1JNr,{if11f-" 
''TIJey allju1#jJ!';1~: {'did ~ bUI tbe powderm¢l¥ :.~ 
)'(mscarfV~II:¥Jdfi " i,+"t: ;+' 
'lfNl." mid .'I.fot1b~~pPblgb,":k, "}bu'", no Iouger 
a child, Y(lrn'n, lou haw your IInl/orm, you bave 
your lasgun. and when those cuts bl'al you'll bat¥! 
your first scars," He sheatbed bls knife ami stood 
at dHem/on. " Report/or traln/llg. Guardsman." 

Guardsman. 1be word echoed round Hlrren's bead 
as he marched dou'n tbe corridor, flanked by the 
tu'o sergeants. From nou' OfJ, tbere would be no • 
more kltcben a.utff!$t He bad prOl'ed himself In tlH 
J1tofd . be was '1b~a Wiurior. '. 'j t f 1 

"f;, ±~*¥ "i'f 1 ~$' + 1 ; 
,'if %, ; ",' , ~ ' , f 

45 



IMPERIAL GUARD - OGRYNS 

48 

Ogryn ...... ~ ............ au.d 
.. ........, •••• Id and equipped ...... _..,...fIf __ ... 
rnedI ... ...,........., 

1989 a..... ~ l td. All oIghtl _ . 



I 

I 

IMPERIAL GUARD 

COMMANDER 
401005 

CAPTAIN 
401007 

These: Impcml Guam 
mct:l.1 mini:uu= an: 

supplied w ilh separale 
pl:llllic :arm. and 

WCl.po1l 5prud. 1bc:oe 
allow a wide v:uiety of 
imished models 10 .,., 

buill. For aarnple. lhe 
two lfttiu:n1S iIlUIIlr.lu:d 

UY Ihe """'" meal 
body Cl5ting, bul 

differenl arms and 
WC:Ipon!!. The 

Gwudsmen models an: 
also based on a single 

body casting. 
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, 
OGRVNS 

Continuing our feature on the Imperia l Guard, we take a look at Ogryns in Warhammer 40,000. 
The largest of the Imperium's Abhumans, the Ogryns' brute violence, selfless courage and 

devotion to the Imperial cult give them a fearsome reputation as assault troops. 

by Ivan 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-seanner and 
slumped wearily against the foot of the ~ined wall. 

" They ' re still down there," he said 'wearily, " Just 
w a iting . They're dug in all round the spac eport 
perimeter, so we can assume this isn't the usual Eldar 
smaSh-and-grab anack." He rook the flask of kvatsch 
from Captain Rotch , and offered it to Vertren, who, as 
usual, was just close enough to get on his nerves. The 
Commissar shook his head, with a faint expression of 
distaste. Fleyitch shrugged and drank.. The spirit 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 
capable of taking heavy traffic. We lost contact with the 
orbiter just after it reponed a large numbe r of 
unidentified ships coming out of warpspace at the edge 
of the system. This is a beachhead , Captain. and we've 
got ro break it before they start landing." He paused for 
a moment. 

"Let 's try a different approach : ' he said at last. "So far, 
we've been fencing with them - testing flanks, looking 

Ogryn In Combat with Orks 

for weak spots. Result: we lose half a Company and they 
lose three Dreadnoughts and a handful of troops. We've 
been rational about it. Let's do something irrational and 
confusing, Set; how they cope. Something they've never 
seen before, something they can't anticipate." He noticed 
Commissar Yertren fingering his laspistol, and shot him 
a look. " Don't worry, I haven't gone combat-happy. Not 
yet." IJ. 
'Look," he started to scratch a crude map on the wall 
with his knife, 'If we get them all looking this way by 
doing something they won't believe, rhen there's a 
chance that we can smash a fast column through their 
lines here and do enough damage to the holding force 
andlor the spaceport irseifto prevent the landing." Rotch 
started to look even more worried. 

"Bm, sir," he protested, "What have we got that can 
get even halfway ro that point without being shot to the 
Warp and back?" Fleyitch grinned. 

"Ogryns." 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 cover 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." 



• OGRYNS IN THE 
IMPERIUM 

Ogryns are amo ng the Iarge5t and most powerfu1 of the 
Abhuman breeds yet discovered - o nly the Minotaurs, a 
strain o f giant Beastman , can match them for sheer 
destruct ive powe r. 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 wrought 
a particular pattern of changes upon the inhabitants. 

Obviously, those p l:anets which :are selected fo r use :as 
prison worlds h:ave no better use to the Imperium; they 
are generally b:arrcn , and I2cking in native food species. 
They:are harsh environments, and those who survive thert: 
must be unusually resilient . 

Bun on a a.aIb world onc~ Tbat UWI a bit UIre 
bortN. are better. tbQugb. Alld ~" 

1lIi>s<t_l/rbMj_~11!f'1y 

- Sn;geant-Ogryn IImtblagg on lIN joy of life 
In tbe 'fI1JHrlal (iUj'Td 

• EVOLUTION AND 
PHYSIOLOGY 

Ogryns evolved o n pbtner:s with harsh environments, little 
food , :and some hostile life-forms of anim:al and lower 
intelligence. The physic:al traits displayed by Ogryns :are 
a direct response to environmental demands. 

Firstly, their size and strength . Ogryns are generally h:alf 
as tall again as the average Hunun. They arc more heavily 
built, even in proportional terms, with a muscle mass to 
height ralio almost twice that of a Human. Their bones are 
ht:avy, and their sldn is thick, with few sensory nerves. 

This build is largely a 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 are the only defence available o n a prison 
planet. It :also suitS the Ogryn for a predatory role, relying 
o n siu: and strength to overcome prey. 

Second ly, their digestive system. In response to the 
gener:dly b:arren n:uure of their home planets, Ogryns have 
developed a digestive system which is cap:able o f deriving 
nutritio n from almoSt any org2flk: substance. Their op2city 
for eating - far in excess of that of:a nonnal Hwnan - derives 
from the need to eat everything available when food is 
found, and store it against the long fast until more food 
is discove red. 

Finall y, their intelligence. On their home planets, the 
consunt struggle to survive and find food leaves no time 
for any other activity, and the Ogryn brain has undergone 
a degree of :atrophy. They are often thought of as stupid 
by no rmal Hum:ans, :and indeed their intdligence and 
reasoning capacity is lower. However, thdr brains are 
attuned to survival - fighting and eating - to such a perfect 
degree thai, on their own terms, there are few races in the 
known galaxy that can m:atch them . 

IMPERIAL GUARD · OGRYNS 

• APPEARANCE 
The basic appe:arance of an Ogryn is that of :an oversized 
and coarsely-formed Human. They stand 2 YJ-3 metres tall , 
and are very heavily built by Human standards. limbs :are 
short and heavy, and hands are large and clumsy-looking. 

Ogryns have large heads - the thick bone of the skull of len 
m:akes them look disproportiOnately luge by Human 
stand:uds - with he:avy, prominent jaws. It is common for 
the lower c:anjne teeth to grow into protruding rusks. 
Fighting is n:atu ra l 10 Ogryn s, and even th e friendly 
altercations Ihey have among themselves can lead to mino r 
injuries. Ogryns :are almost alw2YS heavily Jrrred , and 
broken teeth are commo n. 

There is some: variation on the basic Ogryn physique, 
according 10 homeworld. Ogryns from the planet Skraag 
(Imperial designatiOn Beta-EmeheS III) tend to be taller and 
~ngier than other Ogryns, with a distinct yellow-brown 
tinge to their skin owing to the high concentration of 
volcanic sulphur dust in the atmosphere; they are :also 
renowned for their highly distinctive smell . On the other 
hand, Ogtyns fro m Ugglob (Imperi:al design:atlon Dranno 
IV) are sho rter and stockier, with larger heads. T he high 
humidity of this planet's :a tmosphere has led to Ugglob 
Ogryns developing an astonishing range ofw:arts and other 
fungal disorders. 

The majority of Ogryns cultiV2te an appearance which is 
in keeping with the mediaev:a.llevel of techno logy of their 
homeworlds; skins, coarse cloth and chain mail armour 
are common, as is the practice of body-painting, tattooing, 
and ritual sC2rring. H:air varies in coarseness and colour, 
and many Ogryns :are completely b:ald. Those who are 
chosen to le:ad Ogryn squ:ads in the Imperi:al Guard often 
ado pt military styles, w ith short hair, h e:avy boots and 
fat igue-style trouse rs. Some will have their unit badge 
tattooed onto th e ir chests, along with victory and 
devotion:al symbols, such :as Imperial e:agies, skulls :and 
crude copies of other Imperial insigni:a. likeother Imperial 
Guard troops, Ogryns:lre enthusiastic collectors of battle 
badges, but lacking helmets they often afuch them directly 
to the thick bone of their skulls. 

Ogryns have saot regard for hygiene by norm:al Human 
stmdllrds, and the phrase 'downwind of an Ogryn' is widely 
used to d escribe :umospheric contamination and other 
malodou rs. Most Ogryns are infested with parasites o f 
various types and sizes, and certain species :are actively 
cultiV2ted as petSand emergency foodslOres. Some ofthese 
parasites:lre very l:arge - the: Scorathian Armpit Louse, for 
example, is the size of a "ICrran ral, and is bred and traded 
among the Ugglob Ogryns and others With whom they 
come into cont:act. Races :and fights involvi ng these 
creatures are a common off-duty pursuil , with up to a day's 
rations being bet on Ihe o utcome. 

The Ogryns have been known to produce mutants -
:although some :argue th:at they are mutants to begin wilh . 
On the basis of Impc:rial studies CO date, the proh2bility and 
extent of mutatio n appears to be almosl ~Ctly the same 
as that fo r normal Humans. It is rare in the extreme for an 
Ogryn to develop psychic powers. 

Binud utlJe",fnd lOO ~smallftw~. 

til Commhsar:firodtm 8etIro 
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• OGRYNS AND THE 
IMPERIAL CULT 

A small mind Is taltly ftllNl with /aUb, 
- CommissM EJwn 1h'uer; 

23ri1 Marudhl Regiment. Imperial Guard 

While the finer points of the Imperial cult probably escape 
most Ogryns, their devotion to the Emperor is beyond 
question . Ogryns in the Imperia l Guard, in particular, have: 
an almost childlike faith in the Emperor, perceiving him 
as an all-knowing , o mnipresent force who watches their 
every move on the banlefield, handing down orders 
personally through the chain of command . The highest 
pr:lisc to an Ogryn is to tell him that the Emperor is p lc:lscd 
with him . Coupled with their nalUrallove offighliog and 
contempt for p ain and danger, Ihis faith in the Em'perot 
makes Imperial Guard Ogryns capable of apparently imane 
acts of bravery. 

During the wars of the Horus Hem;y, Ogryns served (0 gre;tt 
effect in the Imperial Guard forces of both sides. From the 
records that are stU! available, it seems that those w ho 
fought for Uorus had been told that they were fighting for 
the Emperor, and that the Loyalists were in fact traitors. 

Ogryns are particularly impressed by the Commissars of 
the Imperial Guard , whom they regard as being in constant 
touch with the Emperor hims(' lf. An Ogryn will always 
show a Commissar the utmost ~spect , enquiring endlessly 
about what the Emperor thought o f various things the 
Ogryn has done and even o ffering the Commissar his own 
ra tion in an attempt 10 favour. 

.. 

While the Commissars normally confine their anemion to 
the Human officers of an Imperial Guard force, there have 
been occasions, in forces with a particularly strong Ogryn 
presence, when an Ogryn platoon has had a Commissar 
of its own. The presence ofa Commissar will inspire Ogryns 
10 o utstanding acts of reckless courage and self-sacrifice 
- after all, as they reason , if they have a Commissar with 
them , then the Emperor must be watching rhem even harder 
th an usual. 

Some Imperial Guard Commissars have made a speciality 
of dealing with Ogryns, and have come to understand their 
psychology and motivations as much as any normal Human 
ever can . Thes e so· ca lled 'Ogryn Commissa rs' are 
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 
contact with these huge Abhumans. 

~--"'--U 
Sergeaot·Ogryn Gl"UUashlfted hisnoc /noooiidttllbJe. 
bulk on tbe Sftetchd; prrsmlin8 a ftesb &et ot woundt 
(or tbe M~ to dteft. 

"Noerobkm/' berumbkd. " WcsbowcdthemsJdnny 
Eklat;Comeon.1ad$, $a)"l (j' we' regonna gQ (nItrtbuc. 
and bury them tn their own bole$, no worries, Then: 
W2I no worrlcs aboul covet; 'COJ there ...... 't :any cover, 
No wonies abOut timing. 'q:xos u.lad$ WC!(t!,futt in.,EMy 
at breakfast!' 

Tbe Medic dropped aoutller hlI,ndrul Qf sburlken 
ftagmciu's IOto the bOx. " 

.. ~ weD, Sergeam.;' be: said , "Now you ~ tbose 
¥' bole!H':lean wtUic tMy b(2l; undet'$Undl" The 9Sn"Q 

pe him. a tOOthy griB." ... 

" Yilh, liure'!}:k5bouldered2 pac::k. k..nodUoa: olllbtu 
fidd drustii8S In the proeess, 2.Od 2SIlbkd oft intb the, 
nipt. The-.Medic shook biB .head. 

"l'U fteYtl' IJIkUlCd 11) dloseb,tutes:' be satdto hls~, 
" He ought ro be t<:rm:nini: with pain. bUt they woo ( 
C'fen by down 20d die aDtillhey' w JOt COOUSh boles 
in them to fdl a Btoda tree. He·s cbe only fUrvivcr of 
:an rmin:: pIatwD. and au be could thlllk.-about Wbeo 
dley dn&Bc'd him back 1fU whnhtt the P.mpemr: would 
be~ wkb hknaod wtt.t W2S,sotns.m I1app<ento 0 

the: Olhen' ndon packs'" 



• OGRYNS IN 
IMPERIAL SERVICE 

like other Abhuman breeds, Ogryns have been taken intO 
the service of th e Imperium , finding niches whc:n: their 
n:uural talents and tendencies may be pU110 the best usc. 
In the case of Ogryns, Ihis is almost exclusively in the 
Imperial Guard. 

The Imperial Guard 
Every inhabited world in the Im~rium has to provide 
t roops fo r the Imperial Guard, and the Ogryn homeworlds 
are no exception. Indeed , the lure of regular rations and 
adventure o n worlds whose climates are seldom harsher 
than home is enough to keep millions of Ogryns flocking 
to join the Guard. 

Ogryns gener.l. lly prove to have an ideal temperament for 
service in the Imperial Guard. They keep to themselves 
for [he mosl part , although they have a gre:u: rcspt:ct fo r 
officers - and particularly Commissars· whom they see as 
close to the beloved Emperor. Ogryns have little in common 
with the other strains of Abhuman, bul will co-operate with 
all other parts of the Imperial Guard . They can respect 
Beastmen for their ferocity and Squats for their hardiness, 
211hough they a re never shy to pO int out their own 
superiority in both departments. Ogryns have mixed 
feelings about Railings; sniping is the lowest and most 
worthless form of warfare to the Ogryn mind , but on the 
Other hand itcan pay to keep on good terms with the supply 
and quartermaster staff. where many Rat lings serve. 

IMPERIAL GUARD -

Organisation 
Ogryns do not follow the usual Imperi21 Guard practice 
of raiSing a whole Regiment from a Single homcworld. 
Instead, they are an:;lched to Guard Regiments of nonnal 
Humans, accon:ling to Administratum instruCtions. lmpttiai 
Guard Ogryn troops are invariably organised into squads 
of five. and all the Ogryn squads in an Imperial Guard 
Company are pul in the fidd together, in the same way as 
a platoon of normal Human troops. 

E2ch Ogryn squad h2s a Sergeant-Ogryn le2der. who has 
been subjeCted to AdeptuS Mechanicus bn.in-~2ncement 
biochem, o r BONE tre2tment (8iochemic21 ~yn Neural 
Enhancement). Ogryn leaders are known 2S BONEhe2ds. 
2 title which they be:.tr with considenble pride. BONEhe2ds 
2re able to be eduC2ted to a limited degree in small-unit 
t2ctics and [h e operatio n of e quipme nt su ch as 
communicators 2nd weapons like the ripper gun . 

OGRVN RIPPER GUN 

Within the Guard, Ogryns are restricted to [heir own 
squads, and do not normally rise above the mnk of Serge am . 
Even with BONE tre2tment, their minds 2re not suited to 
command of a force luger than a squad. Ogryns 2re 
so metimes modified into ServitOrs by th e Adeptus 
Mechanicus, for wks where their size is an advantage. 

Equipment 
Ogryns in the Imperial Guard are normally armed with the 
S2me primitive weapons that they use on their homcworlds. 
large crushing 2nd cleaving weapons such as maces, axes 
and even tree-trunk d ubs 2re common. 

T hey 2re (mined in the use of grenades, but the normal 
gren2de types an~ too small fo r their large, clumsy hands. 
Instead, they are issued with a specially-designed Ogryn 
frag grenade, which takes the form of a metal cylinder six 
to eight inches long and two to three inches in diameter, 
with a ring-pull arming mechanism at o ne end. 

BONEheads rru.y be issued with (he Fragmentation Autogun 
(Ogryn), univers:ally known :as the Ripper Gun. This is :a 
drum-fed , tatge-bore :auto rru.tic shotgun firing he2VY shot. 
Its limited range is no gre:u disadvantage given the Ogryn 
preference for close assaults, and at sh ort ranges its effects 
:are devastating . 

Armour varies widely. In general, the supply of advanced 
2rmour types in Ogryn sizes is limited, :and most Imperi21 
GU2rd Ogryns we2l" primitive armour brought with them 
from their ho meworld . This is a mixture o f chain, plate, 
and the hides of exception211 y res ilient h o meworld 
creatures, such as the ArmidiUian Plate lizard. limited 
supplies of Ogryn-si.zed flak and mesh armour:lre :available 
to some Imperial GU:l.fd Regiments, and this is generally 
issued only to BONEheads. 

On the whole, Ogryns showa preference for a rmour which 
le2ves the anns free to deliver 'a good, solid belt'. 
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Vehicles 
For the most part, Ogryn platoons do not use vehicles, 
ow ing to their large size and in co mplete grasp of 
techno logy, However, BONEheads do have the degree of 
imelligence required to drive a Rhino APC, and some units 
o f the Imperial Guard have spedally converted 'open-top' 
Rhinos for transporting Ogryn squads, 

Standards 
Although they do no t have Command Sectio ns like other 
Gu:,ud troops, Ogryns often adopt unofficial standards of 
their own. 1bese are usuaUy carried by the Scrgeant-Ogryn 
leading the platoon - and sometimes aU the Ogeyns in the 
platoon are fitted with back-banners. Banner designs vary 
widdy. As well as copies of regimental standards, Ogeyn 
banners may feature an image of the Emperor, portrayed 
as an Imperial Guard Commissar - a natural symbol of 
authority to the Ogryn mind. They also use tribal designs 
fro m thd r ho meworlds. 

In addit io n to their standards, Ogryns often mark successful 
batt k s o r individual kills wilh tattoOS, usually based on 
the symbols of their ho meworld tribe. These lItay bcsimple 
stripes of colour, or small skuUs, usuaUy on the face (Kanns. 

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, 
Ogryns can be seconded to the entourage of a Rogue Trader, 
wearing a tabard bearing the Rogue Trader's colours and 
emblem in addition to their normal clothing and armour. 

~ to IfI1W akmgside tIJese 
fs.(hey$blJll do so But t4#JnJbetr 

bt qup"""'ned .ndpufi)'ied fry 
·our ApOIbacarlon. 

On some Imperial worlds, Ogryns are drafted into the 
Adeptus Arbites, since their strength, ferocity and imposing 
bulk make them effective o n a psychological level as well 
as in actual confli ct. Often in such cases the mere presence 
of Ogeyns can prevent trouble o r b ring it swiftly to an end. 

Planetary governors and other dignitaries sometimes 
employ Ogryns as bodyguards, having found that a squad 
of these huge Abhumans at o ne's shoulder can add a certain 
a mou nt of authority to one's commands. Cerl ai n 
InquiSitors, too, will travel wilh Ogryn servants; these 
individuals will nonnally have* eived BONE treatment . 

• RENEGADE OGRYNS 
It is known, but rare, for Ogryns to tlke the field against 
the Imperiwn. The use of Ogeyns by Imperial Guard units 
serving Horus has already been mentioned, and on rare 
occasions Ogryns will serve with pirate or rebel forces. 
Once Ogryns have been recruited into the Imperial Guard, 
however, their basic training :md indoctrination fills them 
with :a Simple but unshakeable fa ith in th e Emperor, and 
revolt is practically unknown. 

• 
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THE PACIFICATION OF FLOTIS III 

By GRAEME DAVIS and PETE KNIFTO~ 

This article describes the role o f D Company of the 
7th Mordioo Imperia l Guard Reg iment in the 
Pacification of Flods III , with full details of tbe 
company's fighting force. 

~d on lite Hive ~ldo{Mordion in 98<4 .M-4I . lhc'71h W2S2SSigncd 
10 the DCW ly·~iscovcrcd pi:lnel Flods III . When Iml'C'rial 5I:ar$hips 
flm reached the p lanet, it W2S found 10 have a JUwllImi,l.I.y Hum:m 
popubllon _ Ihe Ad m iniSIr.llum look Ih ls 10 indiC:llc Ih:u il WoIS 
colonised from Tern:ll some l ime before the Age o f Strife. However, 
no ,urvlvlng records or STC «juipmcnt have been discovered ;lS yet. 
ar>d the bulk ofthe popul:uion h25 regressed 10 feralfmcdiev:.d level. 

In addition to Ihe Hum:m population, Fl(){IS III Is home 10:1. large Ork 
5Clth:mcnt on its third conlincnt. Centred on an Immense, bUI crude, 
cr.lShcd slanhlp, this growing empire has overwhelmed :.lnd c nsb.ved 
much of the third continem's Human population. 

Most o f FlOtiS III was pacified and settled w ithin a year o f the bnding. 
On the first m nlinent the Imperial Guard personnel were able to 
dlmi~te the existing warrior mStocrac:y of a number of sm:lll st::ncs, 
and lll$U.ll thenuelvcs in IU p lace. The second continent was largely 
dc5cn«i scrubland, home tooniy a few strugglingnonud tribes. The 
third continent , however, has proved to be IDOt'C of a problem, and 
has $Cen $OmC of the ficrca t fighting of the P:tcIfication. This is for 
a variety of reuons: firstly, the Orks themselves are a dangef'O\l$ and 
well-cqulppc<i foc; K Condiy. the terr:aln.ls rugged and highly variable; 
and thirdly, those Humans who have remained fre e of Orkish 
domination are fieredy independent and highly proficient in the 
techniques of guerilla W21'f:arc. 

The pacification of the third comlnent was assl8Jled, among others, 
to 0 Company of the 7th Mordlon. who have distinguished themselves 
In s.cver.ll l actloru over a rwO-ye:l.f cmlpalgn. The Human strength of 
D Company was raised from a partleubrly vicious Hive WUrld gang 
called the Night Rippers. whose fist-and·knife emblem appears on 
sevenl o f 0 Company's vehiCles and unofficial banners. The Night 
Rlppcrs first came to the notke of Impcrbl COmmander ¥.orren, the 
plancury governor o f Mordioo Hive WUrld, when they seIu:d CoruM 

of the w hole of Island· City TWo. 
They used the spaccpon and the 
hundreds of orblt·capable ships 
they captured to a ttempt a 
blockade of the planet in suppon 
of various demands fo r cash and 
equipment . 

Their e{{orts went largely 
unrewarded and the survivors o f 
the action 10 make the spacepon 
were recruited to the Guard. It 
was deCided that such fighting 
skill, If redltteted to tbe proper 
Imperial ends. was 100 valuable 
10 waslC through nttdlcssl.y harsh 
punlsh.nxnt . Only the leaders o f 
the rebe ll ion were ellCcuted . 
Commander Varre n chose to 
enact the ritual deaths using one 
of the Night Ripp ers' own 
ceremOnJalsemlled swords, The 
gang's traditional badge thcrdore 
took on new meaning as the 
symbol of thelr cntry Into 
lmpcrial K rYlcc and an emblem 
of their leaden' sacrifice. 

7TH MORDION REGIMENT, D COMPANY 
The followlns II .. II the full complement of D Company or the 7th Mordion 
Imperial Guard R<:Jlment durlns the flOfi.m campalsn. under Commander 
E~ln I!Idro. "Ii unh. have \>:l$Jc and Mandan:! equipment (es all Guardsmen 
hove a lu\Ife. flak UITlOUr. phow yifor and r .... S jj.teouda). Main ~ h2vc 
been IiSled IndJ~lduall y, plus 3n1l(IU' t)'f>t w~ I. 10 <>1M flak umou._ 

co ......... 
Commander (Majo. Hero) on ;c.biJ<c . ~ armour. I,..plstol 

Comml ..... (M'Jor Hero) on jctblkc . conversion Ad d, l»pistol 

Coftlftlafld Sealon 
Captain (Uero)· lupl5tol 
Medic· I .. plllol, mcdlltl. 
Serge.n • • l ... plllOI, chaln.word 
Orderly with Platoon Banne r 

· lupl"oL 
2 Guardsmen - I......",nnon 

4 Dctical Sqll2d. 
Eac h Squad comprioa: 
I Se'idnt • lupl5tol. chalnow onl 
7 GuanlJmen . lusun 
I Guardsman - In-cannon 
I Guardsman - s~n.de launcher 

CommLnar (Uero) · cot\vero,on field, lupIJtol 
Sanctlonc:d Psy ker - force.word 

SECOND (ASSAlJI.Y) nATOON 
E"C1'}'OnC In the Muull PWoon Is equipped with jump pttIa 

CommaAd kfllOG 1 .u.:.u.lt Squatb 
Captain (Hero) . Iaspiltol Each Squad compmcs: 
Medic: . laspIJtol, mcdlklt t Scf5HnI . bspbtol, chainsword 
Scrgunt . Iaspiotol, cll2in ... ord 7 Guardsmen. 2 luplstols 
Orderly with Platoon B.nner 2 Gu;\r<lsmen · plasma gun 

· I,..plstol 
2 GuatWmen - I ..... ~n 
Commlu'r (Hero) · conversion field. I'.plllol 

THlap PLATOON · OORYNS 
1 Ogryn Squad 

0lVYn·Scrgcant - mesh .rmour, ripper gun 
4 OpyIU . priml.lve .rmour, hand weapon 

FOURTH PLA.1OON - BLUnUlN 

ColDlDlIod kfl_ 
!.kutCIW'll (Champion). laspbtol 
Medic: · tasplMol . mediId. 
SC ...... n •• Jaspillol, chalnsWOl'd 
OrdetLy .. lth Pla.oon 6.1nner 

· La;splstol 
2 Guardsmen - l.....-annon 

1 Beulmen Attadt SqIl2.s. 
Each Squad compmcs: 
hckmaou:r • mesh armour. 

2 hand ......... pono 
\I B<:2Jtmen · mC$h innou r, 

2 hand .. caPOIU 

FIFTH PLAl'OON - .OVGH .IUI!RS 
Eyeryone Ln thc Rough Rider PI •• oon has • hone and hun.lng lance 

CoOlOUOod ScaioD 1 Roup Illder 'hctkal Sq_ 
Captain (Hero) - " .. plotol Each Squ.d comprlKl: 
Medic:· luplJlol , medik'l I Se~nt · Jasplsrol. chahuword 
Sergeant . luplilol , chaln.word 7 Guardsmen - la'SUn 
Orderly with PI • • oon Banner - 1 Guardtnun . J:u-cannon 

luphtol 1 Gund.m.n · 8I"'lUde launcher 
1 Gu.rdsmm . bs-cannon 

SIXTH PLAlOOlf • PItJIQTElf1'!I 

t PoeAal lJanaUoo .Squad 
10 Plenltcnu . Ias",n 

aA1'L1RG ~ 8QtlAD 

I aaUtot MarUm"" Squad 
S Rxllns Marl<smc:n . $I'IIpcr r!fIe 

ADBPTtJS Jil£CIJ.AHICUS Dn'ACInIaNT 
2 Adcptus McchanlCUJ . powcr armour, "'f .... ru)r (kId. power au, L .. plotol 

4 ScrvitOl"l' mesh .rmour 
2 Rhino. with Guardsmen Crew 

L Thudd Gun w ith Servhor Crew . mesh ~rmou. 
1 Rltple r Multl·Laser with Scrvltor cro:w . mesh . rmuur 

2 SentlnelJ with Gu;mlsman erew • luplotol 
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o Company, 7th MordJon IkSi~n., during a lull in the P:ieiflnliOf'l of fLOC15111 : 

Thl, ple.u", IlIu$lnta .he .1.., and ¥:Irlcty of an Imperill Guard Company, JuS! 
lefl of crnl"', o n the jet bike. LJ Commandc: r hln Eldro, :accompanLed 'u alway> 
, by Comml" •• Fidel Artkn, Noce Ihe IwO <kvOCional .kull, o n Ardc:n', collar, 

To lhe rlgh.ofthe jet: bikes I. theComm,md S«tlOllofthe FI,..I PLatO<>n, w hich , 
'" usual, carries the Com"""" banner, 8c:hlnd the jet bikes II the ComnwxJ S«tlon 
of the S<:cond Plaloon. which Includes Sanctiontd Psyker MOfln 0""",,1: il is 
.... us ..... to or<:. Commissar sundl", to e ......... a l'$ykerUld !>anneL 'S_rK2$' 
""pteMion dcmon$tntc$ his uncuc at the Conuni$s:ar', pro.lmlt y, 

N.,.., ,he tIM,.Dd,knife emblem OtIlhe Rhino in ,hi:: r....,ground and on varI"". 
t>anne .. : .hb unoffidal <iNlcc II .he IYmbol oflhc NI&M ~ .. , lhe Hi..., WorLd 
gon8 from whleh the tlum.., lI",n8lh of 0 Company .... '" n:crultc:d , 

In the f.t Lefl foreground a", TIt'''sadd', Thumpe .... S<:r,c:uu.Qgryn Thargadd, 
hoLdLn, .he Ripper Gun, .. ",cd whh cOJUldcnblc dlstinctLon In the Flori. 
ompal"" destroying 2fl Ork Dreadnoughl slnglc-handed In dUO<' combal during 
lhe B.:utlc of Blood Hill. I, Is l :tJd Ihal Commi.osar Arden dc:s1aMd .helt b:umcr 
personally In rccosnJliOf'l oflhl. valour, Thatpdd:and hll l urvMn, follower,; 
.... en: potted to the 4}rd I ~inb ~nl '" the conclusion o f the C:lfII~, 

Behind tht Osrrns i.$ .hc founh PlatOOI\, cOR$i$ling ot.hc Company'o .. cood 
Abhuman contingent: Be:l.ltman Mcack Squads. 0 COmp;lny" ",cord In cl ..... 
:I.I.ault , w:l.l <'OtUldcnbly enh..:lnccd by Ihe rivalry between Packmutcrs O'lland 
Raak" who Invarlobly tried to outdo each other on the bauLcflcld, The Company', 
Abltuman coml'lemenl I. completed by the IUtllng Sniper squad (on the Rhino 
to ,he right) known unofficlalLy at Dunno', Dead,Ey''', 

Above the Bc..,unC'O on.he miry cd3<: an: the Rough llldc:rJo f Ihe f ifth Pl:tlO<)n. 
who pLltycd. deci.$;'.., roI~ In.he 'kltmi&h.in@:lh..:Itucomp'nJedthe COnqll<:$l 
of the rur.tl province o f Be~, 

BccIU5C' o fl lM: highly ¥:1mb"" ICrn'n Of'I the 'hird conti...., ... 10 which thry wert 

assla:n.cd, D Company was tc.tul~d with. divcnc r.lrIllt of opedaL cqulpmtnl . 
includln, Rblno APCf. IUplc,." a Thudd Gun and ~ ornaIl force ofScntlncl •. The 
Sentinel force. Led by lieu""",nt IlKn SLgh,. proved inmuabLc In support of tho: 
Rough R!de,., during the ;u.ault On the fotat "'Slon of GLlmdrun . 

To maln,,-In the cquipm~ru - 2fld.o control tho: Penal DawUon lroops (in ,ho: 
upper tlSht otthe picture) - 0 Comp;lny ..... ""igned Tcclt-Adel''' \lenker (left) 
:and Rovltl(rlghc). four o(,heir Scrvhon can be or<:n on..,d bnltlc .he Rhino 
at the right of the plctu"," 



Uol!orou, Tbc h dfkoulon o{FlodllU ~ the 71h Mordlon'. tim action :uter 
their .... 1.1"lI, "" he~ the reilment 31''' sUll equlpp«\wUh .hel. official Guard 
w uc unUomu. H~r. oomc: 'I'00I''=1'$ tuv.: al=dy begun 10 add = .... unoftkbl 
1!\S1gn/I, mainly dnwln8 On tl\e symbol. of their old Hive World 8""8. Ihe Night 
Rippe ... 

Th" n.iMd fist hoJdlng a Kt!'2C( d <LaMe' 0< 1 ... 0«1 """ ori,lnally a symbol 01 
delbn"" . I. Iuo n""" become a symbol oIvic:rory. worn as proudly:u .... e •. II 
Is lIJUlIIly .hown :u black . wllh. red linlns dawn the lH'Ih 01 the ...... 1M 
coIo.nof niglI mol blood · ond paInIcd or stilCbnI <>RIO the back 01. Gu:J!iLun', 
flak jacket. 

In _ cases, the .ymbol llllmplltled;nIO' bbck elrek with. bbck u"" poinIins 
up and 10 the Id.; undctnnlh Ihe firslllnc . . .... vY ",d IIIK I. added to Indlc:Uc 
Ihe bloody serr:1tnl cd8" of Ihe ""'pon. Tbc AM.nlt Pl>loon ho"" taken th ill 
Im.go:. I I2gC furthe., and wc" fac ial C:OI100J of red and bl.ck lin"" painu:d on 
Ihc l' che"ks or forehc3d. 

Thl. colour ",hem" II alKl plett(! OUl by other 'UP«l1 of 'h" regimo:l'Il" d~ 
. for t:Umplt, black ""d otd Sltlptd 1>2ndan:>s, black or red cuffs, ",d company 
ond rank mukinp. red honour bod&c:s on their bbck hcLmn,. and 50 on. 

One of the most popularlOOl ltlll to line the oIflcW bI:ack fill< ladm with crimson 
(!2Un lrom the m:lllnlntp the png """'" inside their kalhets on ,"" Hll"<: World); 
thb I. nld to .h""" Ih .. In lite darknc ••• blood wlll flow · II 0150 taken 10 mean 
lhat cvcn In the mOot diffic ult olsltuatJons o ne sho uld take ht .... and act w ith 
""lour. 

o Company', official GlLOtd b""""ts hnt tlttn a<bptcd f11J,hdy and tht usual 
1m. of OU>nius PI ... (1M Guudamm who sacritked his Ilk IOAY<: the Emperor 
from ''''' rd>tl Horus) replaced by 1M' 01 M:Ib:I,onjhumc.. MobaBon,lhwtlot _ 
the loder 01 tbc rebellion on MotdIon and 1M ntsl of Ihe rd>tb 10 be cuculC'd 
by Commmdcr """""" U a sope,oa for the pnJ's min .... foeh pl2won abo 
fila on unofftd21 bonner w l,h t"" Night Rlpp""" Ibt ond bl1dc Iymbol.. ccbocd 
by Ihe luser and toO'" detaUed ",ndcrinp OIIM nmc symbol on IIKCQ!Itpany'. 
Rhinos and Sentinel •. 

nw: Rough Rkk,.. Platoon fly Ihe Nlghl Rlppets' symbol on tbe penrwil. au .. ch<d 
to Ihelr buntIng l.nces· In their""'" Ihe fist and blade a", black only. KI on 
a ",d InckJrOund . Thcoc colouts aft: c:orricd , hro"J,h to the ",d bof'OC blanket. 
beneath IMI. n<ldle •• ncb of ... hlcb 0110 .... a fW: and a blade on lhe right hauneh 
and a ' 0 ' for the company on the ldt . 

Artwork: Pete: Knifton 
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CHAPTER APPROVED 

DREADNOUGHTS 
Though tile subject was originally cov.ered in the warh2m.mcr 
4 0,000 ru1ebook (P119), furt her development in the field of 
powered :umour and recently :lcquired inlclligence reports 
on its use by vario us races have neccssilated a thorough re­
assessment of the most powerful type of personal armour ­
the Dreadno ught suit . 

THE ULTIMATE 
PERSONAL ARMOUR 
The Dre:l.dnought is the ultimate form o f personal armour. 
Inside his giant armoured suit, the wearer - or more correctly 
pilot -controls the Dreadnought's movement , armament and 
defences. To an extent, a pilot's :lW2reness becomes merged 
with his suit controls, sometimes to the pOint where man :and 
machine are inseparable. As a result o f this perculiar bio­
mechanical relat io nship, ex~rienced Dreadnought pilots 
cooped inside their suits fo r long periods run a high risk of 
insanity. Perhaps it 's fortunate that so few live long enough 
10 go mad! Of those that do survive, some go rogue, joining 
the notorious 'Dreadnought Bands' that roam the galaxy, 
hiring out as mercenaries or living upon the spoils of wanton 
pillage. 

The Development Of' The 
Dreadnought 

Dreadno ughts 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 p rimitive and least reliable. Human machines 
are solidly built and efficient . Eldar Dreadnoughts are probably 
the most sophisticated of al l. The special gaming rules fo r each 
type reflect these vital rncial differences. 

Am idst the hammering of iron and chanting of runes, the 
weapon-shops of Mars tUrn out Imperial Dreadnoughts to 
t ime-ho noured and hallowed designs. The most enduring 
types are the Imperial Baule Armour classes Contemptor, 
Deredeo, and Furibundus, w himsiolly known by the troops 
as Chuck , Eddy and Fury. These war-machines are built for 
the Imperial annies and Space Marine chapters. Many find their 
way into the private armies of Imperial Commanders. Marine 
Dreadnoughts are commonly modified by the purchas ing 
chapte r in order to meet the unit 's specific needs. Some 
chapters even go to the trouble of bu ilding the ir own 
Dreadnoughts, but most rely upon the legendary construction 
skills of the Adeptus Mcchanicus. 

Unlike the Imperium, which has a cemralised arsenal, weapons 
manufacture on Ork worlds is dependem on the individual 
patronage of great Warlords. Skilled Ork weapon-smiths - or 

mechaniacs as they are called - arc employed by th e richer 
and more influ ential Warlords to make weapons for their 
forces. In O rk society, Dreadnoughts are a costly, high-pres tige 
weapon . Only the more powerful can afford tobuy them. Only 
the most powerful of all can afford to armour retainers in the 
same fashion. 

The technicall y ad van ced Eldar ho use giant automated 
faclOrks in their craft-worlds. These faclOries not only build 
all the mundane items and military artefacts used by Elda r, 
but they design them too! The Eldar craftsmen who opera(~ 
these machines have only to selcct the aesthe tic form of their 
creations; this being the most important element of design 
as far as Eldar are concerned . Eldar DreadnoughtS are (all and 
elegant machi nes whose wasp ish lines conceal enorm ous 
killing-potential . 



Dreadnought Construction 

The powerplant that lies at the heart of each Dreadnought 
may be a c rystal battery, a nuclear engine. a polarising gravitic 
bed . or a conventional co mbu stion cngine. T he actual 
technology used is not slCiclly important except, of course, 
in term s of refuelling and supply. Crystal baHeries are 
commonly used by Humans and E1dar, whilst Ork machines 
normally employ combustion engines. The dark smoke given 
off by these engines has inspired Humans to give Ork 
Dreadno ughts the nickname of 'boilers'. 

Power t ransmission is :tlso V:tried , but the most common 
system uses hydroplastics coupled to powered actuators. These 
oper-lle the we apo n syste ms and ot her, mino r facilities 
througho ut the machine. Limb f"!l2n ipulation is achieved by 
electrically motivated fibre-bundles w hich fun ction very much 
like muscles, contracti ng and re laxing to d rag the 
Dreadnoughfs huge bulk fo rw-.l.rd . 

The shell of the Dreadnought is made from tough ceramite 
mouldings. Some Ork Dreadnoughts are built from metals, but 
these tend to be ridiculous~y heavy and cumbersome. Cer.unite 
begins life asa thin white liqUid which is injected into moulds 
under pressure. The mould is gradu:tlly he:tted to 300 0 and 
then a llowed to cool. The moulding is then both to ugh and 
durable. The illustrations show you some we prep:tred e:trlicr. 

Imperial and Eldar Dre:tdnoughts are furth er protected by 
:umoured plates made from adamantium . This m:tterial is 
produced in the processing facto ries in orbit around Mars as 
well :ts o n Eldar craft-world s. Each wheel-shaped factory 
consists of a vaSt spinning centrifuge several kilometers across. 
The ins ide of the rim is maintain ed at a constantly high 
temper.llure by plasma held in place by magnetiC fields . Only 
under these conditions is it possible to melt adamamium so 
that it flows into moulding chambers built on the outside of 
the faclOry rim. 

Control Systems 

Dreadnought control syste ms vary from primitive 'driving' 
comrols to sophisticated mind-impulse links. These differ 
cons idet"'J.bly in efficiency. Orks, whose technological know­
how is more limited, prefer to re ly on a 'driving' system rather 
like:t vehicle. These :tre slow compared to the mind-impulse 
systems, but arc re latively che:tp to build. Mind-impulse links 
a re used by Eldar as a m:ttter of course, allowing the pilo t to 
literally become (he Dreadno ught - controlling its movements , 
actio ns and senses by the power of thought alone. 

Imperial mind-impulse technology is ra ther unreliable. An 
alternative is to usc surgery to merge the pilot to h is 
Dreadno ught 's control systems. This has all the advantages 
o f the mind-impulse link and is far cheaper. The pilot is 
surgically implanted into his armoured capsule, suspended in 
a special amniotic fluid which susta ins him for the remainder 
of his life. Once encapsulated in thiS way, the pilot becomes 
part o f the machine and cannot leave it unless the Dradnought 
is damaged o r destroyed , when an ejector seat permits his 
escape. 

DREADNOUGHTS 

GAMING WITH 
DREADNOUGHTS 
The rules that follow describe severa.! sp«ific types and classes 
of Dreadno ughts available to the Human, Eldar and Ork forces. 
In addition, there is a special build system which permits 
players to design their own Dreadnoughts. Players should 
d ecide 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 thcir own designs with those given . 
The Citadel component system Is ide:tl for this as it a llows 
you to produce a large nu mber variations from the basi_c 
pattern . 

DESIGNING THE 
DREADNOUGHT 
In the Imperium , Dreadnoughts are built as basic shells. The 
CUSlO mer, be it the army, Space Ma rines o r an Imperial 
Commander, has the option of fitting extra armour and comrol 
systems. The same is true of Eldar Dreadnoughts where the 
deSigner can specify these part iculars during production . Ork 
Dread n o ught s are usually constru c ted to the specific 
requirements of the proud owner. These may include such 
cultural refinements as 'go fas ter s tripes', ' flared leg arches· 
and 'furry d ice' in the pilot's c:tpsule. Ork Dreadnoughts :tre 
often painted red because, as the Orkssay, 'Red wunzgo f:lSta '. 

CONSTRUCTING 
DREADNOUGHTS 
FROM BUILD-POINTS 
Every Dreadnought comprises count less technically advanced 
sub-systems including armoured shells, weapon installations, 
stowage for equipment, power-plant and provision for the 
pilot. A Dreadno ught 's general size :tnd fighting ability is 
determined by the total number o f buill/ points (BPs) used 
in itS cons truction. 

BPs are expended to provid e the Dreadnought 's profile as 
shown on the charts below. Each of the profile characteristics 
uses 1 or more BPs, some using more than others. Players must 
balance the available number of BPs between the different 
charActeris tics in order to create the best fighting machine 
possible. In some cases, a rJ.ce may be limited in the maximum 
number of BPs its can expend in a certain area . For example, 
O rkish technology reduces the maximum toughness of thei r 
Dreadnoughts comp:trcd to Eldar and Hum:tn ones. 

UPs are expended to provide hard-points o r stowage space 
w here weapons and equipment can be insulled. BPs are nOt 
expended for equipment or weapons, 2ltho ugh the inst2lbtion 
o f these will affect the Dreadnought 's total points value (PV). 

Maximum Limits For 
Dreadnought Build Totals 
Players arc free to choose the number of build-points (hey 
expend on each Dreadnought wi thin the following limits. 

Imperial 
Ork 2 armed 
O rk 4 armed 

Eldar 

100· 140 
80-100 
100-140 
100-160 

DCfc·s ius· one fiDg wiv elns 
'11'01 Yl·av II bovvcf about -
Sittio· on d.1 spring gives y. piles! 

- Ork Ike . CoImmk 
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PROFILE 

BPs 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 characteristic, Movement 
is worked out as an expression of weight to power as explained 
later, 

Note that Deadnoughts do not have wounds, but have damage 
points in the same way as vehicles, Weapons hard points (HP) 
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 

I: I I~I; 111:1: I: I i I: I; II~ql ~ 
", ., I:~ II~I; 11111; I: Ill: I H~,I ~~ . ' . 
' 11. ' 1 :PS 12~1; 161: I l~116211~ 1 ~ I ~81~~,1 

(" ~ \"1 

~ 

1 ~ps 12~1; 161: Il~1 ~I ~ I J:ul J~U~· I ~ 

I~Ps 111.1;, II~ I ,'112~ I 171~: I ~\ I ~; I:: Iii Iii Ii: I ~ll~: I g 1;g,1 
1 ~Ps II~I; 11 1:1; I: Ill: I: I:fol 
I :Ps I A l l l; I~ I~I ~ I ~ I: I~I=1 

I:~ I 2~ 1 5461 4t I 38
6 1 26 1 10' I I 

I·' 1~1~1~16I: I ~I~I~ I~I~I:1 BPs 

ji 1 :PS hil ~ Ilill i Ill l f211~ 1 1~ 11~ 1: 1 
* = minimum 
• • = Ork maximum 
• - maximum 

Control Systewns 

The following rules categorise control systems into three basic 
types, These are driver, spina/link and mind impulse. Racial 
availability and cost in BPs is indicated on the chart below. 
Eldar are allowed cheaper mind-impulse links than humans 
to reflect the lack of spinal-link. 

SY$ktli 'Human Eldar Ot'k 

Mind-impulse 15 !O -

Spinal-link B - 8 

Driver 2 2 2 

Mind-impulse. The pilot controls his Dreadnought by means 
of a thought impulse link which responds to h is will, allowing 
him to move the Dreadnought as if it were his own body. This 
automatically increases the Dreadnought'S initiative by + 2 
(up to a maximum of 10). A Dreadnought of this kind may 
include a mental program which allows the pilot to use his 
own mind as a targeu:r for his weaponry. This mental program 
automatically allows all shots to count as if the Dreadnought 
had a targeter. A mental program occupies no stowage space, 
but costs 10 PVs. 

Spinal link. The pilot is surgically incorporated into the 
Dreadnough t's armoured capsule, he controls the 
Dreadnought via links between his own nervous system and 
the Dreadnought's mechanical systems. This increases the 
Dreadnought's initiative by + 1 (up to a maximum of 10). A 
Dreadnought of this kind may include a mental program which 
allows the p ilOt to use his own mind as a targeter for his 
weaponry. This mental program automatically a llows all shots 
to count as if the Dreadnought had a targeter. A mental program 
occupies no stowage space, but costs 10 .,Vs. 

Driver. The pilot operates his Dreadnought by W".ty of a vis­
screen with sensor read-outs and some sort of manual control. 
This makes no d ifference to the profile already established. 
Thrgeters may be added, but these are mechanical devices, and 
occupy equipmt:nt stowage space in the manner described 
below. 

Povver-Plant 

The movement rate of a Dreadnought depends on the size of 
its power-plant compared to its total BPs. The powerplam must 
be fi tted and COStS a set number of BPs as shown on the chart 
below. Cross reference the BPs spent on the powerplant to 
the total BPs to get the mach ine's movement allowance. 

Power P lant BPs 

'total 5!W 17 • 9 JQ 11 I~ II' 14 15 1.'1 Iii 1819 20 
BPs 

0 -50 6 6 6 6 6 8 8 

I '1-60 I, 6 6 6 6 61, 8 8 8 8 8 

61-"'0 6 6 6 6 61, I, I, I, 17 8 8 8 8 

71-80 6 6 6 6 6 8 8 8 

81-QO 6 6 6 6 6 8 8 

I QI-100 I, I, 61< 6 6 6 8 

100-110 4 I , I, I, I, I, 6 1< 6 6 617 17 17 17 I, 
110-120 4 4 6 6 6 6 617 17 17 17 

l21-no 4 4 4 1. 6 6 6 6 6 

1'\1-140 4 4 4 4 1< 1< 61" 

141-150 4 4 4 4 4 I , 1< 1< 16 16 6 

150-160 4 4 4 4 4 4 I , I, I, I, I, 6 6 6 6 6 



Arming Up 

Dreadnoughts may have weapons fitted into their armoured 
casing, or bolted-on before battle. It is therefore easy to vary 
weaponry slightly, depending on the nature of the battle being 
fought. The number of weapons a Dreadnought can employ 
depends on the number of BPs allocated to weapons hard 
points (HP). The system follows the same lines as used for 
veh icles: 1 hard point is required for a basic or close combat 
weapon, and 2 hard points for a heavy weapon. Very heavy 
weapons are not normally built into Dreadnoughts, bUl 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 
supplied with random weapons, and these have been used 
to provide the examples given later. This doesn't mean you 
can't convert a Dreadnought to take other weapons. If you 
wish to do so it is a simple matter to work OUI details. 

Weapons hard points (HP) are built-in using BPs as described 
above. However, players would be advised 10 follow the 
configuration of their model to provide enough HP to mount 
its weapons. A typical Dreadnought carries its weapons in its 
arms: a typical arm has either 0 , 1 or 2 HP. An arm with 2 
HP can therefore mount either two basic or a single heavy 
weapon . 

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

pr~y for our bretruen wbo pilot tbe Dte~dnougbts. 
Thougb they uke on new form. 
Their souls. md their we~pon mounts. rem~iD pure. 

, M u ncu5 

EQUIPMENT 
Just as BPs can be used to build hard points for weapons, they 
can also be used to provide stowage space for additional 
equipment. However, some equipment is already assumed to 
be present and is effectively gained for no BPs, and in some 
cases no PV cost. This equipment is as follows. 

Targeters Mind impluse and spinal link machines 
automatically have a targeter for each weapon-bearing limb. 
This is a program - not a piece of equipment. It costs 5 PV 
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 PVs. 

Ejector seats are fitted to all Dreadnoughts. In most cases 
this is in the form of an armoured capsule containing the pilot. 
In Ork Dreadnoughts the process may be less sophisticated 
. ie, a very large spring. Ejector seats occupy no stowage space 
and do not add to 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, safety 
cut-outs in the system provide the same level of sensory 
protection as with auto-senses, so they are considered to be 
the same. In either case they occupy no stowage space and 
do not add to the PY. 

Communicators with a 50 mile transmission/reception radius 
arc fitted to all Dreadnoughts. A communicator·occupies no 
stowage space and does no! add to the PY. 

DREADNOUGHTS 

. Po~n~ MctJJic~ 

Additional Equipment 
The following items may be fitted to a Dreadnought, using 
up existing stowage space (E). 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 . 

Items Fills Equipment Points Value 
Stowage Space (E) 

'Iargeter 1 per limb 5 each 

Sensor package 
Bio·scanner 
Energy-scanner 1 for all three 13 for all 3 
Rad-counter 

Power Field 2 iO each 
(I" radius) 

Power Field I 10 
Syn<.:hroniser 

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 are made up ofbio-scanners, energy-scanners 
and rad-counters. A bio-scanner allows the Dreadnought to 
'see' any living matter within 4" of a nominated point within 
10", even if the model is hidden by cover, buildings etc. 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 detect a hidden enemy or 
dangerously irradiated areas. 

Power Fields of 1" radius arc assumed to cover the 
Dreadnought. A Power Field of larger radius can be made by 
paying an extra lOpts for each I" extra radius. A field of 
sufficiently large size can be used to shelter troops within it. 
A Dreadnought may carry several Power Fields, although only 
one may be turned on at once. A Power Field may be turned 
o n or off only at the start of the player's turn, and may not 
be turned off or on if the Dreadnought has been rendert;d 
immobile as a result of damage, or if the pilot has been rendered 
unconscious. Note that an activated Power Field prevents a 
Dreadnought from fuing or engaging in hand-to-hand combat. 

Power Field Synchronisers are devices which allow a field 
to flick off during the brief 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 Field 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 tum will penetrate the Power Field on the 
06 score of a 5 or 6. This does not destroy the field: the shot 
simply by-passes it during the brief moment in which it is 
down. 

Jump Packs are built into rhe armoured casing of the 
Dreadnought's feet. These function exactly like ordinary Jump 
Packs but COSt more points as indicated. 
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6. 

THE DREADNOUGHT IN 
HAND~TO-HAND COMBAT 
Dreadnoughts are armed and equipped with the weapons 
purchased by the controlling player, In addition, Dreadnoughts 
which howe manipulative limbs (ie mechanical han(4) may use 
these to make fronlal hand-to-hand combat allacks at the 
Dreadnought 's basic strengtb. The total number·of allacks.thal 
may be made are shown o n the Dreadnought's profile, Each 
manipulative limb m:1y :1u:1ck once : remaining :1l1acks are 
assumed to be stomps delivered by kicking or jostling. 

If:1 Dreadnought loses I manipulative arm, it loses the attack 
associated with that atm. A Dreadno ught only loses its stomps 
if it is immobilised. 

This chan shows the saving tbrow mOdifier applied to a hand­
to-hand combat vict im following damage. 

4 , 
6 
7 
8 
9 
10 

Specla. Attacks 

Opponent 's 
Saving Tbrow MO{lifier 

~ 1 
~2 

~3 

~4 

~5 

~6 

~7 

A Dreadnought may make a special attack in lieu of its norm:11 
h:1nd-lO-hand :1ttacks. These speci:11 attacks reflect the 
Dte:ldnought 's ability 10 act like a Hum:1n, kicking, grappling 
or even 'nUlling' its enemy. These special attacks ate useful 
when fighting othe r Dreadnoughts. 

When Dreadno ughts are fighting other Dre:1dnoughts, e:1ch 
player must secretly note down the type of attack he intends 
to employ - whether a normal :lIt:lck or one of the special 
attacks. Both players reveal their atlack type, and combat then 
proceeds in normal initiative order. 

Tread Attack : A Dreadnought may make a single tread :1tl2ck 
instead of its no rm:11 :lIucks. 'Jh!ads un only be made ag:t ins t 
either:1 urget under 10 feet u ll , a vehicle, or a Dreadnought 
which has been 'tripped over' (see belOW). Roll ' to hit ':1s 
normal. If the tuget is hit the Dreadnought treads on its 
opponent, crumpling armour, buckling metat.and squishing 
any tender bilS . Make a damage roll counting the 
Dreadnought'S strength as 06 higher Ihan normal. Any living 
CfC:lture taking its full wounds is eliminated - there is nosaving 
throw. A vehicle o r Dreadnought taking d.am:1ge receives 
6 + 06 points of damage with no saving tbrow, .and works 
out special (lamage effects as normal (see WH40K p39 for 
vehicle damage). 

Head butt: A Dreadnought may make a single lJead butt attack 
instead of all of its normal attacks. Head butts can only be 
made against targets more than 10 feet tall , such as other 
DreadnoughlS . Roll ' to hit ' as normal , if successfu l the 
Dreadnought nuts its opponent . Make.a damage roll counting 
the Dreadnought's strength as D6 higher thm norm:d. Any 
living model taking dam:1ge is killed Outright with no saving 
throw. A vehicle can be head-butted if it is suitably high and 
then takes 6+06 damage with no saving tbrow in the same 
way as a tread attack, If the target Is another Dreadnought 
the blow smashes right imo the cabin - resolve all special 
damage on the pilot chart (see below). If a Dreadnought 
attempts a head butt attack but misses, it will fall over on the 
06 score of a 4,5 o r 6 md then counts as if it had been tripped 
over (see below). 

Trip: A Dre:1dnought may attempt to trip over any bipedal 
creature over 10 feet tall including another Dreadnought. The 
Dreadnought may attempt the Trip instead of making normal 
atlacks. Roll to hit as normal. If the resuh is a success, the 
preadnought has tripped its enemy over! ThiS" causes 3 + 06 
wounds against creatures and 3 + 06 damage points against 
Dreadnoughts (no saving tbrow) and special damage effects 
as normal. A tripped model may o nly get up at the beginning 
o/its tum on the 06 roll ofa 4, 5 o r 6. The fallen enemy may 
not make any attacks o r move until he gets up. Fallen enemies 
cannot rout! 

Bear Hug: A Dreadnought fighting a creature over 10 fee t tall 
or another Dreadnought may make a bear hug attack instead 
of its normal attacks. A Dreadnought must have at least I 
manipulative limb (or power claw - see below) o n each side 
in oreler to use this :1luck. The Dreadno ught rolls to hit as 
normal. If successful , the enemy is hugged and squeezed by 
the Dreadnought . This causes 06 points of damage and may 
cause special damage effects as normal. The hugged opponent 
must try to escape the attacker during the beginning of each 
following co mbat round. The player rolls a 06, and 
successfully escapes on the roll of a 5 or 6. Both Dreadnoughts 
then fight that round as normal. An unsuccessful victim 
remains hugged and cannOI fight back, taking ano ther 0 6 
points of d amage automat ically. 

The Powen:::l2w 

Ork Dreadnoughts are anned with a special Power Claw which 
makes them very deadly in hand-to-hand combat . The Power 
Claw has a strength 4 higher than the Dreadnought itself, up 
toa maximum of 10. E:tch Power Claw has I attack per round : 
any additionalatucks the Dreadnought may have are stomps 
and are resolved :11 the Dreadnought's usual strengtb. Any 
victim suffering damage receives no armour saving throw 
irrespective of its normal save. The Power Claw occupies 1 
weapon hard point (HP). PointS value is 15 per Power Claw. 



DREADNOUGHT 
SHOOTING 
Df~adnoughts may fire wit h any or all their w~apons 
during th~ shooting phase. Two basic weapons 
mounted o n a single arm (eg Imperial Bauie Armour 
Contemptor class w hiCh has 2 bolters on one arm) :uc 
fired in unison at the same targel. Roll separate 'to hif 
dice for each weapon . A targeter modifies both dice 
rolls. Weapons on different mounts may nrc at separate 
targets. 

Dreadnoughts may move and fire heavy weapons 
without penalty. All Dreadnought weapons have a 180 0 

arc o f fire to the front. A Dreadnought may not fire to 
itS own rear. 

Dreadnoughts are t:111 machines and can draw a line­
of-sight over most low cover. This is left 10 the GM to 
d~termine at the tim~, l ypically, a Dreadno ught can see 
over a wall, fen ce, hedge o r shrubs although troops ' in 
cOver' may still claim the -1 'to hi( modifier. 
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I DREADNOUGHT 
HIT LOCATION TABLE 

Score (D6) 

1 
2 
3 
4 
5 
6 

Affected system 

Pilot 
Equipme nt 
Syst~ms 
Locomo tio n 
Sensors 
Armament 

PILOT-SPECIAL DAMAGE 
1 lNTERFACE 

The pll(j(·. p~ct!\'., c:tIpi"'" i:< jol~ fr« of its SU;I interface, diSlrupting Ihe 
normal comrols. At the ,eU1 of cuh subsequent lum the player rons a 06. On 
~ scon: of 1-3 the Oro:adnouglll l0K5 control as deK rib<:d for 6 below. On ... score 
of 4·6 the Dn::ldnoughl IS comrolled as nom,al. 

2 CRUSH 
l110e pilot iHrushcd within his prou:clivc C<lpsuk. Roll ... 06. I . Ihe pl1ml. kUkd 
immcdi2l,dy and the Orndnooghl ~ to ,. halt ; 2·3 • IDe piiol loses 
consciousness fO<" 1 tu rns ; 4·6 . the p;lot loses consciousnru for 110m. The 
Dn: . dnoughl come5 ro an inuncdi2lt hah when the pllot Ioscs consciou.ne$$. 
M()Vcmcm may continue when the piJOI: l'C"g:lins consciousl"OC'ss. 

3 SLAIN 

The Drcadnouglu', prOlccllvc dlpSU'" i5 smashed o~n alld the pilot i. s la in . The 
Drudnought comes 10 an lnuncd late halt . 

4 CONTROL GEAR 
T he pi lot struggle. to overcome d;unage done 10 his control gar. T he 
~nough[ may eilher move, ron: .... eapons. or tlghl: In hand-Io-hand com~ 
during e:lch subsequent lurn , bUI may nOI do ' wo o r t hree of Ihac in the 
samc l um. 

5 CRITICAL INJURY 

The pilO! i. critically Inju red but nO! 1"" d~ad . Th~ player should roll a 0 6 ~t [he 
heglnning of each subscquelll [urn. lbe pilO! dies and the On::>dnought coma 
to an immedlalC h~11 on the roll of a 6 . 

6 BRAIN DAMAGE 
Fof dri~cn Dfe:IdnoughIS Ke , . With mind-impubc and sptnal tint On::u:lnoughlS 
the pilot suffers tr.>um~tk Inju.,. 10 hill brain or spine causing lou of eonsclom 
comrol : the pilot', ,ub-conilCious am over. The Ore:tdnoughl should he moved 
In a r.>ndom d;I'<:1:[;on up to liS mulmum move dl5lanee. firing upon the nellnt 
target be il friendly Or enemy. If a potentiat hand-Io-hand o pponent lies within 
I" puh. the Dteadnought will charg~ and atack It , 

EOUIPMENT-SPECIAL DAMAGE 
1 TARGETER 

1 r.>ndomly determined arget.er ill dc:siroy<:d - e\IIefl If Ihe a rgCltt is l men",t 
progn.m. If lhe Ote'~dnought has no functioning "'rgeter. roillhe rnul! on the: 
Armament ch=. 

2 POWER FIELD SYNCHRONISER 

The Ore:tdnought 's PFS I. destroyed. If the Dreadnoughl has nO PFS, roll apin 
on thl. du.rt . 

3 POWER FIELD 

The Oteadnought'. IXI"-il:r field gcllCf"ltor ill destroyed . If the Dre:adnought has 
no power f"oeld grnentor. roll the remit on I"" ~ ch:ut. 

4 MAJOR CENTRAL CONTROL SYSTEM DAMAGE 

The ~hO! d:mta.g~s one of Ihe IIta.ln control syn:l.psc modules, directly a ttacking 
what Is ~ ffectivcly Ihe Dre:tdnought"s central nervous .ystem. This can ha,.., many 
effects, ""ndlng r.>ndom surge, of pmvcr rushing through Ih~ device. melting 
delicate componelll', u u.lng explosions, and caUSing random bum-outs and 
cont rol los •. 

To refkct this random and often cataclysmiC level of escalating <bmagc, Ihrow 
each turn. On a 4. 5 0<6 the Dreadnought me.. another critical hit. Th is (bmage 
will conlinue: 10 happen on SO'" of Ihe retn3ining turns in the balde unless the 
pl.1Q( ehoc.>sts to 5 ... ltch his \'Chide off completely In whkh cue " ;5 rendered 
Immobile. TIoe pilo! may eje<:1 if equipped w ith cjc<:tOr scar. 

5 JUMP PACK 

The D~dnought '5 Jump l'II<.;k Is dcstror<'d , If the Dn':adno ught docs not haYe 
a Jump Pack. roU the result o n the Locomotion chart . 

6 JUMP PACK MALFUNCTION 

lbe Dre:tdnoughl '5 Jump Pack malfunctions! .... the sian of c::IIcb of il5 IUrns Ihe 
Dre:tdnoughl will jump }D6- In a randomly dclCrmlncd d ircaion . If the 
Orndnoughl doe!! nor have ajwnp Pack, roll IIw resuh on the locomotion chan. 
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.S;,PECIAL 'bAMA'[;E 'CPlARTS .:£ I ~. "_. ' . ' 
These rules repbce those given on page 41 of WH40K. On(;e , Dreadnought h~ rem damage, subseque nt damage will 

When a Dreadnought is hit, the attacker makes his usual damage roll, and the automatically cause special damage; there Is no need to make the D6 
D~dnought player attempts any saving tbrow. If the Dreadnought ill damaged dke throw. 
:as a result, the player deduru the damage points caused from the Dreadnought's 
total. Note thac when a Dreadnought is reduced to zero damage (0) , It Is not When it h:as been established that a Dreadnought has sU5tained special 
automatkally destroyed. The only w ;t.y to destroy a Dreadnought is as a result damage the player should roll a 06 and refer to the Hit location Thble. 
of special damage as explained below. 

Whenever a Dreadnought takes damage:as a result of a hit, the player should When the sYlit<:m affected by the hit is identified, the player should rolJ 
roll a 06. !fthe Dreadnought Ius received more than 1 point of damage from a D6 and (;o05ult the appropri;ue Special Damage (;hart. Players should 
the hit, the player should add + 1 to the dice 5(;ore for cach additional point nOte down the result of spe(;lal damage together with any long term 
of darrulge sustained. If the resulting 5Core is 6 or more, then the shot Ius caused effects whkh result . A sqlar:lte sheet of paper should be used for each 
special damage. Dreadnought. 

SYSTEMS . SPECIAL DAMAGE SENSORS· SPECIAL DAMAGE 
1 OVERHEATS 1 SENSORS 
Damage to the he n exchange units in the DreadnoughCs power supply "nd The Dreadnought's senSOr package is destroyed. The normal Dreadnought auto· actuators causes a dangerous heat bulld up. RoD a D6 at the Start of each of the senses are unaffe<;tcd , allowing It to continue to sec normally. If the Dreadnought D",adnought's foDowing turns. On the 5(;0'" ofa 6 the DreadnoughCs safety cut· 
outS will shut down:l.ll systelD5. The Dreadno~f.'r may do nothing and is totally has no sensor package (or the sensor package was previously destroyed) sec 2 

deactiVllted . Once deactiVllted, the pbyer shou d cominue to roll a 06, and the below. 
Dreadnought becomes rcactlVllted again on the 06 Sc01~ of 6 (indicating it has 
cooled down) . 2 SCRAMBLED 

2 FIRE The Dreadnought'S comple< atr.ly of sensors (uctik, visu:l.l, and audio) :I.~ 
!l:mporarily scrambled. The player may either "",",,In S"'tionary and inactive umil 

Damage to f1~ control systems causes a f1~ to bren: Out In the Da:adnought'S the sensOrs cle:tr, Or the player may move thc Dreadnought and fire I':I.ndomly. 
circuitry. Roll a 06 at the beginning of e:u;h of the D~adnought's following tums_ No hand·tn-hand :l.ttacks C:l.n be made. The sensors cleu :l.t the beglnnlng of any 
On a score of 1·3 the fll'l: spre:l.ds, causing 1 point of damage (but no special damage of the Dreadnought's following turns on a 06 roll of 4, 5 or 6. 
unless D Is already ~duced to 0). On a score of 4-5 no datruge is caused tlut turo. 
On the score of a 6 the fire goes OUi aud nO funher damage is caused. 3 DE·FOCUSSED 

3 AC'rUATORS The Dreadnought 's visual medt:misms are thrown Out of focus, affecting its:l.bUity 

Black smoke pours from the machine :os a combination of heat and n", caUSCll to shoot_ Current BS is reduced hy h:l.l( rounding down to the ne"",st whol~ 
number. 

the In"'rna.l actuatol'll to melt and bum. During Its following movement phases 
the Dreadnought aUlOIlllnkally moves at half IIlllIUnum rate (rounding fra(;tlOIlli 

4 TARGET IDENTIFIER DAMAGED down) In:l. random direction. No h:l.nd·tn-hand combat blows may be struck and 
wcapons may only be flfed on a 06 score of a 4, 5 or 6 . The Dreadnought's "'rgct identification systems aa: nullified . Every time the 

4 HYDRAULICS 
Dreadnought shoots, the pbyer rolls a D6. I(the score Is 5 or 6, the enemy player 
may ref:UBCT the shot against any model within the Dreadnought 's life at(;. The 

The Dre:u1nouglit'S internal mkro-bo", hydraulial begin to leak. The Dreadnought shot must I:ItgC1 a model. :l.lthough the model m:l.y be from either side. 
loses power :1$ a result. reducing its strength to 1 :l.nd h:l.lving the maximum 
movement from its Current amoum (rounding mctions down). 5 STABILISERS JAMMED 

6 SHUT·DOWN The Dreadnought's dlreo:tlonal sUhilisers be<:ome j:l.mmed. Roll a 06: 

The D",adnought's emergency SystellU an: triggered lIS a result of Inteqllll dam:l.gc. ' -3 the Dreadnought may no longer tu m to the right · it may move straight 
actlv:uing emergency sbut-down procedures and o""rating the ejector medunism forward or may tum to the left . 
whkh throws the pilot out of the Dreadnought. ,.- the Dreadnooght may no longer tum to the left· it may move stnight forw.ud 

6 EXPLOSION 
Or tum to the right. 

A Dreadnought forbidden from twning to one side may still tum through 270' 
The heat build·up in the Dreadnought re:lChn a crltlc:l.llevcl following damage to the other in order to achieve the tum desin:d, hUI thiS will reduce itS movement 
to the cooling and exhaust systems. The player should roll a 06 at the beglnning by -I" (the first 90· of the turn is free). A Dreadnought nnnot tum at all if this 
of each of the Oreadnoughl's following turns. The Dreadnought blows up on the result is "'ken twi(;e_ 
roll of a 6, ootroying the Dreadnought and causing an e<ploslon with "n effect 
ndius of 2". Anything within the a",a is :l.utorru.tlcally hit with a strength of 8 6 BLINDED with no s(wlng throw for armour. Inm:l.ging hits cause 03 woundsldamage. Any 
scenery within the area is destroyed leaving a (;<:Iter. The Dreadnought Is blinded, making it Un~iblc to move or fia: ac(;urately. The 

model may not rrutke h:md-to-hand atl:lCks. The D=dnought may now only move 
or fire In a I':I.n<iom direction. 

LOCOMOTION . SPECIAL DAMAGE 
1 LEG DAMAGE ARMAMENT· SPECIAL DAMAGE ~ 
The Dreadnought 's leg is severly damaged, redudng movement" to a mnimum 

I 
of half lIS PreKnt <:Ite (roundIng f<:lctio05 down). A Dtcadoought 's Jump Pack 1 WEAPON DESTROYED 
(If It had one) is now destroyed. 

I randomly de!l:rmlned weapon Is destroyed. 
2 CRIPPLED 

The Drcadnought is completely crippled following dam:l.ge to Its legs. The: 2 AMMO BLOCKAGE 
Dreadnought may nOt move and may not tum from Its pl'l:$Cnt bdng_ Any jump The <UIlIllO feed Or power supply to I <:Indomly detennined weapon Is blocked 
pack I, now destroyed. or severed. The Dreadnought may fire once more with that weapon, after which 

3 FALLS 
the weapon is rendea:d useless. 

The Dreadnought I, C~led and falb over. Roll:l. 06: 1·3 - the Da:adnought falls 3 AMMO JAMMED 
on Its face or back; 4· - the Dreadnought falls on Its side. A Dreadnought may 

The:unmo feed Or power supply to 1 randomly determined weapon is januned continue to lISC 11.11 fun(;t\onlng weaPOIlli If It I:l.nds on Its from or back. If It falls 
on Its sIde Ihe player should <ktermine which side: any weapons on thai side or fused . Every time the weapon Is fired from now on, the pl:l.yer roils a 06. If 
nnnot be UJed. The Oreadnought nnnm get up. the SCOre is a 6 the weapon explodes causing D6 points of damage on the 

Dreadnought :l.nd special damage lIS :l.pproprillte. 
4 TRIPS 

I 
The Dreadnought falls over a.s If tripped. The: machine may lullirself up as normal, 4 DISARMED 
but will trip over whenever It mOves on a 06 score of ,5 or 6_ The we:l.ponry of I nndomly dClCnnlned ann is destroyed emirely. 

Ii OFF COURSE 
5 WEAPONS DESTROYED 

I The Dreadnought'S locomotion functions an: damaged. At the beginning of each 
2 raudomly determined weapons are destroyed. 5ubscquenttum the player rolls a 06. On a SCOa: of 4, 5 or 6 the Dreadnought 

goes 'off (;OUfSC' and is moved mnImum dlsl:Ulce in :I. random dlrectlon. This 
move may ake :I. Dreadnought OUi of hand. to-h:md comb:l.t. 6 AMMO HIT 

6 RANDOM MOVE The D=dnought's central :l.mmo bin Or power supply is ruptured o""n and 

The Dreadnoughl's movement functiom an: m~relY datruged. Every tum the 
destroyed. The Dreadnought may no longer fire Its weapons. In addition the 
Dreadnought toW 06 points of <l:unagc. and automatically takes 03 funher special 

moo.,l moves Its mnlrourn dlstUlce in a com letcly random dlre<:t1on. damage effects . 
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DREADNOUGHTS 

POINTS VALUES FOR DREADNOUGHTS 
The poims value(pv)ofa Dr~adnought is the sum of its build pOints (BP) plus the PV of any equipmem 2nd weapons. 

The crewman is free if o f :l basic creature type. 

IMPERIAL DREADNOUGHTS 

The three best known variants of Imperial Battle Armour 2re 
the 2forementioned Contemptor, Deredeo, and Furibundus 
classes. Of course, individual suits are often m odified ' in the 

DETAILED E X PLODED VI E W HEAD "DV("ENT BOX 

ROTARY ACTUATORS 

'''. 0' '0' 

"UlT l·HRRAIN 
LOCOiolOTIOH UNITS 

... .... 'n 

DE REDO CLASS 
ATTACK SUPPORT DREADNOUGHT 

EDDY 

Conternptor CI ••• 
Clo •• A •• ault: Dreadnought 

Code name Chuck 

Build Points Total: 140 

Pronlc W 85 5 D 
668 

A v UP E 
4·6 4 6 

6 6 [6 [, 

Control System: Spinal Link 8 BPs (adds + I to I) 
Power·plant : Cryst21 Battery 15 BPs Speed 6 

12 

Armament : The ContemptOr class Dreadnought carries a 
standard anruunem of 4 bolt·guns. 2 buil t into each upper limb 
synchronised to fire al tlK: same t ime. A t:t rgeter program is 
included as:t menw program and occupies no build~poin t s. 

The 10 PYs for the targete r are included as equipment. 

Equipment: The Contemptor class Dreadnought carries a 
standard sensor package, a jump pack , a single I" radius power 
jfefd and a power field sym::hroll iser. This equipment fill s 6 
equipment SlOwage spaces. 

Points value: 
140 + 8 (Annament) + 53 (Equipment) .. 201 pts 

field' to provide diffcrem w~apons and equipmem . We will 
use these standard models co give you some examples o f 
Imperial Dreadnought construc tion. 

FURIBUNO US CLASS 

DESTROYER DREADNOUGHT 

CRYSTAL f UEL FURY 
COMBUSTION fU EL 

MANIfOLD/EXHAUST 
~a.O"26 

5HDUlO£R BlllCK 

I 

LAS· CANNON 
··OU.~ · FO~· ' 

OA . 'OIU 

MIS5Il £ lAUNCH(R 

AIlAPTEIl BOlTtR 

Deredeo Cia •• 

..... ,,"'.y .. 
0" .'0'0' 

Attack Support Dreadnought: 

Coden:tme Eddy 

Build Poims Total: 120 

Control System: Spin21 Link 8 BPs adds + 1 to I. 
Power·plant : Crystal Battery 7 BPs Speed 5 

Armament: The Dercdco class Dre:tdnougtu carries a stand:trd 
:trmamem of 1 bolt·gun and a 1 missile I:tuncher. Each limb 
has ils own I2tgcler program which occupies no build·poinlS. 
The 10 PYs for the targeter :tre included as equipment. The 
more powerful type Crack missiles and Frag shells arc carried 
as standard . 

Equipment: The Dercdeo class Dre:tdnought carries a standard 
sensor package, two 1" radius power fields and apower fie/a 
sYllcbrolllser. This equipment fi lls 6 equipment stowage 
spaces. 

Points value: 
120 + 53 (Armament) + 43 (Equipmem) = 216 pts 
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DREADNOUGHTS 

Furlbundua CI ••• 
D •• troyer Dreadnought 

Coden:tmc Fury 

Build Poinrs ThI:!.I: 140 

Conrrol System: Spin:!.! Link 8 BPs adds + 1 10 the I 
Power-planr : e rysl:!.! 8:!.uery 5 BPs Speed 4 

Armament : The Furibundus class Dreadnought carries a 
slandard a rm:!.menl of 2 bolt-guns synchronised to fire 
simultaneously, and I las-cannon . Each limb has its own 
largeter progl"2m which occupies no build-points. The 10 PVs 
for the t:ugcler are Incl uded as equipment. 

Equipment : The Furlbundus class Dreadnought prries a 
sl:mdardsellS0r package, a I " I"lldius power field and apower 
field syncbrolllser. This equipment fills -4 equipment stow-Age 
sp:tees. 

Points value: 
140 + 94 (Arm:l.lnent) + 43 (Equipment) 

CDNTEMPTDR CLASS 

CLOSE ASSAULT DREADNOUGHT 

CHUCK 

277 pIS 

••• EDDY ' S A GO OD M ACHINE TO MOVE IN. THE LEGS ARiE THE 
STEADIEST I 'VE H ANDLED - NO PRiDBLEM PICKING UP A GOOD 
STRIDE THERiE. IT FEELS AS IF YOU COULD RiUN , AFTER SOME 
PRACTICE. THE REPOS ITIONING OF THE BUBBLE MEANS THAT 
AD.JUSTMENTS TO THE F"LUIO 8ATH IS NDW A LOT EAS1ERi. 
WE'RE HAVING 'EWER PRDBLEMS WITH PSYI::HD ­
INTERi.AI::ING. THAT SHOULD GIVE US ANOTHER EDG E. 

ARiMAMENT TENDS TO I::AUSE A LITTLE TREPIDATION. I ' M NOT 
TALKING ABOUT THE F"lREPOWER . IT'S THE NEW F"IBR E 
BUNDLES . THI!; Y GIVE THE A RiMS THE SAME INI::REASED 
RiESPDN B IV E NES S AS THE LEGS. (PLEASE FINO A 
REQUISITION F"oR A NEW MK14 BU LLOI::K ENI::LOSED WITH 
THIS REPORT .) 

THE CERAMITE W O RI(S PARiTlI::ULARLY WELL . GLA D TO SEE 
THE C ENTR1.UGE lMSA L ANI::E PROBLEMS HAVE BEEN IRioNEO 
OUT. IMPACT A8S0RiBERS WERE .lUST A L ITTLE S LOW TO 
RES Po NO. WE .JUST WENT .oRi THE ONE TEST WITH THE 

:::::::::::::::::::::::::::~~CRACI(, PLEASE riND A REQUISIT ION 'DR A NEW TEST 
OREADNOUO HT WITH THIS REPORT . . . 

6. 



DREADNOUGHTS 

ELDAR DREADNOUGHTS 
The following Dreadnoughts are given as typical examples of 
the types built and fielded by Eldar forces. They represent the 
state of Ihe arl in Eldar military technology. 

War-Demon 
Eldar A •• ault Dreadnought 

Build Points 10lal: 1(-,0 

Profile W B T D • A S. HP E 

• • • • • 2-6 2 6 
BP • • .6 , 4 " " 

Comrol System; Mind Impulse \0 BPs adds + 2 to I 

Power-planl: Crystal Battery 12 BPs Speed S 

Armament: The Eldar War-Demon carries a standard armamem 
of 2 Shurihn catapults, 1 mOUnled in each hand. Each limb 
has ils own targeter program which occupies no build-points. 
The \0 PVs for the targeler are included as equipmenl. 

Equipment: The Eldar War-Demon carries a standard sensor 
package, a 1" radius power field , apower field stabifiser and 
a jump-pack. This equipment fills (-, equipment stowage 
spaces. 

Poims \"alue : 
160 + 20 (Armament) + 53 (Equipment) - 233 piS __ ~n.,., ___ _ 

War-Cry 

WAR' DEMON 
ELDA" ASSAULT 

DREA DNOUGHT 

HAND MOUNTED 
SHUR IKEN CUA.ULTS 

Eld.r A.sault Dreadnought 

Build Points Total: 110 

prom WBSSTD ASvHPE 
6 7 • 2 -6 2 6 

BP 6 4 14 4 6 8 4 12 

Control System: Mind Impulse 10 BPs adds + 2 to I 

Power-plant : Crystal Battery 9 BPs Speed 5 

Armament: The Eldar War-Cry carries a standard armament 
of 1 las-cannon and I Shuriken catapult. Each limb has its own 
targeter program which occupies no build-poims. The 10 PVs 
for the targeter are included as equipment. 

Equipment: The Eldar War-Hunter carries a standard .~ensor 
package. a I" radius power field , a power field synchroniser 
and ",jump-puck. This equipment fills 6 equipment stowage 
spaces. 

POint.~ value: 140 + 100 (Armament) + 53 (Equipment) = 
293 pIS 
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DREADNOUGHT UNIFORM PATTERNS AND UNIT IDENTIFICATION PENNANTS 
AND BADGES . THESE EXAMPL.ES HAVE BEEN DRAWN FROM FORCES DESCRIBED IN 
CHAPTER APPROVED , THE BOOK OF THE ASTRONOMICAN . EL.DAR PENNANTS ARE 

USUAL.L.Y CARRIED ON BOTH VERTICAL.· EXHAUSTS, WHIL.ST IMPERIAL. 
DREADNOUGHTS CARRY .JUST A SINGL.E PENNANT. 

TOROOX SI;IUADRON CLAW UNIT ORK HEAVY 
ASSAULT UNIT 



ROBOT CLASSES AND LIVERY 

IMPERIAL 
CATAPHRACT CL.ASS 

TRAITOR SLAANESH 
CABTELLAN CLASS 

IMPERIAL 
CRIMSON 

FISTS 

TR A ITOR 
C ONQUEROR CLASS 

IMPERIAL 
DARK ANOELS 

IMPE RI A. L 
RED SCORPI ONS 

IMPERIAL 
CATAPHRACT CLASS 

IMPEI'iIAL 
".LAG 

IMPERIAL 
CRUSADER CLASS 

TRAITOR KHORNE 
CRUSADER CLASS 

IMPERIAL 
COL,.OBBUS C L ASS 

IMPERIAL 
CONQUEROR CLASS 

TRAITOR K HDRNE 
COLOSSUS I:LA99 

CD 
11 
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DREADNOUGHTS 

6. 

WAR· CRY 
ELDAR A99AULT 
DREADNOUGHT 

HA.ND .... OUNfED 
9HURIKEN 
CA.TA.PUlT 

Banshee 

o 

lA.SER CA.NJ<lDJ<I 

Elder Support Dreadnought 

Build Points Total: 160 

P flI W 8 T A 

8 18 8 2 
8P, 1414666 

v HP 
-6 4 6 

" 
Comrol System: Mind Impulse !O BPli adds + 2 to I 

Power-plam: Crystal Baltery II BPs Speed 5 

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

Equipment: Thc Eldar Banshee carries a standard sensor 
package. a I· ' radius power field, apower field synchroniser 
and ajump-pack. This equipment fills 6 equipment stowage 
5paccs. 

Points value: 
160 + 55 (Armament) + 53 (Equipment) • 268 pts 

BANSHEE 
ELDAR 9UPPORT 
DREADNOUGHT 

FLAMER 



ORK DREADNOUGHTS 

Ork Dreadnoughts, whilst being thrown together in the most 
ad·hoc fashion imagin;lble, still have formidable ba[lleficld 
presence. Here ue two of the 'finest' examples of orkish 
Dreadnought technology .. 

Sp.oe Ork Super-a"ack 
One •• ughtar Dre.dnought 

Build Points lbul: 140 

Pronie ws B T 
6 6 6 

• 6612 

A • 
6 " 2-6 

Control System: Spin;ll Link 8 BPs adds + I 10 I 

Power-plant : Crysul Battery 14 BPs Speed 6 

HP 
6 

E 

Armament : The Space ork Super-a[l:ack Onslaughter c:arrio; 
asundard 2rm2ment of2 power c12ws, plus I las-cannon 2nd 
I heavy bolter. Limbs bearing the las-c:;mnon 2nd bolter have 
their own urgeter progr.un which occupies no extf2 build 
poims. The 10 PVs for the urgeter are included as equipment . 

Equipment: The Space Ork Super-attack Onslaughter curies 
a single I" rndius power fi f!ld 2nd 2power jfeld synchroniser 
occupying a lOul of 3 equipment stOW2ge sp <lces. 

Poims v2lue: 
140 + 135 (Arm<lmem) + 20 (Equipmem) - 295 piS 

SPACE ORK 
SUPER' ATTACK ONSLAUGHT ER 

DREADNOUGHT 

C'DO 

DREADNOUGHTS 

--~.~>, --
SPACE ORK 

K ILLER O READNOUGH T 

Space Ork Killer Dreadnought 

Build Poims louL 100 

Control Syslell1 : Driver 2 8Ps 

Power-p12nt : Crysul B2!1ery \0 BPs Speed 6 

Arm2ment : The Sp2ce Ork Killer Dre:adno ught c2rries 2 
st2ndard armament of I power claw plus 1 heavy boiler. 

Equipment : The Space Ork Killer Dreadnought carries a single 
1 ,. radius power field plus <I power fie ld sy" chro"iser. This 
occupies 3 equipment stow<lge spaces. 

Points value: 
100 + 30 (Armamem) + 20 (Equipment) • 150 pts 

Ork Dreadnought Variants 

Orks, being Orks,;lre qui te free with types of we3pons they 
fix to their Dreadnoughts. The las-cannon can therefore ~ 
replaced with with either another heavy bolte r. a grenade 
launcher, o r a he<l"Y plasma gun. The hC2Vy bol ter c:;m simil<irly 
he rcp!aced by e ither another las-cannon. a gren<lde launcher. 
o r 3 heavy pbsm<l gun . This will affec t the PV of the 
Dre;adnought, and the PV will have 10 be recalculated 
~ccordingly. 

6. 
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CHAPTER APPROVED 

The Eldar War Walker is a variation of the Dreadnought 
co ncept. Sacrificing armour in favour of hard-hitting 
weaponry and manoeuvrability, it is well suited to fast action 
against a lighdy 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. 

1b facilitate firing its weapons, the War walker is equipped 
with a Power Field Synchronizer which allows the protective 
field to flicker off for the brief instant it takes to deliver its 
deadly volley. 

!WAR WALKER PROFILE " 

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

Build Point Thta1: 126 

Profile S BS S T D I A Sv UP E 
Walker 6 6 5 5 10 6 2' 5-6 4 10 
BI'> 6 6 10 10 30 6 6 4 8 20 

• stomp" from {he Walk.,r '. fttl. 

Control System, Driven 2 BPs 
Pow.:r Plant, Crystal Ba!tery 18 BPs (Speed 7) 

Annamerot, The WM 'Walker com.,. compl= with a la5-c:rnnon (9Op!$) 
and SC';mer·lascr (7Opt.). 

Equipment' lWo rargerers (one cont rolling each of the main limb 
ann:unenl5 - IOp!$); th",e I" ","diU!! power flel<4 (3Op!$); a power field 
syncbronlser (IOpts) and a S<!nSOr package (13p!$). 

Polots value, 
126 + 160 (Armament) + 63 (Equipmen!) _ 349 ptS 

!l'HESCA!I'!I'ER~LASER I 

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 a multi-laser i! 
fires them .aU 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 time, 
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 during the shooting 
phase. Each 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 1.0118 Sbooting to Hit Stt 0= 
""., t.lI'lgeJ Sbort . -0-20" 20-6(}" .1 I 6 I 

.- S"" "'" "'" ..... C B S F 1-
-I 2" • 6 

Although normally slow and heavy with a 2" penalty, this has 
no effect when the weapon is mounted on a vehicle, 
Dreadnought or War WaJker: the WaJker may move and fire 
its weapons without restriction. 



SPECIAL RULES 

Th~ war W:t1kcr is protected by three power fields. Only one 
rw:y be used al once. and the player must sure whether a power 
fidd is IUrned o n or off at the start of his turn. See WD 100 
for rules on power fields and power field synchronizers. 

Because of the pilot 's exposed position, any shot whic h 
penetrates the power field and hits the pllot is likely to cause 
a good deal of damage. To represent this, the Walker takes 
special damage CD.ctly like a Dreadnought. However, when 
the pilot is hit , instead of rolling o nce on the special damage 
cbarl , two dice rolls should be made. The opposing player 
may then choose which effect he w:ants to apply, the other 
being ignored. 

The W"lker pilot may eject in the same way as:iII Dreadno ught 
pilot. Assuming he survives, the pilot may fight on foot 2nd 
is considered to be armed with a las-pislol 2nd protected by 
mesh 2rmour (this costs no extnt points) , A W21ker m2y also 
be used by 2 person2lity model, in which C2se the norm21 COSt 
of the model must be added to that of the W:tlker itself. 

ELOAR WAR WALKERS 

TACTICAL USE OF WAR WALKERS 

The Eldar usc War Walkers in:l variety of operntion:.d the:ures. 
The mobility of [hc Walker mllkes it idelll for swift raids, 
infiltration mllnoeuvres, flank llttllcks, lind ground based 
scouting. Wllikers lire lliso used to support thc Drc:ldnought 
Squadro ns, dcriving protectio n from their comrade's hCllVY 
2rmour, whilst adding their own phenomenlli fire-powcr. 
Piratc ntiders favour a ratio of one Walker to two Dreadnoughts, 
but some prefer to have whole squadrons of Walkers, whilst 
othcrs mix W:I.lkers and Drc:2dnoughts in an apparently rmdom 
m:anner. 

Walkers are less effective in h:and-to-hand combat thlln 
Drcadnoughts liS they o nl y h2ve two a ttacks. These lire 
no minally stamps from the mllchine's l:usc feet , but thc Walker 
can lliso usc the Dreadno ught SpeCilll rules for tread attacks 
:lnd trips. 

Being fllr morc lightly built th:ln the Dreadnought, the War 
Walkcr is vulncrnblc to thc sort of sustllincd firc which Clln 
take out power fields. Although its 2dvanced power fiel.d 
co nfiguc2tion gives th e W21ker 2n initial high level of 
protection, once this is blown away the War Walker is no match 
for a Dreadnought or even a well eqUipped squad of infantry. 
Fo rtun:lteI y, the multiple power fields which surround it 
endow the War Walker with a reilltively predictllble period 
during which the pilot c m usc its phenomemti weaponry to 
good effect. This is where the W21ker scores over the more 
heavily llrmo ured Dreadnought , utilising high speed to strike 
at importllnt enemy t:lrgets befOre retiring behind the cover 
of its slowly advancing b:lule-kin . 
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CHAPTER APPROVED 
TH E WAR-TO RN UN IVE R SE O F" 41ST MI L LENNI U M HOLDS MANY S E CRET S. HERE , A FEW OF 

TH EM AR E TOLD . F R OM THE TI M E L E SS M I GHT OF T HE I M PER IA L ARMY TO TH E SU R R EAL 

K ILLING MACHI NES O F T H E A LIEN ELDAR , THI S INFORMATIO N IS N O W C H APTE R ApP R OVED . 

THE INFINITY CIRCUIT 
The [nlbltty Circuit is a sophislic31cd and arcane device used Having a SOUl-Graft is the ultimate sacrifice an Eldar can m:lke 
by the Eldar asa successor to rnccomputcr. It is 'programmed ' for their clan , dooming them 10 an eternal life trapped in a 
by feeding the Eldar memory and per50nality p311cms direct ly shell of unfeel ing cold steel. It lakes a very s irong willed 
imo a vaClllU circuit by a process known as the Soul-Graft . individual to survive the experience without being driven 
The subsequent bost-machine of the circuit norm:tlly carries insane, and it is thus generally reserved for only the mightiest 
the donor EJdar's morta l name, Unfornm ately, theSoul-Gm/t Eldar leaders and warriors, Any Eldar who has a Soul-Gmft 
leaves the EI<1ar's mortal body:t mindless husk, and is therefore is greatly revered , and is entitled to usc the title of 
o nly used on Eldar thai are close: to de:tth :tnd c mnot be saved lord-Phoenix. 
in 2ny other way. 

THE SPIRIT-WARRIORS 

A Spi rit W:trrior takes dam:tge in t h e sa m e w:ty as a 
'My ooIy r.m.;~~ pb"" •• it 1<> bring dmh 10 lh ..... mi .. "f my Cuf1 World: Dreadnought, except that a roll of I on the damage locl[io n 

table affects the lfl/bllty Circuit instead of the Pilol. 
L",d·Ph""nix 1'''!lSlorm, SpU-il.Watrio< Biol:r,ft Coil World 

See Infinity Circuit - Special Damage Below 

Spirit-W2rriors:tre similar in most ways to Eldar Dreadnoughts, POINTS VALUES FOR 
wilh onc very important difference - Ihey arc controlled by SPIRIT-WARRIORS 
:tn In/inityCircult rather than a pilOt . Only the Eldar can use 

The poinlS value (PV) of a Spirit Warrior is the total of its BPs Spirit-Warriors, w hich can replace DreadnoughtSin their fo rce 
on:t o ne-far-one basis. Spirit-warriors are designed in cx:actly plus the PV of any equipment :tnd weapons plus 2 x the PV 

the same way as Dre:tdnoughts, except that they use the of any psychic powe n;. 

In/inity Circuit as their control system, and therefore do nO[ 
A typical example of a Spirit Warrior is the Vampire Class: need a mind-impulse link. 

The Itlfinlty Circu it costs 15 BPs. This increases the Spi rit-
Vamp ire Cia •• Spirit-Warrior 

Warrior's WS & US by + 1 each, and its I by + 2 (up to a Build Poim Total, 140 
maximum of 10 in each case). It allows all shots to co unt as 

Profile T ,. if the Spi rit Warrior had a targeter. w, 8' , D I A HP E 

1 ~6 6 6 7 IS I"" 2 ~ 2 6 
8PS , , 12 14 " 

, 6 • • 12 
If the Eldar whose personality is transferred to the Infinity Control SySI~m, IIIfllllly Circu.1t IS BI'lI (v:dues In brll~'k~I S) 
Circuit had psychic powers, thes.:: powers a rc aV3Uable to the Power 1' 1 ~m , Crystal 1J~!!~ry 9 BI'lI (Sp<.".:d 5) 
Spirit Warrior as well. Calculate the psychic mastery, psi-level, 

Arm~mem , As standard Issue {h~' V:lmpi'" ha. a heavy pl:!Sma gun 
and psychic abi lit ies of the Spirit Warrior just as you would ~nd a shurikcn cal~pull . 

for any other psyker. The Spiril Warrior is assumed to have Equlpmem: none U siandard , 
an intelligence of 10 if il has any psychic powers. 

Poims V:llu.:: 140 ... 60 (Armam<';nl) _ 200 pIS (excluding any 
.. "ulpmcm and psychic powcn). 

INFINITY CIRCUIT - SPECIAL DAMAGE 

1 MEMORY CIRCUITS 
3 PERCEPTION CIRCUITS 
The Spirit W:.urior loses the ability 10 lell friend from foe. Each 

The Spiril w.urior is overwhehned by images and memories from turn the Spirit 'Warrior mUSI move in a rAndom direction up to 
its previous life. Roll a 06 allhe sUrI of each turn, 1-2 -Ihe Spiril its maximum move distance. firing on theclOSC:SI target· friendly 
WoIrrior is n:· living moments of pcace and tr:.tnquilily and may or OIherwisc. The Spirit Warrior may no longer ust' any psychic 
not move or:ttuck; 3-4 - the Spirll WoIrriOl" Is re-livi~a previOUS abililles. 
banle and loses comrol as described in 3 below; 5- - the Spirit 4 LOGIC CIRCUITS 
Warrior is dislracted by the flood o f memories (but nOi The Spirit Warrior can no longer think clearly, and is subject 
overwhelmed) and may nOl usc any psychic powers and its WS, to contusion from now on. The Spiri t \Varrior may no longer 
BS, I '" 14 by -1 each. usc "'ny psychiC abilitic:5. 

5 FUSED 
2 EMOTION CIRCUITS The Infinity Circuit Is sc\'erely damaged and starts 10 short 
Conflicting emotions overwhelm the Spirit Wlrrior. Roll a 06 circuil . Roll a 06 al the Slatt of each turn: 1-4 . apply the 
at Ihe surt of each turn, 1-2 -Fear, Ihe Spirit WoIrrior must move corresponding resul! from this damage table for one turn, 5·6 
as iflt had been routed; 3-4· Anger, lhe Spirit Warrior must mO\'(: . apply the Bum-Out result below. 
as if it had failed af~nzy ICSt; 5·6 - lhe Spirit \Varrlor controls 6 BURN-OUT 
its emolions :tnd may move and atUck nonnally, but may nOI The Infinity Circuit Is reduced 10 a pool of molten slag. Th, 
usc any psychic abl1ltics, Spirit \Varrior comes to an immediate halt. The Soul o f the Eidar 

warrior IS free to Join its ancestors at lasl. 
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ELDAR WAR WALKERS 

ELDAR GHOST-WARRIORS 

-No bon;«. tto ~ttemy .. ilI th .. , rt my purpo, .. Th .. night [br'ttg him the dream 
of death!' 

lonI·Pt.oc..ix Dr .. mspiftlOCr. Chose·W.n;'" ly.rodCli Cull World_ 

Ghost-Warriors perform infdtration, sabotage and assassination 
missions. Like their larger counter-parts the Spirit-Warriors, 
Ghost-Warriors usc: Infinity Circuits to provide the control 
system for a robotic body. They are built from a special material 
called Steltbene. a plastic compo und that is invisible to m ost 
forms of sensors. Stelthene is combined with internal energy 
shielding to make it almost impossible for a Ghost-Warrior to 
be 'seen ' by anything other than ordinary eye-s igh t. 

The following special rules apply to Ghost-Warriors: 

I. Ghost-WMriOrs :lIe tR::ltcd as personiliry models, and may 
move, fight and shool independently. However, they may 
1Iever be part of a unit, and may not a$sumc command 
of fric:ndly unItS. 

2 . Ghost-Warriors are immune to the effects of lear and will 
never rout. 

3 . Stelthene is invisible to mOSt sensors, includIng infr:.t­
vis ion, energy-scanners and blo-SClnners (but 1101 tendrll 
sensors). Therefore, a hidden GhOllt-Warrior can only be 
spotted by an enemy uni t that mO\-"CS within r.lOgeofthcir 
Initiative characteristic number in inches. In add!lion 
Auto-aim c~nnot 'see' Stelthene, and any weapons . 
operated by such a system may not attack a Ghos t-WArrior 
unless the Ghost-Warrior fired a weapon ill the last turn. 

4 . Ghost-Warrio rs may carry three basic andlorclosc combal 
weapons, one in each arm and one mounted in the head. 
They may usc all three weapons each turn. 

0; . Ghost-Warriors are equipped with a senIor paCkage, 
which is included in the PV of their profile. 

6 Ghost-WarriOrs have a basic save of 0; or 6 on a D6. 

7 . GhOSt-Warriors are immune to Ihe effecl5 of all forms of 
gas, poison or r .... diation. 

S. 0-3 Ghost-Warriors may be included in any forc e 
containing Eldar troops. 

Prome GhOllt-W:mlors have the following profile: 

M WS B5 
6 , , 

s , T , w i ' 
2 6 

A I Ld , ImlCI 
9 9 

'Though my body dies. I wiU rem)in 

Evermore. 

My spirit stays on in this flesh of met~J 

Evermori 

wplpv 
S 99 

Death Chant recited in prepctation for a Soul-Guft 

GHOST-WARRIORS IN ACTION 

There are hundreds of different types of Ghost-Warrior, :md 
many are modified specially for each m ission they will 
undertake. lWo typical examples are: 

Armament: The Executioner "arries a $undard armament o f 
I chain fist (which countS as a chain-sword in hand·lO-hand 
combat), I powerglove and a flamer. 

Equipment : The Executioner is coated with Camclcoline. 

Points Value: 99 + IS.S(Armament) + .S(Equipment) . 118 

P" 

I ~ I ~sl ~s I : I ~ I ~ I ~ I ~ I Ld I';' I~' 1:'1 
Armament: The Assassin carries a standard armament of 2 
powerglow.'s and a shuriken oupult. 

Equipment: The Assassin is coated with Camcleolinc and 
carries a Teleport homer. 

Points Value: 99 + 40(Armament) + 2 1 (Equipment) ~ l60pl5 
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CHAPTER APPROVED 
INTRODUCTION 
Following the revised Dreadnought rules in WDlOO, many 
readers have asked for vehicles to be given a similar treatment. 
As with rhe Dreadnoughts in the WH40K book, the vehicle 
rules were designed to be generic so that garners could field 
theifown conversions and scratch-built models. However, now 
that Citadel produ<:c a range of vehicles, with morc on the 
way, it seems appropriate 10 overhaul the existing material. 

These new rules are imended ro make vehicles more effective 
on the battlefield. Their survivability has been increased by 
the conUllOO use of power fields and power field synchronisers 
adapted from the Dreadnought rules. In addition, they can 
now carry far more equipment and weaponry, putting them 
on a new plane of effectiveness. Although I anticipate most 
players welcoming these changes, they are by no means 
compUlsory. Players may opt to use only sections of the new 
rules, depending on the scale of battle being fought . 

TURNING 
The turning rules don't change but let's go through them here 
to make sure everybody's clear on how the system works. 

A vehicle with a move of, for instance, 10" can rurn either 
left or right throughoUT any portion of its movement. For 
eX'.lmple, it could move straight ahead 3", turn left through 
3", move straight ahead a further 2" and turn right 2". The 
total distance moved is lO". Any combination of turns and 
straight movement is permitted, so long as the total equals 
the vehicle's movement distance. Players are recommended 
to stick to whole inches. 

When moving forward simply measure directly lO the vehicle's 
fronL To make a turn to the lefr or right, move the vehicle 
so that its path describes an arc. 

The vehicle makes a turn to the left or right. 
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Weigh the fist that strikes men down 
And salutes the blltle won. 
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Most vehicles move along an arc which has a radius equal 
to their total movement that phase. For example. a vehicle 
moving 10" travels along an arc with a radius of 10". 

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. 
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Now pivot the t:l;pe describing the: arc, swivelling the end of 
the t:l;pe to the place where you want the turn 10 end. 
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VEHICLES 

Now move the vehicle into position. 

Now measure to the o riginaf position and adjust the vehicle 
back o r forward if required, Don'l worry about me2suring 
CX3cdy 210ng the arc as it is easy 10 get 2 cc2son2bly 2ccurate 
measurement , which is good enough for our purposes. 

! 

Some vehicles have a turn radius ratio o f either Yl, 2 or 3. 
This means that the radius o f the arc equals not the total 
movemeDl that phase, but the total movement multiplied by 
the TRR . Most vehicles however, have a TRR of I and [Urn 
exactly as described above. 

The system accurately represents the manner in which vchicles 
turn , linking speed directly to their ability to corner. A slow­
moving vehicle can [Urn a very tight corner; a vehicle travelling 
fast will inevitably describe a larger turning arc. Any vehicle 
is allowed to usc an arc gre:uer than its current movement if 
rhe player w ishes, Vehicles with a TRR of \7 (such as bikes) 
2re very nimble, and can turn tightly whilst tl'2velHng at 
considerable speed. Other vehicles :ue cumbersome, and have 
a TRR that reneets their lack of manoeuvrability. 

Turning On The Spot 
A stationary bike may be turned on the Spot to lace 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 90 0 of its original direction. 

Moving Backvvards 
Restrict the maximum speed so that it is the same as the 
vehicle's accldec. 
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COLLISIONS 
AGAINS T CREATURES 
The oisting rules make it rather too easy to suffer damage 
when attempting to run down fleeing Gretchin and other 
unfortunates with large, heavy vehicles. '10 rectify this, vehicles 
never suffer damage as a resu lt of hitting a normal creamre 
if the vehicle's toughness is twO or more greater than the 
creature's toughness. Othe rwise the rules o n page 40 of 
Warhammer 40,000 apply. 

Speed tbe boh tlu l brings tbe eDd 
Of enemy and friend. 

W E APON 

Tbe gre1test ffi1D is but a ripple on tbe surhce of space 

EQUIPMENT STOWAGE 

The current stowage rules allow little equipment 10 be carried. 
As we shall be introducing new equipment , this figure (Eq) 
should be doubled for all vehicles and random gener:ltion 
slat istics in WH4oK : note - we have already inco rporated this 
Chltnge in the Rbi"osstlltistics. For example, a standard, heavy 
tracked vehicle now has 12 points of equipment rather than 
6, and a randomly generated tracked \'ehicle w ill have 2D6 
points of equipment rather than D6. 

POINTS 

Similarly, the amount of weaponry a vehicle can carry should be doubled. The Ilew extended r:mdom chart for weapon 
gener:ltion is given below. 

W eapon points 

DO 1 , • 5 , , 8 9 ". 11 12 " " 15 • 12 " " 10 11 n 13 14 

I • ~ ~ ~ • ~ Th ~ ~ .. lib 12b I~ 14b I. lOb ITh I~ I~ ,., 1Ib 1~ 1~ , .. 
1 • ~ •• ~I' •• ~ . •• ... •• ~ "'" .,., •• .. . ~. """ •• ... •• ~ ~ ~. 1I1Ol 4b1<ll , • ~ .. Thl' •• ~ . •• •• 1b4h 1b4h •• Th. I", Th> >Th ~Th •• ~ . •• ~ . lblill ,.K> 1bllh 2bllh 

• • Th lblh Th •• • .. .. 1b4h • •• • lb • • IbTh • lb • • lb. I~ lblQl 1 ~ 1bl1h 12\1 
5 Ib I. lblh Th lb' • .. .. lblhlv 2I11v Iblhlv 3h1~ Ib]11v 4I11v lb4hlv :,nl~ 1Il!tl1v 5111v 1b6h1v 7hlv lb1l11v Il/1Iv lb8hlv 9I11v , Ib " lblh ,. Ib~ • lblv lhlv lblhlv 2hlv lb2hlv lv '" Ih2v lblhlv 2hlv lblh2v3v Ib~ '" lblh3-1 2I13v 1blh3\o 4v 

b = basic weapon, h _ heavy weapon, v '" very heavy weapon. A vehicle with 10 or more weapon points may install a Defence 
Laser if it generates a very heavy weapon. However, Defence Lasers occupy 10 rather than 6 weapon points, so other weaponry 
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. No vehicle may have more than 1 Defence Laser. 
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VEHICLE SPECIAL RUNNING GEAR - SPECIAL DAMAGE 
DAMAGE CHARTS 1 LINKAGE SHATTERS 

ParI of the IiniGtge shatters and the vehicle twists to left or right 

HIT LOCA,TION TABLE 
before coming to a permanem hall. Roll a 06 to determine the 
Ir:;I.ck affected, 1-3 left: 4-6 right. Use a clock-face chan with 12 
o'clock in the direction of travel to determine: the direction the 

Score (06) Affected System 
vehicle now f.lces. Roll a D6 if the right hand track is gone, a 06 + 6 
If the left hand tr.lck is gone. If the vehicle is not tr::tcked roll again 

1 OCCUPANTS on this chart. 

2 RUNNING GEAR 2 WHEEL BLOWS OUT 

3 STEERING AND BRAKES A wheel disintegrates in the blast and the vehicle plunges down 
4 ARMAMENT on ils sus~nsion, digging into the ground and grinding 10 a halt. 
5 EQUIPMENT The vehicle skids forward for D3" and stops. The vehicle j!nds 

6 MISCELLANEOUS its skid facing in Ol1'llndom direction - this C3n be established with 
3 012 and 3 clock-face Ch3rt. If the vehicle is not wheeled roll 

The new Special Damage Chans have been designed to replace a~lin on this ch3rt. 

the original damage chart on p39 ofWH40K. The new charts 3 GRAVITle MOTOR MALFUNCTION 
3re more detailed and make vehicles on the tabletop more The blast fnctures the m3in gnvitic V3CUum chamber sending the 
durable. The main rules change is that vehicles reduced to zero motor inlo 3n uncontroll3ble anti-gnvitic re3ction. The vehicle 
damage points are no longer destroyed automatically. cOnlinues at the same speed and in the same direction. but rises 

by + 10 hei~!~ery t~;~i umil it is lost forever. If the vehicle is 
Whenever a vehicle takes damage as a result of a hit, the player not a hover t roll a in on this ch3rt. 
should roll a 06. If the vehicle received more than I poim 4 ENGINE DAMAGED 
of damage from the hit , the player should add + I to the dice The engine is badly d3m3ged as 3 result of the hit. With 3n 
score for each additional poim of damage sustained. If the embarrassing cough and distinctive plumes of white smok~ the 
resulting score is 6 or more, then the shor has caused special vehicle IOlIers feebly to 3 cnwling pace. Rcduce the vehicle's 
dnmage. The player should roll another D6 and refer to the current speed by 4" per {Urn unlil it reaches 4 ". The vehicle may 
Hit Location Thble. Forexample, a vebicle SUffers a bit causing not accelerate fun her, and if it decelentes cannot accelerate 383in, 

3 points of damage (2 of which are added to the D6 roll). not even to 4". 

TheD6rollis4( +2) '" 6; therefore the vehicle suffers special 5 DRIVE TRAIN 
dnmage. The vehicle player must now roll on the Hit Location The vehicle's drive train is shattered, sending it out of control next 
Table. turn before coming to a sudden halt as part of the broken drive 

If a vehicle is reduced to zero points of damage, subsequent 
spears the body. If it was moving at gre3ter th3n to" before 
~topping, every occupant must make their basic save or suffer I 

damage will automatically cause special damage. The player wound. The vehicle will not movea~n. 
should roll a 06 and refer to the Hit Location Table. 6 TRACTION 

When the system affected by the hit has been identified, the The vehicle's main tnction suddenly fails, wheels blowout; tracks 
player should roll a D6 and consuJ[ rhe appropriate Special fly off; gravitic reactors implode. The vehicle pivots across the 
Damage Chart. Players should note down the result of special ground, sliding against its broken side and spinning dangerously. 

The vehicle skids forward for 06" ending by facing a nndomly damage, rogether with any long term effects which result. determined diret:tion. Any occupants must make their basic savi.'?8 
A separate sheer of paper should be used for each vehicle. roll or are slain. Items of weaponry or equipment are rendered 

useless on the 06 roll of a 4,5 or 6. 

OCCUPANTS - SPECIAL DAMAGE STEERING & BRAKES - SPECIAL DAMAGE 
1 STEERING -

1 DRIVER DISABLED 
The steering system. is damaged preventing the vehicle from moving 

Driver hit and disabled. A basic saving throw must be rolled or in any direction other th3n straight ahead . If the vehicle 
he is slain. The vehicle goes out of control for the duntion of the subsequently goes out of control , it will 3Ccderateldecderate 
following tum. If the vehicle has 3n auto-drive re-roll the result . nndomly as nonnal, but will not tum. 

2 DRIVER HIT 2 BRAKING 

Driver hit and distracted. The vehicle goes out of control for the The bnking system is damaged as hydroplastic lines shatter <lnd 
control systems cease functioning. The vehicle's maximum rate 

duration of the following turn. If the vehicle has an auto-drive of decdenlion is reduced to 2" per tum, even if the vehicle re-roll the result. subseQuentlv ~oes OUI of control. 

3 WEAPON OPERATIVE 3 STEERING JAM 

A weapon operative is caught by the blast and must make his basic The steC':rin~~~chanism jams. The vehicle must now either turn 
saving throw or is killed. The weapon may not fire in its following to the (I 3) ri tor (4-6)left usinll. its standard turning radius ratio. 

turn, even if the gunner survives. If sevenl weapons are prc:sent, 4 BRAKES JAM 
the m3in one is affected. If there :.lre sevenl options randomise 

The brakes seize, reducing maximum speed to half and acceleration to determine which operative is hit. If the vehicle's arm<lment is to 2" per turn. controlled by auto-fire re-roll Ihis result. 
5 BRAKE ANO STEERING FAILURE 

4 SHRAPNEL Brakc:s and steering mechanisms are deSt~~d, sending the vehicle 
Occup3nts hit by flying shnapnd. 06 r3ndomly determined out of control for the rem3inder of the ame_ 

OCCUp3ntS must make their basic save or <lre slain. 6 SUSPENSION COLLAPSE 

5 TOXIC FUMES 
With a spectacular crunch the whole suspension mechanism 
collapses, pitching the nose of the vehicle into the ground and 

Vehicle fills with toxiC fumes. Any troops not-wearing rc:spintors sending the tail cartwheeling over it. If the vehicle is tnavelling 
or other breathing gCllr must leave the vehicle in their following al less than 10" when hit, tum it upside down where it stands. 
turn. Any troops failing to evacuate the vehicle :.lre sbin on the The vehicle is tot311y destroyed. Occupants failing to make their 
06 roll of a 4, 5 or 6. Troops with breathing 3pparatus Ol re basic saving throw are killed. If tnvdling at more than 10", roll 
unaffected. 206 to detennlne how [ar the vehicle cartwheds forward before 

landing on its roof. Anything within the path of the cartwheding 

6 EXPLOSION vehicle takes nonnal colliSion damage, but does not stop it or do 
further damage to the vehicle. Occupants ofthe tumbling vehicle, 

A massive explosion rakes the vehicle's interior. Each occupant ~~~p~ail their sa:~n~~hrow with a -I modifier, are slain. All 
must m:.lke a basic saving throw or is slain Instantly. e ui ment and wea nry is destroyed. 
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VEHICLES 

MISCELLANEOUS - SPECIAL DAMAGE EQUIPMENT - SPECIAL DAMAGE 
, 

1 ACCELERATOR JAM 1 TARGETER 

The ve:hicle:'s ~cce:ler-uor mechanism j:uns fast. The vehicle mu~ I randomly determined I:I.rgcter is destroyed. If Ihe \'Chicle has 
accele:r:ue: by ils m:u:imum amount per !Urn, However, if Ihere is no funct lonin!/. I:I.T1Ielcr, roll the resull on Ihe armament charI. 
a erewm~n ~V1Iibble:, he m~y ~lIempllO rc:cIify the problem ~llhe 
beginning o f eaeh turn. Roll ~ 06, if Ihe score is 5 or 6 Ihe crew 
has frc:c:d the ~cceler.lIor ~nrllhe ~'Chicle m~y then 2ccc:ler:ate ~nd 

2 POWER FiElD SYNCHRONISER 

The '"Chicle's PFS is destroyed. Iflhe vehicle has no PFS roll again 
deeele r-lle ~s norm~l. NOle I h~t ~ vehicle m~y Invel over ilS on Ihis ch:'lrI . 
mlximum speed, bUI i5 Ihcn sub;c:ct 10 po!enti~l contro l loss. 

3 POWER FIELD 
2 ROLL The vehicle's PF ge:netlllOr is dcstrorcd. If the vehicle hlls no PF, 
The shO! Ihrows Ihe: ,'ehicle 10 o ne side:. turning il over until il roll the resull on the mlscellaneo"s chart. 
bnd$ on its (1.2,3) side: or (4,s,6) bOlCk. The vehicle sho uld be 
moved 06~ lWlly fro m Ihe source o f Ihe hit . or in ~ tlIndom 
dirc:Clioo If this is not lppropri:llc. Any model in the roUing "ehicle's 

4 CENTRAL CONTROL SYSTEM DAMAGED 

The shot damages Ihe vehicle's conlrol systems. This clInh;l.vt: many 
p;l.th is eolllrled with ;l.s normal . OCCUP;l.ntS who fail to mlke their effec ts, sending rA ndo m surges of power rushing through the 
b;l.sic SlVC lre slain. Each weapon or item of equipment on the ,"Chicle's circuits , melting dclic;l.te components. causing exp l rn;ion~. 
vehicle is rende:red inopc tlltive on the 06 roll of a <I, 5 or 6. r:andom hum-o ms and control loss. 

3 FUEL 

The ve:hlc le's fuel or power supply is ruptured and cxplodes. The 
vehicle Immediately bursls inlO flames and goes out of control. 
The vehicle will explo d<,; ~t thc end of ;l.ny of its moves on Ihe 

"10 retletl this rAndom lind o ften clItliclysmic level of escalating 
damage, throw each turn. On ~ 4, 5 o r 6 the vehicle takes anOlher 
random special d~m~gc resul t. The only way 10 halt this effect 
Is to abandon the vehicle 1Iltogether. 

0 6 score of6. Any oceup;l.nts must m;l.ke their basic sa"ing throw 5 AUTO-SYSTEMS 
e;l.ch turn o r be killed . 

4 TURRET 
Damage 10 the auto-system conlrol unit des troys all on·bo~rd auto· 
syStems insumly including aUlo·drive, :.lulO-aim and auto-Cac. If 

The lurret is knocked o ut , destroying ~ny assoc iatc:<l we;l.pon and 
equipment . If the ve:hicle has no tu rret , roll ;l.gain on this ch;l.rt . 

under auto-drive when hit, the vehicle: goes out of control for the 
dur:ation of the :o~ilOWing turn (assuming a crewman can uke o,'er) 
or permanently if no crew ;l.re aVOlibble 10 take over). 

5 DOORS JAM 6 WIPE OUT 
All doors on Ihe: vehicle (1 ,2.3) j~m shut or (4,s.6) fly open and 
o nnot be: cloS(:d . Jammed doors a n be: opened if there ~rc troops 
ins ide. Roll a 0 6 It the: e:nd o f e;l.ch lurn. on the score of a 6 Ihe 
doors lre priscd open . If doors tly open, D6 r:tru:IomIy determined 
OCtUp;l. nlS w ill be Ihrow n OUi oflhe vehicle ~nd may t;lke damllge 

Q-\'erwhe1ming damage 10 tllC central comrol syStem results in every 
item lis led as pari o f Ihe vehick 's cquipmenl being re ndered 
hlSlamly unuuble. If Ihe ,-chicle is under aUlo -<lrive w hen hi l , 
sec entry 5 above. 

iflhe vehicle is ItlIve:lIing at grt;Iter Ihan 10" IftM vehicle isopen 
lopped and Ihe:rdore has no doors (eg a bnd spcc:der). a sudden 
jolt Ihrows D6 r:andomly de:lermirn:d models overboard. W isdom is the beginning of fear 

6 AUTO-SYTEMS DESTROYED 

All auto ·sySlems go completely h;l.ywin:, Opo;."r:aling in a r:andom 
manner. These e:ffe:clS Clnnot be over- ridden by the veh ick's 
occupants. AUIO-drive eaus(."$ the vehicle 10 ntove out of control. 
Auto-aim units fire WClpons at randomly delennined trrgets. Auto-
fac sys tems o nly permit the use of an item of equipmcnt on the 
0 6 role of a 4, 5 or 6 made that turn. Doors may only Mused 
on the 06 role of a 4. 5 o r 6 made that turn. 

ARMAMENT - SPECIAL DAMAGE 
1 WEAPON DESTROYED 

I r:andomly determined weapon is deSl royed . 

2 AMMO BLOCKAGE 

The ammo feed o r power supply 10 one nndomly determined 
weapon is blocked o r severed. The ~'eh i cle may fire once more 
wilh Ihal weapon. afler which Ihe weapon is rendered usele:ss. 

3 AMMO JAMMED 

The ammo fl."ed o r power supply 10 onc r:andomly determined 
wcapon is jamme:d o r fused . h 'er)' lime Ihe weapon fired from 
now on, the playe:r ro lls ~ 06. On Ihe roll o f l 6 Ihe wc:a.pon 
C:X PI; , C;I.~~~~~ poinls o f danugeon 1M vehicle andspe>cial 
dama e as a na to!. 

4 DISARMED 

The ve:hicle's main armllmem is dest royed . 

5 WEAPONS HIT 

0 3 r:andomly delermined weapOns are deslroyed. 

6 AMMO HIT 

The vehlcle'scemr:al ammo bin or powcrsupply is ruptured OJX'n 
and destroyed. The vehicle may no longer fire ils weapons. In 
addition the vehicle t;lkcs 06points of damage, and ;l.ulOmaticaUy 
takes 03 fU~lher special damage effects. 

Puise the: sun that brings the dawn 

Of our find doom. 
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EXTRA EQUIPMENT 
The new power field and field synchroniser rules described 
In the rules for Dreadnoughts on page 56, also apply to 
I'ehicles. 
Power Fields. Points COSI 10 each per I" rAdius. Power Fields 
of I" n.dius :ue assumed 10 cover Ihe entirety of any small 
or medium sized vehicle, A large vehicle ~quires a 2 " radius 
fie ld , Power Fields of luger radii may Ix fitted, costing IOPIS 
for each extra I" rAdius, A vehicle may carry several different 
shields, although o nl y one may be aClive at any time. A Power 
field may be fUrncd on or offat the sfarf of the player's turn. 
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 act ivated a vehicle may not fire weapons through it. 

The presence of a Power Field around a vehicle docs not affect 
its movement , nor docs it make any difference to the resuh 
of a collision wilh another vehicle. The field is designed in 
Such a way that it nows around obstacles in its path, otherwise 
the vehicle would be in permanent collision with irregularities 
in the terrain. 

Power Field Synchroniser. Points COSt 10 points elch. These 
lre valuable devices w hich allow a Power Field 10 flick off 
during the bricf moment it takes 10 fire a weapon . If a vehicle 
has a Power Field Synchroniser it may fire weapons during 
its own shooting phase, even tho ugh the Power Field is on . 
However, 10 represent Ihe chance of an enemy shot sneaking 
through as the fi eld n icks off, any shot against the vehicle in 
the enemy's follow ing turn will penetrate the Power Field on 
the 06 score of a 5 or 6. This docs not destroy the field : the 
shol simply by-passes it during its split second of Inactivlly. 

SHIELD PENETRATION 
As described above, a shield is penetrated on Ihe 06 score of 
~ 5 or 6 if it was fired through in the preceding IUfIl . 
Alternatively you may divide the turn into six 'phases' 1-6. 
The p layer wishing to flre:1 weapon secretly writes down the 
phase in which each weapon fires. Afollow1ngjire weapon 
may fire over several phases - one shot corresponding to o ne 
phase - but may nOl fire through more than 6 phases. The shield 
is down for all the phases in which Ihe weapon fires. 

In the enemy's follow ing turn , when weapons are fired against 
the shielded vehicle, the player must try to guess the phase 
written down by the ot her player. Most weapons entitle the 
player to one guess. If the guess is correct, and the shot hits, 
the shield is penetrated. If it's incorrect the shield is' hit as 
normal. Players whose weapons have an area effect are entitled 
to two guesses to represent the spread of separate impacts at 
slighlly different t imes. Players with following fire weapons 
ue enti tled to one guess the first l ime they hit , and each 
succeeding hit adds I 10 the original number guessed. So, if 
your first guess is 3 the second hit will be 4, a third 5, and so on. 

If a shielded vehicle is being fired at by several different 
attackers, resolve each guess individually but allow the vehicle 
player to change the nominaled phase(s) in between each of 
his opponent's guesses. This is a bit unrealiSlic, because Ihe 
weapon can only ~ally fire in o ne phase. However, it prevents 
the allaeker nominating successive phases to his unfair 
~dvantage - impossible in the heat of battle. 

·'1 cry OUI for troops ind you give me rhetoric - 1 pbd for 
ammunition and you give me speeches - I isk you igain. 
Commioder, .. hal CUI you pledge meT 

Reported holocom converntion bctwccn Commlndcr Gulim 
Tmcl and Ciptain Roima of the besieged Alhumo gmison 
shortly before the {ilUl Ork assault. 

VEHICLES 

CONTROL LOSS 
A ve hi cle may eit her go out of control for one turn o r 
permanently. If a vehicle goes out of control permanently 
it is not possib le 10 regai n control - a vi tal mechanical 
component has been affected . A vehicle which has gone 
permanently pOI of control will acccler.ueJdecclerate and turn 
rando mly as described in WU40K (pp39-40) until it d lher 
leaves the table o r comes to a halt. The vehicle will then remain 
Slalionary. 

A vehicle which goes out of control for one turn automatically 
regains control in the following turn and may move under 
the full comrol o f the player. The o nl y a:ception is if the 
vehicle goes Out of control again - either because it exceeds 
its maximum speed and fails the required dice test, collides 
w ith a solid o bject, or receives another Ollt of cotltrol result 
o n the Special Damage Charts. 

OPEN TOPPED VEHICLES 
AND EXPOSED CREW 

NOte that Ihe rules for firing at exposed individuals remain 
as given in WH40K p39. Any exposed crew member 
(including crew s ticki ng Iheir heads OUI of hatches, firing 
uncovered weapons, o r riding bikes) may be speci fi ca ll y 
targctted by a firer w ithin the short range of his welpon . If 
a p layer wishes to fire 3.t an a:posed crewman or bike rider, 
he must declare his intention before he shoots, 

Shols against opt:n vehicles, including bikes and land-speeders, 
a lWAYS stand a chance of hitting exposed crew even if the player 
d oesn't intend to fire directly at them. tiits against open 
vehicles and bikes m USI be randomised between crew (1,2,3) 
and vehicle (4 ,5 ,6). Crewmen Slicking Iheir heads 0111 of 
hatches in enclosed vehicles are never hit randomly - the o nl )' 
way they can be hi! is if they are specificall y targelled as 
described above. 
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TER APPROVED 

LAND RAIDER 
From the;: beginning of time, man illS helieved that the stars 
control his fatc. Through their movements, peo ple: have seen 
future events ;111(.1 intimations of the will ofthcir gods. In the 
fort y-first millennium . billions still watch the sky fearfully. 
se.Lfching for:t pOrlen! of doom. But in t h is tillll:. t hey h :l\'c 
rclson to fcar. From the SI'l rs come ships. some to tradt:, many 
to wage war. Mosl fcared of all afC the;: ships of the I.egiones 
ASI:trlCS. gravid with their cargo of death - the land Raiders 
or the Space Marines. bu rst ing upon Ihe unsuspecting. roarh1S 
like thunder, burning all before them. 

Tht: Space Marines arc rightly feared hy ordinary folk, for their 
prt."SCncc signifies death:lS s urely as the plague bells of Phooos. 
The images of the Space Marines and the Land R:lider H:ttl lc 
'J;lIlk Me fort'ver meshed in the popular im:tgin;uion_ In some 
cullUn:S, the vehicles arc pOrTrayed as Chariots of Destruction 
ridden upon the solar winds by the Angds of Dealh , pOiSt'd 
throughout the gab xy, re;ldy to c rush (he serpent of Ch;105. 

MAN. MYSTICISM 
AND MECHANICS 

Mysticism is an important pan of everyday life in the 
Imperium . A twentieth century man miglll recognise in the 
I.and Raider nothi ng more than a huge b;ulle tank , :t men' 
engine of w:tr. Hut the men of the forty -first millennium:tre 
wiser. The)' know that ever)' L:tnd Raider h:ls its own spirit , 
and its own destiny, 

Whether a L:lnd Ra ider is built in the Marti:m weapon-shops 
of the AueplUs Mecll:lnieus or in Ihe armouries of the Spaee 
M:trines, its purity ;lIld spirit ual welfare arc given as much 
allention at e"ery s lage of construction as its mechanicll 
:lspects. A wildcat (or other locally-obt:tinable predator) is 
s:tcrificed wilhin its ceramile framewo rk. Armoured panels 
:lrc inscribeu with runes of protection as they are reverent I)' 
bolted in place. Components are checked and blessed before 
assembly. As each Land Raider grinds tow:trds the end oflhe 
production li ne , preparatio ns :trc: made for the Ceremonl' 
of Commission. 

Land Raiders arc delive red to the Space Marines, Ihe lmpcri~1 
Guard, the InquiSi tio n . the Adeplus Arbi tes, 10 cert:Jin Rogllr 
TrJders and to olher, more secret and obscure Imperial bodies. 
Spa('e Marine Land R:tiders arc handed over to a 'ICcilOlJ.rinc, 
or Frater AstrOlechnicus to use the-propcr title. 10 other casa, 
it will he :Jcco mpanied to its ncw home by an AdeptllJ 
MechanicliS Technomat - a hum:m machine programmed with 
the knowledge required to service his charge. Fo r man)' 
tcchnici;!ns. Ihe commission represents the culmination oj 

years of training: learning how to divine the runes 01 
engineering . memoris ing the liturgy of maintenance. an~ 
studying Ihe routine of service. 

If a Marine Land R:li(iet should be 10Sl , its ' l~chmarim' offer'! 
prayers of mourning for its spiri t . If a Techmarine is slain. h.~ 
L:tnd Raider must Ix: reconsccr.lIed by o ne of his technial 
brethren . In the ficld , this is oftcn done simply by t:lking . 
ring bearing the ve hicle 's serial runes from the dead 
·Icchmarinc. and the full reconsecration takes plact' I:ltn. 



The Land Raider is idea ll y suited to the style of warfare 
favoured by Space Marines. Like the Marines themselves, the 
vehicle is capable of fighting in almost any environment. The 
L:md 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 Wo rld s and in ot her harsh 
tIlvironments, the Land Raider becomes a vitaJ life-support 
unit as well as a fighting machine. 

[n bailie, the squad normally disembark, leaving the Land 
Raider and its Techmarine crew to fight independently. Its 
adaptability allows it to fight in a variety of roles. Where 
appropriate, a single Land Raider or a small group will be sent 
forward with troops in order to provide covering fire and 
~UppOrl . O n O(her occasions, Land Raiders from several 
companies arc brought together into huge armou red 
formations, ready to do battle with enemy vehicles 
or defences. 

LAND RAIDER 
CAMO SCHEMES 

Marin~ are warriors of a wholly practical devotional order. 
Whilst their endless liturgies and prayer may appear, to the 
uninitiated, to be mere superstition, they serve an important 
and real function . For examp le, while preserving the 
accumulated experience of millennia, the doctrinal lore of 
camouflage schemes is not so dogmatic 2S to prevent the 
adoption of appropriate or innovative colours 2nd patterns 
where appropriate. So, while there are innumerable Official 
or approved colour schemes, there are also many which have 
been evolved by individuaJ chapters to meet their particular 
requirements in certain situations. 

Some Marine chapters adhere rigidly to the traditionaJ patterns. 
The chapter of the Red Scorpions nO( only Sticks strictly to 
the lore of camouflage handed down from their original 
founding and embodied in the Codex Imperia lis , but views 
any deviance fro~ this practice as t2.nta.mount to heresy. This 
has led to the Red ScorpiOns actually refusing to fight aJongside 
other 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 Commanders of the ImperiaJ Guard 
~re Jess stringent about such things than M2rines, and will 
iOmetlmes deSign their own schemes for a specific campaign . 

LAND RAIDERS 

Wherever they ill2y be serving, land Ibiders may sometimes 
appe2r garish in comparison to the camoufbge schemes 
evolved for use in the limited range of combat environments 
offered by twentieth .cent ury Earth . A Land Raider 
camoutlaged for use in the spectacular cobaJt chromate deserts 
of Galen V, fOf inst:mce, would be highly conspicuous in :t 
yellow-brown silicone oxide desert beneath Earth's yellow sun . 
Many schemes show no attempl al camouflage as such , but 
consist of solid heraldic colours proclaiming the identity of 
the occupanlS as surely as the shield of a medieval knight. 
Indeed, there are some Marine chapte rs whose tradition 
actually forbids the usc of camouflage on the grounds that 
" the colours of cowardice" are wholly inappropriate to a true 
warrior. This attitude, although by no means rare amongst the 
Legiones Astartes, is not officially recognised and is not 
embodied within the antient Codex ImperiaHs. 

Most strange of all arc the fully pictoriaJ designs painted o nto 
Land Raidcr.i both by Marines and by the lmperiaJ Guard. These 
ta.ke the fonn of actual paintings of bat tic scenes or of famous 
events in the history of the unit concerned. Altho ugh this is 
a spectacular example of vehicle decoration, machines rarely 
enter the battle wne wearing such lavish paint schemes. 

TECHNICAL DATA 

The profile given here is for a standard configuration L:lnd 
Raider as manufactured by the Adeptus Mech:anicus on Mars. 
The technical specifi c:ations c an be varie d som ewhat , 
espcci:ally with reg2rd to weaponry and equipment. The del3i1s 
given below are compatible with the new special damage 
charts given on pages 77 and 80, and take intO account the 
incre:ased weapon and equipment stowage av:ailable. A power 
field and synchroniser have also been added . This upgrades 
the vehicle from the specification given in the WH 40 K 
rulebook (pp 110-111), and the new speCificat ion replac~ that 
given for Land Raiders elsewhere. 
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LAND RAIDER 

AIR 

This machine is dischat8cd 
into your care. 

o 
+ 

Max Acel M;oIX Min Acd TIUl Cp T D Sv Eq W 

Fight with this machine. 
and guard it from the shJmc 

of defeat. 
D« D« 

20 7 1 12 8 50 2-6 14 12 -, = Equlpm<:n. 2 I I . ... d ... , JIO"I"'" r,dds. P<>W<:' r",Jd syncllronl.., •• • u..,.. ..... ~ 
.u..,..dn>"C. ~u""'f2c. tlJ8<1Ct to, stlrboard ...... pons sponoon. ~fJIC"'t to. pon 
"",.pons .ponoon. communOCltot, ..,....,. P*'b8<' (blo-onnnt. """'Iy . 
..... nn~ ..... d ..:oun",.). ~jcctor oea ... mcd, p"ck 
lIicapo<u , .. w-onnon (2 synchtoflisc-d las-onnOfl In each ...... 1'0"" -­
'po<lllOR). 2 hnvy boI. guns. 

Serve this mJchine. u you 
would have it serve yOI}. 

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

8a. le poLato Y:lIuc : 26l • ,,·c.pons .nd cqulpmcn. 

"'~~~~~~;<;.:"': ... poLaU: }90 EqUipment pain", 9}1'I 

PV 750 each 

{response} - / shaD. 

- from the Ceremony 
of Commission 

FIRE ARCS 

The Land Raider's main armament is mounlro in twO sponsons 
10 Ihe righl and lefl of the vehicle. Each sponson can cover 
an a rc of 180 d egree 10 one sid e of the vehicle. Only a target 
dieeelly in front of the vehicle - and 6" or more away - can 
be hit by bolh sponsons at o nce. Because of the mass of the 
vehicle in front of the sponsons, any target within 6" of the 
vehicle's fronl cannol be hit by the main armamenl. 

Fire arc for side· 
mounted weapons. 
Note the 6 - dead 
zone to front and 
rear. Models on 

the solid line can 
be tar~ted by 

bolh sets of side-
mounled weapons. 

Point defense armament consists of two heavy bolt guns; Ihcsc 
may be mounted singly or paired, at the front andklr rear of 
the upper superstruc ture. The front mounling covers an arc 
of 90 degrees 10 Ihe vehicle's fronl , Ihe rear mounting coven 
and arc 90 degrees 10 the vehicle's rear. 

The Land rider is also fitled with two special grenade launchcn 
mounted on both Sides of the hull . Each Launcher can flit 
irs group of 3 smoke grenades once during the game, ex:aedy 
like a normal grenade launcher. 

900 fire arc lor 
hull-mounted 

weapon$. 



PREDATORS 

PREDATOR IMPERIAL ASSAULT TANK FOR WARHAMMER 40,000 
by Rick Priestley 

The Predator is a mobile weapons platfonn 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. 

Consider the PredatOr. Let your SOu/ be armoured 
with Faith, driven on tbe trackso/Obetliencewbicb 
overcome all obstacles, and armed with the three 
great guns of Zeal, Duty and Purity, 

The Predator is a variant of the Rhino APC and, like the 
Rhino, 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 STC design , 

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

The Predator is widely used to hunt down and eliminate 
enemy vehicles and Dreadnoughts. The turret mounting 
of irs auto-cannon allows the Predator to keep a target in 
irs 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 function 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 
unstrap them from their tight harnesses and unplug them 
from the snaking pipes and cables that engulf them. Some 
crewmen, as a punishment 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 passe ngers may be carried if 
necessary. 

·~"=::~·:::::.~:~:,~RgQAmR.~!JQ~,1~0 

M~i'§~:::~~::;JiiC=:CJrt~::r'~'_ Q =,=Sv 
16 4 5 8 40 3-6 
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Jarrik edged the Predator between the bUildings. 
Turning tbe turret swiftly to tbe left, the Ork 
Dreadnought rollett into bis gunsigbts. Jarrik's 
finger moved confidently over tbe,rontrols. arming 
the auto-cannon. '" 

He squeezed tbe trigger and grinned as tbe 
Dreadnought consumed itself in a plume o/black 
smoke. "Four down, six to 80/' 

• ARMAMENT 
The aUlo-cannon is turret-mounted with a 360" arc of fire_ 

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

LEFT LAS-CANNON 
90 0 FIRE ARC 

RIGHT LAS-CANNON 
90 ° FIRE ARC 

In addition to its main weaponry, the Predator has twO one­
shot smoke launchers, each designed to fire three smoke 
or blind grenades within a 90" arc to the front of the turret. 
If the auto-cannon is belngfired in the same tum as a smoke 
launcher, tum the turret to face the auto-cannan's target 
- this indicates the position of the 90" arc for the smoke 
launcher. 

Each smoke launcher may be fired independently, bur all 
three grenades in a launcher are fired together at the same 
target. The grenade type in each launcher must be specified 
before the battle. 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 0 rue arc. The cupola may swivel 
independently of the main turret, and so it is not affected 
by which way the auto-cannon is pointing. 

"S/";' ". ' SiDt C-BJ ' tiiii "~:jj!. · 

~.~ oo;,, ~'LJ~";;: .cc~~tJ· JL!i ,,:~ ,:fLLL~ 
hJt&.Camon 1).20 21).72 8 06 ·3 2' x 1" 

'~':.:'": 'O:~I[Q ~1,1;;Jllijf§E1E9" ~~~~.· ;;".~'~;;;;#GlllitC . ::, 
Smoke Laur.chllf 0-20 2C-60 I Ill " 

:::$O/Ii,: •• :.,:".w, ·,o' .Q,lf ·~:ft;:8nrstl?~i2,r:lG:1 =~::?Z::¥@f.:k': , 

Note that the auto-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 arid auto-fac 
Ejector seats 
4 targeters for auto-cannon, both las-cannon , 

and cupola-mounted bolter 
Communicator 
Sensor package (bio-scanner, energy scanner, 

cad-counter) 
Medi-pack 

Note that the I" power field covers the entire vehicle. 

• ARMY LISTS 
.The following additions should be made 10 the Vehicles 
sections of {he Space Marines and the Imperial Guard army 
lists. 

Space Marine Army List 
Vehicle 
Predator 

Points 
600 

Custodian 
Techmarine 

Imperial Guard Army List 
Vehicle 
Predator 

Points 
600 

Custodian 
Adeptus Mechanicus 
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Thr rules for bikes arc basically the same as the rules fo r other 
vehicles. However, while we've super-detailed these rules (see 
W0103), some of the specia l (Iamage results arc obviously 
inapproprate for bikes (lUcrel hits and door jams, for txlmple). 
These new results tables therefore replace the vehic1especial 
damage charts for bikes. Other rules rem2in the same. Players 
should notc that any hit against a bike m:l.y hit a rider, and 
all hils :ue lherero~ randomised between crew (1,2, 3) and bike 
(4 ,5 ,6). HilS onlO Ih e c rew of a side-car combination are 
r:mdomised between rider and passenger. Because of this. the 
damage tables do not include a separ.uc category for riders 
or passengers. 

Whenever the bike takes damage resulting from a hit , the player 
rolls a 06. If the bike has taken more th:m I pOint of damage, 
add + I to the dice score for e:lch additional damage point 
suStained. If the resuil is 6 or mo rt; then the sho t has caused 
special damage. The p layer rolls a fUriher 06 and refers to 
[he Hit Location Tab/e. 

If the vehicle is reduced to zero dam:lge POilUS, subsequent 
damage will automatically cause special damage. Roll a 06 
and refer to the Hit Location Table. 

In the box 10 the right is a ll the information YOli 
need to incorporate bikes into your force. Bikes may 
be used in Imperi al Guard or Marine forces , Rogue 

Trader cnlourages, or Squat armies. 

, 
r, " • , , 

~ , 

'" 
• 

RT 

SKIDS AND COLLISIONS 
Except where otherwise stated, skidding vehicles cause and 
susrain normal damage for collisions. In the case of a skidding 
bike, this may be superfluous of course. See WH40K p40, but 
remember vehicles never suffer damage from creatures if the 
vehicle's tougbness is 2 o r more greater than the crc:l.lurc's 
tOllgb'less. 

SPECIAL BIKE C"ONTROL LOSS 
Any bike hit by a (rag or crack grenade, missile, or heavy bolt 
gun , automatic:llly goes OUI of control for I turn . This 
repres~nts the bike being physically thrown aside as a result 
of Ihe explosion . 

0 - 10 Battle Bikes 

LAND 
Max Me! Max 

D" 
32 16 

Equipment: none. 

AIR 
Min Ace! 'tU Cp T D Sv Eq W 

Doc 

5 5 0 2 

Armament: none or twin forward firing bolt guns 

Points, 6H 1- " with boll guns 

~ • ~ • \ . \ 
, 

, .' ", T 
(' If' ~ 

, ':'" 
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BIKES SPECIAL DAMAGE CHART 
Score (D6) Affected System ,'" HIT 

1-2 Wheels .C"':nON T ..... 
3-4 Body 
5 Armamenl - see Vehicle Chart WDI03 
6 Eq uipment - see Vehicle Chart WDW3 

WHEELS, BRAKES AND STEERING 
1 BRAKE SYSTEM 

Th~ b ... klnll .y •• ~m I, .hanered .nd ren<k,ed almos. u.de"". The bike', 
maximum ... e o f dtcdc ... lon Is ",duC(d.o 2", ""en if.he bike ... bs«tu~ntly 
8"'" <lU. of con.roI. 

2 TYRES 

Thc blkc', 'y", •• rc .om (rom .M whed •. Roll a 06, :>tkl+ I if the bike ;, 
moving OVcr d!fficuh ground . If .he orore i, 6 11K bike sklds (Ott bc:low) 
o.lM:rwl~ 'M rider mal ..... llU IW blJ"""c. The bike', "",,..imum sp«d Is 
hah"Cd. If ... ,..,111"11 fnler, .he bike au.onu.IC2l1y dttdk ... ,C$ '0 .. i.hin ito 
new mulmum ~ed In lIS following .urn. 

JSKID 

Unless .he bike is swionuy II i, .hrown violentl)' off<OUnt, C2us1ng 1 • • 0 
skid fonvanl$ 06" Ix-fOlt coming to a halt f:King in a "mdom dilUtion. If 
tlK ...,hld~ . kldo 0\.." difficult ground 0' 1 .. 0 an)' obo.xlc it Is dC$".,yc:d 
and tlK ctno' killed . If 5l:I' iotury Ott s_rlng. 

4 STEERING 

The .. "",Inll 'plem I, badly damagnl m.o.king it diffICult 10 cOfltrol .hc bike 
:l1 opced , If , .... ·elllng:l1 OVe, ,0 ' .he "chicle goes our of control for the 
rem. ln<k, of .he g.me. The bike', tutnlng .. diu> i. incrcucd by I. 

S SUSPENSION COLLAPSE 

The bike', whcd coUaptc., buckles .nd bounce. off os .he machi ne nOK 
dive,lnto ,he ground. Sl.Otlonary .. chiclC$ued<:otroycd, lhei, ,"",w. nttdlng 
to m.ke .hel, b""lc •• vel or Ix- klilcd. M""lng bike. skld fOrw:1rd 06" before 
COml<ljl'o a pcml,,"cnt bol •. The crew mU>! m.ke their hoslc.a,.." or be klUed. 

6 SYSTEMS fAILURE 

The bydropl""tlC IInCI powerlng.1I ",cering. braklllS .nd other function. 
a", d<:>t«>]led, Kndlng Ibe vchlc le oul Of cOnlrol for the rem.inder of Ibe 
g.me. The crew on do no.hlng olhe, th.n h.IlS on. but m.y at",mp' to lup 
off the bike during thel. nl""cnlCnt ph:lSC Should they wish. 

If the result is either equipment or armament, use the normal 
vehicle charts to ascertain the damage. Otherwise use the 
special bike charts given below. Go 10 the appropriate special 
damage chart and roll a furth er D6. 

BODY AND ENGINE .. . 
1 ARMOURED CASING 

The biker I, lucky ."d the d.m,ge i. re.trict"d to .he .. mO\lred portion. 
of .he bike. The vchlde goc. ou. of conrrol fo, I 'Uttl. 

2 ENGIN E DISABLED 

The bike's ~nglnc Is .""civc.thc forcc of.be hit. reducing I .. (>OW<'. SC\'c'ciy 
.nd c.u,lng thick-oily ,nloke '0 pour from ito U.ing. H.l f the vehlde's 
maximum move .nd accAke ..,""' •. 

J THROTTLE JAMMED -
The bike pull' fOrw::lrd at full throttle. xcc1cr::uing at itS tn2J[;mum r;IlC per 
turn until II rcxha .wlcc i l~ ...........J mnimum 5JICCd.- 1hu for Io$s of contrul 
must be t.ken as .ppropri"c (W H40 K (>40). Crew may do nochi"ll oclK. 
than hang on or . " cmpt to koop off. 

4 ENGINE DESTROYEO 

With a lM:avy clumping nolJ<: the engine grind$ CO :ln sudden h:dt .• h.cdding 
mcch.nlC21 component> .nd bu .. 'ing into n.mcJ as it don .... TI.e bike I.s 
",n<icl"C'd u~ICII • • nd.1I equipment i. C2rn:o mw. be ah.:ttKloncd. The ctno' 
must ""'ke .helr bule »vinB .hrow or be killed. 

S TRANSMISSION SHATTEREO 

The bike' , powc, , .. nimlliion ( .... gment. into countless tiny piece. of 
sh ... pncl. The bike .kld, fo' ..... rd. 06" .... hll .. the rider (.nd .ny pillion 
llaucngcr) il pitched 06" In a ... mdom direction, .nd must m.ke hi' b .. k 
.. vlng .hrow or pe,l.h . SI<kc., p"""'nge ... '" .... ppcd and killed a. thc bike 
Cl<plodc: • • t ,he completIOn of ItS skid. The Cxpl05ion h ... bu ...... di". of 
I" and a ""'''Slb of 5 cau, lng Do{ s/>«Ial dJlmag~ IIi ... 

6 fUEL 

The blkc', fuel ce ll, bu ... open, Willing a pool of vola.ile fuel >round the 
m.chine. Roll a D6. On .he 5<:Ore of. I, 2 or 3 (hc vehicl c', power cuts ou' 
"nd ,he ","chine comes.o.n Immedia,e h.lt. On .Il~ SCm e of, 4. ~ or 6 
.he fuel e,uptl IntO a b.1I of nre with. 2" ... diu. a,ollnd .hc vehlcl~. The 
vehicle IJ dCifO)'cd .nd Its crew must nlake tllelr b.sic Save Or peri.h. Any 
ocher nlodels within the nrC b.lIlakc •• Inglesmmglh 5 hit and D4 wound. 
where 'pprop,latc. 



This time we look at the new Devastators boxed set from the Citadel 
Designers - feanning the Land speeder two-man hover vehicle, the 
fiendish mole-mortar and the 'Thranrula' mobile weapon system, 
But first a selection of rule ideas for discussion - comments gratefully 
accepted, 

4 . Establish whether hits cause wound/damage, take any saves, 
roll for the number ofwounds/damage where appropriate and 
remove casuaJties as normal. 

VITAL HITS 
One of the most common questions about the WH40Krulcs concerns ~:..::...::"-'='-:c:-"--"-=-~~ ___ ~~_~ __ _ 
the procedure for area fire, especially with regard to deviation. In 
my Marginalia article for WH40K, I confessed that even I wasn't 
entirely happy with the system. 1b summarise briefly - the procedure 
as given in the bookis: I) placeyour area marker; 2) roll for deviation 
using the area marker size deviation number; 3) roll 'to hit' each 
target within the area usingthe firer's BS; 4) roll 'to wound/damage' 
on any hits; 5) take saving throws. 

WH40K was designed as an adaptable game which could accomodate 
new systems where necessary. An alternative system for area fire 
is as follows. 

REVISED AREA FIRE 
PROCEDURE " . . . ' '".;'i'!' " 

1. Place area marker over target as normaL 

2. Roll to see if the shot lands on target or 'deviates', The chance 
of a shot deviating is now based on 85, nor the size of the 
template. This directly reflects the chance of the flfer landing 
his grenade or mortar bomb on target. 

BS Deviates on D6 score of 

1 1 or more (always deviates) 
2 2 or more 
3 3 or more 
4 4 or more 
5 5 or more 

6+ 6 or more (minimum chance of deviation) 

Any weapon 'to hit' modifier may be added to the BS of the 
firer. No other modifers apply. Shots which don't deviate are 
worked out with the area marker remainingas placed. Ifashot 
deviates, the missile, grenades etc, land slightly off-target. 'I1l.e 
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). ~pon modifiers do not apply. Note that some weapons 
still hit automatically as defined in the rules. 

This idea was sent in by Paul Quinn and it's ideally suited to small 
games. I'm certainly ~ingto use it for our WH40KimproYised 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 shot hits a vital spot. 
The following rules then apply. 

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

2. The firer may instead make three 'to damage' rolls at the basic 
strength. each damaging hit causing wounds/damage as 
normal. 

Paul goes on to say that this rule doesn't really work with following 
fire weapons. I'd agree. Perhaps the best solution is to say that 
following 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 following fire ability. Players wishing to try out this rule should 
note that only a single saving throw applies in case 2. 

DEVELOPING PSI-POWERS, 

Several players have asked me about the development of psi-powers 
in campaigns. Psi-powers can certainly be increased in theory -
although there are no rules for this in the WH40K book. I would 
suggest that the GM awards psykers 1 point every time a psi-ability 
is used successfully under battIe conditions. When the psyker has 
10 points (presumably accrued over a few games) the player trades 
them in for an extra ability. 

Ifthe psyker already has the maximum number of abilities, it is not 
possible to gain more. Instead. any ability may be 'swapped' for 
another ability of a higher level. 

When a new ability is earned the psyker also gains a 10% chance 
of ~ing to the next highest mastery. 'I1l.e player should make the 
dice roll. The player may not choose a new ability 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 ieYel4, he has attained the highest grade. 
However, the psyker may still gain In power, and may continue to 
SYIap spells once 10 points haYe been accumulated. Although the 
psyUr cannot advance in mastery, there is still a 10% chance of 
gaining an extra D6 psi-level. Because this gives d theo~caIly 
unlim.Ited psi-level, GMs should place a practical maximwn as they 
see fit. 

THE TARANTULA 

The1'drantula has three basic componentS, a mobile grnvitic-powered 
base, a body including auto-aim and taI'gJ!ter S)Stems, and armament. 
It is, in effect. a robotic weapon mowu controned by a crewman 
who can move the ThrantuJa from place to place and select targets. 
The crewman and brantuJa must remain within 12· or control 
becomes ineffective and the Taranrula is then tmControllcd as 
described below. 

A crewman may not use weapons or en~ in close combat whilst 
controlling a Taranrula , If the crewman moves out of control range, 
fires a weapon, becomes ~ngaged In close combat, or is slain, the 
T.uanruJa 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 shooting phase, and must then fire 
on the nominated targct/s in the side's (onowing shooting-phase. 
If a nominated target is no lo~r visible, the weapon cannot fire 
at all . This rule only applies to uncontrolled 'IarantuIas. Controlled 
T.uantulas may fire at any visible ~ within ~ just like a normal 
trooper. Any Thrantulacrewman can lake control ofanyThrantula, 
but may only control one at a time, 

Note that Thrantulas have noLd, Inc, Cl or WP, and have noA and 
therefore no "'5 (they are struck automatically in hand-to· hand 
combat). They cannot fight in close combat and take special damage 
in the same way as robots (see WH40K, p43) . 

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

PV .. 20 + weapons, equipment and crewman. 

THE MOLE MORTAR 

The mole mortar employs an inverted mortar launcher and special 
ammunition to launch a subterranean shell or 'tunnel·torpedo' which 
burrows its way underneath the battlefield . The mole mortar was 
actually de\doped to attack tunelling vehicles, but was so successful 
it is now used as a short range assault weapon in its own right. 

3-4 The shell barely breaks the surface before exploding in a hail 
of earth. ~rk out damage normally. In addition, any low 
wall, hedge or other scenery within the burst area is levened 
and destroyed. Buildings may be damaged as normal . 

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 
for every point of strength of the exploding shell. In the case 
of the tunnel torpedo, this is a 6. AIry mode1s within the burst 
area may be hit and damaged as normal. Once casualties ~ 
been removed, the area indicated by the marker sinks and 
forms acrater. This can be represented by marking the crater 
rim with small stones, cork chips or similar material. 

The mole mortar can be used to atrack tunnelling vehicles, The 
weapon has a 360° arc of fire when firing in this way. This works 
as follows. The firer declares he is frring speculatively against 
tunnelling ~hicles he suspects may be near. The GM checks the 
position of enemy Mmelling vehicles, and if a vehicle [jes within 
the weap.m's range he must test for a hit. lbdo this, the OM secretly 
rolls a 06. If the score is 6 the shot has hit. The GM works out all 
results in secret, neither player should be informed about what is 
happening. If a vehicle isdestroyed it simply fuils to appear, neither 
player is told of its loss, . 

The mole mortar is designed to fire its own special tunnel torpedo 
with strength and details as shown Qn the weapon profile. It may 
also fire any other standard shell type. The mole mortar is normally 
crewed by two models. 
PV .. 50 + crew. 

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

LAND SPEEDER 

The land speeder is a patrol and light batdelleld 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 conunanders: It is a hoverer, and 
rules 1 to 3 apply as given on pI05 of WH40K. This ubiquitous 
vehicle can be easUy modified to perform a variety of roles in many 
different environments. The proffies for thrte ~ are gi~ below 
as standard, fast attack and suppon variants. 

, 2 7 15 , 3 4 -

~pons and equipment variants are: 
It has a restricted range of between 6- and 4S-.!t has a normal 
fir~-arc of 90°. The fir~r must first secretly nominate a target point Standard 
within the range and fire-arc of the weapon. During fonowing turns 
th~ firer may adjust the weapon to esrablisH a fresh target point, 

Equipment: COmmunicator, Auto-drive, Auto-aim 
and targeter for main armament. 
Armament: Multi·melra (main), Melra-gun. 

bUi the weapon may only be adjusted ~nough each turn to move 
th~ target pOilU by 4 8

• 11te weapon may not be adjusted and fired Past attack 
in th~ same tum. 

When used against normal taIg.$ the firer should position his area support 
marker and roll for deviation as usual. Then roll a 06. 

Equipment: 3 auto-aim units. 
Armament: 4 independendy firing bolt·guns. 

Equipment: Conunun.icator: Auto-drive: 2 targeters. 
Auto-systems. 
Armament: 2 las-cannon. 

' -2 The shell spins out of the groWld at a tenific rate, leaping 
into the air and exploding. ~rk out damage as for a normal 
shell burst. 

1ndividuaI commanders may eJect to vary these weapons in any ""'0'. 
All weapons and equipment are bolt-onlbolt-offto facilitate speedy 
replacement. 



RAPIER CARRIER 
WITH MULTI-LASER, 

Rapi~r carriers ar~ incorporated im o 
Imperial Army forces aI bOlh the company 
llId regimental level. Each troop company 
Ilas a support squad which ideally includes 
5 Rapier carriers as well as other mobl.1e: 
iuppon weapons such as Mole Mortars. In 
practice, the natural attrition of 
campaigning tends to mean that support 
squads operate w ith whatever they can get! 
They are easily distinguished by their blue 
'millery' unifonns, with yellow sho ulder 
pads b~aring t he co mpany insign ia. 
Individual Rapiers are also used in the front 
Iin~ to support infant ry squ:.l.ds. 

At the regiment:.l. llevel , !Upiers and other 
heavy weapons are organised into whole: 
wpport companies. These unwieldy outfits 
Ife used to provide heavy bombardments 
oren masse support for major offensives. 
In theory, a company compri ses IO 
machines, often divided between 2 types, 
such as 5 Rapiers and 5 Mole- Mortars. But 
they are o ften reduced to so few weapons 
that they are forced infO :.I. supporting role: 
Qfl the battlefield , rather like the company 
support squ:.l.ds. 

Rtgimental support companies wear the 
iU\1C blue lunics as the company suppOrt 
squads, but with a dis tinctive red shoulder 
pad rather than yellow. 

RULES 

The Rapier has ils own profile like any small 
rchicle. BUI unlike a vehicle, its crew may 
be targeted separately. When it becomes 
lIr(essary to rando mise hits between the 
m:w and C:.I. rrier, roll:.l. D6: 1-4 the c:.l. rrier 
is hit ; 5-6 a crew member is h it. 

Rapi~rs have a crew of 2. Wit h bo th 
crewmen the Rapier may move and fire 
during the same turn, even though th e 
weapon carried is a slow loading weapo n 
llId cannOt normally do so. If a crewman 
is lOlled, the we:.l.pon may nOi move and fire 
in the same turn . 

bpiers :.I.fe equ ipped with :.I. n auto-dri ve 
"'hich al.lows the carrier 10 move forw:.I.rd 
on its own , thus making it possible to move 
and fi re during the same turn (with full 
crew). Rapiers also have a targeter to 
improve th e acc u racy of th e weapo n 
carried. J"he crew are still requi red 10 
operatc and fire the weapon as well as 10 
di rect the carriage irsc1 f. Th e Rapier 
illustrated is fitted with a mu lti·laser: a 
popular and effective support we:.l.pon 
w ily recognised by its quadrupal laser 
{h~mber. 

HARDWARE 
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) 

multi-laser 

24 6 2 

Equipment :-AUIO.dri~e, Thrgeter / 
W~pon: Multi-laser 

170 + 

"Pc'", i. no! in my YOC.Ibuury:· 

o 

Optional Rapier systems: The Rapier is 
capable of mounting a variety o f heavy 
weapons. This may bc achieved without 
converting your model, so long as your 
opponent is aware which weapon is 
being mounted, and the :.I.ppropriate 
po ints cost is p:.l.id . 10 substitute the 
muhi-l:.I.ser fo r :.l. mul ti-melta costs + 10 
points. To substitute rhe multi-laser fo r 
las-cannon COStS + 50 points. 

,o,H,ibu.cd 10 J .... Mordik., 
Comml .. d ... 13.h/Slh Support Res;m •• , 

Rick Priestley 

91 



HARDWARE 

92 

THUDD GUN 

There have been few major invemions or disruptive social 
changes over the ten thousand years of the Imperium's history. 
In an empire of a million worlds, style and fashion are only 
incidental forces amidst the endless v.triety of hum an culture 
and civilisation . And the arms and armour of the Imperium 
changes very little. 

Thudd Guns are recorded fighting inside the Imperial Palace 
during the Horus Heresy, defending strategic corridors against 
elements of the Theacher Legions attempting to storm the 
Emperor's inner sanctum. Three thousand years later, the First 
Tyrannic wars saw Thudd Guns used fO defend Imperial 
settlements against the ravages of the 1Yrannids. In the currem 
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 tbese weapons Quad-launchers, 
referring to their quadrupel barrels. However, the troops 
always call the machines Thudd Guns, because of the 
distinctive tbud .. tbud .. tbud .. tbud noise made when a salvo 
of its high explosive ammunition is fired. The shells are fed 
imo each barrel from four separate magazines, giving a very 
high fire rate and area of effect. Not only is the ammunition 
feed automatic, but the Thudd Gun is also self-mobile thanks 
to a small robotic tractOr unit. 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 sh.ll carry our word, 

We will correct . nd unify. 

H. i!thc !'" 

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

0-5 Imperial Thudd Guns 

Imperial Tbudd Gun: standard model 

Short Long Shooting to Hit Stt 0= 

=g' =g' Short Long 

O·IZ' 12·36' ·1 6 

s~ Typ' "", T,,,, 
mod e H S F 

-2 4" , 1" , 
Poims Value : ,0 

1 The Thudd Gun is a heavy weapon with an associated 
move penalty of 4". However, because the Thudd Gun 
h .. s its own tractor unit, it is moved like a vehicle. It may 
move on the tOlbletop up to 3" per turn. It is treated as 
a tracked-vehicle for purposes oftern.in restrictions and 
movement penalties. 

2 The single crewm .. n must rem .. in within 2" of the gun 
at all times. If, for wh .. tever re .. son, the crewman is killed, 
and there is no figure within Z" to take over, the weOlpon 
repeats whatever it d.id in the previous turn. If it was 
moving it maintains the same direction and speed; if it 
was firing last tum, it keeps firing at the same spot. This 
continues until a model is moved to within 2" to take over 
the unmanned Thudd Gun. If a crewman is engaged in 
hand·to-hand combat, the same rule applies. The gun will 
continue to do wh:;u it did last turn until an unoccupied 
model is aVAilable to control it. 

3 A Thudd Gun may be pivoted on the spot during a turn, 
but this coums as movemem Olnd prevems the weapon 
moving any further. 

4 A Thudd Gun may not move and fire in the same turn. 
Its crewman mOlY move whilst operating the weapon, so 
long OlS he remains within Z". The crewman may not do 
anything else. 

5 The Thudd Gun uses the unique multiple bUl'St template, 
as shown in the diagnun. To make your template, copy 
the individual bunot nurkers onto a piece of card, cut them 
out and fasten them together as shown. The template is 
used as follows: 

( 

1. Nominlte the target point as you would with any 
weapon. Determine deviltion as normal. With the target 
poim established, place the first marker with its centre 
on the target poim Olnd the 'F' for firer pointing directly 
towards the Thudd Gun. 

2. Roll a D12 and move the second marker so that the 
arrow lines up to the corresponding number on the first 
marker. 

3 . Roll a 012 and move the third marker so thOlt the arrow 
lines up to the corresponding number on the second 
marker. 

4. Roll a D12 and move the fourth m;u-kerso that the arrow 
lines up to the corresponding number on the third marker. 

S. Any model partly or wholly within :my of the burst 
markers is considered to be a target. Make '[0 hit' and 
'damage' rolls <IS normal. 

6 The Thudd Gun can only be dlmaged by a weapon with 
astrengtb of at least 6. Ifhit by such a WCOlpon, the player 
should roll a 06 for every poim of damage normally 
caused by the weapon (roll a die if this is v..riable). If .. ny 
die roll turns up a 6 then the Thudd Gun is out of action 
for the resl of the battle. 
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THUDD GUN MULTIPLE BURST TEMPLATE 
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Assembling the Multiple Burst Template 

Copy the des igns onto card and cut out the 
individual templates, Use paper fasteners to 
attach the templatcs together as shown , Note 
that the paper fastener should be pushed 
through the centre of the template and 
through the tab of the template to be jOined. 

LAND SPEEDER ARMY 
VARIANT 

5-8 

• 

• 

The Land Speeder is the most commonly used vehicle in 
Imperial forces. Variants of this light, two-man hover vehicle 
1fe used by the army, by the marines and by all branches of 
the Adeptus Terra in some capacity or other. Many versions 
lre unarmed, or specially equipped for their required role. 
Others :l1"C designed co fulfi l battlefield rolcs. The configurntion 
described here is the standard army modd, w hich d iffers from 
the Marine variant in armament type. T h e 360 0 dorsal 
mouming is fitted w ith a heavy p lasma gun . Underneath in 
the nose section , a special mounting is pro\'ided for a heavy 
bolt-gun. This combinat ion o f weapons Is a particular 
famu rite of the army, combining long range fire-power with 
I'ersatillty. 

Field c rews can be disl.inguished from ordinary army troopers 
by Iheir almost white, pale grey uniforms. Helmets are a150 
white amongst ordinary crew, varying in the case of specialised 
and senior pilOts. Both crew members arc piiOlS, as indicated 
by the pilot badges on both uniforms. 

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

0-5 Imperial Speeder. 

Imperial Speeder: standard model 

Sbort Long SbOOllng w Hil Str Dam 
range range Sbnrt Long 

24 , 

Save i-=-r-;C;::-r::-i Area Teeb 
mod C HSF 

27156" 3 

Equipment: Auto-Drive, Auto-Aim, Thrgeters (2) 

\,('eapons: Swivel moumed heavy plasma gun (with 360° 
traverse) and heavy bolter. 

TEMPLATES 3 AND 4 AS 2 

9 - 10 

" 
'2 LASSEMBLY~ 

2 3 4 

TOP V I EW 

CCilS~ purpos~ ~nd die.. 

, 
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CRATERS 
SCENIC SENSE 
Scenery is an important element 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 set the cover out to form alternati ve 
approaches to a target . When playing, I'm equally careful to 
exploit cover to 'hedge-hop' towards my enemy, trying to avoid 
presenting a clear target. I say 'hedge-hop' because one of the 
easiest sorts of scenery to provide is a lichen hedge, or a rocky 
outcrop made from broken cork or stone chips. However, these 
fealUres can get a little tiresome after a while, so it's a 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 departmem, ie, in the form of craters. These 
lightweight, virtually indestructible vac-formed cavities 
present some interesting opportunities for 41st millennialists 
everywhere. Read on and see. .. 

THE CRATER 
Craters are a distinctive feature of prolonged artillery battles, 
peppering a battlefield and distorting the underlying scenery. 
Even in smaller banles, shell bursts may leave craters which 
then form important 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 
otherwise barren landscape. In WH40K there is the additional 
possibility of the battlefield being pock-marked with meteor 
craters, lava craters or the remnants of hot-springs. 

In this article 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-battlefield bombardment to 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 03 bombardments at a cost 
of 25 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 to 
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 produce 
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 that bombardments are not used (althOUgh players 
are welcome to inyent rules to 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 to land. Roll a 06. A result of 6 
means the shot finds its target. On the score of a 1 the shot 
deviates by 206" in a random direction. On the score of a 
2-5 the shot deviates by 06" in a random direction. Once the 
landing point has been determined, mark the spot with a 
suitable object. Now roll a 06 to determine the crater size. 

D6RoU 
1 
2 
3 
4 
5 
6 

Crater Radius 
~" 
1" 

Ilh 1/ 

IV." 
2" 
3" 



Posil.ion the template with ilS cenlte over the landing poiO! , 
removing any scenery as you d o so. If the shell lands on a 
building it w ill only leave a crater if the cnter is at least as 
large as the building, in which case the building is removed. 

Once you have established the position and size of the first 
enter, roll a 0 6-1 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 06/1 plus twice its radius 
from the first landing point . A 012 and the standard clockface 
system can be used to establish direction. Bc::ca.use the disunce 
is always greater than the craters' radii , they never overlap. 
Subsequent cnters will be the same size as the first , and are 
positioned foUowing the same randomly established direction, 
al 06/1 plus twice the radius from the previous landing point . 
For example, if the second cnter lies at 6 o'clock from the 
first, the third is at 6 o'clock, as is the forth, and so o n . They 
will thus fo rm a long line - altho ugh the disunce between 
craters will vary according to the 06 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 o f 60r greater. This will therefore include melta-guns, 
autocannon, hC:lVY plasma guns, multi-meltas, crack missiles 
or grenades and me1ta-bombs. Shots do not inevil:mly cause 
a crater, no r is the size of the crater necessarily determined 
by the weapon . Both w ill depend very much o n chance. 
Therefo re, once damage has becn wo rked out, roll a 06. 

Dice roll Crater 

~ 
1 None 
2 \'.I" 
3 1" , 4 1\'.1 " 
5 2" 
6 3" 

CRATERS 

Position thc crater ovcr thc point of impact and removc 
underlying sccncry. Any infantry models in the area are flung 
by the shock wave to a rando mly determined point at the edgc 
o f the crater. These models are moved to face directly away 
from the crater 's centre, lying d own , but otherwise unhurt . 
Vehicles c:mnot be displaced by a crater, but may go out of 
control during their movc as they will be crossing difficult 
ground (the crater). 

Mole mo rtar shells, or tunnel torpedoes, arc designed to tunnel 
their way underground . Shells m:ly spin clear of the ground 
befo re ex pl oding, ex plo d e :It the s urface, or explode 
underground. Shells which clc:lr the ground m2y love a crater, 
but this is likely to be small : deduct -I from the D6 die roll 
to determine crater size. Shells w hich explode on the surface 
Ic:ave craters as normal. Shells which explode underground 
automatical ly 1e2ve a 3" crater. Craters resulting from a IUnnel 
torpedo do not throw models out o f the crater, instead models 
are knocked over and drawn irlto the crater·s centre. Vehicles 
arc automatically bogged down, and C:ln only move o n the 
1)6 ro ll of a 6 (5 or 6 in the case of tracked vehicles). Where 
m:lny models end up at the centre of a crater they must he 
positioned as closely as possihle. 

CRATERS AND COVER 
T he area covered by a crater, including the rim itself, counts 
as difficult ground. The rim offers cover and obscures line 
of Sight exactly Iike:l hedge o r wall, but is not 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 cove r for models within the crater itself. 
However, cover cannot be c1:limed from a half inch radius 
crater as there is insufficient roo m for an infantry model [Q 

crouch within it. 

Rick Priestley 
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CHAPTER APPROVED 

IMPERIAL 

ROBOTS 
The command bunker had been under fire for 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 wilh the mechanism, and the picture flickered 
cominuously. Chavez sighed . He had long s ince d ecided that 
the situatio n was critical. He grinned at the Adeptu! 
Mechanicus technician huddled behind a Slack of ammunition 
boxes. 

"Not like the training rituals, is it?" 

Anmher shell burst overhead, and the lights wen! out . The 
shoulder light in Chavez's armour came on aucomatically. 

"Damn . Thai was close," Chavez turned the holo-map on 
again. The Orks were closer Ihan ever. Eight-lo-one odds wert: 
the stuff of Chapter hislOry, unless you had 10 face them. 

"Where's our support ? Anything?" 

TIle Brotller-Sergam at the commnet terminal shook his head. 
" Three Dreadnoughts a moment ago, but they s topped 
transmiuing. No telemetry. They 're de:td, Brother-Captain ." 

"Time to le:tve. 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 
d:tmn 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 commnet in Chavez's ear was a constant chatter of repons 
and ClSualty lists. Chavez checked his bolter and slapped home 
a fresh m:tgazine. " I 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 o r whatever mumbo-jumbo you use.. 
Pray if you must." 

"Sir. Lord . Captain . The Rite of Battleprep is a delicate 
ceremony. I must have time to offer the libations and the 
sweetmeats. I must cast the runesofRobolics. J must-glmpfff! " 
The adept fell silent as Chavez placed a bolt pistol under his 
chin. 

" You mus!. .. undersund what is about to happen . Either I 
w ill kill you, the Orks w ill kill you slowly, or your damned 
Robots will kill the Orks. Am J making sensc?'· 

·'Yes." The adept was a lre:tdy working on his preciOUS 
machines. " Yes." 

"Good . Five from now I want those things in support ing 
pOSitiOns." Chavez was running up towards the ridge. The 
Brother-Sergeant foJlowed him . A Circle of smoke and dust 
popped out of the tunnel and rolled across the valley, keeping 
its shape all the way. The bunker's demolition charges had 
done their work. 

As Chavez reached the ridge the first Robot began the same 
climb. The explosions rocked the hill and showered earth o n 
the Marine positions, but help was coming .. 

THE LEGIO 
CYBERNETICA 
The Adeptus Mechanicus is divided into many sub-branches 
and divisions. E:tch specialises in one of the myriad are:tS o f 
the technical an:ana. The Lcgio Cybernetica is one of the oldest 
paris of the Adeptus Mechanicus. Its records stretch back 
almost unbroken to the very fin t days of the Imperium and, 
it's:lssumed, to the times before the Imperium. The Legio has 
a long history, and its memben regard themselves as an eiire. 

The Legio is responsible for the care and construction of all 
Robots throughout the Imperium. Robots may be used by:l11 
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 miliury opcra.tions. 
The Legio continues to serve, aware of its value:tS a fighting 
force, even in the face of 90% p lus c:tSua lties. 

The Lcgio is orga.niscd into scveral thousand cohons, although 
only :t percentage of these is ever act ive at anyone (ime. Each 
cohort is in turn org:lnised into maniples of three, four o r five 
Robots plus a Legion teCh-adept . The number of maniples in 
a cohon varies, but is rarely more th:ln 100. However, a cohan 
Is usually spread across an entire M:ltine force of several 
Chapten or:l single Army. Ballies involving more th:ln 4 o r 
5 maniples are rare. This is nOt to say that they have never 
occurred - during the Horns Heresy in particular large numbers 
of Robots were committed by both s ides in an effort to 
minimise human casualties until a d ecisive final baule could 
be fought . 



~ch maniple is vinually a 5Clf-contlined unit , The (typically) 
four uniLS 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, 
abo charged with making sure that a damaged Robot (which 
(ould be dangerous to Its own side) is destroyed as quickly 
as possible. Each Robot Clrr!es a self-destruct system which 
can be detonated by remOte control should its programming 
fail in some WOly. Although rarely present on the battlefield 
(If they can help it) there are also a number of other, le5ser 
tech-adepts who perform all maintenance and rqnir functions 
for the maniple. Their services are also highly sought after 
for other purposes. It is said that a tech-adept of the Legio 
is worth his weight in sp2fes and can repair vinually any item 
of Imperial eqUipment. 

Lcg.io cohom are OCC2.Sionally attached to campaigning M:uine 
Chapters, such as during Operation Canhage (the Second 
Pacification of IsstvlUl V). When the ~n Lions Chapter took 
the planet's defence forts they were preceeded by 2 complete 
Legio Cohort of Robots. The Robots had been programmed 
to advance in an apparently mindle5s fashion , and proved easy 
targets for the defenders. However, the Desert Lions used the 
opportunity to map out the defenders ' fire-plans and blind 
spots. In the Lio ns' ensuing aSS2ult only seven Marines were: 
lose. 

All the surviving Robots were inducted intO the Chapter as 
honorary 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 
preprogranuned, non-bio logical natures make them the perfect 
troops to use against mutants and other conta minated 
populations. The terror value of Robots when used against 
unprepared 2nd underarmed troops has no t gone unnoticed 
by th e Inquisitio n . This, combined with their unflagging 
loyalty, has made them valued additions to the Inquisition's 
armoury. Cohons attached to the Inquisition are usually staffed 
by technician-Inquisilors rather than Legio Adepts. Robots may 
be pure and incorruptible ; men are not . 

This was proven during the Ho rus Heresy, w hen many Legio 
Coho rts rebelled under the leadership of Warmaster Horus. 
The Cohom had been placed under the Warmaster'sconunand 
in preparation for a new crusade. When Horus commanded 
his forces to move against the Emperor, the Legio Cohorts at 
his disposal were amo ng those to obey. In the subsequem 
fighting many more of the Adeptus Mechanicus joined Horus 
and his rebels, but this did not alter the bct that parts of the 
Legio had been the first to declare for the Warmaster. Following 
the defeat of the Heresy and the banishment o f the Traitor 
Legions, the disho no ured Legio Cohorts also ned into the Eye 
of Terro r, where they remain to this day. 

Since the defeat of Horus the Legio Cybernetica has pledged 
itSelf anew to the Imperium. Its members now take binding 
oaths of loyalty more terrible than any Marine Chapter oaths. 
Over the millennia they have regaine d th e respect and 
admiration of the rest of the Adeptus Mechanicus, the Imperial 
Guard, and the Adeptus Astartes. 

Legio maniples re:quire less transpon sp ace than s tandard 
military units (Robots can be Clrried 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 usc standard armaments , 
reducing the need for specialised supplies, and can interchange 
partS with Dreadnoughts . All this makes them extremely 
popular with practical military commanders. 

Some o f the older CybernetiC:!. cohom 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, 
as Robots are often cannabalised to provide parts for their 
damage d brethren . Given the lifespans of Imperial 
techno logies wh e n maintained , such claims becom e 
reasonable. It is indeed possible that one Robot's leg, o r Power 
Field o r cortex has been in almost constant use for mo re than 
ten tho usand years. 

IMPERIAL ROBOTS 

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 turn 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 s ides during the Ho rus Heresy. The designs 
have remained virtu ally unch anged since that time, with 
perhaps only mino r cosmetic v:a.riations. 

Many Robot components are identic al (o r n early so) to 
Dreadnought parts. This compatibility simplifies many supply 
and repair problems. Legio cohorts have, fo r example, been 
ca nnabalised out o f existence to provide spares for 
Dreadnought suits! In return Legio Cybernetica 2depts have 
not been averse to dismantling Dreadnought suits -sometimes 
even killing the pilot in the process - when making battlefield 
repairs. 

What makes a Robot different from an unoccupi ed 
Dreadnought suit is itS cona. This is an anificial brain of sons, 
which is contructed from artificial proteins and enzymes. This 
cortex is imprinted with simple maintenance and movement 
routines - a rudimentary 'mind'. These enable the Robot to 
obey simple ins tructio ns (,"Open the Weapon Bay Door, 
Please ... Move Ahead to the Holding Area" ete) when away 
from the battlefi eld. These 'firmware' ro utines (so called 
because they are 'w ired in' software:) are often patterned afu~r 
living creatures, and a Robot may develop a dog-like devotio n 
to its technician-master. 

Before a battle the firmware routines are overlaid and replaced 
by the Robot 's combat wetware (ie the software o f a protein 
computer). This new cortex program, which can be ch:mged 
for every b:utle, defines, fort:XafD.ple, how and when the Robot 
is to fire its weapons or detonate its self-d estruct charges. 

Each piece of wetware is held in a small slice of bioplastic, 
about 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 a medicine pouch so me 
o f the robot's bravery passes into the warrior; even some 
Marine Chapters have been known to fo llow this traditio n . 

Without its cortex a Robot is as helpless as a bolter without 
a Marine. It ca n do not h ing other than take whatever 
punishment is meted o ut to it. With its co nex fully 
programmed, however, :it Robot can prove itself the equal o f 
many other creatures on the battlefield. 

FLAMER 
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IMPERIAL ROBOTS 

Robots use the same profile for their characteristics as 
Dreadnought suits. This is as follows: 

1M Iwsl Bsl s T o 
Key 

o Damage Points The Robot equivalent of Wounds. 

Sv Save 

HP Hard Points 

E Equipment 

The Robot's Armour Saving Tbrow. 
Unlike other characteristics, Save is 
given as a range of oumbers, such as 
3-6, representing the Robot's Saving 
Tbrow requirement on a 06 roll. 

The number of weapon mounts which 
have been fitted to the Robot. 

The space allowed in the Robot's 
design for its cortex, sensors, self­
destruct explosives, shields etc. 

In addition to this profile it has aprogram, equipment systems 
and weapons. Each of these aspects of Robot design is 
discussed in detail below. 

ROBOT PROFILES 
A Robot is constructed in a similar fashion to a Dreadnought. 
The number of Build Points used determines its general size 
and fighting ability. Each characteristic on the profile costS 
Build Points, and the cost of an ability has to be balanced 
against the overall allowance for a particular Robot. In 
addition, certain technologies are beyond the capacity of some 
races to master: Orks are not capable of building Robots to 
the same standards as the Imperium , hence the lower 
maximum 7bugbness (8) of their Robots. 

BPs are not expended on weapons and equipment for a Robot, 
nor on its program . They are, however, used to provide the 
weapon mounts and equipment storage bays that these systems 
will eventually occupy. 

Using the rules presented here you are free to choose the 
number of Build Points spent on a Robot within limits set 
out in the following table. It is possible to construct large 
Robors, but these are beyond the scope of this article. 

Manufacturer Race 

Imperial 
0" 

Eldar 

Limits 

10-140 
50-120* 
10-180 

• Ork technology is not quite up to coping with the 'fiddly 
bits' of very small robots .. 

PROFILE TABLE 
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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 to find the 
number of build points. Movement is calculated separately, 
and is based on the power-to-weight ratio of engine size to 
Robot Build Point total. 

0 , 2 3 4 5 6 

M see Robor Movement below 

Weapon Skill WS 0 2 3 5 7 9 

Skitl BS 0 2 3 5 7 9 

S 0 2 4 6 8 '0 '2 

Toughness T 2 4 6 8 10 '2 

Points D 3 6 9 '2 '5 
,. 

2 3 4 6 • 
A 0 3 6 9 '2 '5 ,. 
Sv see below 

Points HP 0 2 4 6 8 '0 ' 2 

E 2 4 6 • 10 '2 

Characte!istio Vefue 

Characteristic nil 6 5-6 4-6 3-6 2-6 

Save Sv 4 • '2 '6 20 

IMaximum Tougbness of an Ork Robot. 

Robots may be built without some characteristics. A 'sniper' 
Robot may not need Strengtb or Weapon Skill jf it is intended 
that its should never take part in hand-To-hand combat. Such ' 
a design strategy makes an overall saving in the cost of a Robot, 
but on an unpredictable battlefield it has risks all of its own .. 

7 • 9 '0 " '2 '3 '4 '5 '6 17 ,. '9 20 

'2 '5 '9 24 

'2 ' 5 '9 24 

'4 '6 
,. 20 

'4 16' '8 20 

2' 24 27 30 33 36 39 42 45 48 5' 54 57 60 

10 '3 '6 20 

2' 24 27 30 

'4 

'4 



Robot Mov ...... nt 
The Moveof <I Robot depends upon the size of its power plant 
oompotred to the total orits Build Points, excluding those spent 
on the power pbnt. The power pl<lnt is <lSsumed to be capable 
of moving Its own weight <lround. Cross·reference the toul 
BPs of the Robot with the Build Points spent on its power 
plant to find its movement allow<lnce. 

No more th:.m 75% of a Robot's toul BPs can be spent on 
a power plant. 

IMPERIAL ROBOTS 

" . " indicates [hat then: is no need to fit a powerpl2nt of 
this size in a Robot with this number of Bulld·Polnts. No 
improvement in performance can be made. 

Eldar technology is highly adv:lflced in its integration of power 
plants and pseudomuscJes. Determine the Move of an Eldar 
Walker Robot in the usual fashion, and then increase this 
number by one. Thus a 180 Build Point design with a 5 BP 
Power Plant h:!.s M 3 if of Imperi:!.1 make, and M 4 if built by 
the Eldu. 

POWER PLANT BUILD POINTS 

Total BPs 3 4 5 6 7 8 9 '0 " 12 13 14 15 '6 '7 '8 19 20 

10-20 6 6 6 6 7 7 7 7 7 8 
21-30 6 6 6 6 6 7 7 7 7 7 8 8 8 8 8 9 

31·40 5 6 6 6 6 6 7 7 7 7 7 8 8 8 8 8 9 

41·50 5 5 6 8 6 6 6 7 7 7 7 7 8 8 8 8 8 9 
51 ·60 5 5 5 6 6 6 6 6 7 7 7 7 7 8 8 8 8 8 
61-70 5 5 5 5 6 6 6 6 6 7 7 7 7 7 8 8 8 8 
71-80 5 5 5 5 5 6 6 6 6 6 7 7 7 7 7 8 8 8 
81 ·90 4 5 5 5 5 5 6 6 8 6 6 7 7 7 7 7 8 8 
91-100 4 4 5 5 5 5 5 6 6 6 6 6 7 7 7 7 7 8 
101-110 4 4 4 5 5 5 5 5 6 6 6 6 6 7 7 7 7 7 

111-120 4 4 4 4 5 5 5 5 5 6 6 6 6 6 7 7 7 7 

121·130 4 4 4 4 4 5 5 5 5 5 6 6 6 6 6 7 7 7 
131-140 3 4 4 4 4 4 5 5 5 5 5 6 6 6 6 6 7 7 
141-150 3 3 4 4 4 4 4 5 5 5 5 5 6 6 6 6 6 7 

151-160 2 3 3 4 4 4 4 4 5 5 5 5 5 6 6 6 6 6 
161-170 2 2 3 3 4 4 4 4 4 5 5 5 5 5 6 6 6 6 
171-180 2 2 2 3 3 4 4 4 4 4 5 5 5 5 5 6 6 6 
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Build PoIn'. and Robot Size 
Robo ts which have fewer than 40 BPs in total cou nt as sma/l 
targets fo r all Shooting . 

O rk tec hnology is unabl e 10 produce components small 
enough to allow :1 Robot o f fewer than 50 Build POints_ Ork 
Robot s may therefo re never benefit from a Small target 
modifier, 

Robots with 75 o r fewer iJuild Poi1lfs arc approximatelr man­
sized, :md can be equipped with disguise systems that allow 
them to pass as biological. 

RobOls wi th 100-180 Builtl Points an:: around the same size 
as a Dreadnought sui t. In hand-to-hand combat such Robots 
have sufficient bulk andlor height to put extfll force into their 
blows. Att.1.cks from Dreadno ught-sized Robots h:tve a modifier 
w hich is applied to their opponem 'sA n,wur Saving Throw. 
The chart below lists these modifiers: 

Strength of Opponent's Saving 
Robot Throw Modifier 

4 -1 
5 -2 
6 -3 
7 -4 
8 -5 
9 -6 
10 -7 

ROBOT WEAPONS 

A Robot has intern'al and external weapon mountings. 
HumanOid Robots usually h:.l.Ve at least o ne of their weapon 
mountings as a human-like hand. Hands give great flexibility, 
as the Robot can be equipped with any standard-issue bask 
or dose combat weapon fro m a unit armoury. 

The number of weapons carried by a Robot is Umited by the 
number of Hard Points that have been provided during 
construction. The type of weapons fitted can be o f any SOrt 
available to the race manufacturing the Robot . 

Like vehides and Dreadno ughts, Robots need I HP for each 
basic o r close combat weapon carried , and 2 HP for each 
heavy weapon. These 2 HPs for heavy weapons are, however, 
combined into a Single mounting fo r the weapon . The 
impressive Siege Hammer Cllrried by Colossus Robots (see 
below) is treated in all respects as a RJunder (see Warhammer 
Siege (PliO), 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 Poillts or 10 HP for a heavy laser. 

Although a Robot can be fitted with any weaponry, the Citadel 
Imperia] Robots arc supplied w ith a prcdetennined selection 
of weapons. These have been used to generate the samp le 
robots given later in this 2rticle. It is, however, a Simple matter 
to swap arms between Robot modds (all the arms and back­
mounted weapons are interchangeable) and therefore change 
the details of a Robot 's annament. It is also a straight-forward 
business to convert Robot models to carry other non-standard 
weapons. 

L:~IO CI'b.m.tI" T"h-Ad<pt S .ul U"nlSon oj the O ... rt LIO"' with hI' 
m.Dirk. ,"'t pnor In Op.mian C",h'ge. 

lI"m.or. "ro" lh, m.no'U"f( "_,,,lInos llut rto,o,d '0 'u"".ful on 
[,.fI •• V. 

ROBOT EQUIPMENT 
Equipment spaces arc needed as SlOw:lge for :lll the non­
weapons systems of the Robot - everything, in fact , that makes 
the machine into a Robot rather than a collection of mechanical 
components. 

Some o f the systems needed by a Robot are built into its frame. 
Others must be purchased separately and fitt ed into prepared 
stowage bays. The table below summarises the Equipment 
spaces occupied by vario us systems and their Poi nts Values. 

System Equipment Points 
Points used Value 

Standard Systems 
Communicator - -
Sensor Package - -
Suspensors - -
Demolition Charge - -
Optional Systems 
Cortex , 5 
Power Field 2 '0 
Robot Power Field , 10 
Synchroniser 
Organic Camouflage 1 25 
Bombot Rack 1 2 {plus 

~renade} 

Standard Syatetn. 

Communicators 
are standard to all makes of Rohot , allowing it 10 exchange 
data with its commander and other friendly troops. A RObot 
can be slaved to another Robot's progl".un as long as it possesses 
:l Communicator. 

Communicators perform one other vital functi on . Providing 
a Robot's communicator is working correctly it will n!!Vcr 
select the sa me ta rge t :lS ano ther Robot. Co nsta nt data 
interchange prevents such a waste of firepower resources. 

Sensor Packages 
give a Robot the equivalent of auto -senses. The Robot has a 
180" field ofvicw to its front (the same as its fire :.uc). It cannot 
be affected by blinding weapons, although the sensors and 
their inherent interpreter and discriminator systems remain 
the most vulnerable part of the Robot . 

Suspensors 
arc filled 10 all the weapons carried by the Rahat , thus 
offsetting any movement penalty. 

Demolition Charges 
art: fitled to ali Imperial Robots. Should the Robot seriously 
malfunction its controller C:ln use the demo charge as the 
'ultimate s:tnctlon' to stop the Robot fUlming amuck. The tech­
adept in charge o f the Robot can arm the demo-charges of 
the Robot at the SUfi of any tum by communicalOrcommand . 
When this happens roll a 0 6; on a result of 6 the sign21 has 
been Jammed or went unheedt'd . The signal may be repeated 
on subsequent turns. 

During the subsequent Robot Phase the RObOt takes DI O 
special damage results and DiO points of d'amage as its 
demolitio ns cha'rges explode. This is usually enough to 
incapacitate any RobOt. Some Robot programs allow a Robot 
to explode its own demolitio n charge. 

If the Robot 's communicalOr is destroyed its Demolition 
charges cannot be armed by its controlling technician . 



Optional Systems 

The Cortex is the most important system carried , the artificial 
brAinfcomputer of the Robot which holds its program. The 
logical size and complexity o f the Robot's program has no 
dfect on the physical size of the Robot's cortex. An EI cortex 
can hold a program of any required size. A cortex nced not 
be fil1ed in a Robot (see Slave ami Master Systems. below ), 
but its presence increases the Robot's tact ical utility. 

Power Fields and Robot Power field Synchronisers are 
usually filted as a pair of systems. A Power Field has a radius 
of I", but can be enlarged by 1" for each extra 10 points. There 
is no need to inere:tse the Eqllipment space required. 

The Synch roniser allows the Robot to fi re its weapons while 
its Power field is on. However, 0 11 a turn when the Robot fired 
there is a small chance that a shot directed against it will 
penemlle its Field. For each shot roll a 0 6. If the result is a 
5 or 6 Ihe enemy shm has bypassed the Power Field while 
it was down for the Rohot 's fire. The Field is not destroyed 
by such enemy fire, simply ignored . 

When the Robot is in hand-to-hand combat its Power Field 
is dropped aUlOmaticany, then sw itched back on w hen the 
Robot leaves combat. Wh ile in hand-to -hand combat the 
Robot 's Power Field is ign ored. 

Org:tnie Camoufl:tge systems give a Robot a clonc-skin of 
human fles h , a llowing it pass for human . Such a systcm is 
partiCualrly useful fo r assassination or b:utlefield 'stay behind· 
Bombots, w hich can appear human until the momeR( comes 
to delOnatc ... Organic Camouflage can only be fillcd to Robots 
with 75 or fewer Build POints, and a human model should 
be used to represeR( the model on thc tabletop. 

Bombot racks providc cushioning and protect ion for 
explosives in an internal s towage bay. Bombot racks are, for 
example, unaffected by 'Weapon damagcd/destroyed· special 
damage results . O n e g renade's worth of ex pl os ive (or 
whatever) can be carried in e:;tch bay. A RObot with mulitple 
Bombot racks should be t re~lted as the equi valent o f a 'x N 
Support Missi le· (see WH40K p98). Different grenade types 
can be carried by asingle Robot , altho ugh their areas of effect 
an:: overlapped rather than being cumui:Jt ivc. The po ints cost 
of each grenade carried must be paid in full in addition to the 
PV of the Bombot rack. 

POINTS VALUES 

A Robot's Po ints Value is based on its Bllild Pr:>i1l/s, equipmeR(, 
cortex program and weapons. 

The number of BPs spent o n the Robot is divided by two, ~lIld 
the result is ro unded up to give the Robot's basic PY. The full 
value of all equipment and weapons carried by the Robot must 
be paid . Each instruction (counter) in the Robot's program 
has a Points Value o f 3. Li nk cou nters (Go to/Come From 
counters) are paid for separately even though they reprcscnt 
one inStruction - there are still twO COUR(ers. 

Robot Points Value .. (Build Points12) + Equipmcnt Value + 
Weapons Valuc + (3 x Number of Program Instructions) 

SIUS,tli1 "deled his hckeys to leI rip. Fire lepI from hidden O,k 
Slug"'''' laughed lnd fump:d down from hi. cC"" As rhe smoke 
dcmd. ,h,,· .... rh .1 one figure "·IS sl,lI ,unding bur not mo,·ing. It 
hod los' "., .. ·copon. As Slug,.. .i1 IpprolChed. he hurd ,..hi ... lnd 
chck~. The figure turned its hcod. The fl"h on its flee WIS ripped 
1"·1)" 10 'elell men!. Where there should hne been fleshy eyes. there 
.. ·ere red lighls. There "';lS Ina, her whirr 15 the figure smiled ;II the 
bemu .. d Olk "'ilh .. ·h1l " ·;lS lefl of its moulh. Slugwl!\ Ilised 
hi, pl.-ml gun. The Bombol Slid ·you lie g,ecn: ~nd 
fulf,lled ,'s progrlmmins. 
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ROBOT PROGRAMS 
I" many situations a Robot maybe lesseffective tban a living 
creature, even thollgh its refle..ws are j llst as fast, its aim is 
jllsl as trlle, and it is often stronger, tOllgher a'ld harder to 
'kill ' tban a person. It is, however, limited by its program, 
which is literal-minded to an inhuman degree. Whate ver the 
sitllation, ~ RO~Qt follows its program, even when tbis is not 
the "correct' thing (ada Where a buman can easilycopewitb 
(UI unexpected development, a Robot may not ba/le tbe 
fleXibili ty to manage on a rapitlly chtl1lgblg batt/efield. 

This is wbat the Robot Program rilles presemeti in tbis seetioll 
demonstrate. Tbe limitations imposed by a Robot 's 
programming are also olle of the reasons for its relaUIJelp 
low Pr:>11Ifs Vallie. 

Finally, tbe word ·is 'program' ami II0t 'programme'; the 
latter is a Frellchijfed affectatiOll . Elld Of Designer 's Notes. 

A Robot's actions are controlled by h sprogram. Without a 
program a RObot is a heap of junk, not a fighting machinc. 
It's profile only determines how well it can carry out thosc 
actions. The program defines how it behaves on the battlefield ; 
the Robot's ' intclligence·, uyou wish. The bigger the program , 
the more chance that the Robot w ill carry Ollt the best possible 
combination of actions in a s ingle turn. 

PROGRAM 
INSTRUCTIONS 

Each Robot has its own program which consists ofa number 
of instructions which the Robot follows in o rder during each 
Robot Pbose. The order in which a progrAm's instructions are 
followed is shown in a type of fl owchart o r circuit diagram . 
We've included a set of sample programs that can be used with 
a variety of Robots. 

Duringe2ch Robot Pbaseeach Robot isactiV2led in turn . You 
should follow the instructions in each Robot's program as 
liter-dly as possible and not be tempted to treat the Robot as 
just another model. While a Robot is act ive it can move and 
fight o nly in accordancc w ith its program, even if this means 
that it acts in a 'stupid ' fashion . 

Each of the ins tructions in a Robot program is a simple 
statement. Each instruction can do one of three things: 

Tell the Robot to do something (eg Fire Weapons a t 
Target o r Moue towards Ta rget). This a task. 

Ask a ·yeslno' questio n aboUlthe Robot'ssurrounding. 
position or whatever (cg 1argel in Weapon Range? or 
I" band-Io-band combat?). This is a decision. 

Jump th rough the Robot 's program to ano ther point , 
so that the 'next' task or decision is not used. This is 
a link (computer programmers may like to think of these 
as the equivalent of GOSUn or GOTO statements). 

Each tum the Robot's program begins at the START instruction. 
Each instructlon has arrows which point to the following task 
or decision. These arrows can be seen as entrances and exits 
to program instructions. 

In general, the arrows mean that a Robot 's inst ructions are 
usually followed in a left-ta- right , tOp-to-bon o m o rder. When 
fo llow ing instructions and arrows the following rules should 
be remembered: 

1 Other models have their actions split across several phases 
in a single game turn. Robots, however, can execute thcir 
actions in almost any order. As a result , there are ijmits to 
the number and type of actions that they can perform . In 
a Single Robot Phase, a Robot may o nly do the following: 

Move and move; or 
Move and,figbt (or figbt and move). 
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However, it is qui te possible for a Robot program to include 
instructions that tell the Robot to move three or four times. 
The Robot, however, only carries out the first instructions 
it mt:ets in its program. A third move or a secondfighting 
task is simple treated as 'no instruction' and ignored. 

3 You must leave a task by the arrow opposite the one where 
you came in. In effect you cannot 'turn a corner' when 
following a task instruction. Once you start moving left-

Ch arging is both a move andfight action, so it may be all 
that a Robot can execute. If the Robot has al ready moved 
it cannot charge (as this would be move + move + fight, 
an illegal combinatio n). 

2 You must be as literal as possible w h en answering the 
questio ns on decision instructions. If, by any ch ance, the 
questio n is irrelevant to the Robot the answer is always 
assumed to be 'no', and the no arrow p oints to the next 
instruction in the program. 

SAMPLE PROGRAM 1: 

to-right or top-to-bottom through a sequt:nce of ta sks you 
may o nly change di rection w hen you come to a decision . 

An arrow can point to an empty space in the p rogram 
diagram. If a right o r d own arrow points to a space (an 
'instruction' that does n ot exist) the Robot fi nishes its 
actions for that Robot Phase. The program has temporarily 
run its course. At the stan of the next Robot Phase, however, 
the Robot may START its p rogram all over again. 

G E NER A L B AT TLE ROBOT P R OGR A M 
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THI S P RO GR AM R E Q UIRES THAT T HE RO B OT BE G IVEN A N O BJ ECTI VE (L O C ATION ) 
TO MOVE T O A ND THEN DEFEND. 
17 INS 
= P V 

T RU C TIO N S 
5 ' 

-, "m ,-, 
... ,,' 

~. _. 
~" 

... ," 

"" , , 

~:~ -• -" - • 
~" -. . "' 

rill OO:G! ~ 

,~" . 

rl 

I " COME 
,~ • , , 
• , 

• 

~J! """ . ~ TlRGfI "" 
. ~ . ~ M • • 

,~" -, . "' 
• "., • , 

• 
• , 

' -- ,-. -- • -• • .-. =1> " " - , 
""-

c-' ' • 
~ • ~. 

Non 
• 

• -- • 
,~" 

• 



PROGR AM 3: 
DEFENS I VE PROGRAM W ITH TARGET CHOICE 
OS INSTRUCTIONS . PV 45 
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PROGR AM 4: BO MBOT! 
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Links 

Link instructions come in two parts, A GOTO instruction (eg 
GOTO A) means you should look for the relevant COME FROM 
(cg COME FROM A) and follow Ihe program from there. A 
COME FROM instruclion which is read without reading its 
companion GOTO immediately beforehand has no effect . 

R2ther Ihan simply following a right-hand o r downward arrow 
towards the next inSlruction, a GarD points to a COME FROM. 
The program is Ihen followed from the new location. A COME 
FROM can be placed at any point in a Robot's program , even 
to Ihe left of and above the relevant GOTO, Ihus creating loops 
and/or jumping across parts of the program . 

Some of the sampl e programs sh ow the effecls of link 
inSlructions. These can be used as guides when creating olher 
programs. 

Optional Rule: No RobOl may have more than three links 
(GOTOs and COlliE FROMs) in its po~ram. 

IMPERIAL ROBOTS 

A Word o'f Explanation 

The limited space available on the diagrams and counters 
means Ihat some word o f explanation is required . 

Target Acquired? - C m the Robot see ils target , or is the targct 
hidden or dcstroyed ? 

Target with;" 2D6" (of objective)? - Is the larget within a 
randomly determined distance? The number of dice 10 be 
thrown can be altered to incTCase or decrease the aggrcss ion 
of the Robot . 

D6 Targets withi" Blast Radius - are thai many targetS (nOl 
necessarily enemies) within the area o f effect of an explosion? 
Again , the number o f dice can be changed . 

Move Ibwards .. , - all move comm :tnds include any turns 
necessary to poinllhe Robot in Ihe right direction . With lurns 
caused by a RobOl collision avoidance system, Ihis may mean 
a rcduclion in thc Robol 's Mo ve on anyone turn . 

Fire Weapons at Target - Weapons without the necessary rnngc 
do not fire. Only Weapons that arc in range are used. 

Select New Target - place the Robol's target marker next to 
the nC2feSt model in its line of Sighl , regardless o f Ihat madej's 
allegiance. If the Robot must perform Select New Target again 
the next nearest model is chosen and so on ... This can happen 
several times during a Robot 's act ivities if Ihe Select New Target 
instruction is pari of a loop. 

Any tasks and decisions thaI you invefll should be Similarly 
clear and simple. 

The <on<>, ""'<I,,,.d 81~b; 0/ biop!',"" p",<lu<" of 1<><, ,,,bnoIo8Y' 
Some m<mber> 01 ,Iu: ,\<I'pl1/. \f.cb.DJ<v" op<"long in h •• on ..,ilb 

,\dnuni<'fOl1/m 0{I1",'" spend ,h.i, e111ire ""'i" ", ..... wo,king lhmugh 
,he Oeph~'''U' I,b"')" ' yl1cm on ,nform.tion "", ... 1 ",signmc"ls. 
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GENERAL ORDERS 
AND OB.JECTIVES 
A Robot program includes all the actions that it can perform. 
Overall, the sum of these actions are the Robot's general orders 
for a battle. For example, a defensive progr.tm has a differelll 
set of instructions in it to a Bombot program. As a resulr the 
Robots given these program~ behave in very different fashions, 
even if they are physically idenrical. 

Some progr.tms need an objective. This is usually a location 
that the Robot b progr.tmmed to reach or defend. Some Robot 
programs include an 'Objective Reached?' decision. For 
example, once a defence Robot has destroyed an intruding 
model its may be necessary for it to return to a particular guard 
post. Bombots obviously explode when they reach their 
objective. 'Objective Reached?' decisions require an objective 
to be noted, and vice ver;>a. 

The objective location given to a Robot should be noted down 
before play begins. Optionally, and with the agreemelll of both 
players, Robots may be given other models as objectives. A 
Robot with a model objective will tend to chase its target across 
the battlefield. For example, a Bombot could be given Enemy 
Command Bknker as a location or Enemy Missile I_auncher 
as a model objective. Both would he legal objectives. 

It may also be convenient to give other types of general 
purpose Robots location objectives. For example, you may not 
wish a Robot to advance to far illlo enemy territory bUlto only 
reach and hold a certain hill, building or whatever. By using 
an 'Objective Reached?' decision, a Robot's adY'.lnce can be 
checked and its behaviour changed . 

SLAVE AND MASTER 
SYSTEMS 
A Robot need not have a cortex and a progr.tm to operate. It 
can act as the slave of a master Robot, receiving orders by 
communicator. Only the master Robot is fined with a cortex 
and program; the slaves are merely bodies fitted 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 program 
and cortex as rhe actions of o ne slave have no effect on any 
others. Both the master and the slave Robots must he on the 
tabletop and within 48" of each other. 

Each time a slave Robot is activated during a Robot Phase roll 
a 06. On a result of 6 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 ma~ter Robot 's program or cortex is damaged all its slaves 
arc affected equally. Communicator damage to a slave Robot 
means that it can no longer receive or transmit data . It 
immediately grinds 10 a halt. Damage to a mas te r 's 
communicator brings all its slave Robots to a halt. Damage 
to the master's other systems has no effects on its slaves. 

Any number of slaves can be controlled hy a single master 
Robot, although the usual ratio is one maSfer to three slaves. 
When a larger rario is used damage to a master's program can 
hah toO many Robots at a single stroke. 

The benefits of using master-slave systems can be great - the 
overall points value of four Robots is reduced by the cost of 
three (identicaJ) programs. This cost reduction must, of course, 
be balanced against the risks of a communications breakdown. 

PROGRAMS AND 
SPECIAL DAMAGE 
Some special damage results can cause programs to 
malfunction. When this happens a note should be made of 
the decisions which have been affected or, if you are using 
the program coumers, the relevant decision coumer should 
be flipped over. 

Rather than being a 'yes/no' action, a malfunctioning decision 
becomes random. Roll a 06 whenever the decision is made. 
A 1,2 or 3 is treated as a 'no', while a 4, 5 or 6 is a 'yes '. 

BUILDING YOUR 
OWN PROGRAMS 
As well as the sample Robot programs given below we've 
included a set of instruction counters. Each of these is printed 
with onc of the tasks and decisions used in Robot programs. 

These instruction counters can be used to create new programs 
for Robots. They can be laid out in a variety of patterns, each 
creating a different program for a Robot to follow. We've also 
included a few blank counters as 'spaces' so that the program 
can he laid out clearly. You can also usc the blanks to invent 
new tasks and decisions for your own Robots. 

You may find it useful to copy one of the sample programs 
inro counter form and then replace some of its tasks and 
decisions. This is a good way of learning the limitations of 
a Robot's programming. For example, replacing a Target an 
Enemy decision with Target a Mutant produces the definitive 
mmant-hunter rohot. Once the basic principles are understood 
quite complex programs can be constructed, almost giving 
the Robor the flexibility of a living being. The points cost of 
this may, however, be prohibitive .. 



ROBOTS IN GAMES 
The rules given in this article completely replace the Robots 
sections of Warhammer 40,000 (P42 and p1l6). 

A Robot has the same profile as a Dreadnought suit and is 
const ructed in a similar fashion. like a Dreadnought, it can 
be armed with same weapons 3S ordinary troops. o r be 
equipped for speci31 operations. A Bombot, for CX2.mple is 
a Robot equipped with a large explosive charge that is 
detOnated when it reaches a specified target. 

However, unlike a Dreadnought, a Robot does not have a pilot . 
Instead irs actions are controlled by a program. This is created 
using a number of decisions and tasks, which tell the Robot 
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 fin:: o n a certain tum it cannot do so, even if 
half the enemy force is advancing towards it! Conversely, 
however, a Robot is incapable offear because its program does 
not a llow it. Programs arc discussed in the Robot Programs 
section. 

Robot programs may cause RobOls to move and fight in an 
odd o rde r (eg shooting first 2nd then moving). During the 
excitement of a game it m2y also be difficullto keep track of 
exactly what a Robot is supposed to be doing. As 2 result, al l 
Robots move and shoot during their side's Robot Phase, rather 
than having their actions spread throughout the whole turn. 

THE ROBOT PHASE 

Thrns in Warhammer 40,000 are divided into phases 
dedicated to different types of action: movemem, 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 m2de for case of play only. All 
the actions an: assumed 10 happen more or less simull2J1oously. 

Robots, however, carry out all their actions in a single pari 
of the turn, the Robot Phase, This is sandwiched between the 
Movement and Sbootlllg phases of the standard game turn. 
The new sequence of play is as follows : 

I . . . Movement Ph2se 
2 . . .. . ........ . . . Robot Phase New 
3 . . . . ... . ... . Shooting Phase 
4 . . H:lIld 'lO-hand Combat Phase 
5 ...... ..... ........... Reserves Phase 
6 .. . ................... Psionics Phase 
7. . ,Rallying Phase 

During a Robot Phase each of a player's Robols becomes active, 
and curies Out any movement, combal and the like. Only one 
Robot may be act ive at anyone lime, but the order in w hich 
Robots are active is unimportant. During all the other phases 
o f the turn (including the opposition's Robot Pbase), a Robot 
may do nothing. 

The only exception to this general rule concerns Robots in 
hand·to-hand combat , Sec the rules given under Hand-to-band 
Combat for further details. 

While it is active a Robot fo Uows the instructions in its program 
until it has performed all the tasks it can . At this point the 
nexi Robot on th e same side is activaled and so o n .. 

Non-Robot models are never moved during Ihe Robot Phase, 
although non-Robot models in band-to-band combat may 
defend themscJves. Non·robots may breakojjduring the Robot 
Phase in the normal fashion, but they are not moved away 
until the Hand-to-band phase of the turn. 
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TARGETS 

In Warhammer 40,000 ' target' usually refers to the person 
on the receiving end of a bolt gun or similar. However. target 
has an additional meaning when applied to Robots. 

Each Robot can have one target. This is Ihe model that it is 
currently tracking or is 'in its gunsights', and the o ne which 
will be on the receiving end of any attacks. This target model 
need not be an enemy, a flct which can make Robots extremely 
dangerous allies as well as enemies! 

The concept of a Robot's target applies to the decisions in 
its program (see Robot Programs, below). There an:: decisions 
such as Target ;11 lr~apon Range? (yes/No) and Target in 
Charge Rallge in many Robot programs. These decisions can 
have important effects o n the Robot's behaviour. 

It is therefore important to keep track of a Robot's target at 
a ll limes. 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 battie, often each 
time the robot is ac tive. 

When the target is killed or h idden from the Robot's view the 
ta rget marker should be removed from the tabletop, an 
indication Ihat the Robot docs not currently have a targe!. 

ROBOT SHOOTING 

Robots have a 180 0 an: of fire to the front. This is a lso the 
area covered by the Robot's sensor system. 

Robots may carry and fire heavy weapons without penalty. 
They are, howeve r, subject 10 the normal reslriclions on s low 
weapons. 

Unlike Dreadnoughts, Robots must fire all their weapons :11 
one target. If a particular weapon lacks the ["Jnge to hit a target 
it is not fired - the Robot's minor comrol systems inhibit the 
fire to conserve ammunition. 

Robots count as tall machines and can see over most low cover, 
giving them line-of-s ight in most cases. Although a Robot can 
see over low cover. t roops can s till claim a - I ' to hit ' modifier. 
Use of a GM makes scttling LoS disputes much simpler! 

Robots with fo llowing fire weapons may repeatedly fire on 
different targetS (or at the same one) in the usual fash ion . This 
cont inues for as long as the Robot continues to damage ils 
targets. 

COLLISIONS 

Robots occasionally run into things while moving. Tho ugh 
they're sophisticated machines, Iheir single·minded pursuit 
of a goal often leads them to ignore more immediate dangers. 

All Robots are fitted with an AutomatiC Collision Avoidance 
system as part of their sensor package. When a Robot moves 
in such a way that it is within I" or colliding wilh 2nother 
objeci the package takes over and alters the Robot's course 
to avoid the obstacle:lpersonlother Robot or whatever. 

Then:: is a small chance that the Collision Avoidance sensors 
will malfunction and cause a coll ision. Roll a 06 whenever 
the Robot is about to collide with an object. On a roll of 6 
the Avoidance system fa ils and a collision takes place. 

If the system works alter the Robot's heading by 90 0 (1-3 to 
the left, 4-6 to the right) and move it forwards until the obstacle 
no longer blocks its original path. Then re-orientate the Robot 
o nlO its original course and continue its move. These turns 
will inevitably reduce the Robot's Movement in the current 
Robot Pbase. 

Should a Robot's sensors be damaged or corrupted in any way 
as a result of special damage roll a D6 . The Collision 
Avoidance system shuts down on a 6. Collisions will occur 
automatically once the Avoidance system is gonc. 

107 



IMPERIAL ROBOTS 

108 

Damage and Collisions 

The damage caused in a collision dl:pends upon thl: relative 
motions of the objl:cts involvcd. 

If the colliding objects were moving in opposite directions 
(ie bOlh were hit in the front facing arc) add their Moves 
together to form a damage total . 

If the colliding objects were moving in different directions 
(or only one was moving) the Move of rhe moving objl:c[ 
becomes the damage total. 

If the colliding objects were mOIling ill the same directioll 
(ie a shunt) the difference in Moves is the damage total. 

Add 2D6 to this damage total if the moving object is a large 
object (Robots with more than 100 Build Points count as large 
objects). Add the Strength of the moving object to the damage 
total. 

For each object involved in the toJlision subtract the object's 
Toughlless from the damage total . The result is the number 
of points of damage caused to the object hy the collision. 

Example - a Robot (M6, S7, T5) is in a head-on collision during 
the Robot Phase with an Ork Dreadnought (M 6, S6, T7). Their 
combined moves are 6+6 = 12. Add 206 (result 7) g iving 19 
and the RobOl's S of6 for a grand total 25. The Dreadnought 
takes 25- T7 = 18 points of damage, while the Robot takes 
25 - T5 = 20 points ofdamagd Head-on rams can be deadly! 

HAND-TO-HAND COMBAT , 
Robots with weapon Skill have a set of inherent programs built 
into their artificial nervous systems. These programs allow 
the Rohot to defend itself in hand-to-hand combat even Uthe 
Robot's program doesn't have elements which specifically 
relate to melee combat. A Robot without the proper 
programming (Charge at Target! or Stand and Fight tasks) 
may not inhiate hand-to-hand combat, but may make return 
attacks. 

A Robot without Weapons Skill is unable to 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 to shoot him. It is not capabJt: of making hand-to­
hand attacks. 

The ficst attack made by a Robot is always astomp. Subsequent 
attacks are treated as claws unless the Robot is equipped with 
some form of close combat weaponry. It may only make one 
attack whh each weapon, extra attacks are again stomps. 

A Robot with the relevant programming (Charge at Target! 
or Stand and Fight tasks) executes hand-to-hand combat 
during the Robot Phase. It docs not fight again in its own side's 
hand-to-hand phase. However, if may attack again during its 
opponent's Hand-to-hand phase. 

If a Robot's opponent breaks off during the Robot Phase the 
model is not moved away until the end of the Hand-to-hand 
phase. The 'natural' sequence of play is thus restored. Any 
program instruction which calls for the Robot to move away 
from hand-to-hand combat is the equivalent of breaking off. 
A Robot may breakoffand move in any direction, as indicated 
by its programmed instructions. Its opponenl is entitled to 
a free blow as it moves away. 



SPECIAL DAMAGE 
AND ROBOTS 
When:l Robot is hit, the usual procedure: for all allack.o; is followed . 
However, the Robot m:!.)':.Uro ukc: special damage (rom shon-circuitS, 
e lc:clrinl fires and general sync:ms degradation (as opposed 10 
5IrU("IUr21 or armour damagc:, which is rcflec1C:d in lost Damage 
potms). . 

Whenever a Robot ukes danuge 1S a I"Csu!! of a hit roll :l 06. Add 
+ I 10 the: dk roll per point of damage thai was caused . If the rc:sult 
W25 7 or above: the: auack has C:.lused special damage 10 the Robot. 

When this happens roll a 0100 :md consult the Special Damage Table 
bc:low. Robots are highly intc:gr.uc:d machines and , unHke 
Dreadnoughts, there is no need 10 determine a special damage 
Joeuion. O nce the: rdul! of the speciaf damage Ius been determined 
make: :l nOle of its prC'Knee lind effcct on the RoboI:. 

'Killing' Robots 
When:l Robot i5 reduced to :rem damage il is nO( au tom:.uically 
destroyed, The only way to destroy or incapacl!au~ a Robot is as 3 
resul! of special damage, However, once a Robot has been reduced 
to uro damage all subsequent damage is treated as speCial damage. 
There is no need to roll to see If such damage Is Inflicted. 

SPECIAL DAMAGE TABLE 
When 2 Robot suffers special damage roll 2 0100 2nd consult the 
following table.. Results w hich apply to systems Ih:at the Robot does 
not possess should be ["('-rolled . 

0100 SPECIAL DAMAGE CAUSED 

01-02 Ammunition Feed/Power Blockage 
The ammunitio n or power fecd to o ne randomly 
dctennine<l wc::apon is blocked. The weaponf~ once more 
and then becomes uselcss . 

03-04 Ammunition Feed/Power Jam 

05-06 

07-08 

09 

10-'1 

12-13 

14-15 

'6-17 

18-19 

20-21 

The 2mmunitlon or power fee d to o ne r:t ndo mly 
delr~rmined Wt'2pon is j2ffillled. Whenever the we;lpon is 
used in future roll a 06. On a result of6 il explodes, Clusing 
D4 special damage hits. 

Balance Systems Damaged 
The Robot's stllbiliser gyros have been tumbled. Ea(h time 
the Robot moves roll a 06. On a resu lt of 6 it suffers the 
effeas of a Falis Over special damagl1 result. 

Central Ammunition/Power Feed Hit 
The Robot's cent r:li 2II1mtJOition system has been h it 3nd 
destroyed, It aplodc:s ClUSing D4 special damage result.s 
to tbeRobot. ln addition tbe Robot's weapons will no longer 
fire. 

Communicator Destroyed 
The Robot can no longer cx(hange datll with mher Robots 
or its controller. It may no longer ignore a potential target 
becliuse lInorhe r Robot has chosen it . Furthermore, ils 
demolition charge Cln no lo nger be armed (and therefore 
used) by an t'JI:te rnal controller. 
Confusedl 
The Robot turns through 180 0 and executes its program 
once more. outside the: nonna! sequence o f play. The closest 
figure to the Robot, once it has been IUrne<l round, is trc::lted 
as the RObot 's I2rga (if it had one w hen damaged). 
Control Stack Damage 
Afte r executing each c lemem of the Robot's program ro ll 
a D6 . On a result of 6 the RobO! fini shes its program 
immediate ly, even If tben: is anmher program element to 
be executed. 

Cortex leak 
The Robot's cono: has been damaged and has sprung a leak. 
Bio-plastlc fluid Is Ie;lking into the Robot's main casing. At 
the start of each turn roil :r6:"lf.\he resuh is 6 or more 
the Robot grinds to a halt,' lied' by Cortex fluid loss. Add 
I to the die roll each turn. 

Cortex Ruptured 
The Robot's Cortex is destroyed and the machine 
immediately I'rtttt:s as aU il5 systemS lock in pla= The Robot 
is 'de;ld', but it should be Idt o n the t:IIble as an obsl2de 
if il has more than 100 Build Fbints. 
Crippled I 
The Robot's legs and motive: systems are almost tOl2lly 
blown away. Reduce MOllement by 04 +1. The Robot may 
only move in a straight line, but Is convinced that turns 
required by lIS program have: hc:en successfully executed. 
Critical Program MaHunction 
All the decis ions In the Robot's program malfunction and 
become random rather than ·Y~o'. In futun: roll a 0 6, 
II roll o f 1·3 Is a 'No'; a 4-6 result Is a ·Yes '. 

22-23 

24-25 

26-27 

28-29 

30-31 

32-33 

34-35 

36-37 

38-39 
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Demo Charge/Bombat Armed 
The arming c ircui ls for the Rooo's self-destruct system, 
demo ch3rge or Bombot systems h:tve been armed . At the 
SI2r! of each subsequent Ro/x)t Phase roll a D6. On a roil 
of 6 the Robot explodes with the appropriate effects, 
depending on the systems that It has filled. 

Demo Charge/Bombot Circuit. Hit 
The arming syuem of tbe Robot has taken a direct hi l, and 
Ihe Robot aplodes o n the spot w ith the appropriate blast 
radius for 3nydemolition, self-destruct or Bombot systems 
carried. 

Enforced Shut-down 
The Robot 's cu t-Outs operate and the m~chine grinds to an 
immediate halt . The Robot falls over, and may be used as 
hard cover If It has over 100 81'8. 

Explosionl 
Tbe Robot's cooling system fails completely and the helIt 
build-up re2ches a cri tical pOint . At the s ta r! of ellch 
subsequent Robot Phaw roll a 06. On a result of 6 the 
Robot 's power plant explodes. This deStroys the Robot and 
has an effect radius of 2 n Anything wi thin that area I2kes 
an 3ulOmati c Strength 8 h it w h i(h causes D3 
Ifbunds/Damage. A crater marker 2" In di;tmeter should 
be placed on the battlefield. replacing any o ther terrain thaI 
is present. Add I 10 the explosion die roll for e;lch turn the 
Robot survives afler receiving this result. 

Falls Over 
T he Robot·s balanceS}'5temS have been destroyed, 2nd Ihe 
Robot stumbles and falls over lIS a result. Roll a D6 and 
(o05ull the following I2blt': 

D6 Result 
Front 
The Robot falls on its front , and suffers Senson 
Fogged special damagl1 as wc:: 1I , 

2-3 Back 
The Robot has fallen backw.uds. Any back mount 
and ils weapon is destroyed. 

4-6 Side (1-3 left ; 4-6 right ) 
The arm and weapon (if any) on one side of the 
Robot an: destroyed. 

The Robot may still use any weapons it has, but is unable 
to stand up. Each time its progr:tm indicates that t he Robot 
should move, \tslegs wave in the lIi r as the Robot :.Utempts 
to carry o ut its i~structions. 

Fire! 
Damage to the Robot's sdf- Il:pair systems causes a fin: 10 
break out. Roll 3 D6 at the Sl2rt of each subsequent RQbot 
Phase, 

D6 Result 

1-3 Fire spn:ads - the Robot suffers lI nOlher special 
damage result. 

4-5 The firecontinuc:s to gutter in the Robot's innards, 
but no d3m2ge is ClUSed 

6 The fire is extinguished 

Firmwera Interferanee 
The Robot's cortex is shocked and rattled into lIction, and 
it Inter feres with the Robot's overla id programming . 
Wheneve r the Robot is ac t ive it makes an automllt lc. 
unprogrammed move before carrying o ut any mher 2(1ion. 
Use a rlIndom D I2 clockface to determioe the din:(1 io n of 
this move; the Robot turns In the determined d irection, 
movc:s $traight ahe:ad and then exeo.nes its nonrutl. program. 
This extra random move does nOl count towards the I2Sk 
limitations of the Robot. 

Gyrosystam Da maged 
The RObOt's gyro stabilisers have been thrown out of 
aligrunent, and the Robot may no longer tum properly. Roll 
a 06. On a result o f 1-3 the RobOl may no longer tu rn to 
the left ; on a n:suit o f 4-6 the Robot may no longer tu rn 
to the right. T he fa(1 that tbe dlImage has occurred is nOt 
communiClted 10 the Robot's prognm. If the Robot should 
turn in the disallowed d ireclion il simply moves strll ight 
ahead , conyjnced that it has lIctually made the turn ! 

Heat S inkl Da maged 
The Robot overheats w henever carrying out any ac::tion. At 
the start of each sub~quent Robol Phase roll a 06. This 
is the number of program dements the Robot may execute 
during its current turn . Once the instructions o n thllt 
number of elements have been followed the Robot stops 
moving, itS Internal s}'5tems in d3nger of melting. 
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40-41 Hydraulic. leek 
The Robol 's inte rnal micro-fluid ' musculature' springs 
numerous small leaks. Reduce the Robot's Strengtb by 06. 

42-44 Hyperactlvat 
The Robol 's cortex has been jarred and is d<lmaged. At Ihe 
end o f each subsequent Robot Pbase rolill 06. On a result 
of 5 or 6 the Robot is llctirolled apin lind curies out the 
instruct ions in its program once mort'. 

45-46 IFF Memory Malfunction 
The segment of the Robot's cortex with its ' IdentlfiC"~tlon : 
Friend or Foe' routine has 1x"Cll wiped. The Robot no longer 
discriminates between its 12rgets llnd treats them all as 
enemies. 

47-48 leg Damage {Severel 
The Robot 's legs hllve suffered seven: damage 10 all tbeir 
toinlS (M-2). The Robot mlly o nly move in a s tr.lighl line, 
but is COflvinced .that turns requin:d by its program have 
been successfully ~cuted . 

49-50 leg Damage ISlIghtl 
One o f the Robot's legs (1-3 left; 4-6 right) suffe rs dam:.l.gc 
to liS artllkial tendons, prodllclng a pronounced limp(M-I). 
III addition, whenever the Robot moves it makes a 45 " turn 
in the direciion of its damaged leg, and then executes Its 
move. This nuy reduce the Robot 's Movement further if 
man: tums are required to bring ils being bad: to the proper 
dire«io n. 

51-52 Major Short-cIrcuit 
The Robot's electronic circuits have been badly fu sed . At 
the SUrt of each subsequent Robot Phase roll a 06. On :.l. 
result of 4, S or 6 the Robot takes further special damage 
rolled on this table. 

53-54 Memory Management Fault 
The RoboI: trelliS all 'enemy' modelsas friends:lnd vice VetS:.l. 

for t.r.rget purposes. 

55-56 Po_ Field Generator B60wn 
The R()bo( 's Power Field has been destroyed. If the Robot 
does nO( have o ne re-roll this result. 

57-58 Power Field Synchroniser Destroyed 
The Robot's Power Field Synchroniser is fu sed :.l.nd 
destroyed. If the Robot does no( have a PFS re-roll this result . 

59-60 Program Crash 
The Robot 's progr:un copies blank memory onlO itself. The 
COrtex firmware llIkes over, :md the Robot turns to fllce its 

• own 'home edge' o f the Clble (or itS arrival poim if il came 
onto the t:lble by telepon.er or dtopship). During subsequent 
tums the Robot moves at half il5 nonnal Movement tOw:lrds 
its surting poim. lts original program is ignored. Once the 
Robo! arrives at its starling point it stops moving:lnd powers 
down. II plays no further part In Ihe b:.l.ttle. 

61 -62 Program Freeze 
Each time: the Robot is lIct iV:.l.ted roll a 06. On a result of 
6 the Robot free7nl in place llnd performs no actio ns for 
the remllindet of the bailie. If the Robot is hit while in a 
program /ree:w it is able to move normally once mon:, even 
if no d2mllge w:as inflicted. However, a 06 must be rolled 
on every subsequent lurn 10 see iflhe Robo!: 'freezes' once 
more. 

63-64jProgram Malfunction 
( ?nc randomly determined decision in the Robot's prognm 

malfunctions and become random r.lt her thlln ·Yes/No'. In 
future roll a 0 6; II roll of 1-3 Is a ' No'; ll4-6 result is a ·Yes·. 

65-66 Paeudo-muscles Hit 
The Robot: 's servos and pseudo-muscles have been tom. The 
Robot 's llbility 10 tum is unaffected, but it now moves wllh 
a distinct hobble, and appears to have a degree ofstiffness. 
Roll a 06 and consult the following table: 

06 Resule 
1-3 Reduce Movement by 04 
4-5 Reduce Strength by 04 
6 Reduce M and S by 04 each 

, 

67-68 Range-fiod8f" Damaged 
The Robot 's stereo-laser ranging systcm has been loosened 
and knocked out of aligrunem . All BS atClcks are ~t -04 
'to hit' from now on. This penalty should be re-rolled at 
the start e:.l.ch RObot Phase. 

69-70 Sanlorl Blloded 
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The Robot's sensor p:.lcbgc has been badly damaged. The 
Robot i. unaware of any "ugetS more Ih:.l.1l 206" aw:ay. In 
lldditiOIl Its BS is reduced by 06. 

71-72 Sensors fogged 
The RobOt 's sensors are covered in bio-fluids, o il or dirt, 
or have been Imockedout ofalignmc:nt. As a result the Robot 
cannOt 'see' targets more than 406" away. Its targeting 
marker may never be placed further away from the Robot: 
than this nndom distance. Jt the Robot's target moves 
beyond the range of the Robot 's SC':nsors the Robot llssumes 
thlll the target has been destroyed . 

73-74 Sensor Interpreters Destroyed 
T he RobO! Clln no longer diStinguish between ordinary 
battlefield obstacles:md targets. It can no longer see over 
cover, for ex::unple. Only il5 motlon-5Cosing system remains 
operative, but if a target does nOt move for one tucn the 
Robot wUlllSsume thllt the urget has vanished (ic its target 
marker should be n:moved). 

75-76 Sensors ScrambMd 
The Robot 's sensors arc temporarily blinded. They come 
back o n-line immediately, but the Robot 's urget m:.l.rker 
should be placed on the largest model within 206". This 
mlly even be the Robot itself, as the sensors have created 
a 'ghOSt imllge' as the enemy. The Robot is unaware that 
its target has been changed, and carries Out its program 
normally. This may even me:.l. n th:.l.t it attacks itself! 

77-78 SerIous Flrel 
The Robot 's fire-fighting sys tem is crippled, and :.l. ma}or 
fire bre:lks OUI. RoD II D6 1I1 lhe SUfi o f each subsequent 
Robot Phase: 

06 Result 
I The Robot blows up. See explosion!. 
2-4 Fire spreads - the RobOI suffers another special 

damage result. 
S The fire burns on, but no damage is caused 
6 The fire lacks further fuel, and is treated as a FlIT! 

from now on. 

79-80 Short CIrcuit 
The Robot's electrical syStemS hllvc fused . At the Slllrt of 
each subsequent Robot Pbase roll a 06. On a resul t of 6 
Ihe Robot ukes further special damage rolled on this uble. 

81-82 Target Discriminators Damaged 
The Robot's sensor system has lost its ability 10 pick out 
urgdS. The Robot can no longer 'see' man-su.cd llnd snu1ler 
ob}ects. 

83-84 Tatget .. Des troyed 
I r.lndomly determined t:ltgeter is destroyed. If the Robo!: 
hllS no urgeters re-roU this result. 

85-86 Targeting Error 
The Robot's target marker is 'scattered' 206 Inches in a 
~ndom direction, using a 012 dockf.lce. The neareSI model 
10 this scalter point becomes the new urget. The Robot is 
unaW2rC th:.l.t its target has challged, and tre:IIS this new target 
llS tho ugh it were the original. 

87-88 Weepon Co-ordinators DestJoyed 
The Robo!: 's weapon system has fused and melted . Reduce 
its WS and BS by 06 ellch . 

89-90 Weapon Destroyed 
One randomly d etermin ed weapon on thc Robot is 
destroyed. 

91-92 Weapon L1nkagell Damaged 
The h:md-c:ye m·oedirunion of the Robot has been damllged. 
Atucks by the Robo!: llre mllde with a -I penally to all ' to 
hit ' rolls . 

93-94 Weapon_ System Malfunction 
The Robot's fi re control and co-ordination routines have 
been corrupted. Whenever it makes llny allack roll a 06. 
On a result of 6 nothing hllppenS - firing pillS dick onto 
empty chllmbers, the Robot swings miss eiC. Remove the 
Robot's target m:.l.rker; il belic:ves that it Ius successfully 
' killed ' il5 t:ltget. 

95-96 Weapons System Shorted 
The Robot 's llcqu isition and fire comrol routincs are 
activated, and the Robot immediately opens fire o n the 
nearest modd (regardless o f:.t.lJegillnce) with all il5 avail~ble 
weapons. If necessary the Robot changes its facing to bring 
its guns 10 bear. 

97-00 Wildfire Damagel 
Roll 04 limes 011 this table tor tbe special damage inflicted 
on the Robot's systems. 
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ROBOTS OF 
THE IMPERIUM 
The Legio Cybernetica has produced many Robot designs 
over the centuries. Some we~ failures, such as the disastrous 
Castigator (a Robot so he:zvily armou~d Ihal il was slower 
Ihan Ihe lroops ir was designoo to protecl and support ; ils 
survival capability was nOI enhanced by ilS meag~ weapons 
fit of a single bolt gun). 

Others proved more successful, and the Legio has kept the 
five Robots described below in its inventory for most of the 
Imperium's long and bloody history. At times a single mo del 
has fallen out ' of favour with the Imperial Army, the 
Inquis ition and the Marines, bUl all had (and s till have) an 
important part to play in Imperial forces. 

Robot Manlpl •• 

The Robots described below a~ usually organised iDlo 
maniples (squads) o f four machines p lus an Adeptus 
Mechanicus technician. While it is unusual to include 
diffe~nt Robots in a slogle m:miple,. variations in the weapons 
carried are common . 

A typical Conqueror Maniple would include four machines. 
lWo are fined with the st:lndard mix o f weapons, one has 
:l flamer in place of irs power glove and the final Conqueror 
has a las-cannon upgrade. 

Points Values 

lWo standard Conquerors (BCg) 
One with flamer replacement (BCt) 
One wirh las-cannon upgrade (LCg) 
Four programs' 

Adeptus Mechanicus Technician 

Total 

278 
126 
214 
144 

18 

780 

• This assumes that sample program I (see above) is instalkd 
in each of the Conquerors. 

• 
Ade ptus Mechanicus Technk:ian 

Equipment: Knife, Laspistol with targeter, Mesh Armour 
(Save 5 or 6 : Move penalty applied to profile), Communicator, 
Respirator, Eye visor, Haywire and 1' r2g grenades. 

Robot Program. Co.t 

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. Alternatively, you can use the program 
counters provided to construct new programs fo r each Robot. 

Each ins truct ion in a program has a Points V:due of 3. Each 
instructio n in a Link must be counted, fo r a to tal value of 
6 per link . START instructions a~ free. 

Crusader • 
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IMPERIAL ROBOTS 
The five most common Imperial battle Robols are described 
below, wilh lists of common weapon variants. 

Crusader 
The Crusader is a light , agile, lightly-anno ured Robot, designed 
10 move in quickly and deliver a te lling blow. It is generally 
used in anti-personnel mode, and is very popular with the 
Inquisition and other groups, having proved itseiflO be very 
effective in mutant-hunter/killer op erations. The Crusader is 
n o t generally use d where heavy res istance or strong 
concentrations of enemy armour are expecled . 

Build Points total: 118 

Weapons: power sword x 2, las-c:mnon . 
Equipment: cortex. 

Points Cost: Build po ints 11812 = 59 + Equipment 5 + 
Weapons 104 _ 168 + program 

Weapon v:ariants: 
I. substitute heavy bolter for las-cannon: -75 points. 
2. substi tute mella-gun fo r las-cannon : -83 points (including 
loss of I HP). 

Colossus 
T he Colossus is primar ily a s iege 
Robot; the standard configurat io n 
co mbin es a s iege hamm e r fo r 
attacking fonifications with lighter 
weapons for use against defending 
troo p s. It is widely used by the 
Imperial G ua rd as a che ape r 
alternative to the siege Dreadnought , 
and a few Colossus class Robots :Ire 
mainuined by the Ordo Reductor o f 
the Adeptus Mech:micus, m:linly fo r 
testing new :lnd experimenu l siege 
weapon ry, The siege h amm er is 
equivalent in all ways to a pounder 
(Warhamme r SIege, plIO), but 
can be used in hand-tO-hand comb:lt , 
h e n ce th e Robot's WS score ; 
successful hits :Ire al S8 :lnd cause 
D3 wounds. 

Build Points total: 138 

Weapons: siege h:lmmer, bolt gun, melIa-gun . 
Equipment: cortex , Power Field, Power Field Synchroniser. 

Points Cost: Bui.ld points l38n - 69 + Equipment 25 + 
Weapons 19 - 11 3 + program. 

Weapon v:ariants: 
1. subslitute las-cannon for melta-gun: + 84 pOints (including 
1 additional HP). 
2. substitute heavy bolter for mella-gun: + 7 points (including 
I addit ional HP). 
3. substitute second siege hammer fo r bolt gun: + 10 points 
(including I addit ional HP). 
4. substitule flame r fo r s iege hammer: -9 pOintS (including 
loss of 1 HP), 
5. substitute power glove for bolter: + 13 points. 
6. SUbSlilute po we r glove for siege hammer: + 4 points 
(including loss o f 1 HP). 
7. substitute aUlo -cannon for bolter : + 34 poinls (including 
I additional HP). 
8 . substitute auto-cannon for siege hammer: + 25 points. 
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Cataphract 
Th~ Cataphract class is a h~avily ­
armour~d gener2.1 -purpos~ baule 
Robot designed for use in almost all 
battlefield situalions. 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 a wide range of roles 
makes it a highly-deployable and 
popular machine. 

Build Points total, 140 

Weapons: las-cannon, bolt gun, flamer. 
Equipment: COrtex, power field , power field synchroniser. 

Points cost: Build points 14012 .. 70 + 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 I 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 flamer: + 9 points 
(including 1 additional HP") 
6. substitute auto-cannon for bolt gun or flamer : + 34 points 
(including I additional HP"). 

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 to the heavy 
weapon armament. 

Build Points total: 139 

Weapons, pow~r glove x 2, heavy bolter. 
Equipment: cortex, Power Field, Power Field Synchroniser. 

Points cost: Build points 13912 4; 70 + Equipment 25 + 
Weapons 45 '" 140 + program. 

Weapon variants, 
1. substitute las-cannon for heavy bolter: + 75 points. 
2. substitute melta-gun for heavy bolter: -9 points (including 
loss of 1 HP). 
3. substitute bolter for power glove: -13 points. 
4. substitute siege hamm~r for power glove : -4 points 
(including 1 additional Hp·). 
5. substitute auto-cannon for power glove: +36 points 
(including 1 additional Hp·). 
6. substitute flam~r for power glove: -13 points. 

Conqueror 
The Conqueror class Robot is 
designed for use in battlefield 
situations where heavily-armed 
resistance is expected. A major point 
of its design is the combin:uion of 
firepower with heavy armour, and it 
is widely used in assault, anti-vehicle 
and anti-Dreadnought roles. 

Build Points toUl: 139 + program. 

W~apons: heavy bolter, auto-cannon, power glove. 
Equipment: COrtex, Power Field, Power Field Synchroniser. 

Points cost, Build points 139/2 '" 70 + Equipment 25 + 
Weapons 65 '" 160 + program. 

Weapon variants: 
1. substitute las-cannon for heavy bolter: + 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: siege hammer for auto-cannon: -25 poims. 
5. substitute second power glove for auto-cannon: -21 points 
(including loss of I HP). 
6. substitute second auto-cannon for power glove: + 21 points 
(including I 2dditional HP"). 
7. substitute flamer for power glove: -13 points. 
8. substitute siege hammer for power glove : -4 points 
(including 1 additional HP"). 

• Note that the use of multiple heavy weapons may take the 
Robot over its maximum of 140 build points. 

It is the accepted practise among the forces of the Imperium 
to give each Robot a three-part code after the class name, to 
indicate its weapon configuration. 

The first element of the cod~ refers to 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 L 
Heavy bolter B 
Melta-gun m 
Flamer f 
Siege hammer H 
Power glove • Auto-cannon A 
Bolt gun b 
Power sword , 
No weapon x 

Upper-case letters are used for heavy weapons, and lower cUI." 
for normal and close combat weapons. 

Thus, a Colossus class robot like the one shown, ~quipped 
with a back-mounted meICl-gun, a bolter on the right arm and 
a siege hammer in place of the left, is referred to as a Colossus 
mbH. 
MIKE BRUNTON 
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7 &: 8 - Details of the Commissar, Skull motifs are 
popular amongst Commissars, in particular with those 
coming from Death Blade gangs, and they are used 
extensively on this model. An easy method of painting a 
skull is to usc a small brush and to dab a circular shape for 
the skull top, with a smaller drawn-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 dearly visible here. 
All the Death Blademembers wear this patch; not displaying 
the insignia 'would be a dishonour to the gang and the 
member would have to flee - if he wasn't shot first. Again, 
a white undercoat is painted on the arm in a small circular 
shape. When dry, Citadel Red is added and allowed to 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 
to 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 barrel of the trooper's las­
cannon. 

10 - Helmet, Chest and Kill Markings, 1b make these 
markings stand out, they arc best lined with black. This 
can be a bit tricky because of the curve of the helmet and 
wobbles may tend to creep in. Don't worry, though: just 
snaighten 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, 
however, that it can be difficult to work on curves. 

@@ 

II - Camouflage Striping, Once more, a reverse technique 
is used. Instead of painting a black stripe and outlining it 
with white, it is much easier and quicker to paint a white 
stripe and, when dry, add the black stripe in the middle 
of the white area. 

12 - Kill Banner, This is made from paper and then glued 
onto the gun barrel. The banner is simply painted red with 
white dots depicting small skulls (the kill markings) -
remember that it is easier to paint the banner before sticking 
it onto the gun. 

13 - Facial 'bttoos; A variety of tribal markings can be 
chosen to suit the gang or tribe from which your 
Guardsmen are drawn. Members of the company I have 
chosen to paint come from the Death Blades gang and all 
have two chevron-shaped blue facial tattoos: 

These facial tattoos arc probably best painted with Citadel 
Colour ratherthan ink, as ink tends to nUl too much. Larger 
blocks of colour arc more effective than the sort of tattoo 
you would find in real life - a spider's web might look good 
on a real person, but imagine trying to paint such a tattoo 
on ren or more models! Painting half 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 Detail: Helmet markings and facial 
tattoos are described above (see 13 and 16). 

15 - Belt Buckle: This has been painted white for 
maximum visibility, with the wing and head shapes V.linted 
in black on top of a white triangle, as described for the 
shoulder flash (see 22). 

16 - Shoulder Flash: The shoulder marking is a letter' F' 
for F Company with a stylised lmperial Eagle motif. This 
is best done by first painting on the 'F' ·and then painting 
a triangle on either side. When this is dry, paint in the black 
lines on the triangles that mark the wing shape. 

Bases are first painted green and then covered with fine 
sand sprinkled onto glue, which is finally drybrushed 
lightly with Spear Staff Yellow. 

So there we are - some quick and simple solutions to 
painting whole units of Imperial Guard models, allowing 
you to easily build up a large force of painted Guardsmen 
ready for the wargames 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 
suitable for display as examples of fine miniature painting. 
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CODEX 
IMPERIALIS 

'My will be done' 

Codex Impenahs page 1 

The Legioncs Asrartcs, commonly known as Space Marines 
or colloquially as Angels of Death, are the elite fjghting forces 
of the Imperium. Marines are physically, mentally and 
spiritually superior to ordinary soldiers, a condition ensured 
by rigorous selection and training. These devout warriors exist 
to serve the Emperor of Humanity, and do so with religious 
zeal and cold efficiency. 

/'tECRUITMENT AND T/'tA.INING ~ 

Recruits are taken mainly from feral or hive worlds, bm 
occasionally civilised worlds produce suitable individuals. 
Above all , an aggressive fighting spirit is sought 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 tC'".lining, during 
which time their minds and bodies are strengthened by bio­
chern and psycho-surgery. Consequently, the most important 
resource of any Chapter is the ancient Gene-Seed required for 
the implants which transform an ordinary human being into 
a Space Marine._ 

Marine development is also conducted on a spiritual level. 
Throughout their arduous life as recruits, Marines are subject 
to constant indoctrination, imbuing them with an 
unquenchable respect for the Emperor, and a lifelong 
obedience to discipline. 

ORGANISATION 

The Legiones Astartes are organised into 1000 Chapters, each 
led by an Imperial Commander. Chapters are autonomous 
units, each very much like a self-contained army with its own 
uniform, tr.msport (including spaceships), specialist non­
combatant support personnel and home base (usually a flee t 
or planet based Fortress-Monastery). 

A Chapter'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 is the 1st Company 
which is composed of the most experienced combat veterans 
and led by the Lt Commander of the Chapter. Within a 
company, Marines are organised into 10 man squads, one of 
whom is a Sergeant. 

TACTICAL ORGANISATION 

For any given battle, squads are equipped and organised 
according to operational requirements, and this results in three 
basic types of squad; Tactical, Assault and Devastator. 

Thctical Squads are all-purpose units, capable of accomplishing 
most baniefield tasks. Assault and Devastator Squads are 
equipped for close-combat and heavy weapon support 
respectively. 

The basis for the organisation of the Legiones Asrartes was 
decided many thousands of years ago during the First Crusade, 
and takes the form of a mighty tome entitled the Codex 
Impedalis. The Codex deals with all aspects of Chapter and 
battlefield 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. 

'So it was in the beginnmg; 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 Chapters flflIlly 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 a fundamental act 
of devotion, but to help to ensure victory by carrying the power 
of the Emperor within the very fabric of their organisation. 

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 speed 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 (he 
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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MARINE ARMY LIST 
The Muine Army List below represents the organisation and 
equipment specified in the Codoc: Imperialis. Person21ities (ie, 
high r.mking or specialist Marine personnel) h:lve access to 
ran': 2nd unusu2.l equipment not nonnally available [Q 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 u.ctical equipme nt required. The overall 
composition of the force will depend on the nature of the 
task - assault, heavy weapon support or whatever the situatio n 
calls for. 

USING THE LIST 

Personality Models 
The senior officer chosen from Lt Commander, Captain and 
Lieutenant is designated as the Detacbment Commander. He 
has ultimate authority on the battlefield . In the liSt, the 
characteristic profiles of these personality models are not 
necessarily indicative of rank. It is possible 10 have a very 
e"perienced Lieutenant (Major Hero) and a relatively less 
e"perienced Captain (Champion) in the same force (length 
of service :md rate of attrition account for this). This represents 
both individual differences and the unique requirements of 
different ranks. 

Special consideration needs to be given to the use o f 
Tecbmarines (sec below) and Librarians . Both these 
personality types have a random element to their gener,uion 
(maximum number in the case of Tech marines; psychic ability 
in the case of Librarians). Consequently, if you wish to include 
these types in your force. you should make any decisions and 
dieroUs!irst. You will then be in 2 position to know how m2ny 
points you have left from yOUf 2grced 10121 for picking the 
rest of the del2chmem. 

Basic Equipment 
This is m2nd21Ory equipment considered essential to the 
personality's function . The points v21ue of all these items is 
included in the Points per mOdel COSt. 

Sl2.D.d:ud Equipment 
Standard Equipment has a pre-set points V2lue. If Ihis option 
is selected, then all of the hardware specified must be I2ken. 
Unw2nted items C2Jl be given to other personality modds. 11K 
pre-set pointS COSt of Standard Equipme,lI must be :lddtd 
to the Points per mOdel cost. 

Special Equipment Cbarts 
Inste2d of Standard EqUipment, 2 personality may haw 
2itern2tive equipment , determined by roning on the Special 
Equipment Charts. Equipment r.tndomly gained from tt\( 
ch2ns in this way must be taken (but m2y be discarded or given 
to other petSlJn2.lity models if unwanted). The pointS are paiil 
per roll. The appropriate chans, number of rolls and points 
cOSt per roll are indicated for each personality type. The charts 
appear at the end of the lis t. 

High ranking personalities may modify their rolls as follows: 

Librarians and Chaplains may add 5 to each roll . 
Lieutenants may add 10 to each roll . 
Captains may add 15 to e2ch rol l. 
Del2chmem Commander, Master of the Apothecarion and 
the Chief Librarian may add 20 10 each roll . 

They may either choose the equipment determined by the 
origin2l roll, or by the roll p lus the pennined modifier. Note 
that, if used, the modifier must be appHed in full . 

For example, 2 C2ptain takes a roll on the Heavy Weapons 
chart. A roll of 57 gives a Multi-laser, but alternatively he may 
add 15 to get a result of72 - a Heavy plasma gun. He may not, 
however, t2ke the Mull/ -mella which lies between these 
two options. 

Additional Equipment 
Regardless of whether 2 personali ty chooses Standard or 
Special equipment , the Mditio,tal Equipmerzt listing gives 
details of other h2rdware that the personality may have by 
paying the points indicated . 

" . 
• 
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rECHMARINES 

The list includes deta ils of the specialis t troopers known a~ 
Ttchmar;nes, Thcsr: are battle~brothers (and therefore front, 
line fighting troops), but trained by the Adeptus Mechanicm 
for th eir tact ical role as field engineers. Techmarines an 
essential fo r any action involving vehicles, support weapon: 
or engineer ing work. Unlike norm a l Marine troopers 
Techmarines are tr.tined to be able 10 oper::ue individually. 

The M:lkiug of :l Techm:lrine 
M~rines with experience in the h:lndling :.md maintenance 01 
!'Chicles o r special equipment, often in battle conditions, and 
those who show exceptio nal aptitude w ith techno logy, w ill 
[)(: conslde red for special instruction 10 become Techmarines 
(Fru ter Astrotechnicus). In an age when techno logy is revered 
and regarded wit h almost supernatur.1I awe, such aptitudes 
are highl y valued , Marines w hic h display such ability to 
co mmune with machines are se lecte d for th irty yea rs 
instruction by the Adeptus Mechanicus. During this time they 
learn how to divine the Runes of Engineering and study the 
Liturgy of Mai ntenance. This great body o f lore must be 
comm itted to memory and und e rs tood by the novice 
Techmarine, including the arcane Mechcantrips which give 
mystical power over the intricate workings of machinery. TIl t:)' 
arc taught by their masters how to ' fed ' the pain of thei r 
machine and hC'a1 it , according to the w isdom o f the ancients. 

Examples o f Liturgy 
According to the ancient wisdom of the Adeptus Mecanicus, 
a support weapon or vehicle will only perform well if the 
correct rituals:lre observed during maintenance :lnd use. Such 
rituals must be learned by hean . Since there are many intricate 
ri tes to be learned , w ith a variatio n for every conceivable 
circumSlance in battle, it is not surp rising tl1:1.1 it takes th iny 
)'ears full y to instruct a 1echmarine, 

of training is completed, the Techmarine is 

t~r~~:::~~ ·;~~E great and sombre ceremony and he returns , Within the Chapte r, Tech marines may be 
in varying strength to accompany any dctachmelll 

includes vehicles or specialised equipment . 

in the Army List 
of Techmarines avail:lble to :I player is decided 

rolling 60 6. This is the maximum n umber 
may have few e r Tec hmar in es in the 

force may never have more 
, or other machines th:1O Techmarine.s 

are essential if vehicles and support weapons are 
. Normally, the Detachment Commander would 

sundering lechmarines from machinery, and 
that each Techmarine is taken together 

piece of hardware. Consequently, it is not 
to include all available Techmarines in a force, but 

m ust be:tt least one for each vehicle (excluding bikes), 
weapon , Dreadnought and maniple of robots (see 

Bquipment and If'l?aponry fo r further details). 

SPACE MARINES ARMY 

A Techmarine ' knows the way' o f all veh icles; their mysteries 
have been revealed to him and all his comrades look upon 
his deed s w ith admiration and wonder. Wisdom has been 
handed down fo r centuries and is contained both in oral and 
tradition and countless w ritten works. 

:41/d whe'l at last he came upon the Ilehiele, he perceived 
tbe distress afthe engine therein andforthwith struck 
the rmle and it wasgood. Thereupon the engine ignited 
and was filled with strength. ' 

from 'Lord of the Engines' 16th Tome, verse 2001 

An important aspect of much of the liturgy is that a physical 
action sho uld be accompanied by an arcane utterance, as the 

. fo llowing extract illustrates: 

'When uttering the incantation, mark well tbat the rod 
;s upon and not within tbe infake. The second 
incantation sbould not be uttered untO all the fumes 
hUlle come fortb, then the way sIJalf be clear for the 
sac"n'd words to penetrate unto the heart of the engine. 
Iftbe mountblg be hot say the third rune, If it be cold 
thf' fourtb rune is more appropriate. For then the wrath 
of the engine u 'ill be aroused ... ' 

From <The Book of Five Runes' 

Techmarines in Action 
A Techmarine, though linked to a par ticular machine, docs 
nOt have to remain with it during batt le «('rivers are an obvious 
exception to this). Techmarines can move and fight just like 
any o ther personality model , and it is useful to deploy them 
on th e bat tl efield since, in additio n to providing ex tra 
firepowe r, Techmarines are capable of fixing vehicles that h:tve 
sustained critical hits. 

When a vehicle has received special d amage as a result o f a 
critical hit , a ' lechmarine may attempt to restore functions. 
Special d amage other than damage to occupants or complete 
destruction of the vehicle can conceivably be attended to by 
the Techmarine, 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 repaired and the machine 
will function again next turn . On a score of I, the vehicle is 
damaged beyond redemption and the Techmarine will spend 
the remainder of the turn reciting the las t rites for it . On a 
score of 2-5, ro ll again next turn , because the Techmarine is 
engaged in deep 'co mmunion' wi th the mac hine and 
res toration o f 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 Points per squad value. 

In addi tion, the Codex permits vario us Optional Upgrades. 
These upgrades are unusual in that they must be applied to 
every squad of that type present in a player 's army - you cannot 
single out a specific squad and s imply upgrade that o ne :tlone. 

As a consequence, the total cost for any upgrade depends (in 
p ari) on the number of squads of tll:tt particular type. The 
COStS for these upgrades are per squad, a~ this must be 
multiplied by the number of squads o f that type to find the 
full cost to the player. 

For example, Tactical Squads are normally armed with a 
Flamer, but the list allows you to subst itute this fora Shuriken 
catapult. The additional cost for the Shuriken catapult is 8 
pOints. This is the cost for a single squad, so if a player has 
choosen 3 'Iactical Squads, the total cost is 8 x 3 .. 24 points. 
Players have the option of splitting any IO-man squad into two 
S-man squads. This sho uld be done after the armament of the 
full (iO-man) squad has been determined . 
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DETACHMENT COMMANDER 
This will",. th~ highest ranking p~rsonality in the force, sel..ct~Jfrom th~ first 3 officers 
list~ bdvw. 

Second in command onJ righl hand man I<> lhe CommonJa oflhe Clt<!pu:r, Ihe Lieuunant 
COIIIMOIllkr is often cklegat~ cOlllltUllld of impolTmll 14ft forces. 

POWERED ARMOUR wrrn COMMUNICAroR, 
RESPlAAroR ... NO .wro.SENSES 

KNIFE OR COMMT .occESSORY 
BOlT PI~l 
FRNJ GRENADES. 

OPTIONS 
SPECIAL EqUIPMENT CHARTS STANDARD EQUIPMENT, )2 points 

C"AU 
STANf.IoOJlD WEAPONS 
CLOSE COM&.Y WEAPONS 
IIF.AVY WEAPONS 
OREN ... DESlMTSSlLES 
EQUIPMENT" BIONICS 

.. ," ., ., ., ., 
" 

BOLTOUN 
~~~ 
CONVEJ!.STON FIELD 

POWEIIED ARMOUR WITH COMMUNlCATOR. 
RESP!RAroR MID MJ1'O-SENSES 

KNIFE OR COMMT NXESSORY 
BOLT t'TSI'Ol 
FRAG GRENADES 

OPTIONS 
SPECIAL EQUIPMENT CHARTS STANDARD EQUIPMENT, 21 points 

"'~ STAJID.\RD WEAPONS 
ClOSE COMBAT WIW'ONS 
HEAVY WEAPONS 
GRENADESIMISSltES 
EQUIPMENT" BIONICS 

.. w ., ., ., ., 
" 

SOLTGUN 
POWER S\IDRD 
REfIlAC'JOIl FIELD 
BIONIC eYE WITH TARGETER 

POWERED ARMOUR wrrn COMMUNICAroR, 
RESPlRAroR ... ND .wro.SENSES 

KNIFE OR COMBAT .occESSORY 
SOLT PI~L 
FRNJ GRENADES 

OPTIONS 
SPECIAL EQUIPMENT (HARTS STANDARD EQUIPMENT: 19 pomts 

(II"IT 
srANf.IoOJlD WEAPONS 
HEAVY WEAPONS 
GREN ... DESlMISSD..ES 
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.. ," ., ., ., 
~" , 
~ , 

SOU GUN """'" ~~ 
BIONIC EYE wrrn YARGET£R. 

REFRACTOR fiELD . . 
ruMP 1'1ICK •• 

, , 

POWERED ARMOUR wrrn COMMUNICATOR. 
RESt'TRllTOR "'ND MJ1'O-SENSES 

KNIFE OR COMBAT ACCESSORY 
BOLTt'T~L 
!'RAG GRENAOl!S 

OPTIONS 
SPECIAL EQUIPMENT CHARTS STANDARD EQUIPMENT 16 poiDb 

",.n 
CLDSE COMBAT WEAPONS 
IIF.AVY WEAPONS 
GRENADESIMISSIl.ES 

~" , 
~ , 

SOU GUN 
POWER SWORD 

PLASM'" PlSJOl. 
CONVERSION FlEllI 



FORCE SIIoORD, . 
FOltCE Ji;()D .. 
JUMP PACK . 
REFRAClOR FlF.LD. 

O·6D6 TECHMARINES 
TECHMARINE 17 

. ~ 
• •• ,4(1 , , 

j~\. •• I m~ITSlnD(1:JnDH:lI]!JI:iTlm11 
OOOODDODIDIIDIIDIIDI 

Ttchmarines "r~ Marines with specialist /uhnicu/ k",,"'ledg~. II mrying namba of 
Ttchman'nes will ~ allocated 10 any dewchmem ,..,quiring support _(lp<mS, vehiclt. Or 
";"'r '"etical equipllVlI1. The number of1i:chmarines ami/able will deunnine the lV1Wum 
'i such t quipmeTII "",ilable 10 the detachmmt. 

BASIC EQUIPMENT 

POWERED ARMOUR WJ1lI COMMUNICATOR. 
RESP1RAWR AND AlJ1"O.SENSES 

KNIFE OR COM!V.T ...ocESSORY 
BOLT PISTOL 

OPTIONS 
SPECIAL IQ.WPMINT CHAITS STANDARD EQUIPMENT, 

NONE 

~ROll , 
; 

" ; , 

NONE 

ADDITIONAL IQUIPMENT 

lUMP FlICK .. 
lIOn GUN . . 
FllAG GRENADES. 

BASIC lQUI'MENT 

. ... 2 , , 

POWEllEO ARMOUR WITH COMMUNICATOR . 
RESPIRAWR AND AI!JO.SENSES 

KNJFE OR COMBAT ICCESSOkY 
DOLT PISTOL 
FRAG GRENADES 
Blo-SCANNEIl 

ENERGY SCANNER. 
MEDI·PJ\CK. 

SPACE MARINES ARMY LIST 
The Mastel)' Level ufthc LibnrWI is deiennined by a roll OIl a 04. RaroomIy delenOine the appropriate 
~i·t.c.cl and numberof abilities u indicated for the Level ofMaMol}'. TIlt points value gi""n includes 
the cost of "bilit; .. and i. added to the buic points value C(IIO!od abovo. 

--"",-",,-.,---, 

Randomly dotermine psychic .bilili .. "'ing • DIO. Random dotonnirlation \>(tween appropriate 1(:\1\\15 
can be!l1adt u.ing any appropriate dice (ie 02. D3 or 04) . 

..... " 1 Aura of Iks;stance ' 
2 C"re Injul}" 
3Hanunerhand 
4 Immuml}' from !\Iison 
5 M."tal Blow 
6 STeal Mind 
7 leleUno",i. I 
8 Telepathy I 
9lelepon I 
10 Wind Biasi " ..... , 
I AuJll of IkcaIcilrance 
2 Animate Weapon 
3 Cause Confu,ion 
4 Cause Fear 
5 Otstl"O'j Aulll 
6 M."tal Blitt 
7 Roo, 
8 Telekine",;s 3 
9 Telepathy 3 ,. 
10 Transfer Au"" 

Loft , 
I Aura of Protection_ 
2 EcIoplasmic Mist 
3 Jinx 
4 Mental Bolt · · 
S Rally-' 
6 Sense Presence 

"""'" 8 Telekinen,;' 2 
9 Telepathy 2 
10 lelepon 2 

..... " 
I Aura oflovulnerability 
2 Ch.m~ Allegiance 
3 Cure WOund, 
4 limbo 
5 Mental Blast 
6 Stasi • 
7 Strength of Mind 
8 Teldinensis 4 
9 Telepathy 4 
10 Temporal Diston 



Iii] 

Tactical Squads are the oosic fighting unit of the Clwpter; armed, tmined and 
equipped for a flexible role in baltle. 

I'(lIIlEREO AIWOUR WI111 COMMUNICATOR. 
RESPIRATOR ... ND ... lJTO.SENSES 

KNIFE OR COMMT >\cCESSOIIY 
BOLT PISTOL FRNJ GREN ... DES 

ST"NOARO (QUIPMENT 

SEIIGAANT: BOLT GUN ... ND BIo.sc ... NN ER 
7 M ... RINES: BOLT GUN 
I MARINE: MISSilE LAUNCHER 

(INCLUDING T"'RGETER ~ 
SUSPENSORSI WITH FIV.G AND 
MELTA MISSILES 

L iI1AlU/Io"E: FLAMER (WITH TARGHER 
& SUSPHISORS) 

~ 
SUBSTITUTE All n"MUiS WITH: SUBSmUTE ALL MISSILE LAUNCHEIS WITH 

GR"'Vf!ON GUN. 
MELTMJUN . 
I'U.SM ... GUN. 
SIlURlKEN CAT ... PULT . . 
(WTIlI T ... ItGETER '" SUSPENSOR) 

.. . 0 (FREEl , 
• • 

BEAMER 
HEAVY PL"'SMA GUN 
LAS-CANNON 
MULTI·MELTA 

EQUIP All SlRGE"NTS WITH ADDITIONAL, 
CHAINS\\\)RD WEB GUN . , GIIENADfS, 
l'QWER "'XE. • PL ... SM ... III 
POWER OUJl'E . , VIRUS ,41 . 
POWER S\\\)RD VORTH Ill . 

'QUIP All SQUADS WITH, 

JUMP PACKS. .. '" HALLUCINOGEN '" SCARE GAS . . 
GfIE}{ADES' ~~. .~ SMOKE. 

"'Nll ·PUNT . . , KNOC~-OlIT . . . . , STASIS . 
BUND. . , ,"MELTA.BOMB .~ STUMM. 
CHOKE. , ~=, • TANG LEFOOJ ,=, w ~o ~ TOXIN G ... S. 

EQUIP ALL MISSIlE LAUNCHERS WITH: 

" "' Nll-PLAIIT , HAYWIRE . SMO~~ 
' BUND , KNOCK·OUT. .. ,~ STASIS 

CHOKE . , PHaroN . . , "".M 
CRACK. .w ~o • TANGLERXJr 
HALLUCINOOEN .. .. 2 SCARE GAS . TOXIN ",. 

. ... 20 

• 
" 
• , 
~ 

• , 

, 
• , 
, 

" 00 

'" 

Assault Squads are anned. trained and equipped for stonning actions. Thtil 
armo.m<:nt primarily foa/ures close combor weapons. 

STANDARD (QUIPMENT 
SEIIGfAI>"T: CIiAINSWORD ... ND 

BI(J-5CI\NNEI!. 
7 MAIUNFS: ... DDITIONAL BOLT PISfO!. 
I iI1ARlNF,: n ... ND FLAMER (WITH 

T ... RGETER & SUSPENSORSI 
I iI1AR INE' PLASMA PISTOL (WITH 

T ... RGETER '" SUSPENSORSI 

OPTIONAL UPGRADES: (additional points cost is per squad). 

SUBSTITUTE ALL HAND FLAMERS WITH: 

I'U.SM ... PISTOL. 
l'QWEI!. AX E . . 
l'QWEJI. SWORD. 

, 
.0 (fREE) 
o (FREE) 

WEB GUN .. 
(wITH TAltGETER &t SUSPENSOR 
WHERE APPROPRIATE) 

.0 (FREEl 

(QUIP All S(lGEANTS WITH "COITIONAl! 

l'QWER AXE . . • GlI:£NADfS' VORTEX (1) .. . .l5 
l'QWER GUJI'E . . , PLASiI1A (I). , 
I'(7I{ER S\\\)RD , VIRUS (41. . . .4 

lQUIP ALL SQUADS WITH: 

JUMP PACKS .. '" H ... LLUCINOOEN '" SC ... RE GAS . . , 
f'()',\'ER SHIELDS. • Il ... YWIRE . . .~ SMOKE . , 
C}l"'INSWORDS . , KNOCK·om , ST"'SIS . • GRENADES: MELT ... ~ STUMM . , 

ANll ·PLANT , PHaroN • TANGLHoor .. , 
C}lOKE . , 

'" ~ =" '" 
, 

DevastalOr Squads are am'ed. EmiliI'd and equipped for a close suppon 
Their amUlmeni primarily fea/ures heal')' weapon')'. 

, , 
KNIFE OR COMBAT .'CCESSORY 
BOLT PISTOL FRAG GRE~ADB 

ST"NCARD EQUIPMENT 
SUGF.ANT: BOLT GUN 
S iI1ARlNFS: IIOLT GUN 
1 iI1AR1NFS: MISSILE LAUNC}lERS 

(INCLUDI NG T ... RGETERS & 
SUSPENSORS) WITH FRAG ANO 
CRACK MISSILES 

I MAJUNE.S: HEAVY BOLTER (INCI.UDIM; 
5USPENSORS) 

~ 
SUBSTITUTE ONE OR BOTH HEAVY SUIiSTITUTl ONE OR BOTH MISSIl! 

BOLTERS WITH, LAUNCHIIS (AND MISSILES) WITH. 

BEAMER. ,. , LAS---CANNON . . 4lOR'I,l 
HEAVY J'LO.SM'" OUN .. . 3(1 OR 60 MULTI-MELTA . . .3 OR I 

" 
J'CMIER ... XE , WEll GUN , VIRUS (4) .. A 
POWER OUJl'E. , GRENADES' ~= (II ·· .. .l5 
POWER SWORD . , J'LO.SMA (I) . . , 

EQUIP ALL SQUADS WITH: 
JUMP I'ilCKS .. . . . 20 HAllUCINOGEN. '" SCARE GAS . . , 

H"'Y"1RE .. .. . 40 SMO~E . , 
GRENADFS' KNOCK·OUT , ~~, • "'Nll-PUNT . , MELTA-BOMB . • ""M. 

BUND , PllaroN , T ... NGLEFOOr , 
CHOKE. , ~o • =, GAS . . , 
CRAC~ . '" EQUIP All MISSIlE LAUNCHERS WITH: (points COSI per Launchu IS per Squlld) 

ANll_PLANT . . , MELT ... ·BOMII • "".M , 
BUND , PHaroN . ., TANGLEfOOT . , 
CHOKE. , ~o =" ~. ., 
HAllUCINOGEN . . .. . 2 SCARE GAS .. , 
~~. SMOKE . .. , 
KNOCK·OUT. , STASIS 
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TERMINATOR SQUADS 

1".~.~~ ~;,~··C';;'ACT!CAl DREADNOUGHT I""""' 
ARM OUIl 

MNO 
ITI!M TO BE REPLACED 
!'OWU GLOVE ("-IIOl[ SQUAll) 
UF.1NY FUMER 

UPGRA DE 
REF~RFIF.l.D 

OR C 

M "' MI NF.S 

"' .... UNt: 

REPlACB",~'r 

UIAI:>IFIH 
ASS.MH:r 0.;>0:;<0111 

POINTSlSQI)AD 

'00 
W 

" 
(;lOV~\\nH"~I''''M)f l " .1 

C"ALKI leo,'" "',,,;> 

UPGRA DE 
REFRACTOR flF.LD 

POINTSlMODEI. 
M 

" 

UI'GItAD[ "NY LI •• /l.RIAN, 

,. FIRD 
P01Nl'S/MonF.l, 

,-, 

rSYCHIC rowns 

MAST ERY 
I.:. 

T 
UDRARIA .... 

LEVEL 1 
MIRA 0 1' RESlsn.NCE 

2 C!J RE JNJllRY 
.1 IIAMMERIIAND 

, , 
., 

.j IMM UN ITY FRO,\! POISON 
~ MENT"L II1.OW 
I> STIOAI. MIND 

T HI:KINICSb I 
H TEl-f.rATll Y I 
') THFJ'ORT I 
I() WI ND "LAST 

LEVEL , 
AIIlIA Of Rf.CAl.ClTRAlliC!' 

2 ANIM"TE WF.,\I'ON 
.1 CAliSE C:ONFl ISIOl\ 

CAUSE FEAR 
~ DESTROY AURA 
(, M EN' I" L !lU TZ 
7 ROUT 
11 TI!I.F.KINFSI~ 3 
\} Tf. tF.I'''TH Y 5 
I .. TII."NHI:II "i IR" 

PSI ·U!VBI. ABlUT1£S 
:\l){i 

401)(, 
,)1)(, 

121)6 

U ! \ff.L "1. 

, 3 010. 

" 

11)6 
",,, 
,06 
.. [X. 

I AUK" Of' 1'1I0"l"ECI"I0;'" 
! I:CI OI'L"~MIC .\IIST 
:\ JINX 
., MEN·lil l. llon 
~ II."I.I.Y 
(, ~ 1'NSf I'llfSENLf. 

S.\I,",S I I 
II Tf.l.E"IN£S I~! 
'J IH.EI'XnIY! 
IU Tf.l.EPORT! 

LEVEL .. 

""II." Of IN\'II1.NI:RAII II.lTY 
! CIIII .'.:(;I: ALI.EGI"NCI: 
.' CIIRE WOIiNDS 
., I.I~III() 

~ ME :O<·Ii1 1. 1lI.A~'" 
(, S"lilM~ 

STRI;N( ;Tl I 01' ~ II N I) 

II TE I.I ! KI NE~IS ·j 

'J TEI.I!I'ATIIY 4 
III TI'.\II'()IlAI. DI.STORTU)N 

, 
• 

• 
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Power Shield 
Power Shields are commonly used by Marine Assauh Squads 
where a 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 field generalOr incorporated inlO the design. The 
generator produces a small field sufficiem 10 cover the surface 
of the shield. 

The form of the Power Shield varies considerably from Chapter 
10 Chapter. For example, the Crimson Fists favour coffin­
shaped shields, while the Blood Angels use a cruciform shield 
and the Iron Fists bear shields moulded into the shape of a 
medieval armoured gauntlet. Often a cloth banner bearing 
Chapter insignia will be 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 eq~pped with a Power Shield adds 1 to its saving 
throw against all shooting hits. At short range or in close 
combat, add 2 to the saving throw. No addition is made 10 
the saving throw against explosions. 

Imperial Stasis Field 
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 [Urn in which the model 
activates his field, he can nominafe how many [Urns he will 
be 'in stasis', reappearing at the end of the fmal rum nominated. 

~~ ~,~ 
Combination Weapons 
'Combi-weapons' are cUSlOm built devices which incorporate 
two or 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 
simultaneously. 

Each combi-weapon is meficulously crafted according to the 
requirements of a particular individual. Consequently, each 
one is expensive and unique, and typically only used by bigh 
ranking Chapter personnel , wealthy adventurers and 
bounty-hunters. 

Some combi-weapons can incorporate 3 or 4 component 
weapon types; various shields, smoke dischargers, micro­
grenade launchers, Las-cutters, Phase field generators and any 
other features according to the individual's specification. 
Battlefield 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 generation from the Special Equipment 
Cbart. If a combi-weapon is taken, its component firearms 
should be generated randomly as follows: 

D6 Number of Barrels 
1-3 Double-barrelled 
4-5 Triple-barrelled 
6 D6 barrels 

Once the number of barrels has been determined, the weapon 
type for each barrel is generated randomly by rolling on either 
the Standard or Close Combat equipment chart (player's 
choice for each barrel). These rolls do not cost any extra points, 
and non-firearm results are ignored (roll again). 

Every weapon includes the appropriate number of suspensors 
and a targeter. Even so, for each 'barrel' fired simultaneously 
the model suffers a -Ion each 'to hit' roll (ie - I if one barrel 
fired, - 2 if two barrels fired and so on). If more than one 
barrel is fired the model cannot move on that turn. 

SPACE MARINES ARMY LIST 

Customised Armour 
All Marines, regardless of rank, arc issued with the standard 
panoply of their Chapter. Design details of this armour may 
vary according to the traditions of the Chapter and the 
materials and equipment available to them . 

In many Chapters there is a tradition of allowing individuals 
10 modify equipment according to their own tastes 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 motifs, Medics are distinguished by the 
snake emblem, and Techmarines with the claw emblem. 

STANDARDS 

By thy colour will he know thee. 
By thy binDers will he fell" thee. 
By thy Standlrd will hc d,eld thee. 
Cry Mmne. lnd let Spit the WCilpons of Wll". 

,,"00 

Back. Banners 
The display of back banners is a manifestation of many 
Chapters' conception of war. At no extra cost all Marines can 
be equipped with a felescopic aerial on their backpack, 
complete with integra! Chapter or squad banner. These banners 
are used on ceremonial occasions, and are often displayed in 
battle to help identify Marine units. It is common practice for 
one member of each squad to display his banner, which acts 
as a focal poim for the rest of the squad, and marking its 
progress on the battlefield . Volunteering to display the banner 
is considered an act of heroism and a privilege eagerly sought. 

An outstanding example of this has been passed down in a 
legend dating back to the 30th millennium. Several Marine 
detachments from different Chapters had been assembled for 
the final assault on the enemy pOSitions, but victory was by 
no means assured; the battle, 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 to 
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.' 
Thereupon, in each and every unit along the entire battle line 
the l'anners were unfurled, and if was like a great wave to 
behold. Then the commander gave our a cry saying, 'The gods 
of war are with us,' and the entire line advanced with weapons 
firing. The victory was won. 

Chapter Ceremonial Standards 
Any Detachment may have one of the Chapter's ceremonial 
s'tandards at the discretion of the Detachment Commander. 
The standard may be carried by any Marine model or mounted 
on a vehicle. Most ceremonial standards are between 4 and 
8 feet square and bear the insignia of the Chapter together 
with sacred motifs and bartle honours acquired in fanner wars 
and campaigns. Ceremonial standards are also hung in the 
Reclusiam and revered as sacred embodiments of the fighting 
spirit of the Chapter. Many of these standards are ancient and 
venerable relics which have been carried into battle time and 
time again by generations of Marines. Old, tattered and fragile 
banners are devoutly restored, and new baule 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 involvment in the Badab War, 
the banner was but a tattered remnant, having been in the very 
midst of the worst fighting. When the Lameotors were granted 
the Emperor's forgiveness for their part in the rebellion, the 
banner was given to theAdeptus 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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'ADDITIONAL EQUIPMENT! 
!AND WEAPONRY 
Each Chapter has an exteftsive reservc of cquipmcnt, wapons 
and so forth which can be used by a detachment. In principlc, 
the full range of hardware is available, but at anyone time 
various operational and manning constraints limit the options 
open to the Detachment Commander, and Ihis is reflected in 
the lists below. 

Most ofthe equipment , suppOrt waponry and vehicles uscd 
by a Marine Chapter will requi re Techmarine custodians, 
drivers or crew. Use of a ll this equipment assumes a sufficient 
number of Techmarincs as generated by the Army Lis!. The 
precise requirements are as follows: 

Vehicles 
Apart from single-scat bikes, each vehicle requires a 
1echmarine custodian. Any listed vehicle may be substituted 
by a vehicle of the player's own design providing that the n(,"W 
vehicle 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. 

PcC$OnaUty moods may be mounted 00: 

Vinccm Black Shadow mOtorcycle ... , ... J.~ -8(( piS per model 
Bbck Shadow sidecar combination . .. 140 pts per model 
MKI4 Bullock Jct Cyclc ............... :Z~_.Ha pts per modcl 
Imp!:ria\ Land Spuders ............... 100 .200"" pt.S per model 
A personalily may drive his own vchiclc or fit an auto-system for an 
addit ional 10 points. Where relevant , thc Tcchmarine custodian (or 
anOthcr persol12lity model) must be used as co-dr/vcr. 

One Squad of Marioes may bc mouoted 00 each of: 
10 Vlncem Black Shadow motorcycles ... . I bOjlOifpts per squad 
5 Bbck Shadow sidecar combinations . 700 ptS per squ;:ld 
10 MKI4 Bullock Jet Cycles . .. :"ZOV llOO pts per squ:u:1 
5 Imp!:rial Land Speeders . . . )~( PJDOO pts p!: r squad 
I Rhino is availablc per Marinc squlld a! H3 poin!S. 

Othcr vehicles available to tbe Marine dctachment: 
Land Raiders. . . . . . . . . . .1,t;r;, ~ pts cllch 
Gn.v-Attllcks . . 240 ptS each 
Predlltors . . . . . . . . . . . . . . . . .......... . . -::'0...0.600" pts each 

Rhinos. Land Rliiders and Guv-Attacks can only be driven by 
Tc:chmarines or other penonali!y models. 

Support Weapons 
The allocation of support weapons to a detachment is limite(! 
only by the number of Tcchmarines available lO crew them . 
One 1echm:l.Cine is required for each of the following: 

Support Weapon 

Mole Morur 
Thud<! Gun 

Rapier 
Muh i- l:lSer 
Muhl-melu 
l as-cannon 

Cost (each) 
50 points 
50 poims 

170 pointS 
180 poinlS 
220 points 

lluaotub (2 wcapons of identical type) 
Grenade launcher 80 points 
Heavy plasma gun 200 poims 
Heavy bolter 80 poims 
LlI$-cannon 230 points 
Missile launchcr 110 points 
Multi·mclu 150 points 
Convcrsion bc:un 150 points 

80th the Rhino and Land Raider are cap able of lOwing the 
Thudd Gun , Rapier and l 'uanlul2 arou nd Ihe baltleficld 
without penalty (the Molc Mortar is nOrmally stowed) . 
Limbering (or stowing) the weapon mUSI be perfonned by the 
weapon's crew, who then clamber o n (or in) the vehiclc. 
Umbering thewcapon ukes 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 ph~s 
the vehicle ll12y move nonnally. Unlimbering also ukes place 
during Movement. If the vehicle has travelled less than half 
its permitted distance [he weapon can be sel up ready to fire 
in the Shooting phase. 

Dreadnoughts 
0-2000 points of Dreadnoughts are aV2i1abie to the Dctachmcm 
Commander(with I lechmarine rcquired per D~adnought) . 
For full dctails on Dreadnoughts see White Dwarf 100. 

Dreadnought Class 
Comcmptor 
Deredo 
Furibundus 

Robots 

Cost (each) 
201 poims 
216 points 
277 poims 

0-4 Maniples of 4 Robots (0-1000 points per Maniple including 
program) with I Techmatine required per Maniplc. For full 
deuils o n robots see Wblte Dwarf 104. 

Robot CIU$ 
(sund2rd version) 

Cost (each) 

Crusader t70 poims 
Colossus 110 poims 
Castellan 140 poims 
Cataphnct 190 points 
Conqueror 160 poims 

The robots may h ave programs selected from the following: 

Prognm 
Gcncnl Battle 
llke and HoldfDefensive 
Defensive 
Bombot 

Tactical Equipment 

Cost (each) 
35 points 
50 points 
H points 
20 poims 

The Detachment Commander may also call upon the Chapter's 
reServe of equipment to help him win the battle. A single 
Techmarine can maintain up to 5 Bombots. all other items 
require one Techmarine each . 

I~m Cost (each) Maximum 
Bombots 5 points 10 
La$-CUttCT 35 points unlimited 
Ph:lSe field gencr.lIor 50 points unlimited 
11:: leporter 50 poims unlimited 

Off-Table Support 
Up to 1000 points may be allocated supporting fire from 
beyond the baHk-zone. The type of fire required is not 
specified by the player before the battle (see Requesting 
Support Fire below), but once these points have been set aside 
they cannot be used for anything else. 

Spotters 
One Tcchmarine ll12y be nominated as a spotter for the support 
fire. He may not then drive a vehicle or act as custodian for 
any other wcapon or pi«e 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 ftre must remain 
stationary for his entire turn and the urget of the supporting 
fire must be visible to him. See WH40K pp97-9B for the range 
of options 2V3.i1able to a model. 

Whoever mues the request for support fire must mue a 206 
ro ll against his Leadersbip before the Shooting phase oC his 
fUm . If successful . the supporting fire will be of the type 
requested by the modd , and fall during the Shooting phase 
of his tum. 

If the roll fails , it means that the type of suppOrting fire 
requested is not available (and remains unavailable fo r thc rest 
o f the battle). Supporting fire may be requested again in the 
player's next turn. 

Points are only 'spent' when a request for fire succeeds. 
Support fire may be requested until the total points value 
allocated to support fire is expended. Only one individual may 
attempt to call down support fire per tum. 





All points values In the following list have been rounded ro the nean:st 10 poims. 

Uo' AU 
M:u: Ac.d M:u: Min N.;d TRR Cp T D Sv Eq W Equipment 

Dec Dec 

32 16 , 
BLACK SHADOW 24 12 2 5 2 5,6 6 8 Auto-aim (Boll guns), 
COMBINATION 'P.ugeter (Multi·mdtl) 

Arma.au:nt 

l'win furw:mI-firing Bolt 
guns (fittat same target) 

Twin Bolt guns (fiK at 
same urget), Multi-mdta 

c~ PV 

1 1'!j)9' 

?G MKl-' BIJI.lOC1[. 30 10 300 10 30 
JET CYCLE 

ih 4 644~r Twin forward-firing Bolt 
guns (fire at same target) 

140 

IMPEIUAL 
LAND SPEEDER 

RHINO 16 

8 

4 

2 7 15 6 8 6 Auto-aim, TargelcIli (2) 

12 8 40 4-6 t: 10 1" ndius Power field and 
syncbrooiser,Auto-llm., Auto-f1c, 
AuIO..tJrivc, Eje~1()F seatS, 
2 fuSetets (BOlt guru), 
Communicator, BiO-M:aIlllcr. Energy 
SGlMcr, R;td·oounter, Mcdl·pad; 

Swivel mounted Muhi-melta 
(360 0 traverse), forward­
firIng Melta-gun 

2 Bolt guns (provis:lor for 
8 WCJ.pOWl poinU) 

2 200 

II 370 

LAND RAIDER 20 7 12 8 50 2-6 14 12 2 J: I" flIdius Power fidds & 2 Las-cannons on each 12 750 
sync~f5, AUIO-aim, Auro-be, sponSOD (sychronised fire), 
1ltrgc:ters (sponsOlls), 2 Heavy Bolt gullS 
Communicator, Bio-.scanner, Energy 
scanner, Rad-counter, Ejector seatli, 
Medi-pack ....... 

GRAV-ATTACK 20 6 5 7 22 5,6 8 8 AulO-aim, 1lIJ:getU, Energy 5C2IUK'r Multi-bstr (turret 5 240 

Weapon 

RAPID 

Weapon 

mounted), 2 fot'Wllro 
firing Bolt guns (fite at 
s:unt: target) 

Uo' AU 
Max M.eI Max Min M.eI TRR Cp T D Sv Eq 11' EquIpment Ann2ment 

Dec Dec , 
24 6 

M 

6 

BS S , , 
Short Long 
Range Range 

T 

5 

o , 5 

Shooting to Hit 
Short Long 

MultH-astr 

EquIpment Ann2ment ~ PV 

Auto-aim (2). 'Cugctci'S (2) 2 W-caonolU 230 

Save Type 
S 0 Mod_ C U S F Area Tech Crew PV 

c~ PV 

l ISO 

MOLE MORTAR 6-24 24-48 

12-36 

-I -2 6 
6 

2" X 

4" X 

3" 6 2 60 

50 THUDD GUN 

CWo 

CONTEMPTOJI. 

DEIU!DEO 

FUlUBVNDVS 

Class 

CBU..., ... 
COLOSSUS 

CASTELLAN 

CATAPHRACT 

CONQIJEROR 

WS 8S S 

6 6 8 

- 3 8 6 

T , 
7 

-I 

o A 

u 5(6) 3 

10 6(7) 2 

Sv iI E 

4·6 4 6 

3-6 3 6 

-2 I" 5 

EquIpment 

Standard sroIIOf pack, Jump pact , 
Power fiCld with Power riCld 
synchroniser 

Standard sroIIor pacbge, I" radius 
Powcr field with Power field 
synchroniser 

4 syru:hronlscd Bolt guns (upper 
limb, with targeter program) 

PV 

200 

I Bolt Gun, 1 Missile Launcber (eacb 220 
Limb bas own rargcter program), Crack 
& Frag missiles 

3 9 10 20 6(7) 1 ;1-6 3 4 Standard scn$Ot package, I" P()wer 2 syncbron.i.sed Bolt guns. 200 
fldd with Power rlCld syncltroniser I J..as..cannoo (each limb bas()Wfl 

rargerer prognm) 

MWSBSSTD 

88S08S6 

448010174 

A Sv UP E Equipment Armament PV 

2 4-6 4 COrtex 2 ~ s'iV(ltrls, ltas-eann~ 170 

2-6 4 4 Cortex, Power field witb Power Siege Hammer, Bolt Gun, Meltl gun no 
field synchroniser 

4 8 6 0 10 15 6 2 H 4" " CQrtb;.·POWU !kId with Power '2.Power gkWe5, I Heavy bOlter 
rLCid synch«misc:r 

6 6 6 5 8 11 6 2 2-ti 4 4 Cona, Power field with Las-cannon, Bolt gun, Flamer 
Power field syncbroniser 

636~8l3.6 2-6 5 4 
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The Special Equipment option presented in the army list 
indicates which of the following chans a personality is allowed 
to use (provided of course that the personality has not taken 
the Standard Equipment option). 

A pre-set points COSt is paid per DIDO roll on a 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 number of rolls. If permitted 
to use the chart, 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 
'unused' rolls to another charI. 

Personality models may add a bonus to their DIDO roll, to 
reflect their greater access to special and n s al eq ipmem u u u u 

librarians and Chaplains. ... may add 5 to each 0100 roll 
Lieutenant. ..... .. ... .. . may add to to each OIOO roll 
Captain. .... . ...... . . .. may add 15 to each OIOO roll 
Chief librarian . . . . . . . . . . may add 20 to each 0100 roll 
Master of the 
Apothecarion ... .. .. ... .. may add 20 to each DlOO roll 
lieutenant Commander. ... may add 20 to each 0100 roll 

For example, a Captain rolling 48 on the Standard Weapons 
Cbartmayadd 15 to take 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 to allow for this. 

STANDARD WEAPONS 

Cost: 3 points per DlOO roll 
Maximum number of rolls: I 

01-05 Shotgun 
06-10 Needler 
1l·20 Auto·gun 
21-40 Las-gun 
41-60 Bolt gun 
61-80 Flamer 
81-85 Graviton gun 
86-95 Plasma gun 
96-105 Mella-gun 
106-112 Shuriken caupult 
113-120 Combi-weapon 

CLOSE COMBAT WEAPONS 

Cost: 3 pOiO[s per 0100 roll 
Maxbnum number of rolls: 2 

01-15 Sword or combat accessory 
16-20 Power shield 
21-25 Stub gun 
26-30 Sawn-off Shotgun 
31-35 Needle piStol 
36-45 Las-pistol 
46-55 AutO pistol 
56-65 Bolt pistQI 
66-70 Chainsword 
71-75 Hand flamer 
76-80 Web gun 
81·85 PIll$ma pistol 
86-90 Power axe 
91-9'5 Power sword 
96-100 Power glove 
101-104 Sburiken pistOl 
105-110 Jokaero digiul weapon (03 roll) 
1l1-u4 Neuro-<iisrupter 
115-120 Combi-weapon 
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HEAVY WEAPONS 

Cost; 50 points per DIOO roll 
Maxlmum number of rolls: 1 

01-20 
21-40 

41-50 
51-55 
56-60 
61-70 
71-80 
81-90 
91-120 

He:tvy bolter 
Missile launcher 
(with Crack and 2 other 
random missile types) 

Heavy webber 
Auto-cannon 
Multi-laser 
Multi-melta 
Heavy plasma gun 
Las-caunon 
D-Cannon " 

All heavy weapons supplied with targeter and suspensors. 

GRENADES AND MISSILES 

Cost: 7 points per 0100 roll 
Maximum number of rolls: 2 

01-12 FoS 
13-25 Crack 
26-28 Smoke 
29-31 Anti-plant 
32-34 Blind 
35-37 Choke 
38-40 Hallucinogen 
41-42 Knock-out 
43-44 Photon 
45 -46 Scare gas 
47-48 Stumm 
49 : r.mglefoot 
,0 Thx.In gas 
51-58 Haywire 
59-65 Melta-bomb 
66-72 Plasma (1) 
80-86 IUd 
87-92 Stasis 
93-98 ViruS (4) 
99-120 Vortex (I) 

Except for rare types (quantity specified in brackets), enough 
grenades/missiles arc obtained to last for the entire battle. 

EQUIPMENT AND BIONICS 

Cost; 5 points per OlOO roll 
Maximum number of rolls: 4 

01-15 
16-35 
36-45 
46-60 
61-75 
76-85 
86-88 
89·91 
92·94 

95-97 
98-100 
10}.l05 
106-110 
111-120 

Bia-scanner 
Energy scanner 
Oisplacer field 
Refractor field 
Conversion field 
Upgrade Jump Pack to Flight Pack 
Bionic arm 
Bionic ears 
Bionic eye 
(including targeter, 
bio and energy scanners) 

Bionic legs 
Bionic lungs 
Imperial Susis field 
Frenzon (plus wrist control) 
Powerboard 

Complied by Bryan Ansell, Derrick Norton 
and Nigel Stillman 
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THE IMPERIAL GUARD 
Captain Worlak grunted w ith satis faction as the gates of the fortress were blow n to atom s 
and] Company advanced on the Traitors' position. Ho rre n's assault pla toon g unned the ir 

jump p acks and flew forward into the g ateway. It w o uld all b e over soon. 
Wor/ak rubbed one hand Oller his stllbbled chin, 
alltomaticafly tracillg/he zigzag scars that were tbe mark 
0/ a \Wlrrio r a/the Kmtcb. /-Ie btu/feared that his 42m / 
Vo r:garn would be assigned to some otber du fies because 
they were raised/rom tbe same bomewortd as tbe traitol' 
j8tb, and,l)ad made sure tbtll !Jis superiors knew 0/ the 
bereditary b/()Q(I-jeud belween Ibe Kratcb a/the 42ml ami 
tbe Tarsb Of tbe j8tb. He htul wrilfen long t/ispatcbes 
pletuling for tbe dllt)' of stamping tbe j8th 0 111 . to 
eradicate Ihis stain up on the I)OIlOllr of the homeworfd, 
to make a centuries·old cultural ellmityserve tbe Imperial 
cause, and as ma llY olbel" al"gu mell is as be could IIl11stel: 

He did 1I0t, o[ course, melllion bis slrongest reason · rlml 
tbe 1mitorsoftbe 38th were lell by Tal"sh Mardik. Culluml 
enmities belwee'l writs were (lcceptell as nlliural, but 
persOllal vendettas between co mmanders co uifl illterfere 
witb judgement, am/were slernly discou ragetl. 

A buge ex/Jlosion unnOllllcet/lballhe citadel was lake1l. 
(/m/ Ilorlak })/Ir/cd his jelqcle up alul/onvar(/, /JlIlIcbillg 
Ihe COllll1l /1110 life as be dill SO. I-fe had to fiml oul. 

"Horrell. Wb"t news?" 

"' Wi> hat'C tbe C011l11lll11d bunker. Captain ." 

' 'Aml?'' 

" lr-e bove Sfwe(/ Ibe aile you wish." 

"Good. Yo u will be rewardetl." 

"We are ,"ewartled alreluly, Ca/Jlaill trezn)'.· · Horrell used 
Ibe Kratch llIonffor a feaderofwarriors, witb the blgbesl 
honorific suffiX. Tbe Imperium was all bUI forgottel1 . 
Ihis was (/ Vorgarll affair, and Horrell was a Kratcb 
U'arrior who was ver), bap/Jy witlJ bis leaderslJip. Tbe 
S,"relmIS wbicb COilld be beard illibe background /)ore 0 /11 
his Ulonls. 

Wo rtak stro(le il/ IO Ihe wreckage of the commanll centre 
10 fi1lcllbe Irairor commtuuler cbailled up, away from 
Ibe bo<lies Of his men. He palellvisibly as lPOr/ak took 
offbis tJisor"(!(1 belmel, reveallllg Ibe empty sockel of bls 
rigbt eye. 

"' )1's, Tarsb Mardik. Me." He stripped Off bis lIf1iform 
j acket , anti a l bis sig fl lli OIl(? of bis mell /l nchained tbe 
captive. Tbe olbers bad begull 10 spread out into a loose 
circle aTO/lful tbe tUiO. 

"/I's been alollg time, eh, Marr/ikr' lfbrleu drew the si/"er· 
bandlell Kmtcbbtllltbig kllifefrom bisboot. " IVhtlt must 
it be· twellty-!ive years, 1erm slwulard? I e.\pect you 'If 
a/most balJe forgot ten by now. /Jul I never forgot. I bave 
Ibis empty sockelto remind lIIe. ,. lie l'rapped Ibe kn ife 
on Ibefloor ofllX! bllllker, alld backet/ away unlilllX! kllife 
was exaclly half-way between Ibe two of tbelll. 

"' lOll ollie m e (111 eye, Tarsb Mardik. And /"ve cOllie to 
col/ect." 

Simultaneousl)', fiX! Itoo men/llngellfOl'lI.'ardforllJe knife. 
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I- INTRODUCTION 
The Imperium is vast , :lnd wars :lee constantly r.tging 
throughout the g:t!:uo:y, Rebellions flare up and are crushed; 
Orks, 1);ranids and o ther alien r:lces allack on a thousand 
fronts; heretic proph(:ts rise 10 brief glory and aredestroyed; 
new worlds are discovered. claimed for the Imperium , and 
pacified. At times. it scems. the whole universe is at war. 

Indeed, as far:lS the line troopers of the Imperial Guard 
are concerned, the whole universe is:lt war. The Imperial 
G,uard makes up the vast bulk of the Imperial milit:try 
machine; recruit('d fro m the planet:.uy defence forces of 
the Imperium's millions of worlds, it is a huge miliGlry force 
of Humans and Abhumans. 

No one man knows the true size of the Imperial Guard , 
and only the huge Codex ExercitllS, maintained on lerr:! 
by the highest ranks of the Administl"J.tum, cont:lins the 
necessary dau. for such:l calcu l:ltion . T here are some 
guesses and rumours + some say that if the w hole of the 
Imperial Guard were paraded shoulder-to-shoulder they 
would cover the cntire pbnetary surfaces of such-and-such 
a system , or stretch from Terra to such-and-such a star. The 

- IMPERIAL 
GUARD 
REGIMENTS 

The major unit of the Imperial Guard is the Regiment. 
Precise numbers vary, but most Imperial Guard Regiments 
arc raised with a s trength of 2,000-6,000 men. Each 
regiment is raised from a single homewo rld, and the 
Imperial Guard trooper regards himself as belonging fin t 
and foremost to the Regiment r:lther than the Army to 
w hich it is lISsigned at its rais ing. 

only thing known for certain is that the Imperial Gu;tn l i. R·EGIMENT NAMES 
is unimaginably V:ISI . 

Because of its enormous size, the Imperial Guard is ;l. lso 
;l.n incredibly d ive rse organis ation . To define the 
configur:l tio n of ~ery company and pl:uoon , to describe 
every vari;l.tion in troop organisatio n , equipment and 
tactics, would require a work many times the size of this 
o ne and the lifetimes of many scribes beside your servant 
who writes this . Of necessity, then , we must confine 
ourselves to st:lndard-issue equipment , common troOp 
types and conventional tactics. 

An unoffiCial, but very common prucfl"ce, amongsillnits of the 
Guard is tbe adoplfon of Battle Badges. 'fbese riuetted circular 
metal plales are sold to Guan1.sman by tbeir officers after major 
wars and batlles. Tbe Battle Badge Simply bas tbe name of tbe 
(ICtion and date stamped On/O ft. Tbe troopers are proud to 
display sucb records of lbeirbatlles "ml tbe badges are fixed to 
helmets aTid body anTiOllr eveTi taking pn'Cerietlce over of/lclal 
unit insignia. 

Regiments are idt:ntifiedby the name of their ho meworld , 
and a number - for t.'"Xample, the Sth N('Cromunda Regiment 
is the e ighth Regiment of the Imperial Guard to have been 
raised from the hive world of Necromunda at a particuI;.tr 
raising. Regiments are often given unofficial names by their 
commanders; thus, tht: 8th Necrornunda Regiment call 
themselves 'The Spiders', and ust: the symbol of a spider 
as an unoffici:ll emblem. Their commander, Colonel Raeven 
Mortz , even goes so far as to keep one of the deadl y 
Necromundan Greenback spiders as a pel and mascot. 

.• COMPANIES 

Regiments arc divided into companies, w hich can vary 
w idely in their s iz(':md composition . The company is the 
major tactical unit of the Imperial Guard . The heart of a 
company is composed of a varying number of platoofls, 
and various specialis t units and machines are attached 10 
the company as need , availability and individual preference 
dicGlte - robots, vehicles, support weapons, ally contingents 
and the like . 

• PLATOONS 

The Codex Exercitus gives the standard configuration of 
an Imperial Guard Platoon as a Command Section :lnd up 
to four squads, A Command Section consists of an Officer 
(normally eit he r a Capuin or a lieutenant), a number of 
specialistlroops such lIS a Medic, a Commissar, an Orderly 
w ho may carry the platoon's su.ndard , and perhaps an 
attached group of Sanctioned Psykcrs, in addition to rank­
and-file Guardsmen. A squad consists of one Sergeant and 
nine Guardsmen, and is always attached to a Command 
Section. Imperial Guard squads always act as part of a 
platoon . 
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• RECRUITMENT 

Each of the populated worlds of the Imperium has its own 
planetary defence force, I"Aised from among its population. 
The lex imperia de rmmfmenta publica lays down that 
each planet shall raise and m:l.intain a planetary defence 
force, and a furt her Imperial decree provides that these 
p!;;tnet:uy defence forces shall provide recruilS for the 
Imperial Guard . 

Recrui tmem for the Imperial GU:lrd creams off the eli te 
of the pl;meta'1' defence fo rces, :lccording to a series of 
quotas set by the Administr.uum. Using a complcx system 
of prob:lbility computations and battle forecasts backed 
up by the Imperial T:HOt, the Administrat um issues a 
requirem ent for t roops, which is passed down to the 
Imperial Commanders of individual planets. The Imperi:ll 
Commander can then formulate h is population control 
policy for the next generat ion arotmd the Administratum·s 
requirement for Imperial Guard troops and his ow n 
requirements fo.r labour. 

Quotas are no rmally set each generation . but in t imes of 
gre:l t need, the Administ ralum may require a planet to 
suppl y two o r more rais ings from a s ingle generation . 
Du ring the wars of the Hor us Heresy, for example , 
Necromunda was requi red to provide dozens of separate 
raisings, supplying the Guard with hundreds of mill ions 
o f troops in total. Many hi ve worlds suffe red s imilar 
burdens, w hil e at the o th er end of the scale, many 
agricultural and feral worlds were almost entirely stripped 
o f their meagre populations, and had to be left for several 
generat ions in o rder for their populations to recover. 

Among the planetary defence forces, it is considered a great 
hono ur to be chosen fo r recruitment into the Imperial 
Gu:ard. Many young hopefuls. especially on hive worlds 
and factory pl:mets, flock 10 the planetary defence force 
in the hope of being found WOrthy of the Imperial Guard 
- their o nly chance of escape from their claustrOphobic 
homeworlds. 

Melhods of recrui lment vary according to the world 
involved . On hive worlds suc h as Necromunda, it is 
common 10 draft entire streel gangs into rhe planetary 
defence fo rce - in effect , to legitimise their activities and 
give them formal contro l of an area. The most successful 
of these - and some are so successful as to threaten the long­
term stability of a w ide area - arc drafted as complete 
p latoons or companies into the Imperial Guard . On feral 
and mediaev:tl worlds, Ihe planetary defence force is 
recruited from rhe warrior C:aSIC by a series of trials and 
o rdeals, and given names such as the Knighrs of the Star 
Lord or the Eagle Warriors. The greatest of these, chosen 
again by tri:d , may join the W:arriors from the Stars w hen 
Iheir great ships come o ut of Ihe sky. Some fera l-world 
warriors will com mit ritual suicide if they fail to meer 
recruitment criteria. 



Particu larly on feral worlds, the taking of scalps, ears, and 
other trophies is encouraged as an index of martial prowess. 
Trophy-taking is also commo n amo ng hive world gangs, 
which are similar in many cullUral respects to the t ribal 
warbands of pre-gunpowder feral worlds. On Necromunda, 
for example, many gangs uke the smallest finger of the right 
hand as a trophy. Trophies are aUcimponant proof of martial 
prowess, and thus of worthiness to join the Imperial Guard. 

An Imperial Guard Regiment is recruited from a single 
planet at a s ingle raising. The Regiment is shipped to its 
posting after it is raised, but does not receive replacements 
for losses. Because of the V2StneSs o f the Imperium , and 
its huge Human population, it is rarc for the transport of 
personnel to justify the huge COStS, r isks and time-lags 
involved. However, in m any Regiments the Guardsmen's 
offspri ng are brought up within the Regiment, and arc 
recruited w hen they come o f agc. Until that time, they 
perform menial and support duties, and may fight as a 
probilor unit alongside the rest of the Regiment, being fully 
induc ted into the Regime nt when they have proved 
themselves in banle. 

Because of the lack of o ngOing recruitment. it is common 
fo r Regiments to beco me S(:\'erely depleted, and it is thOUght 
that a great many Imperial Guard Regiments arc current ly 
2tiess than half their founding strength. In some Cl.SeS, such 
as the 22/4 Valeria, two or more Regiments serving on a 
world may be combined to form a new Regiment , which 
is given the name of the base world if its parent Regiments 
came from different homeworlds. 
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Recruits to the Imperial Guard are already partially trained 
by virtue of their service with the planetary defence forces 
from which they arc recruited. Advanced training, weapon 
cross-training and various drills take place during the long 
voyage from the Regiment 's homeworld to their posting. 
Since it is Imperial policy to post Imperial Guard units well 
away from their homeworld in order to minimise the risk 
of revolt . these voyages can take months or even years. By 
the time an Imperial Guard unit arrives at its destination, 
it is a highly-trained and cohesive force, ready for almost 
any eventuality. 

The Imperial Guard is most often deployed into war zones 
or on p lanets where a garrison 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 common postings include anachment to 
the cntourage of a Rogue Trader, and posting to a Titan 
Order as Seculor support troops. 

A successful Regiment can look forward to being granted 
the overlordship of the planet to which they are posted . 
If the planet remains peaceful and meets all its quotas, 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 to Guard 
veterans who retire from active service d\le to 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 recrui ted , first into the planetary defence force, 
and then in to the Imperial Guard Regiments that are 
r.tised there. 

Occasionally, the powers and responsibilities of office may 
corrupt a Regimental Commander who is appointed 
Governor of his garrison planet, and he may be tempted 
to rebel , as in the case of the 3rd Vorradion Regiment on 
Braduf IV. In such cases, Imperial justice is swift and total 
- less than a hundred days after the rebellion began, the 
governor's palace was assaulted by the Space Marines of 
3 Company, Legio Astanis Blood Drinkers, wilh orders to 
take no prisoners and accept no surrender terms. 

A Regiment is supplied with weapons and OIher equipment 
at its foundation , and a Regimental Commander may 
request equipment from the Administratum for a particular 
task. However, since these requests can take some time to 
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 Regimental 
Commander to arrange the supply of such items, and in 
an old-established Regiment it is common for uniforms to 
vary from platoon .to platoon. The basic pauern 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 time. Thus, for example, a 
Regimental Commander may requisition a batch of material 
from a factory on the Regiment'spostingworld, 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 standard, gener.tl-purpose 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 Adeptus 
Mechanicus personnel and Servitors are directly responsible 
for the Guard's vehicles and are the custodians of all the 
Guard's suppOrt weaponry and equipment. 

Servitors 
Servitors are Humans modlfled by the Adeptus Mechanicus, 
with the sole purpose of operating machinery. They are 
selected from various sources - the Penal Batallions , 
planetary reformatories, captured rebel forces and other 
sources of unwanted manIX'wer - and then brain-scrubbed, 
physically adapted if necessary, and given intensive 
biochem and training. The result is less than Human, but 
has vastly enhanced mechanical capabilities. Servitors are 
able to operate their machines without thought, by 
instinctive response resulting from their intensive training 
and modification, and a single Servitor can perform the 
functions of two normal crewmen. 

On the battlefield, Conunissars accompany the highest­
ranking officers in an Imperial Guard force, encouraging 
bravery and devotion to the Imperial cause, and ensure that 
cowardice and vaccilation are punished and their effects 
on the force minimised. Away from the battlefield, 
Commissars act as priesls and advisors, conducting rituals, 
giving instruction and performlng other duties to ensure 
firm adherence to the Imperial culr. This does not 
necessarily mean that the religious or ritualistic practices 
of a platoon's cultural Origins are forbidden. On the 
comrary, the Commissars are skilled at adapting such rites 
and making them an 'official' part of the Imperial Cult. 

Not all psykers are killed oUI of hand or shipped to Terra 
for absorbrion by the Emperor. Sanctioned Psykers are often 
attached to Conunand Sections of Imperial Guard pIaloons. 
These individuals have often led a bizarre life as fugitives, 
hidden by friends or tribal groups and always in fear of 
their Jives. 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 combat; 
recruits from feral and hive worlds are particularly 
renowned for their ferocity in hand-to-hand fighting. These 
troops are drawn from the most ferocious and brutal feral­
world tribes and hive-world gangs, and take great pride 
in their fearsome reputation . Ritual scars, facial mutilations 
and other identity marks characteristic of their homeworld 
culture are common - as they are throughout the Imperial 
Guard - and some assault troops invent their own platoon 
markings in addition, to add to their barbaric and fearsome 
appearance. The taking of scalps, ears and other trohpies 
is common. 

On many undeveloped frontier worlds, with no properly 
developed conununication 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 Rough Riders. 

Rough Rider units are sometimes issued with a nine-foot 
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 draw lots to decide who will dispatch it with 
the lance - but they are---also used by the Guard in battle. 
Rough Rider Lancers ha~e proved particularly effective 
against riotous mobs and massed hordes of Gretchins and 
similar opponents; they can sometimes even produce a 
better result against heavier, power-armoured troops than 
the standard-issue lasgun of the Imperial Guard. 
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The Beastman breed of Abhuman is becoming increasingly 
common 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 bUl 
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 wiu on the battlefield. For Beastmen, {he 
Emperor is portrayed as vengeful and proud, demanding 
tribute in the flesh and blood of his enemies. The borderline 
between this crude form of Emperor worship and the Chaos 
cult ofKhorne is thin, and the Beastmen's limited intellect 
mean that some inevitably cross over to Chaos. 

"Beastman bad. Bad Beastman. Dirty. Emperor no 
like. Beas/man love Emperor. Give blood to 
Emperor. Give heads to Emperor. Say sony." 

- Packmaster Grasht, attached to 7 Company, 14th 
Gratanor Regiment 

Og~yns are large, powerfully-built Abhumans, thought to 
be descended from Humans marooned on prison planets 
long ago. They are vaJuable troops because ofthdr strength, 
brutality and childlike devotion 10 the IfTlperial culL 
However, their limited intellect can make them 
frighteningly unpredictable and erratic. Ogryn squads must 
be led by Ogryn leaders , who have received brain ­
enhancement surgery. 

Owing to their size and basic intelligence, 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 end. Ogryn 
leaders are often equipped 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 Abhuman breed, are known by a 
variety of names throughout {he Imperium, but the name 
that has passed into common usage within the bulk of the 
Imperial Guard is Ratlings. 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 capital 
crimes, and had their sentences commuted to life service. 
There are a great many capital crimes, so the supply of 
potential troops for the Penal Battalions is never-ending. 

New troops have their heads shaved and tattooed with the 
unit insignia, and explosive slave-collars are pUl around 
their necks. The collars are a disciplinary device rather (han 
a means of turning the troops into Human Bombs - the blast 
is directed inwards, and will have little effect on anyone 
standing even a few feet 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 parr of the regular fighting force of 
the Imperial Guard, and a commander who regards Penal 
Battalion troops merely as cannon-fodder and uses [hem 
wastefully is liable to end up in a Penal Baualion himself. 

The trooPS' sentenced toservice in the Penal Battalions are 
there for life, and must live under a tremendous burden 
of gUilt; for not only have they commiued crimes, but in 
so doing they have betrayed the Emperor. 

However, the Emperor in his mercy has ordained that Penm 
Battalion troops should have the opportunity to repent and 
atone for their d imes - hence, the Human Bombs. 

) 

Any Penal Legion trooper may volunteer for service as a 
Human Bomb. In addition to his normal equipment , he is 
fined with an explosive harness. The moment he dons the 
harness, he is absolved by the Emperor and the burden of 
his guilt is lifted. He also has a chance offreedom, for some 
of the harnesses are rigged not to explode - if he survives 
the battle, he is absolved and free. 
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ON THE 
BATTLEFIELD 

The troops of the Imperial Guard have adopted a rigid 
battlefield command s tructure which is reflected in the 
fo llowing rules relating to platoon and squad coherency. 

I_ PLATOONS 

The Imperia l Guard takes the field inplat0071S_ A platOon 
consists of a Commanti Sectiorl, led by an officer. and up 
to four sqllads, each consisting of a Sergeant and nine 
Guardsme n . The exac t co mposition of squads and 
Command Sections can vary and is fully described in the 
army list. Officers and othermodcls in a Command Section 
(such as attached Sanctioned Psykers) cannot leave their 
Command Sect io n s under any circumstances. A 
Commander who is not attached to a Command Section 
at the stan of the batlle is the only officer who may operate 
inde pe ndentl y. A Comman d e r who starts the battle 
attached to a Command Section must remain with thaI 
Command Section for the remainder o f the battle. 

\ 

Platoon Cohere ncy 
Imperial Guard squads always oper.ue as pari of apfatooll . 
The following rules apply to platoon organ isation : 

I. A piltoon is commanded by an officer: an officer is 
Comm:lOder, a Captain o r a Lieutenant. 

2. Each offi<:er is a<:companied by a Command Section_ 

It is possible that platoon coherency may be broken jf a 
squad is roUied or some of the models are killed_ If a squad 
becomes separated by more than 12 " from its Command 
Section, it must try to restore platoon coherency in the next 
!Urn . The followi ng rules apply, provided the squad is not 
subject to mandatory movement rules (eg routing): 

I. The squad must mO\'c so that at least one model is 
within 12" o f a model in its Command Section. unless: 

a) it cannOt get within 12" of its Command Section 
in one !Urn 

b) it would havc to move across open ground known 
to be <:overed by enemy fire 

in which case. refer to rules 2 and 3 below. 

2. If the sq uad is in cover, it remains stationary. If the 
enemy come within 12", the squad may either retreat 
or rem:tin statio nary. 

3. If the squad is nOt in COver, it moves towards the nearest 
cover within 12". If there is no cover within 12". the 
squad mal' eit her.remain stat ionary this turn or move 
away from the enemy. 

The squad may act normally ag:tin ifits Command Section 
moves to withi n 12" of it and res tores platoon coherenq'. 

Squad Coh erency 
Impcri:tl Gu:tm unils :tlways fight as ten-man units, and may 
not be split up into sm:tller groups. 

Individual Gua rds men mus t maintain nor ma l un it 
coherency. No model may move more than 2 " away from 
the neares t model in the same sq uad. 

If a model finds itself further than 2 " from the nearest 
model in the squad, the following rules :tpply: 

The o nly exception is a Commander who begins the 1. The model muSt mov\:: so that it is w ithin 2" of another 
battle independently. unattached to a platoon. model in its squ:ld, unless: 

3. Officers :tre subject to the normal unit coherency rules 
with respect to their Command Sections : an officer 
must remain wllh in 2" of at least one other member 
of the Command Section. 

4. In addition to theofricerand CommandSeClion, each 
platoon contains 0 -4 Tactical, Support or Assault 
Squads (or any mix of such squads). 

5. Each squad in the platoon must have at least one model 
no mo re than 12 " away from at least one model of 
the p lalOon's Command Sect ion . 

Thus, the more Command Sections in a force, the smaller 
and mo~ flexible the platoons can be. 

\ 

2. 

3 . 

a) it cannot get within 2" of another model in oneturn 

b) it would havc to move across open ground known 
to be covered by cnemy fire 

in which case, refer to ru les 2 and 3 below. 

If the model is in cover. it remains st;ltionary_ If the 
enemy come within 6", the model may either retreat 
or remain stationary. 

If the model is nOt in cover, it moves towards the 
neareSt co\'er with in 6 ". If there is no cover w ithin 
6 ", the model may dther remain s tationary this turn 
or move away from the enemy. 

, .. 
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~. SPECIAL UNITS 

The normal unit st ructure of the Imperial Guard is based 
o n the platoon , as mentioned :above. PI:atoons may consist 
o fTactic:a1 Squads, Support Squ:ads. Assault Squ:J.ds, o r any 
mi;or.:ture of the three types, in addition to the compulsory 
Command Sec tio n . The ot her v:J. rio us special units 
commonly used by the Imperial Guard are covered below. 

Assault Platoons 
An Assault Platoon comprises a Command Section and up 
to 4 Assault Squads - it COntains no Support or Tactic:al 
Squads. Assault 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 combat quickly. 

Rough Riders 
Any Human Platoon , with theex:.ception of Penal Battalion 
troops, m:ay be given horses to convert them into Rough 
Riders. Rough Rider Platoons:.tre the only Guardsmen who 
may be equipped with hunting l:ances. 

Beastmen 
Beastman Platoons must consist o f a normal Human 
Command Section and up to four Beastman Squads. All 
the Beastman Squads in the force must be organised into 
a single pl:atoon . They can only follow sPecific orders 
(see below). 

-'Tbey are an effecliveforce in tbeirway, mut I do 
not doubt tbe Emperor-s wisdom In allou'lng 
tainted abbtlman filtb to serlle bim. But my men 
sball not be exposed to the corruption of 
these beasts." 

Ogryns 

- Commander Carob Culln, 
Leglo Astartis Red Scorpions 

Ogryn Squads consist of a brain-enhanced Ogyrn leader 
and four normal Ogry ns. All the Ogryn Squads in an 
Imperial Guard force act together as a single Ogryn Platoon. 
They do not have a Human Command Section; instead, 
the player nominates one of the squad leaders as the 
platoo n leader. 

DistDction 
Ogryns are subject to dlstracliml . As mentioned above, they 
are of lower intelligence than other Imperial Guard troop 
types, and this can sometimes have an adverse effect o n 
their perform:ance in combat. They can become distracted, 
lose trac k of their Objec tive, o r start arguing among 
themselves. 

At the start of each Imperial Guard turn , the player must 
roll :a 06 for each Ogryn Squad. On a roll of I, 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. 

Ratting Snipers 
Rading Snipers are organised into squads of five. These 
squads are not subject to the normal platoon organisation, 
and o perate as independent squads. 

Penal Battalion Troops 
A plalOon of Penal Banal.ion troops consists of up 10 four 
Penal Battalion squads, plus a normal Command Section. 
It is subject to all the normal rules ·for platoon and squ:J.d 
coherency. A force containing Penal Batalion troops must 
:also contaln :at le:ast o ne Adeptus Mech:anicus to detonate 
their explosive collars. Pen:al Battalion troops c:an only 
follow specific orders (see below). All the Pen:al B:attallon 
Squ:ads in the force must be org:anised into:a single pl:atoon. 

Human Bombs 
Human Bombs operate as individual figures, and are not 
subject to unlt coherency rules. A force containing Human 
Bombs must :also contain at least one Adeptus Mechanicus 
to deton:ate the bomb harnesses. They can only follow 
specific orders (sec below). 

~. SPECIFIC. p,,~ISAS" ':' , 
Be:astmen Platoons, Penal Battalion platoons and Human 
Bombs may only be given specific orders. 

Specific orders may be one of the following three types: 

L Move within range of a specified enemy unit , firing 
when w ithin range. 

2_ Charge a specified enemy unit and engage it in close 
combat. 

3. Take and hold a specified position. 

The enemy unit or pOsition must be specified when the 
order is given . It is often helpful to note specific orders 
on a piece of p:aper, indicating the unit receiving the order, 
the type of order given, and the enemy unit or position 
specified by the order. 

With Beastmen and Penal Battalion troops, one set of 
specific o rders must be given to the whole platoon. 

When troops following a specific order cannot move into 
position in the current turn, they must move at least half 
their move :allowance towards their objective. 

An order may not be changed once given; it must be 
completed before :a new order can be given. 

When an order is completed , and on.ly when it is 
completed . :J. 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 p latoon is without a 
commander, then any o fficer within 2" may give the 
pl:atoon :a new o rder. 
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Adeptus Mechanicus personnel serve as custodians of the 
equipment :md vehicles attached to an Imperial Guard 
force, preparing the equipment for battle and repairing it 
after damage. 

Before the baule, roll for the availability of Adeptus 
Mechanicus personnel. 06 Adeptus Mechanicus are 
available, and treble that number of ServilOrs - so, for 
example, a dice roll of 3 indicates the availability of 3 
Adeptus Mechanicus and 9 Servitors. It is not compulsory 
to field all those available; the die roll simply gives the 
maximum that can be used. 

The Adeptus Mechanicus and ServilOrs accompanying a 
Imperial Guard force must be provided with sufficient 
vehicles to carry them. Forexamplc, if aforce includes three 
members of the Adeprus Mechanicus and nine Servitors -
a total of 12 models - the player 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, orany 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 Bea.stmen 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 Equipmentand weaponry in the army list 
for full details of the requirements for custodians). 

IfOff.:nIDle Support Fire is purchased foran Imperial Guard 
force, any Adeprus Mechanicus may act as a SpOller. 

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 to be available. 

Servitors 
Servitors are able to directly interface with many items of 
machinery, literally 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 w~hich he is operating - for example, 
a single Servitor can fly a Land Speeder in place of the usual 
rwocrewmen. In such cases, the Servitor model must 
obviously be In the vehicle or with the item of equipment 
he is operating. 

Repairing Damaged Equipment 
Adeptus Mechanlcus and Servitor models may attempt to 
repair vehicles which have suffered critical hits. Roll a 06 
when the model arrives at the vehicle: on a roll of 6, the 
critical effect is repaired and the machine will function 
again next tum; ona roll of2-5, repair may yet be possible 
- the Adeptus Mechanicus or Servitor model must roll again 
next turn; on a roll of I, the vehicle is beyond repair. 
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You must roll before the bailie 10 determine whether 
Commissars are attached to the Imperial Guard force. A 
Guard force always includes 06-2 Commissars. An Imperial 
Guard force acting as an aUy cOnlingent in another army 
includes 06-4 Commissars. In borh cases, the force must 
contain the indicated number of Commissars. Commissars 
with standard equipment are free of any points cost, but 
additional equipment for Commissars may be purchased 
at the normal points cost . 

Each Commissar accompanies an officer, beginning with 
the highest-ranking officer in the force and working down 
through the ranks. This mcans the firs t Commissar 
accompanies the commander of the forcc, the second 
Commissar 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 10 a sergeant of 
the player's choice. No more than one Commissar may 
accompany any officer or sergeant. 

A Commissar must always remain within 2" of the officer 
or sergeant 10 whom he is assigned. 

!fthe unit to which the Commissar is attached retreats for 
any reason, the Commissar will summarily execute the 
officer or sergeant, thereby sparing him the shame of living 
with the know ledge of his failure to do his duty to the 
Emperor. Do not ro l l dice for this , as it happens 
automatically - simply remove the officer or sergeant model 
from the table. 

If the office r of a plalOon is killed - either by the enemy 
or by his Commissar - the Commissar effectively takes 
control of the platoon. While he does not formally assume 
command , his presence is such that the troops will 
automatically look to him for leadership. All tests that 
would have been made using the officer or sergeant's 
I_eadership or Cool are now made lIsing the Commissar's 
profile instead. 

Sanctioned Psy kers may have up 10 06-2 rolls on the 
Personal Attributes Table in Slaves to Darkness. In 
addition, Sanctioned Psykers may be given any number of 
cosmetic mutations - mutations that orily 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 10 Command Sections. They may be 
distributed among the Command Sections as the player 
wishes, and, any number of Sanctioned Psykers may be 
attached 10 any Command Section. 
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:. EQUIPMENT 

Uniformity of Equipment 
13ctical, Assault and Support Squads may be upgraded with 
additional equipment . If they are given additional 
equipment, aU the tcoops in a platoon must be identically 
equipped; for example, if lasguns are replaced by bolters, 
then all lasguns in the platoon must be replaced by bolters, 
or if tCOOps are given plasma grenades, then all troops in 
the platoon must be given plasma grenades. This rule 
applies to vehicles and other equipment as well as weapons. 

Points values for characters include the equipment listed 
under Basic Equipment. The 'Optional Upgrades are 
addition to this and comprise either a package of Standard 
Equipment, andlor a series of rolls in the Special 
Equipment Charts. r 

Jump Packs 
Assault Platoons may be equipped with jump packs to bring 
them quickly into the close combat at which they excel. 
Only Assault Platoons may use the expensive jump packs, 
since they an: the only troop type for which it is vital to 
enter close combat quickly. 

Auxiliary Grenade Launchers 
The auxiliary grenade launcher (AGL) is a one-shot weapon, 
consisting of a simple tube mounted on a standard-issue 
lasgun which uses agas charge to fire asingle grenade. AGLs 
may be issued to Imperial 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 banle, 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 grerude type and the whole squad must fire them 
in the same turn. Since AGLs are one-shot weapons, a player 
must record when a model or squad has fired its AGL(s). 

AUXILIARY GRENADE LAUNCHER 

--...;,. 
{}-10' 10-20' As ammo 4 

Power Shields 
A power shield is a thin sheet of plasteel that incoporates 
a very small power field generator producing a field large 
enougll to cover the surface of the shield. 

A model equipped with a power shield adds + 1 to its 
saving throw: against attacks made at close range and in 
close combat, the saving throw bonus increases to + 2. 
There is no saving throw 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 an: 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 Initiative. 

LANCE 

Close corrtat onlV ., -2X- -- 4 



Collar Detonators 
When :In Imperial Guard force includes Penal B:lttllion 
If oops, all members 'of the Adeptos Mech:lnicus 
accomp:lnying the force luve colbr deton:ltOfli. 

Any Adeptus Mcch:lnicus on detonate any of the coUars 
worn by Pen:ll 8atullion troops within his line of sight. 
If an Adeptus MechaniCus sees a Penal BattalJion Squad 
retreating or routing, he will deto nate one of the collars. 
E2ch Adeptus Medlanicus may dcloruue one collar per tum, 
in the rallying ph:ase. The Sight of a comr.tde's head being 
blown off will make the troops realise the error of their 
ways, and they will autOmatically rally ncxt tum. 

Frenzon Dispensers 
Penal Battalion troops and Beastmen may be equipped with 
frenzon dispensers. Frenzon controllers are held by each 
Adeptus Mechanicus, in the ,same way as the collar 
detonators , 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 bomb harness. Any 
Adeprus Mcchanicus may detonate any o r all Human Bombs 
within his line of Sight during his rum -cithera single bomb, 
or all of them - but may make no o ther action that [Urn . 
The pl:lyer rolls a 06 for each bomb which has been 
detonated - on a roll of I, the bomb is found to be a dud 
2nd doesn' t explode, while on a roll of2 o r mon:: it explodes 

. normally. 

E:lch bomb explodes with a I Y.l" blast radius at Strength 
3. In addition, it throws o ut D6 subsidiary blasts. Each 
subsidiary blast flies out 06" in a randomly detennined 
direction (roll a 012 for direction, using the clock-face 
template with the model'S front ftlcing as 12 o'clock), :lnd 
explode with the same effect as a frag grenade (Strength 
3, Damage 1. bl:lst r:ldiuS 2"). 

9 3 

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. 
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Human Bombs whose harnesses are found to be duds 
immedi:uely attempt to leave the battlefield by the safest 
route, bUi until they actually exit the table they are still 
vulnerable to accidental detonation. 

Rl~per Gun 
Ogryn leaden :Ire equipped with the ripper gun, a drum­
fed , large-bore automatic shotgun firing heavy shot. 

..... -.... _ ... - .... 
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Ogryn Grenade 
Ogryn grenades explode as normal frag grenades but with 
a -I savi11g throw modifier due to the larger size and greater 
quantity of explosive and shrapnel. 

Rading Sniper Rifle 
Th is is a laser·powered needle rifle, reserved for the use 
of Imperial Assassins and Ratling Snipen. The rifles have 
long barrels and are quite bulky; they count as a heavy 
weapon when carried by a Ratling, 

..... -.... ........ .....". 
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• Coums as a hCllVY weapon only when arricd by Ratlings; 
the movement penalty in this case is Y.r ", bur is always 
countered by suspcnsors - see Suspensors below. 

Sniper rifles function in the same way as Iasguns, bUi also 
project a microscopically thin sliver of crystal which is 
driven by the tight photon stream and enters the body of 
the target through the wound made by the laser. On striking 
the target, the cryStal d issolves into a powerful neurotoxin, 
which affects the target immedi:ltely. 

On a successful hit , do not make the usual Strength vs 
Tougbness roll . The target only makes a saving throw 
against the shot and if he fails the neurotoxin is delivered 
into his system and takes immediate effect. 

'everal race-specific poisons are available. Each poison is 
effective against the listed race or races and has absolutely 
no effect against targets of other races (eg shooting an EJdar 
with Ortbotoxin Ius no effect if he fails his salling tbrow 
- the same sho t using Eldrotoxin would instantly kill 
the Eldar). 

POlsOD Ibee affected 
Eldrotoxin Eldar 
Orkotoxin Orks :lnd Gretchins 
Orthotoxin Humans and Abhumans (including 

Ogryns, Ratlings and Beastmen) 
Slannotoxin Sl:.tnn 
Tyranotoxin Tyranids and Zoats 
Rodotoxin Skaven 
FerrotQxin Genestealcrs 
Haemotoxin Vampires 

No poison has been found that is effective against Daemons 
or Possessecs. 

Radings carry Ortbotoxln:ls standard issue, and additional 
poison types cost 2 pointS per type. 

• 
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Suspensors 
All heavy equipment used by Guard forces is provided with 
the appropriate number of suspensors to cancel its 
encumbrance. 

Support Weapons 
Support weapons must be crewed by Tactical Squads, 
Assauh 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 are 
deployed as extra crew on weapons of your choicc. Each 
we:.l.pon crew counts as a squad for the unit coherency rules, 
and m:.l.y operate indpendently (ie they need not be attached 
to a platoon or a Command Section). 

Moving Support Weapons 
Rhinos and Land Raiders are capable of lOwing a Thudd 
Gun, Rapier or Thrantula without penalty (the Mole Mortar 
is normally stowed). Limbering or stowing the weapon 
mlist be performed by the weapon's crew, who then 
clamber 0010 or into the vehicle. Limbering the weapon 
takes 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; jf the vehicle has travelled less than half 
its permitted distance the weapon can be set up ready 10 

fire in the shooting Pbase. 

Assault platoons all' often fitted witb jump packs to enable them 
to move into close combat as quickly as possible. 

Off-Table Support 
up to 1000 points may be allocated to supporting fire from 
beyond the battle zone. The type of fire required is not 
specified by the player before the banle (see Requesting 
Support Fiw), but once these poims have been se t aside 
they cannot be used for anything else. 

Spotters 
~e Adeptus Mechanicus model may be nominated as the 
SjJetterfor the support fire. He may not then drive a vehicle 
or act as a cuslOdian for any other weapon or piece of 
equipment. 

Requesting Support Fire 
Support 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 tum and the target of the supporting fire must 
be visible to him. See Support Weapons in WH40K for 
the range of options available. 

Whoever makes the request for support fire must make a 
206 roll against his Leadersbip before the shootingpbase 
of his turn. If he rolls less than his Ld, the supporting fire 
will be of the type requested, and will fall during the 
sbooting phase of that turn. 

If {he roll fails, it means that {he type of supporting fire 
requested is not available (and remains unavailable for the 
rest of the battle). A different son of supporting fire may 
be requested again in (he player's next turn. 

Points arc expended when a request for support fire 
succeeds. Support fire may be requested until the total 
points value allocated to support fire has been used up. Only 
one individual may attempt to call down support fire 
per turn. 
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• FORCE 
COMPOSITION 

An Imperial Guard force must include at Ic:ast one 
Lieutenant and 4 Tactical Squads as a minimum 
requirement. In addition , the force may include any of the 
t roop types in the army list and any of the ally contingenrs 
lis ted below. 

1. ALLV" CONTINGEN"FS 
FOR THE 
IMPERIAL GUARD 

Legiones Astartes 
Space Marines will not lower themselves to fight alongside 
a force containing Beastmen, Ogryns, R:ltlings, Squats or 
mutated psykers. If any of the~ troops arc present in the 
Guard force, Marine allies will not be available. Otherwise, 
a Guard force may spend 25% of Its po ims value on troops 
from the Space Marine a rmy 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 o ften encounter difficult and dangero us situations. As 
a resuh, an Imperial Guard force is quite likely to be called 
into action on the instigatio n of a Rogue Trader. 25 % of 
the army's poims nlue may be spent o n troops from the 
Rogue Trader army list. 

Adeptus Arbites 
The Imperial Guard often fight a longside units of local 
Judges when operating on Imperial colonies. 25 % of the 
army's points value can bespcm o n Adeptus Arbites troops. 

Imperial Assassins 
O ne squad of Imperia l Assassins may be attached to an 
Imperia l Guard force. 

Harlequins and Ordo MaIJeus 
When an Imperial Guard force faces anenemy force which 
includes Daemons or Posscssces, the force conunander may 
seek 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 
Oaemons or Possessees, 25 % o f the army's poims value 
may be spent on either O rdo Malleus or Harlequin allies. 

! IMPERIAl: GUARD BANNERS 

Simply photocopy the banners, colour them in using Citadel inks and paints. The banners can 
be then cut out and glued £0 banner poles on Imperial Guard figures and vehicles. 

BANNERS Of THE 5TH ARCADIAN REGIMENT. f COMPANY 

b, 

~rd PL>.toon 

2nd Pl.toon 

' .. ~~:= 
~ 
~ 

41h Pbtoon 

Each inn""r is C2~ by . .... Orderly d ..... Cornnund Soeclion 
In • P l~ toon . Colour-. ""f}' but an: senenlly bright p rim>.rio. 
for~mpk yellow. red . white. blue:. and an: the pme as those 
di$p layed On the n:gimenllli h~dges worn by the Guards. These 
an: Ihe offKial b.nnelS for the company. Other ""nnelS C":I.rricrl 
by Comp<lny troops an: likely to inc lude mo ti f. and slog ..... of 
the unll 's co .... tituem gangs. Fo r insllInce, the 5th Regimem's 
F Company. con(O.in. 9 pl.toon - the I)c.lh Blades - who we.r 
thdr name and skull mOtif on the backs of (heir jackets. and 
carry perlnams which "'peat the pall<:,rn. 

'."·''' .• ",>'·.XW'''liR _ __ XW)l''WlliL;' .. i;--'''''~··.F.·.\f''>4JVXW'' d/' . ., 

J Tlw "/~ ,lIIh"apjwdu-·UllIm ... dI of dUlotSl Ws·8/IJu. Faroj)' t:rin ¥ : 
} u.,... t'arrlcd on 1M whui. Ballul 1M ~1"81V1'K11 01(1 Rhino. ~ ~ 
~ 1'roOJNt'S CTDUt'ba in w""" NUld. "'~-p,:."., ., ' .• " ,;' 
f.' "."-'" .,~.n·~', .~-1<"':"'."" '1; .;. 

~ "~r,you fbinktlwlxlrtJr:tI;R.w"/" AYOll1l1tffXJ/NT6bIt'n'rd .~ 
~ ,II b# wIlrd lIN ijWISIton. Hv St'imac..t IU IN '"«1 to remere bU 
£ ""M uoftboul ~qg Q balllly ~ntWg~ lwad uorumd . • '" 

, ..... .dc ;.' 
q An o/4rr. mxIIfer _ rallfld bu~smut'lnlTd /1110 tMdbt4ncr. ;. Iff 
'Ii1 Aftm'.:IwbUvlHblhlUdandgoltip. HqdlnlbiJduponllwnmJt1Jtll , 
3 oj rlH APe and·1I.IoUtI D('rO$I " blM. lIlniUcllJX. IQ (I ~ i0 v uIboIWWd1!ytW'Akw(<J!"ttinglimt. TlwI~lpuUl4qu'l 
q a /Xflr o/~'apd IM,mffff.:l ""Wt al'<:' of~!Qn. ya) 
~ 1f" ... allg1HIigbt~~fI·~bit(//uJblfnm$~6Nn ya) 
i bl>kll'fllJ QUI OIIlyfour hours ~.. ~ro· ut i.j8 - (I &ffht of j! 

Iii ~~t _al and" trailoffoul/ t-I t/mtufon,. 0rlII1 DrvmttwtJbn. y'" 
I(JII~ of Ih#m, /J'I'ClxlblJ' mOOV Olll Of "gbl. 'Tbqy UwtV t'Mnfng tbl. ·· : 

~ way. '.'~',.) ,;fj$i<y/,.> , I .y 

, H, p,mped iNIdr bebhuJ lIN U:01'" 1>1111 tkltvd II qlltct Ogryn wbo 
: u,as ft"I'tlIt"blnlJ bls b<IUI 011 On' oj a,. I'%·Rbtnal l!XlHwu lIIs/rs . 
• Tin Ogryn stopped 4nd loolt114 at Un "'1JVillil. Tin old m4tJ 

,cou;/114 tm4 txnnJed tn the dim-lion 0/ f" Om. TIl#' Og'r;;n 
1I"',1l«/ tm4 #tZt'U!dltlddng huu.plngcompmltons. 1lw~"J 

plUi!d liP his '~;.,,/'$ 4!,. £. 
"SI1f'8Ct1n1?" Tbtf ;otm8 I'roOjHI' laokI!4 11/1 "' bis If}ulMt IMlfF! 

"J(IU'Q"/»4I;;I!:..~~, .... omv·on." ", f 
''''.'.iJWv:;i£Ji!A!F..-:J0!t: .Y. • p", 
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,"M, (,Rf.~A IW"' I.A~ PI\l UI 
INfKA·Kf.D ,'I>OR CO.'1~Illr<ICM()R 

OPTIONAL UPGRADES 
STANDARD £QUlPM[NT, 12 pOintS 

SP[OAl [QUIPMENT CHARTS 

lOLl.<; n~'lOll 

H"NLlIIRIJ " ' EA""r<, "-I 
Cl.OS~ cmlllllT "'Hr<)~, ,,_J 

"·1 '" 
0_1 

" ... 

BASI( £QUlFMENT 
K.'IH OR U)~ll1Al ACCESSORY 

fl.AK ARMOU ~ 

LASPISTOI. PHOTO "ISUR 
L ~fllA-RW \' IS-O~ CO\!"""~!CAlU~ 

OPTIONAL UPGRADES 

" 

STANDARD lQUIrMENT: 5 poin," 

U1A!~,"'ORD 

SPECIAL EQUlFMENT CHARB 

(HAlT ROLl.<; nYROll 

STA ~' O~ ~IJ Wf~PO~, n_1 
CI.()Sf Cmlll.lT WEAI'Or<, 

'" 
" acw",pa"ied by a Co",m"nd Section a",/ ","sl 
o/O-·11ilelical . .l'upport or As",ull .I''1""ds. Or W')' 

PHOTO VISOR 

OPTIONAL UPGRADES 

STANDARD EQUIPMENT: S polnt8 
LASGUN CHAINSWORO 

SPECIAL EQUIPMENT CHAIn'S 

CHAtT 
STANIMRD WEAI'ONS 
CLOSE (OMBAT W~AI'ONS 
HEAVY WEAI'ONS 
GRENADESlMISS!US 
{QUIPMfNT & mONICS 

ROU5 rr.>IOU 
0·1 3 
O-l 3 
0·1 ~O ., , .. , 

The Lieulen"nl musl be accompanied by a Command Section and mUSI 

commal1d a Pla(ool1 0/0·4 Tactical, Supporl or Assaull Squads, or any 
mix 0/ sucb squllds. 

" - ,, ~ 

BASIC EQUIPMENT 
I'OWER ARMOUR REfRACTOR fiELD 

EXPLOSIVE COLLAR OHONATOR 
HUMAN BOMB DETONATOR 

FRENZON (ONTROLLER 

OPTIONAL UPGRADfS 

STANDARD EQUIPMENT, S points 
I'OWEll AXE lASPISTOL 

SPECIAL EQUIPMENT CHAIn'S 

(HAIn" 
STANDARD WEAPONS 
CLOSE CO)liBAT WEAI'ONS 
HEAVY WEAI'ONS 
GRENADESlMISSILES 
EQUIPMENT'" mONICS 

ROLLS ~LL ., , 
O·l 3 
0· 1 ~O ., , ,'. 

BASIC EQUIPMENT 
KN!fE OR COMBAT ACCI'SSORY 

MEliHARMOUR 

~
-' 

" 

, 

\ ' 

<':"'> 

,"3 eacb 

BASIC EQUIPMENT 
LASPISTOL 

«));VFRSIOr-: FlEW 

OPTIONAL UPGRADES 

STANDARD EQUlrMENT, no polnls cost 
I.ASG UN CHAIr-:SII'ORIl 

SPECIAL EQUIPMENT CHARB 

CHAin" 
STAND_~RO II'EAPO,~S 

nOSE CO""O([ II'f:~POI'S 
ilEA'" WEAPOI'S 

I II, 

lOLLS nYliOll 

0·1 -' 
0-/ ; 
0 ·1 ~O 

"' 
, 

" ",,;~ CO"",,"",,,;; Ihall 
Ih" re",ain;tlg C()mmissa.-$ each (lCCOmp""y" s,'rg.'11111 ()/ tbe 
ch()lce (on~ COlllllliswr p~r s~rge(lnl) 

, 



" 

LEVU I rslOtK "-IIUTf 
AURA Of RESISTANCE 
ClIHf. INJUIIY 
HAM MtRHA;<O 
IM.'>I U.~IT\· FRO." P{)]SO,~ 

MENTAL HW\\ 

I{'~IH OR CQM!I.IT ACCF.%ORY 
flAJ( AR.'>IUUR 

Pllom VISOR FR .... GRFNAIlES 

OFTIONAL UPGRADES 

STANDARD EQUIPMENT, I polnl 
I.ASPISTOL 

SPECIAL EQUIPMENT (HARTS 
F ... eh $ .. lCItonoo I'>)"ke, m,)" P'I" IS p<~m .. rul 'hen 
m,k< 06·) roll,on to., S{W,a' t"qu;pm,'II (bam 
1<><"1" ,I\< J/M'~' 11" .. """,,, (1),,,,), ,to< pl'I'" m,)' 
choo>< "'hich ch", r-.ch roll i. u",n "" 

ADDITIONAL EQUIPMENT 
m~CE ~WO~I) 
FORCE ROI) 

MllI.nltS lD6 ABI LITIES 

1110 lMl I rslC HlC AaiUrI 
(, SHAl, .'>IINI) 

TElH:JNf>I, I 
H THF.PATIlY' 
9 TElfPORT 1 
10 \\'INO BLAST 

(HAOS ATTRIIUTES 
S,ne,;on<d P'rk« m,l' h"'c D6 · 1 rolls on 'h< P",on,,1 AI/n'bu'" laM. in 

51 ..... ' 10 Ihtkn • ., 

. {/lI) ' ""mb('r 

STANOAao EqUIPMENT 
MEDIC M£!)[l(lT. ENERGV AND 

BI0--SCANNEkS. WEB 
SOLVENT. LASPISlUt 

SERGEANT lASPISTOl, 
(HAlNSWORO 

OIlDERlY LASPISTOL 
2 GUAJtDS)lEN Ll.S-aNNON 

N:CESSORV 
• 

, 

IMPERIAL GUARD ARMY LIST 

S~.GEANT !.A5P1STOL AND 
CIWNSWORO 

7 GIlAKDSMI!N USGUN 
I GUAKDSM.AN tAS-CANNON 
I GUAKDUIAJ'I! GRENADE lAU NCHER 

WIlli flAG. CUCI( 
AND TOXIN GItENAOES 

STANDAaO lQ.UlPMlNT 
SElIGv.J'IIT 

i GllAlIDSMlN 
• GIlAKDSMI!N 
I GIJ/LANM.AN 

L\SPlSroL AND 

STANOA.D lQUlI'MlNT 
SEIIGEANT !.A5PISlUL AND 

CHAINSWORO 
1 GllAlIDSMEN 2 lASP ISlULS EACH 
l GlM-IIDSJIIEN PlASMA GUN 
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• ADDITIONAL 
EQUIPMENT 

E:lch Imperi:l l Gu;ud pl:llOon is uniform ly equipped . If 
addilional equipmt:n! is uttd , the Comnund Section, tht: 
Thctic:l!, Suppon :lnd Assault Squads of e:lch pbloon must 
be equipped with the same additional equipment. If an 
option is selected , the w hole pi:ltoon must be upgraded. 
Since :I p latoon comprises a vari:lble number of squads, 
points costs givt:n af(: per squad ; the samt: points cost is 
paid by 311 squad types :md by Command Sections. 

• Alternative Armament 
Cerlain weapons may be replaced with other weapons at 
the pOint s COSt per squad listed below. The item replaced 
and it s rcph ccmenr must be the same throughout the entire 
platoon . 

ITEM TO BE 
REPLACIlD 

LASPISTOL' 
LASPISTOL' 
LASPISTOL' 
KNIFE OR COMBAT 

ACCESSO RY 
LASGUN \. 
LAS-CANNON 
G RENADE I.AUNCHER 
G RENA D E I.AUNCHER 
G RENA DE LAUNCHER 
G RENADE LAUNCHER 
G RENA DE LAUNCHER 
GRENADE LAUNCHER 
GRENADE LAUNCHER 
MISSII.E LAUNCIIER 
MISSILE LAUNCIi ER 
MISSILE LAUNCH ER 
MI SSILE LAUNCHER 
MISSILE I.AUNCHER 
MISSILE LAUNCHER 
PLASMA GUN 

REPLACEMENT 

CHAtNSWORD . 
l lANO FLAMER. 
BOLT PISTOL. 

CHA INSWORD . 
BOLT GUN . 
CONVERStON BEAMER 
HEAVY BOLTER . 
CONVERSION BEAMER 
HEAVY PI.ASMA GUN . 
MULTI-LASER .. ....... . 
MUlXt-MEITA 
D-CANNON . 
HEAVY WEBBER. 
CONVERSION BEAMER . 
H EAVY PLASMA GUN 
MULT I-LASER 
MULTI-MELTA . 
D ·CANNON 
HEAVY WEBBER 
MEI:rA GUN 

PTSfSQD , 
\0 
\0 

10 , 
0 
0 
35 
60 
25 
35 
25 
S 

20 

" \0 
20 
10 
0 , 

• An ASS:lUlt Squ;ld may repl;lce both laspiSlols with the 
same weapons or may replace each laspistol with a different 
weapon, paying separately for each weapon. 

• Jump Packs 
One ent ire Assault Platoon may be given jump packs:u 20 
pointS per squad or Comm and Section . 

• Additional Equipment 
for Sergeants 

All sergeants in the platoon must be identically equipped. 

Points costs are per grenade. 

ADDITIONAL 
EQUIPMENT PTS/SQD 

PI.ASMA G RENA DE . 
VIRUS GRENADE 

ADDITIONAL 
EQUIPMENT PTS/SQD 

VORTEX GRENADE . 25 

• Additional Equipment 
for Pletoons 

The entire plaloon must be identically equipped. 

ADDITIONAL ADDITIONAL 
EQUIPMENT PTSISQD EQUIPMENT PTSISQD 

HORSE (com'erling squad 
into Rough Riders) . 50 

EXPLOS IVE LANCE 
(Rough Riders a ni)' .... 20 

POWER SHtELD 
AUXILIARY GRENADE 

LAUNCHER (AGL) . . 10 

• Auxiliary g re n ade launchers m ay be iss ued to all 
Guardsmen in a platoon armed wit h laser rifles. Each 
grenade launcher is equipped with one grenade which is 
loaded before batlle and launched by a single charge of gas; 
the grenade launcher cannot be reloaded during the battle. 
The grenade may be of any type that the Guardsman is 
carry ing, chosen from the list below. 

• Grenades and Missiles 
The enti re plalOon must be equipped the same. 

GRENADESf GRENADESf 
MISSILES PTS/SQD MISSILES PTSfSQD 

ANTI -PLANT . 
BLI ND ... 
CHOKE . 
CRACK G RENA DE . 
CRACK M ISSIU L . 
FRAG . .... 
IiALlUCINOG EN . 
IiAYWIRf. . ....... . 
KNOCK·OUT .. 
MELTA-BOMB . 
PHOTON . 

, 

MSIC I Q.UIPMINT 

KNI ~f. OR COMBAT ACCESSORY 
fLAK AIIMOUM 
PHOTO VISOR 
flAG GRf.NADES 

, 
10 , I. 
20 
10 
2. 
'0 , ,. 
10 

I'LASMA (I) ' . 
RAD . 
SCARf. GAS . . 
SMOKE . 
S1i\SIS 
s r UMM . . .. . .... 
TANGLEFOOT . 
TOXIN GAS 
VIRUS (I)" . 
VORTEX ( I )' . 
• Points COM per grcn~dc 

STANDAu) lQUIPMINT 

S!IIGEANT lASP1STOl AN]) 
CHA1NSU"ORD 

8 'WH1Tl.SH1UD$ l.ASGUN 
I 'Ii''''Tl.SHIELD lAS-CANNDN 

10 
40 
10 
S 

40 , 
10 , 
10 
2S 



OPTIONAL UPGIADIS 
If.n Option I ... ~co'<I • • 11 the 1In>tm.>D 
Sq ... ds In til< pb_ ....... 11< "PAJO<It<I.t>d 
_InUr cquiw<'d. 
Ikut ...... "1"""'....,. 11< {otlrd .. IIh f........,.. 
<I ......... S poi ..... P<'f "1",,<1. 

II .. " .... " "" f "'1"''''' """ 0.- both h'Rd 
....apono w~h """ of tl"t ~ <I>< poinu 
COO' .. P<" "'1'1>0: • .,. ... 1o, ,ho ",bok "Iu'<I , 

IlI!PLACEIII~NT M'5ISQV 
POWE. SHI:tt ANO fLAM~.· ...... '0 
CIIAINS\Ii'O. . .\0 
5.\WN·OFf 51 an:;UN.. ... .\0 
"TIt .. opolo.-t ",pbc •• /Jolb tuRd .. ' •• J>OftS 1t 

• 'oal <00t of .\0 poi"" 

IilIND 1I'U1'ON 011 HAFTED WUf'ON 
OG1YN nAG GllNADES 

STANDAID IQWI'MlHT 
Ll.U)1l fLAK AJ.Moua. 

CO/oOllutlltA'rol 
4 QG1YNS PUotmvt. AUfOUIt 

(UV/liG TH.ar 6) 

PO" n:pbum<m. 

IllPLACEMENT 
I'Q'a'U SHIRO "NO flAMU" . 
CIIJIINSY'OlO . 
5.\WN.()FF SHOTGUN , 
PWM.< PISTOL 
POWU AX!, 
POWE~ CLOV! . 

UPGItADlS 

, 
... 1 

MSK lQUll'MENT 
"'NIF! oli COMflAT ACCESSOWV 
"'.AK AlMOUl 
PIIOTO VISOR 
FUG GIlINAOf.!i 
SNIPER llfLf. WITH T ... RGUEI 

STANDARD lQU_INT 
OlfTlKJ1'OXlfoi ...... MUNITION fOl 
SNI'll llfLl 

MSK lQUJI'MENT 
EX'lOSIVE COL ..... 
FLAK "'1OfOUl 
~~ 

IMPERIAL GUARD ARMY LIST 

omONAL UPGRADlS 
Addhlo nal polwn :unmunirion for 
~nJper rlne at 2 points per type. All 
type. arc ... co ,pecific. 

POISON n"ns ~O 

tlOIlOroX IN . 
O.t«YroK IN 
SI. ... NuroXIN 
rv .... NO'IQK IN 
IIOOOroXIN 
FtUOTOXIN 
IiJIE/IIOlQ)UN 

omONAL UPGRADlS 
The ent ire p lu oon mil", be 
i<kmk1lUy cqulppW. 

ADDmONAl (QUJI'MlNTrBISQD 
fllNZON DISI'ENSO. 
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• SPECIAL EQUIPMENT CHARTS 

18. 

A character with the Special Equipment Charts optio nal 
upgrade may only roll on the following charts if he does 
not take the Standard Equipment option. 

The number of rolls the character may make on each chart 
is given in the army list. A set points cost is paid for each 
0100 roll on a chart , regardless of the result. A character 
not taking the maximum numbc::rof allowed roUson a chart 
cannot tr.,msfer unused rolls to :mother chart. Duplicate 
and unwanted equipment mus t be issued to other models 
or discarded - the character may not re~roU. 

To reflect their greater access to special and unusual 
equipment, for some character models you may choose to 
add a bonus to their 0100 roll (or you may take the number 
as rolled). The bonus can result in scores over 100 , and 
the charts have been extended to allow for this eventuality. 

Character Type Bonus to 0100 Roll 
Commissar ........ .. .. ... . . . .5 
lieutenant . . . . . . . . . . . ..... . • 10 
Captain . . .. . . _ . . . . . . . . . ." .20 Commander __ ............. . 

STANDARD WEAPONS 
Cost: 3 points per 0100 roll 

" Standard 
0100 Weapon 
Ol-O~ Sh.otgun 
06- 10 Needler 
11-20 Auto..(iun 
21-40 la5gun 
" 1-60 BOlt Gun 
6 1-80 Flamer 

D.OO 
81-85 
86-95 
96-105 
106-112 
II}. 

Stand:u-d 
Weapon 
GravllOn Gun 
Plasma Gun 
Md~~. 
Shuriken Ca12puh 
Cotnbt-~ 

C LOSE COMBAT 
WEAPONS 

eost: } poims per 0100 mil 

Close Combat Close Combat 
0<00 W~apon 0100 Weapon 
01-15 SWQrd or Gamba1 86-90 _cr """ 

.. AccC$$OrY 91·95 Power Sword 
16-20 Power Shldd 96-}00 .J'OWa: .. GI(Wc 
21-2.5 SIW Gun 101-104 Shurike:n PiS101 .. 
26-30 Sawn-Off Sholgun 10S-106 Jobc:to Digital 
31·3, _Ncc:dk Pisto l Na:dk PiSlOl 
36-45 UspiS101 107-108 Jokac:ro Digital 
46-}S Aum Pbml la!;pis101 
56-65 Boh PiS101 109-ttO Jok~to Digilal 
66-70 .;CiWnsworo '" ,,~ Fl:tmer 
71-75 Hand Flamc:r 111-]]4 Ne\lr(/:Disrup1e:r 
76·80 Wet, Gun 115+ .. "M« CQlllbi;\\bpon 
81·85 Plasma PiS101 

HEAVY WEAPONS 
CO!!t: 50 points per 0100 roll 

0100 Heavy Weapon 
01-20 Jfea.ry BOlger 
21·40 Missile: l aunche:r 

(with Crack and 
2 othc:r random 
missl1~ types) 

'4l:w :lilff@ry 'Wcl;Ibci 

DIOO Hcavy W~apon 
)1·" 'AU~n 
56-60 ~i'ulli-GSer 
6i~1() ~ Mulib~fClt;t 
7HIO Hea.vy Plasma Gun 
81:90 ""' t:WC:mriOn 
9 1-120 D~C::innon 

Hc::rvy wc:apom arc 5uppl1~d wl1h 12tge:Ic:r and suspc:nsors. 

GRE NADES AND MISSILES 
Cost: 7 points per D100 roll 

Grell2desl Grc:_desl 
moo Weapons 0'00 We2pons 
01-12 Ft:iS 47-48 Siumm. 
13-25 Cnck •• "D.ngle fOOl 
26·28 S~k< SO 1blllri ·.G2s 
29-31 Anl i-Pi2nt 51-58 Hay.""i rc 
32-34 JHI,t1o:! 5H5 Mclt;t.BQmb 
35·37 Chok~ 66-72 PI2.'lma (1) 
38-40 tblludtlOg¢o ..... "'" 41-42 Knock-Qut 87j1:2 SI2.'lIS 
43·44 " P~n 9.H8 vitu$14i~ 
45-46 Scare G2.'l 99+ Vorla (1) 

Except for nrc types (quamilY ~pccific:d in bnck~ts), ~nough 
grcmdcs or missiles au: ob!aine:d 10 12.'l1 Ih~ ~nlirc baniI.'. 

EQUIPMENT AND BIONICS 

D.OO 
OI-lQ 
ll -20 

2HS 
36·45 
•• .00 
61-75 
76·85 

Cos.: 5 pointS per DlOO roll 

Equipment .I: 
Bloo1c5 
BiO-'Sca.nnc:r 
Auxillary Gr~nade 

launcher 
Energy ,~ncr 
Displac~r Add 
Rc:fractor ·He:ld 
Convc:nion Fl(:ld 
upgrade Jump Pack 

to Flight Pack 

DU,. 
~-88 
89-91 
92-94 
95-97 
98-100 
101-105 
106-1I0 
111 + 

Equipment .I: 
Bionics 
lJionlc;Arol 
Bionic Ears 
i;iiQ1li(~ye:' 
Bionic I.c:gs 
BioriiC'tungs 
Sta5is Field ,= 
Powerboard 

• Includes tars~tc:r, bio ar>d e:nergy ilCann~n. 



Various vehicles and items of equipment require an Adeptus 
Mechanicus or Servitor model to be included in the force 
to act as the equipment's custodian, ready to 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 equipmenL 

Servitor: One Adeptus Mechanicus model or one ServifOr 
model must be provided for each item of equipment. 

Adeptus Mechanicus: One Adeptus Mechanicus model 
must be provided for each item of equipment. 

A vehicle 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 Adeptus 
Mechanicus and Servitor models do not need to ride in 
these vehicles on the battlefield and the player is free to 
deploy them as he wishes. 

Forexample, you have two Adeptus Meehanieus and four 
Servitors in your force; you must provide at least enough 
vebieles to seat six models, tbough tbis can be in any 
eomlJti.nation, such as six bikes, tbree bikes witb sidecars, 
a singie Land Raider and so fortb. Having included tbe 
vebicles in the force, theymn then be deployed as you wish 
and need not actually be ridden by the Adeptus 
Meehan/eus and Servitor models during the battle. 

Crewmen must be provided for vehicles and support 
weapons as listed in the Equipment Profiles. Crew may 
be supplied from Tactical Squads, Assault Squads, Adeptus 
Mechanicus or Servito rs. Guardsmen crews must be 
purchased in whole squads ; any models surplus to 
minimum crew requirements are deployed as extra crew 
on weapons of the player's choice. Due to their surgical 
implants, Servitors count as two normal models for crewiog 
vehicles and equipment. 

VEHICLES 

MOUNT THE FORCE COMMANDER AND ANY 
COMMISSARS ON (point., per vehicle): 

Vehicle Points Custodian 
:.iIikc... ,,~ "'J.il) ""i~~'7'1i~.,: ra)~l;itii! . 0 ;;f' 
Sidecar combilUtion 140 None 

, . ,J~, ,~Ytk~" ·· ~ .. ... ~ .. J··r~r";oOT~lO'; ;.'t~:-';"';i{J;:':')V9B~L~:}'~' 
Auto-systems upgrade 10 None 

Only the commander of the force and any Commissars may 
be mdlv iduaUy mounted on vehicles. 

MOUNT ANY ONE PLATOON ON 
(poInt., per v~hlcle): 

Vehicle Points CustodIan 
·:,Jm~e ~"'::';T~:," · ,. J!Cf I~L,~::M;;f!pm,{::;~~~~=~ 

SideC:.Ir combilUtion 140 None 
"')a CyCl£:;' .. ··."~'8"'TJ1.{l . Z(i .' . ... NOJ\e 

Land Speeder ' ._2'ooio·c' Adeplus"Mectiiii:icus"~ 
r):.nt~;,:"" h':'''~8i ••• \,,,_dii,~.'.~JJL;,;:;r;; ;''-0; .·,~ ~(yiji)r::;';;::,'iffn 

Rhino .3'TO I:; Servitor 
:~~4.~£r"::_~;;'::~8g;T~iG~r:>\d~~¥~,,(~c~j 

Predator _\lO(l- lOe AdeplUs Mechanicus 
The entire platoon must be: mounled on the soune type of vehicle. 
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SUPPORT WEAPONS 
SUPPORT WEAPONS (points per w~apon): 

Support Weapon Points Custodian 
'l~ii:fQ1ifMO:tPf··;;'§il!m::;~.·x@wX ::~~ 'tf'.:i!hh1£i 'jI:'!l~tYrt'4t::;~~b~'>'( 

Thudd Gunn 50 Se rvilor 

Rapier 
·' M~.I!H·~L 

Multi -Melta 
w;.CaMQn 

RAPIERS (point., per Rapier), 

Points Custodian 
=,8,8!""JWW'''~jitVW;:I'''::' '' '' ' '''~seMijioi 

180 Servitor 
.. ~£F::,j~q :2:'k;, ,ri.ci~OOW(, 

A Thramula has two ident ical wC:.Ipons. 

ROBOTS 
0 -4000 POINTS 

0-4 m;miples nf4 robots at a COSt of 0-1000 points per maniple 
including the program. 

ROBOTS (points per robot): 

AdqXt!l' .¥.~haiiitus 

Robots have programs selected from the following: 

PROGRAMS (points per robots), 

Points 
" 2,"~ .',~'o'" ""35.,'\ .• ':;; 

" r45 ~'~:'='~ ~··"8J""'''''8r O, ~'~" • 

" 

TACTICAL EaUIPMENT 

Points Custodian 

OFF-TABLE SUPPORT 

0-1000 POINTS 
Up to 1000 points may be: allocated to supporting fire from 
bCYQnd the baule·wne. See Off-Table Support for det:lils of 
spotters and requesting support fire. 
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The Sentinel is a one~man all-termin vehicle, used by the 
Imperial Gu arc!. Originally designed as a light scout vehicle 
for reconnaissance and guard duty, the Sentinel is often 
pressed into battlefield service. Combining the mobility 
of the Rough Ri{lcrs with the firepower of a Dreadnought, 
it is employed where mobile patrols must be mounted 
across rough termin, or where firepower must he deployed 
r.tpidly in response to a threat. The Sentinel has also proved 
vcry successful in r.tiding and surprise at tacks, such as those 
mounted by t he 19th Confed Regiment under Commander 
Musshy (a lso known as Mussby's Raiders) during the 
pacification of the Shendar Valley area of Vargan 3. 

The Sentinel is armed with a compact multi-laser (Plus 
targeter) on a forward swivel mount, with a 90 0 forW'.l.rd 
fire arc. The crewman is armed with a laspistol; he may 
use this instead of firing the multi- laser (cg if the multi-
laser is destroyed - see the Spe(;iaf Damage Tables). 

0-12 SENTINELS 
at 120 points each with crew 

All the normal rul es for walkers apply, except that the 
Sentinel.:.:annot w;ilk underwater, as it is not scaled. It 
ignores all termin effe(.:ts I.'X(·l.'pt woods, where it moves ,j 
at half mte, and water, which affects it normally. 

The following box should be added to your Imperial Guard 
Army List. Each Sentinel requires an Adeptus Mechanicus 
or Scrvit<u,as Custodian, though the Adeptus model need 
nOl ride ii'tthe Senetinel. 

Roll a 06 whenever a Sentinel ukes d <lmage and add + I for e<lch point ofd<lmage above I. If the roll is 6 or more, the Sentinel takes 
special damage. A Sentinel reduced to zero damage alw.ays takes special dam<lge when hit. Roll on the Hit Location 7able and thcn 
consult the appropriate Special Damage Table. 

D6 Roll 
I 
2 ,., 
6 

I..ocatlon 
C~ 
Equipment & Systems 

"" 

D6 Damage 

" 

, 
• 
, 
6 

Taqeter destroyed: If the targetcr h<ls aln:ady been 
destroyed, reroll on thc Armaments table. 
Overheating, The heat exchanger unit on the Sentinel"s 
power supply is d~troyed. resulting in a senous heat build-
up . .R.oll a 1)6 <It the start of e<lch of the Sentinel's following 
tu rOS. On a roll of6, safety overrides CUI in and the Sentinel's 
motor shuts down; It may neilher move nOr fire. Keep rolling 
at the surt of each of Ihe Sentinel 's turns; on a roll of 6. 
sufficie nt heat has been dissipated to allow the Sentinel to 
function again. 
Power ,,"ppl.,. 4am2ged, The Sentinel's movemem rate is 
halved for the rest of the game . 
SteerlngaCluatorsd2maged, Forthe rest of the gam". the 
Sentinel moves at halfhs maximum rate (rounding down) in 
a nndom direction. . 
Po_r ,upply destroyed. The Sentinel may not move or 
fire Its multl-Iasel" for the rest of the game. 
Explosioo: The Sentinel explodes, dest ..... ying itself and its 
crewman, causing a S 6 hit with D3 damage and no smJ/ng 
tbrow for annour over <I 2" ndius. 

3 

4 

5 

6 

Damaged, 'I'he Seruinel"~ nlOvement rate is halved for the 
rest of the game, 
Left Sbbtllser damaged, The Sentinel may no longer turn 
to the left . 
lUght ,t2btllser damaged, The Sentinel ll1lly no longer tum 
to the right. 
Steering actuators damaged, For th" rest of the game, the 
Sentinel moves at half its maximum rate (rounding down) in 
a random direction. 
Crippled, The Sentinel may no longer mo,'e or tum, but may 
fire normally. 
Destroyed, Both legs are disabled - Ihe Sentinel crash~ to 

the ground and is destroyed. 

D6 Damage 

I MuJtl-laser destroyed: The multi-laser onnot flre. 
2 Power feed damaged, TheSentinei may only fire ils multi· 

laser once more during the game. 
3 Tarseter de.troyed, If the targeter hu already been 

destroyed, reroll on the &fuipnwnt and Systems table. 
4 Wild fJ.rc" The multi-taser's triggering mechanism is d:unaged, 

and it fires straight ahe:l.d in each of the Sentinel's following 
sbootfngpbases. Roll <I D6 uch time it fires: on a roll of 6. 
the multi-laser burns Out and is destroyed. 

5 "&rgellng$yste.mlI malfuuctloll\ The targeter i~ destroyed 
and the SeruineJ ~uf£en an additf()PM/-l penalty to bit for 
the. rest of the game. 

6 Power linkage ruptures, The power tines feeding the multi­
t"5er short out. and the resulting power surge burns Out th" 
SentInel's power transmission systems. II is effectively 
destroyed. 
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EQUIPMENT PROFILES 

VEHICLES 
Land Air 

Vehicle Max Acel Max Min Accl TRR Cp T 0 Sv Eq W Equipmenl/Armame nl Crew PV 

RHINO 

SUPPORT WEAPONS 
Short "'og Shooting to Hil Typ< Tech 

ROBOTS 
(The cos( of the selecled program mUSI be added to Ihe points "'dlue.) 

NEW EQUIPMENT 
Short Long ShOOling 10 Hit lYpe Tech 

Weapon 1'ype Range Range Short Long S 0 S\' C 11 S F Area I.cvel 
;lGiCi?M?;:;;:~8kH;?;4JeJj;lo.~JMlliiij;};!i:::;¥ITf:]M@C::4t1\1tmi\'';i,:~R::;;~4Wlm:i:§j~k~~~::*1l;:uiilii1i6_ , ~'Jw9J14lm"- 4' 
LANCE Close comb~t onlr + 2 I ·2 X 4 

~ilmK:~::~£lE!:~:?]E !:~'W£_$1I!JillitC~~!bl(5::%mM:;~:;::;~E:1tg;;:' ], : ,:::~: ~',:':':;'::::':,,:'K 'C ", ,. '~",",; ~ '" 
SNIPER RIFLE O·12N 12·24 " +1 31+1· 6 

• Sniper rifles only count as He:l.Vy Weapons wben used by IUllings 
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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 
autonomy of their Home Worlds. This article introduces the Squat Brotherhoods and 

gives details of their armies for Warhammer 40,000 battles. 

The;: origins of the Squats, like those of other Abhuman 
strains, lie in the Age of Strife, when warpstorms cut off 
many areas of the Imperium. Even Terra itself was isolated 
for a time, and the group of star systems known as the Home 
\Vorlus were OJ( off from the rest of rhe Imperium for 
sever.t] millennia. 

The Home Worlds are in one of (he oldest areas of Human 
expansion. The planets have a surprising number of 
common fearures - notably high gravity and a b leak , 
inhospitable environment - which some scholars have 
claimed arc responsible for the development of the set of 
mutations which define the Squat Abhuman str.lin. 

The surfaces of the Home Worlds are invariably rocky and 
barren , with few if any native life forms. Atmosphere is 
either thin or non-existent ;- and where an atmosphere is 
present the surface is lashed by violent storms. 

Despite (or perhaps because of) their bleak, forbidding 
nature, the Home Worlds are rich in mineral deposits - these 
were the main factor behind the early colonisation of the 
planets. The richness of deep lodes, coupled with frequent 
magnetic and radioactive storms, led the miners to develop 
an underground culture. These underground settlements 
were dependem on vast arrays of machinery to keep them 
alive and to work their mines, and while phySical strength 
and resilience were still important, a compact, stocky build 
was 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 Humans: their mechanical aptitude and their short, 
powerful build. 

Guild Heavy Jrl:>apons 1'rlke and Guild Hiker 



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 
Administrarum are still engaged in analysing the millions 
of individual records from the Squat Home Worlds and 
assessing their significance to the Imperium, but the broad 
history of the Squats, divided into five ages, is common 
knowledge. 

The earliest of the Squat ages is the Ageo/Founding, which 
corresponds roughly to the Imperial Dark Age of 
Technology. During this period, the Squats had not emerged 
as a distinct race, and indeed some scholars argue that the 
Age of Founding should not be counted as part of Squat 
history. This is the age, some twenty millennia before the 
present day, when the first mining colonies were established 
on the Home Worlds. Contact with Terra was almost 
constant, and the Home Worlds were well-supplied for their 
task of winning mineral wealth from the bleak planets. 

SQUATS ARMY LIST 

Tht first age of Squat history proper is the Age 0/ Isolation, 
which corresponds to the earlkr phase of the Imperial Age 
of Strife, some eighteen millennia before the present. The 
mining colonies which would later 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 colonies that some planets and small 
systems were sucked into the seething Chaos and never seen 
again. The severing of contact with Terr-Aled to continual 
shortages offue! and foodstuffs, and the miners were foreed 
to become self-sufficient, developing considerable technical 
expertise in the process_ The mining colonies became 
independent strongholds, trading amongst themselves and 
sharing resources and discoveries. It was during the Age 
of Isolation that the Engineers Guild first developed as a 
social and political power within Squat society, and 
strongholds began to group together in Leagues formed 
by complex political and trading agreements_ 

A slight abating in the warp storms led to encounters with 
alien races in the Age 0/ Trade. While the rest of the 
Imperium was still locked in the wars of the Age of Strife, 
the Squats made contact with both Orks and Eldar. At the 
beginning of the Age of Trade, some strongholds were 
attacked, but the aliens quickly realised that the Squats were 
determined and tenacious fighters , and that trade was :1 
more practical armngement. The Squats look full advantage 
of their tremendous mineral wealth, which they tr-Aded for 
weapons, foodstuffs and high-technology systems. To this 
day, Squat hydroponic plants, developed with Eldar help, 
are among the most efficient food sources in the Imperium. 
The Squats remained carefully neutral in the numerous 
conflicts between Eldar and Orks, maintaining trade links 
with both sides. There were inevitably small wars from time 
fO time, but for the most pan the Squats' complex stfllclllre 
of treaties and trade agreements maintained a srable peace. 
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Warlord and llearfbguard 
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The Age of lrade lasted for nearly three millennia, but 
finally collapsed when an enormous Ork b,nde-fleet, under 
the command ofGruohag the Flayer, attempted a full-scale 
invasion of the Home Worlds. Losses on both sides were 
astronomical, with vicious tunnel-fights through the mine 
workings and bloody pitched battles in the Squats ' 
underground setdements. 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 
Squats 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 
Tbe Fall of Imbacb 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 Adeptus 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 
recovered from the Age of Strife and began to re-unite the 
scattered worlds of Humanity, the Squat Home Worlds were 
rediscovered and contact with the Imperium was 
re-established. 

The Imperium found that a distinct culture had developed 
on the Home Worlds, and that the Squats had moved 
outwards through the gaJaxy, extending their domains. 
Often they settled harsh planets similar to their own Home 
Worlds, but they aJso occupied more conventional worlds 
able to support normal Human civilization. 



The Squat Home Worlds are almost unique in the Imperium, 
as they are not directly controlled by the Administratum. 
Instead, they are allowed a certain amount of autonomy, 
being ruled by their strongholds and Leagues just as they 
were before the Age of Rediscovery. The experiences of 
the previous millennia has left the Squats with a strong sense 
of cultural unity and a fiercely independent nature, and 
instead of rejoining the Imperium as subject worlds, the 
Home Worlds negotiated a series of treaties which enabled 
them to keep their independence. The racial character 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 
a great degree of self-government. 

In exchange for their comparative freedom, the Home 
Worlds provide troops for the Imperial forces, and trade 
their mineral wealth exclusively with the Imperium -trade 
that has made the Squats a wealthy race. They also 
undertook at the start of the Age of Rediscovery to allow 
the Adepllls Mechanicus unrestricted access to their 
technology; it is significant that the Squat Home Worlds 
have a higher incidence of working Standard Template 
Construct equipment from the Dark Age of Technology 
than any other group of worlds known to Humanity. 

The Squats rule themselves in all internal affairs, but are 
expected to follow Imperial policy on wider matters. There 
has never been any conflict on this pOint, largely because 
Squats as a race are not greatly interested in what goes on 
beyond 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 
between Squats and the Imperium is that 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 Squat joins his ancestors on his death, 
adding his honour to that of his forebears, but a part of 
his name and his honour remains with his living 
descendants, forming a constant link between the living 
and the dead . Squats are very careful to ensure that their 
deeds in life will add to the glory of the clan and i~s 
ancestors; they guard their reputation fiercely, and will go 
10 great lengths to blot out a disgrace to their honour or 
the honour of their clan. 

When Squats serve alongside the Imperial Guard, they 
adopt certain aspects of the Imperial cult, incorporating 
them into their own ancestor-worship. The Imperial line, 
as preached by the Imperial Guard Commissars who come 
into contact with Squat forces, is that the ancestor-spirits 
of the Squats are watched over by the Emperor, and Squats 
are happy to accept this idea and participate in the rituals 
of Emperor-worship on those terms. 
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Commit to, 

Cross me ro, 

Ptanetary R"r, 
Input Ref, 
Input dat"d, 
Input c1"~r.lnc", 
Thought for th" Day, 

Impt"rial Ikcord SQWI712S1 
Inquisi'ion INR 4 21309 
E~riy Colon;es At: 
Human Muta,ion RC 
Los! Technology AM 
·Ihlaken 113 S'"F- sr,,,m 
Inquisitor Keeler 3 214701 
57097l2 .M34 
Rogue 1h1der O~osen 
Walch for Ihe /IIu/anl 

We hlve made com act with descendams of Human mining 
colonies lost in tho.: Ago.: of Suife. The whole population 
shows mutation. namely reduced height and powerful build. 
Orders for termination are suspended pending your repl}". 
'respectfully submit the following points for consideration: 

The 0.:010n;e5 have. and cominue to produce. 
cnnsiderablc miner.l[ wealth. Detailed turnover reports 
are enclosed: ref 32/4711. 

2 Loe ... 1 records mention sever.ll other SYS'enLS nearby and 
identieally populated. Astt"Ogf"aphiul dat~ and facsimile 
records: ref 32/4722 . 

3 Widespread surv;"al of Dark Age tel·hnology , 
indic ... tions are that this is a general trend. Rccovo.:red 
S"fe material: rtd 32/4737. 

4 MutatiOn is stable ... nd breeding is true. Interim 
assessments of genetic damage: rtd 32/4766. 

Request a full Inquisition rcser;Kh te ... m to evalu~te these 
worlds and advise on what is 10 be dono.: wi,h them . 

. the historic commllllication which heralded 
the rediscolJf.!ry o[ the Squat Homeworlds. 

To the shame of the Squat 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 there are always 
rumours of isolated groups of Cha()s Squat raiders in various 
parts of the Imperium. 

It has even been rumoured that some of the slrongholds 
which were lost to the warpstorms in the Age of ISOlation 
may have survived, their horribly-mutated inhabitants 
raiding into the Imperium from time 10 time. 

The Squats are the most Human-like of the Abhuman races, 
standing about two-thirds the height of a normal Human 
with a stocky, powerful build. Their hair is very strong and 
fast-growing, and most Squats cultivate shorl-pointed 
beards, or at least moustaches and sideburns. Despite their 
short, thick-fingered hands, Squats have a very high degree 
of manual dexterity, and are able 10 operate the most 
intricate machinery with ease. 

Squats are extraordinarily long-lived by normal Human 
standards. A lifespan of three hundred years is normal, and 
some Squats, known as Living Ancestors, are often so 
ancient that their true age can only be guessed al. 

In character, Squats arc an honourable race, but they are 
also irascible and often 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 valuable asset for 
the Imperium. 
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Squat society is based on the stronghold. A stronghold may 
be a surviving mining community from the original 
colonisation, or a so-called newhold, fonnded when the 
r.lce expanded during the latter part of the Age of Isolation 
and the early part of the Age of Trade, 

Strongholds are self-contained, autonomous communities, 
ruled by a hereditary Squat lord and an aristocratic class 
known as the Hearthguard. They are comparable 10 the 
city-states of early Terran cuirures, and a great number of 
strongholds may coexist close together. 

Strongholds join together into Leagues 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 powerful 
!0.pellan League is made up of over three tho usand. Each 
League is ruled by a High Council, comprising the Lords 
of each member stronghold. The High Council debates all 
matters which affect the League as a whole, and ratifies 
trade and other agreements on behalf of its member 
strongholds; it also serves as a court of appeal for cases 
which involvc the death sentence. 

There is no formal organisation betwecn the Leagues on 
any Home World, although they maintain constant 
communications and act together in time of war. 

I- STRON.GHOlDS 
Traditionally, each stronghold centres around a mine and 
the underground settlement associated with it , although 
as the race expanded in the Ages of Isolation and Trade, 
differe nt types of world were colonised by the Squ:ns and 
some stronghOlds are not associated with mining activily. 

Each stronghold is ruled by a hereditary lord, who is 
supported by a powerful body of retainers known as the 
Hearthguard. It is the Hearthguard which provides the elite 
core of a Squat military foree, as well as providing scrvants 
and advisors to the lord himself. When the Lord takes to 
the battlefield in person, the Hcarthguard fights as a unit 
under his command. In most strongholds, Ihe Hearthguard 
has become an aristocracy, composed of a limited number 
of families or clans. 

The prinicpal military for<:e of a Squat stronghold is its 
Brotherhood or War-Brethren , Each Squat has an obligation 
of military service to his stronghold , and can be called to 
serve for a period of 30-70 years in the Brotherhood. 
However, be<:ause Squats live long and breed slowly, a 
tradition requires that a Squat may nor be called to the 
BrOlherhood until he has sired and raised two sons to 
mamriry, which in Squat terms is the age of 70 Termn 
Standard years. Thus, the continuity of the mce is nor 
threatened by its military activities. 

When his period of service has expired, a Squat returns 
to his stronghold with honour (and hopefully not a little 
wealth). He then takes up a poshion of responsibility in 
his family's business, having reached full adulthood by 
virtue of his military experience. 

Although the Brotherhoods are the main defence forc es 
of the strongholds, they are far better known for their 
merce nary activities. In time of peace a stronghold's 

resources, either to fight for the Imperium or to other 
strongholds. As \.\';lr is an honourable profession for a Squat, 
these mercenary adventures are rarely resented - indeed, 
they arc regarded as an integral part of every Squat's life. 

On occasion, unscrupulous or incompetent Squat tords 
have sent Brotherhoods into impossible s ituations , 
especially in the inter-League squabbles which were 
widespread during the Ages of Isolation and TC'dde. This 
problem has been largely resolved by the practice of placing 
one of the Lord's close n:latives - known as a Warlord - in 
command of the Brotherhood, ensuring that no unduc risk 
is taken and that the honour of thc s tronghold is not 
compromised. 

Some particularly adventurous Lords may send out thdr 
stronghold's Brotherhood on expeditions, regarding these 
as little more than an extension of their other business 
activities. The term 'expcdition' is rather loosely defined, 
and these ventures can range from a search for a stronghold 
that was wiped O\lt in the Age of Wars, to an expansionist 
action against alien races, to a full-blown campaign of 
piracy. Some Brotherhoods have turned to buccaneering 
as a profeSSion, amassing wealth for an honourable relUrn 
home, the booty being distributed between the pirates 
themselves and the lord of their stronghold. Squat Reavers, 
as they are known , are strange by normal Human standards 
- their single-minded attcntion is directed purely on 
financial gain, and they will attack any worthwhile farget 
with grim and implacable resolve, but completely without 
prejudice or malice. 

In the Age of Rediscovery, the Squat Home Worlds have 
undertaken to provide the Imperium with a tithe, which 
takes the form of Brotherhoods being sent to serve with 
the Imperial Guard, or indeed as complete Squat forces 
under the Imperial banner. Space Marines are noted for their 
intolerance to Abhuman raccs, whom they see as tainted 
and genetically impure, and the AdministraLUm will not 
generally post Squat troops 10 areas where they will be in 
dose contact with Marines. 

military forces are tmded in the same way as its other Squat Lord flanked by Warlord and Living AuCt'stor 

, .. 
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1eTREENGINEERS.GUILD 
Like so much of Squat culture, the Engineers Guild traces 
its origins back to the Age of isolation. Squat~ as a whole 
developed a considerable. technical expertise in order to 
survive without ~upport from lerra, and there was a regular 
traffic between strongholds in mechanical supplies and 
techniques. From this traffic arose a distinct c1as~ of 
travelling engineer, moving constantly between 
strongholds, spreading knowledge and solving technical 
problems. The Guild arose to protect these individuals, who 
often found themselves caught up in inter-League wars a 
long way from their native strongholds. 

The Guild soon developed into a real power throughout 
Squat society, and Engineers enjoy a considerable prestige. 
The most gifted offspring of each stronghold are inducted 
into the Guild at an early age, and intensively trained in 
all aspects of technology, engineering and machine 
maintenance. Although a Squat is not deemed to have 
reached maturity until the age of70, gifted youngsters may 
join the Guild at 40 or even 30 years of age, though in doing 
so they must renounce all family ties and rights to 
inheritance. 

The Guild is by no means as rigidly structured as the 
mainstream of Squat society. Ability counts for everything, 
and age, b irth and background are of no account. The 
Engineers see them~c1ves as unencumbered hy petly 
tf"".ldirions, while: most stronghold Squats would describe 
them as disorganised and anarchic. 

The Engineers Guild is sub-divided inlO a number of Lodges, 
each with its own leadership, symbols, cuslOms and rituals. 

Gulldma$fer repairing crippled robot 
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Clothing, equipment and vehicles tend to be marked with 
the symbol of the Lodge rather than that of the Guild, 
although all Squat Engineers wear the Guild symbol of a 
hammer as a pendant. The technical jargon of the Engineers 
Guild \~.lrks slightly from Lodge to Lodge; an Engineer from 
one Lodge can make himself understood by a member of 
another Lodge if he wishes, or can make use of his Lodge 
dialect so that an outsider cannot understand him when 
he discusses technical matters. 

Each Squat stronghold has an enclave of Guildsmen, even 
though individual Engineers come and go as they please 
or as the Guild orders . The Engineers renounce all 
~tronghoJd 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 :t 

stronghold through marriage - even so, his sons will almost 
certainly join the Guild in their turn. And while Guild 
members may attach themselves to a particular stronghold 
for years or even generation~, they move on at will, and 
owe their true allegiance to the Guild alone. 

Squat Engineer~ have a 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 baltering they 
take. Many Engineers add bandanas and mirror shades or 
goggles to their outfit, often jauntily pushing their goggles 
up onto their foreheads. They travel light, not gener.llly 
bothering with anything they cannot carryon the bikes 
and trikes which are as much a status symbol as a means 
of transport. 

Because of their wandering lifestyle, Engineers are more 
adventurous than the bulk of Squats, are often found serving 
with Brotherhoods on the battlefield, or even hiring 
themselves and their machines out on a mercenary basis, 
working throughout Imperial space and beyond. Individual 
Squat Engineers with impressive reputations may be directly 
recruited by the Imperium, and some have been known 
to reach senior positions within the Adeptus Mechanicus. 
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Squats advance 

The typicaJ lifespan for a Squat 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 
longevity is drastically increased - Iifespans of 800 years 
are common among this group, and there are some 
individuals whose rrue age can only be guessed at. 

This smaJl proportion of the Squat population which lives 
to great old age is treated with enormous R:spect, being 
known as Living Ancestors or Spirit 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 
rrusted advisors. 

Also, at about the age of 500, certain physiological changes 
begin to occur. As age begins to sap their speed and strength, 
they develop an incredible degree of menm! 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 
·psychic powers come from their spiritual closeness to the 
dead ancestors of their cian , which they tap as a source 
of psychic energy. Their strength as psykers is directly 
related to the prestige and honour of the stronghold's 
ancestors, and the higher the status of the anceslOrs the 
more powerful are the living Ancestors. 

When a Squat reaches living AnceslOr status, he surrenders 
his name and his goods to his descendants, just as ifhe had 
actuaJly 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 srronghold, the Living 
Ancestors often accompany the Brotherhood in battle, 
providing defensive psychic suppOrt and adviSing the 
Warlord. 



Squat forces may be found on the battlefield in a number 
of circumstances. 

They may be serving with Imperial Guard forces or the 
forces of a Rogue Trader, to take part in an Imperial conflict 
as pan of their Home Worlds' tithe of service to the 
Imperium. As well as using single Brotherhoods to fight 
alongside other Human and Abhuman troops, the 
Imperium uses complete Squat armies to impose its will. 

Squats may be fighting on their own aecoum , defending 
their stronghold or taking part in an inter-League dispute 
or other local conflict - given the volatile temperament of 
most Squats, it is not unusual for Brotherhoods of adjacent 
strongholds to go to war, fighting for ·territory, mineral 
wealth or over some Slight to the honour of the stronghold. 

They may have been hired out by their Lord as a mercenary 
force to serve in some foreign conflict, 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 hire their forces back and forth to 
serve in each others' conflicts. 

They may have been sent out as Reavers by their Lord, or 
may have taken to buccaneering of their own accord . 

Regardless 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 
Living Ancestors. 

Brolherhood WffljJQn.< "leam supporting Imperia] Guardsmen 
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To guard against the misuse of Brotherhood troops by 
unscrupulous stronghold Lords, a Brotherhood force is 
always led by a close relative of the Lord, known as the 
Warlord. Under bis personal command is a unit of the 
Hearthguard, drawn from the Lord's loyal retainers, who 
form an aristocratic class in the stronghold. 

The Heanhguard is a warrior elite, and their s tatus is 
reflected in their fondness for lavishly-ornamented gold 
jewellery. Belts, buckles, chains, pieces of armour and even 
weapons are decorated with traditional designs in gold and 
other precious metals, and a Heanhguard's prowess is 
displayed in the form of these decorative items. 

It is traditional for a lord to present a Hearthguard 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 a long-established Heanhguard family can be 
expected to take the field resplendem with priceless antique 
jewellery. Unlike the normal Squat principle of succession, 
where everything passes to the heirs on a Squat's death , 
a Hearthguard cannot inherit his dead father's jewellery 
and trophies until he has won his firsl trophy on his own 
account; he then inherits his father's name, along with his 
full panoply of jeWellery and equipment. The: adopted 
name of a Hearthguard commemorates the greatest deed 
of his father, and will remind him and his companions of 
his ancestor's fame. 

Because of their richly decorated equipment and other 
trophies, the Hcarthguard are very individual in their 
appearance, and do not wear any kind of uniform. Each 
Squat's equipment and jewellery tells of his own deeds and 
those of his forebears, and the Hearthguard vie with each 
other in the distinctiveness and splendour of their 
appearance. Archaic 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 
motorbikes bear more than a passing resemblance to the 
armoured knights on horseback who may be found in many 
mediaeval 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 Engineers Guild. like other 
Hearthguard equipment, exo-armour is handed down from 
father to son , and is perhaps the proudest status symbol 
of the Squat military aristocracy. 

One detail which is common to the whole of the 
Hearthguard is the stylised image of a Squat face, which 
appears on armour, helmets, pendants and other pieces of 
jewellery. This is an image associated with Squat ancestor­
worship, represcnting the spirits of the ancestors watching 
over thcir descendants. 
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• BROTHERHOOD 
The bulk of a Brothe rhood 's troops are those whO are 
referred to simply as 'Brotherhood '. These troops lack the 
individuality of the Hearthguard, wearing the colours and 
insignia of the Brotherhood as a uniform. Squats prefer 
muted colo urs reminiscent of the rocks and sands of their 
Ho me Worlds: browns, greys and greens arc popular in 
varying shades and mixlUres, as are black, w hite and deep 
red - it is common for seams and piping 10 be picked o ut 
in a contrasting colour. 

Those Brotherhoods who arc scm 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 
made a career out of piracy arc :IS flamboyant, in their own 
way, as the most ostentatious Hearthguard . Often they will 
adopt distinctive uniforms and colours, so that they are 
immediately recognisable; in this way, their fearsome 
reputation does half their work for them. 

Brotherhood troops an:: generally armed with lasguns, but 
t he Squats have a ch :a racteristic fondness fo r he:avy 
firepower, and heavy boilers 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 co nsider himself fully dressed 
without at least one sidearm, it is not unusual for Squats 
[0 go about armed to the teeth as a matter of course. Most 
cit izens of the Imperi um carry a sidearm and a b lade 
weapon as part o f thdr standard dress, but Squats are 
renowned as particularly fond of weaponry. This fondness 
is re inforced by Ihe hoslile environments in which they 
are usually raised, w here dangerous flora and fauna. and 
(he constant threat of Ork and Eldar raids, encourages L'Ven 
Ih e youngesl of SqualS 10 pack a few h and guns and 
something loud and heavy on his bike. 

We.have always been a r:lCe of .... de .... 1. 
is natUi:'alto uS that we should tf.lde the 
flgh'ing"kIIls of our BrotherhoodS. As well 
as bringing us a profit, it also allows our 
youngsters to gain experience and bonour, 
and to keep alive me skills which OUI 
strongholds may one day need for their 
own defence.. 

Lord GrumnJ, Broggen Stronghold 

'. ENGINEERS GUILD 
JUSt as the Engineers Gu ild has a conSlam , if shifling, 
presence in each Squal stro nghold , so most Brotherhoods 
are accompani ed b)' so m e Eng in eers Guild troops. 
Engineers wear a personalised 'uniform' of leathers over 
T-shirls or Singlets, w ilh individual decoration such as 
f ringes and s tuds. Lodge sy mbols, and [he uni ve rsal 
hammer symbol of the Engineers Guild, are worn instead 
of stronghold and Brotherhood badges. Guildmasters are 
more elabor.l.tely dressed, \Isually wearing heavy and ornate 
chains of office. 

Apart from their dress, the other most distinctive feature 
of Squat Engineers is their mOlOrbike and trikes. These are 
universally favoured by Engineers as a personal transport , 
and some have been adapted for battlefield use by the 
addition of weapon mounts. The Engineers m ake more 
extensive use of bikes on the banlefidd th an almost any 
other troop [ypc. 



I. LIVING ANCESTORS 
Living Ancestors take the field in small numbers with Squat 
forces, drawn from either the st ronghold or from th e 
Engineer.; Guild, to provide sage advice for the leaders and 
psych ic support for the warrior.;. Their psychic abilities 
concentrate o n ddcnce, but they are by not entire ly 
incapable of attack. living Ancestors are distinguished by 
their h igh·collared robes, w ith collars rising above thei r 
heads, and their o rnate ncck-chains. 

Living Ancestors from the same strongho ld always hlve 
the same level o f power. Their psychic energy is d irec tly 
tapped from the stronghold's ancestor spirits, and thei r 
power varies with the prestige and status of these spirits. 

'. STANDARDS 
Squat Brotherhoods vary widely in the Styles of banners 
and s tandards they employ. but a BrOlherhood will almost 
alW2Ys carry its own banner inlO ball ic. and sometimes the 
banner of its home stro ngho ld as well . It is a common 
practice to mount these stand ards on bikes. 

Stronghold banners are largely hel".I ldic, bearing the symbol 
of the s tronghold and sometimes a molto or slogan . 
Brotherhood banners tend to be more e laborate, with a 
central picture surrounded by ornate borders containing 
battle honours and s logans. The picture may be of the 
BrOlherhood's most famous exploit , or a design sllch as 
a Squat braining an Ork or Eldar with a hammer. 

Brot herhoods in Imperia l serv ice may be presented w ith 
Imperial banners like those of the Imperial Guard. They 
may use the Imperial banner inSle2d o f. oras well as, their 
st ronghold banner - but are unw illing to part with their 
Brotherhood banner. 

The Engineers Guild has its ow n standards, which feature 
the central motif of the Guild hammer or a Lodge symbol. 
Guild banners are decor:llcd 10 a lesser degree, and tend 
nOt to be as clabOl".Ite as those o f the Brotherhoods. 

£;xo.armou~ Jleartbguard tunnel{lgbUng wltb Orlu 
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,e EQUIPMENT 

SUSPENSORS 
AND TARGETERS 

Squats:ueextremely lough . slrong-boned and resilient . and 
they able 10 carry a considerable weight. A Squat can carry 
up to 2" movement penall y's worth of heatJy equipment 
without penalty. Despite this. thediffieuhies ofHfeon the 
high gr:tvity Home Worlds has influenced the design of 
Squat equipment and they always build in the normal full 
requirement o f suspensors to offset movement penalties 
Simply by force of habit . Thepoints value of these has been 
taken into account in the lists. 'P.trgeters, how{.'ver arc nO! 
widely used by Squats. 

,. SQUAT BREASTPLATES 
S<lu:tt Warlords and their Heart hguards have from time 
immemorial worn finely-wro ught bre:astplates and helms. 
deco rated w i th an cestoral faces. In ancient tim es. 
breastplates would have been crafted from s imple beaten 
metal plate. These much-cherished items of war panoply 
have continued in favour in the more technically advanced 
form of carapace breas tplates, s llil decorated with 
traditional ancestor images. 

Caf2pace breastplates and helms give a basic saving throw 
of 5 or 6 o n a 06. Wealthier Warlords and Hearthguards 
lend to replace their carapace armour for exo-armour. 

• SQUAT EXO-ARMOUR 
Exo-armo ur combines features of both power armo ur and 
dreadnought armour. The extensive protection it affords 
Ihe wcarer is especially useful when fighting in confined 
sp:lces where movemem is reSlricted and it is difficult to 
avoid concentrated enemy fire. Exo-armour is thus greatly 
favo ured by the Squats, who often find themselves in 
combat in subterranean tunnels or chambers and who arc 
nOI noted for their agility. Exo-armour a lso serves as :1 

hOStile environment suit . and the barren surface of the 
Ho me Worlds has certainly stimu lated the devclopement 
o f this form of armour by the Sq uats. Squat armourers a rc 
adept a t fo rging rat he r st rikin g eXO-2 rmour, usuall y 
embellished w ith the visage of a Squat Ancestor Spiri t. 
These findy wrought suits o f c"o-:armour become the 
pres t igious war pano ply of gTe:a1 Lords and their 
Hearthgu:ards. 

Special Rules for Squat Exo-Armour 
Movement' There is no movement penalty for wearing 
the armour. 

Saving Throw: Squat exo-armo ur has a saving throw of 
2, 3, 4, 5 or 6 . 

Arma ment: Squat exo-a rmo ur incorporales st;md ard 
integr::ll l a rmament o f power axe and bolt gun. These 
integral we::llpons are filled so as to be used one-handed . 
The bolt gun always has:.l targetcr, and a suspensor to offset 
Ihe targeter's movement penalt y. 

Other Features, Squat exo-:trmo ur is also a hostile 
environment suit and inc lud es a communicator and 
respirator as standard 
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The following profiles should be used for Squat bikes and 
trikes: 

• This profile is only used for Guild Heavy Weapon Trikes 
- other Squat trikes use the normal bike profile. 

Other Squat 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 Illrn in a semi-circular arc to 
present the rear of the trike to (he enemy. The gunner then 
opens fire and the trike remains ready to move off in 
another direction without delay. The exceptional skill and 
bike control required for this manouvre is typical of the 
Trikers of the Guild of Engineers. Enemies and allies alike 
have observed and reported this tactic in acrion with 
incredulity and amazement. 

1b represent this manoeuvre, the trike may move towards 
the enemy upto its maximum Movement allowance. At the 
poim at which the crew wish to fire, or at the end of the 
full move distance, the trike is immediately swung around 
using the skid turn template so that the rear of the trike 
faces the target. This manoeuvre imposes no tobit penalty. 
The gunner may fire from this position and the trike may 
then continue to the end of irs move. It may even repeat 
the same manoeuvre next turn if desired. 

SKID TURN TEMPLATE 
Photocopy the lempl:ue, stick to card and CUi out. 

The skid Illrn is an extremely difficult manoeuvre which 
involves spinning the wheels in reverse during the few 
seconds of the tum, while the gunner lets off a shot. There 
is a definite element of risk to this action even when 
practised by the skilled Guild Trikers and each trike must 
makea control test on attempting the skid turn. Roll a DlO 
for the trike before it makes the turn. If the score is 1, the 
trike overturns at full speed without completing the turn 
or firing - the team are thrown off and s1a.in. Any other score 
means that the manoeuvre is successfully carried out. 

Squats have natural aptitude with technology and 
machinery. All Squats are technically proficient and able 
to adequately maintain their own equipment. Unlike other 
forces of the Imperium, Squats are not dependant on 
Adeptus Mechanicus Techpriests because Squat Engineers 
are able to 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 Engineer may attempt to restore the 
vehicle's funerions . Engineers cannot deal with damage to 
a vehicle's crew or the complete destruction of a vehicle, 
but may deal with any other damage. To represent this, roll 
a 06 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 score of I, the vehicle is damahged 
beyond repair and the Engineer will content himself 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 to 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 Imperium continues to observe and collect data on 
the Squats and often uses Commissars for this role. Since 
the Commissar is present in a purely advisory role and not 
to enforce discipline, he does not shoot Squat personnel 
for retreating. Similarly, the Adeptus Mechanicus is 
fascinated by the apparendy natural technical expertise of 
the Squats and the Techpriest is present as an observer to 
learn more about Squat skills on behalf of the Imperium. 



Squat forces are composed according to the following 
conditions : 

L A Squat force must consist of one or more complete 
Brotherhoods. 

2. A Squat force always consists of complete 
Brotherhoods whether it represents a Squat army or 
a Squat aUy contingent in another army. 

3. A Squat force may include a complete Engineers Guild 
Expeditionary Force as an alternative to a 
Brotherhood. 

A Squat Brotherhood consists of the following units and 

Only available if :;1.1 kasl 

The minimum points value ofa 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 Heartguard 
as Champions. 

An Engineers Guild Expeditionary Force, consists of the 
following units and personalities: 

The minimum points value of a Squat Engineers Guild 
Expeditionary Force is 1130 points. This includes the 
Guildmaster and 2 Guild Bike Squads without any 
additional equipment or optional upgrades, and with the 
Guildmastec as a Champion. 
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Personalities may add the following bonuses to their 0100 
rolls on the Special Equipment Charts to increase their 
choice of items and bring the more unusual items within 
their range. They use the same Special Equipment Charts 
as Space Marines and the Imperial Guard. 

Warlord 
GtJildrQ~t~J: 

-10, +10, + 20or +30 
:t.iJ:.±IO,+2Qorlt':;O 

+ 10 

A personality may add anyone of the listed bonuses, or 
may take the weapon as rolled without any bonus at all. 

Squat forces in Imperial Service may have' 

Human Commissar per Brotherhood 
at 45 points each 

Techpriest per Brotherhood 
at 10 points each 

The Techpricst can either be a Human or a Squat Adeptus 
Mechanicus. 

Although the Legiones Aststartes shun serving with 
Abhumans wherever possible, the Imperial Guard are quite 
prepared to serve alongside Squats. In return, 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 reliability, 
determination and technical expertise to make life on 
campaign a lot easier. 

It is these very same qualities that impress many Rogue 
lbders. Rogue Traders were among the first agents of the 
Imperium 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. 

Squats in the service of the Imperium may spend 25 % of 
their points value on forces chosen from the Imperial Guard 
or the Rogue Trader army lists. 
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ObsenJed try " Commls.sar, Imperial Squats btl/lie Cbaos Squats 

,- TRAITOR SQUATS 
Trditor Squats are regarded with disdain and loathing by 
other Squats for bringing shame on the whole of the proud 
Squat kindred. 

Squats may be converted into Traitor Squats serving one 
of the Chaos Powers by simply applying the following 
provisions to the standard Squat list. 

Profiles 
Due to their association with Chaos and its degenerating 
influence on the otherwise impeccable Squat mentality, 
Traitor Squats suffer reduced characteristics. Leadership, 
Intelligence, Cool and Will Power are all reduced by -I. 
These reduced characteristics are not optional and profiles 
given in the lists should be amended accordingly for all 
Traitor Squats. An amended Traitor Squat basic profile is 
given below. 

Chaos Attributes 
Traitor Squat Squads may choose to have up to D6-4 
personal Chaos attributes per squad. 

Traitor Squat personalities may choose to have up to D6-3 
personal Chaos attributes per charaCier model 

Chaos Rewards 
Traitor Squat Warlords and Guildmasters may have up to 
D6-4 Chaos rewards each. 

These may be generated from the general Chaos Rewards 
Table or from the Rewards Table of their patron Chaos 
Power (see Slave to Darkness and The lost and the 
Damned). 

Equipment 
Traitor Squat Warlords or Guildmasters may have up to 3 
rolls on the Arms of Chaos Chart at 50 points per roll . 

Traitor Squat Allies 
Trditor Sq\lats may spend up to 25 % ofthcir points on allies 
from any of the following army lists: 

Any Traitor Legion 
Chaos Renegades 

Chaos Cultists 
Orks 



( HAlT W" .. ~" 
STANDARD W~APONS ., , 
ClOSE CO . .., MT WEAPONS ,., , 
HEAVY WEAPONS " " G_ENA DESIMISSIU :S ,., , 
~QUIP,\fENT AND 1II0NICS ,. , 

omONS 

81KE OM TRIKE FOR WAMLOMI> 70 

If 1M lIadO'd I, mountod tllnr all'M /fUrtbgua"" mull M mmmled 

POWU fielD FOR 8IKEfTR1KE . . .. 20 

"'IS',.. fI.1d (I" NUlIw) prt)I«1S Mitt <»" Mitt ""d III rlun; und Includ~, a pawer 
floW,>",cbf"onlur. 
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The basic poin15 Vallie fncflldn /bt points va/lies oj Champion 
lIea,.tbgu<,rds. Add + 50 poltll$ to the Ouslc value jornu;blft::ro chosen. 
mid +80 POITllsjO,. ""cb M2/or Ilt::ro chosen 

IlASIC EQ.UIPMINT 

a.APACE 8REA~"TI'LATE III HEI....., 
PllOTOIl NfRA \ ' ISORIGOGGlf.S 

F....c GRF,NAOES 
CRACK GUN~OES 
,\fElT~ 6010185 1 U.SPlSfOlS 

KNIFE 

EQUIPM ENT 
EXO ~RMOUR 
POWF.R ~X[S 

• ADDmONAL EqUIPMlNT 

PT5iMODH i!QU I PMI!I'fT 
7S POWER SIII EI.DS 

• 
GlltNADlS 

PT$iMODH 

GRENADE TYPE COST GRENADE TYPE COST 

~NTI · PU.NT • SCAME G~S 
BLlNIl . SMOKE • 
CHOKE • ~T~S IS . • 
lI~llUCINOGEN STUMM • flAY9/IRf T~NGLf.fOOT 
KNOCKOUT • TOX IN • 
PHOTON VI RUS (I ) 
Pu's.'1~ (I) \"OIO"EX (I) " ~O 

AS an "1t ...... ,,I/,or '0 1M Additional t;qulp",,,,, lI'ftd "b",.., H~rlbg""n1s may 
mil "" ,be S{'KI"I Equtpnun, Cban,(fiKb /f."r,bg"",.., '"aw uj>a""e mils 
""d Mrb may laltt up 10 'be "umINr O/rollsllllrd INlow'j.· 

SPtClAL EqUlPMINT CHARTS 

(HAlT _OU.$ 
STMIDARD WEAPONS ,., 
C lruE COMBAT WEAPONS 0 ·1 
IIE~VY WEAPONS " GRENADE.S/MISSILES ,., 
f.QUIPMENT ANO BIONICS ,., 

omoNS 

SUBSTITUTF. 2 BOlT PISTOlS fO~ 2 U.Sl'lSlOLS 
BIKF..5 OR TIlIKES FOR 4 HEARTHGUARDS . 

~_OU 

" , 

f REE 
. . . 280· 

If TtH II ... /".d I. "'t>un"d; all rtH H~""~lIr,,"d must b~ mo~"'td. IJltH 
/fNt"bN,,",d a ... _Un/nt; II>< W",lom rnu .. IN rnuunlNl. 

I'OWf.~ FIf.I.D fOR Bl~EITRIKE 20 EACH 

/'t)w .... ft~1d (I" "'tlIUS) prolUt. bike ortrlb "",/111 ,11In; ""d 1"c/ud~5" pow ... 
fI; ld .ynt:bro"tsn 

Stronghold banners, these may be photocopied and painted using Citadel /Nlints and inks lor lise 0 '1 your miniatllres. 
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COMBAT SQUADS at 215 points per Squad 
SQUAD LEADER AND 7 TROOPERS 

The most notable aspect of Squat 
deploy any number of heavy weapons. 
among the basic tactical forces if the 

fRAG GRENADES 
CRACK GRENADES 
MELTA BOMBS 

LAS PISTOL 
COMMUNICATOR 

7 TIlOOPEllS LAS GUNS 

EQUIP ENTIRf SQUAD 'WITH ANY OF THE FOLl.01i'lNG GRENADE TYPES, 
GIU!NADES Pl"S/SQUAD GIU!NADES YJS/SQUAD 
ANTI·PLANT. 4 SCARE GAS . 8 
SlIND . 8 SMOKE. ~ 

CHOKE 4 STASIS. 4 
HALLUCINOGEN . 16 S11JMM. 4 
HAYWI RE. . .. . 32 TANGLEFOOT . 8 
KNOCKOUT . 4 TOXIN 4 
PHOToN. 8 VIRUS (I EACH). 32 
PLASMA (J EACH). 8 VORTEX (l.E.ADER • I ONLY). 2S 
RAD. 32 

omONS 

EQUIP ANY OR AU. TROOPERS WITH, 
EQUIPMENT PTSIMODEL EQUIPMENT PTSfMODEL 
HEAVY l:lOLTERS 2 HOLT PISTOLS 

INSTI!AD OF LASGUN . IS INSTEAD OF lASGU N. . .0 
21.ASPISTOLS CIlA1NSWORD. I 

INSTEAD OF lASGUN 0 
EQUIP ENTIRE SQUAD WITH: 

EQUIPMENT 
REPLACE [.ASGUNS WITH l:lOLT GUNS . 

PTSISQUAD 

'" EQUIP I Tllool'lll WITH I OJ THf JOlLOWlNG HfAVY WIAPONS 
INSTlAD Of A lASGUN, 

EQUIPMENT PTSIMODEL EQlIIPMENT PTSIMODEL 
AUTO CANNON. . .os IJEAVY WEBB~R . 30 
CONVERSION BEAMER . . S5 LAS·CANNON . 100 
D·CANNON . S(I MISS[LE LAUNCHER . 6S 
GRENADE LAUNCHER . 25 (WITH FRAG. CRACK AND 

:WITII FRAG. CRACK AND MELTA M1SSILfS) 
"'ELTA GRENADES) MULTI·LASER . SO 

HEAVY PLASMA GUN. 85 MULTI·MELTA . 60 
IJEAVY STUB. IS 

EQUIP LEADER WITH I OJ fHf JOlLOWING, 

EQUIPMENT ~ EQUIPMENT ~ 
CHA[NSWORD. , POWER GLOVE . " !'OWER AXE . , COMBI·WEAPON. , 
POWER SIJIElD . SAWN·OFf SHOTGUN. • 
!'OWER SWORD. , AlTlO·P[ST01 . , 

EQUIP HADER WITH I OJ THI FOLLOWING INSTlAD OF lASPISTOl 
AT NO EXTRA COST-

l:lOLT PISTOL 
NEEDLE PISTOL 
PLASMA PISTOl 

SWORD 
HAND FLAMEJI 
SHURIKJ!N PLSTOL 

STUB GUN 
WEB GUN 

BROTHERHOOD WEAPON TEAMS 
BROlHERHOOD SUPPORT WEAPON 

WITH TEAM OF 2 SQUATS 

IlAPIERS 
MULTI·l.ASER . 
MULTI·MELTA. 
LAS·CANNON . 

"" •• 7(1 

PTSfWEAPON 
M 

'" '" 
11:::~~~~~~:~'N'PTSnwPN " LAS·CUlTER. S5 

PHASE FIELD GENERATOR .. 70 

A TamnfU/a ba. two W<tII/mm of 
fthmlfml type. 

GRENADE LAUNCHER 100 
(WITH t"RAG. CRACK AND 
MELTA GRENADES) 

HEAVY PLASMA GUN 220 
IlEAVY BOLTER . 100 
LAS-CANNON. 250 
MISSILE LAUNCHER. 130 

(WITH FRAG, CRACK AND 
MELTA MISSILES) 

MULTI·MELTA 170 
CONVERSION BEAMER . 170 

ADDITIONAl GRINADl/MISSlU lAUNCHER 4MMUNITION, 

CHAIIT 

GRENADES/MISSILES 

(I" RADIUS) . 

ROLLS rTS'-OU , , 

Brotherhood banners, these may be photocopied and painted 
using Citadel paints and inks for use on your miniatures. 



EQUII' ,"If f'(]' 
no AR"IOU. 
p .... n ARMO UR 

Guild 

+5Qpoims 
blm 10 H ero, o r +8Qpoinls /0 

ONE OF TIl f FOLLOWING, 
OISPLACU f lEW . 
RHRACTOR FIUD 
CONVERsrO:-l fIELD. 
STASIS fiELD 
I'OWUSWHD 

, 
'" , 
" 

SPECIAL EQUIPMENT CHAm 

T'" GIll/dmu",,""''' w'I"~ clH>/(;. OI'If"lpm",.: 111. I"'p,man< .1",,,. u'I'I1I~ 
' ' '' G"lld ,</low', 1,1"" 10 «,,{,,I ... ",,,,,,.Uy " .. y~ .. ,p"'~"t/WIlJw~ H. ' ",,,,01 u,~ 
1111. p.I"II.II' '0 mpply"'/w' """,bns ifl1l./o",., 'md Iw ""'yo~lycl>oou It.m. 
'" j,,,~,dt 10 ,/U hlltlSf/f 7t> ... p ... _, 'bb 'i>< G"IId"",,_ c= rna," 'i>< jvltoU'/"8 
mil, "" tlw .(/1«1,,1 f.'q"lp""'" CIM"', /n addlllon 10 t"~tnR ""y of'lw ,,/x)'''' 
.'{ulpm ... " II, ""'y "pply" ' /0 .• 10, door. JO "'od/ft""OIb.~ rol/. otlllw 
S{J«I,,j E,{ulp"'.", CIm.". 

ell"" 
CI.OSF, COMIMT "" [A PONS 
GRf.NAJlP.sIM1SS ILES 
EQUIPM~NT ... ND BIONKS 

IlOUoS I'Th'lIOLl 

0·2 j 

0·2 7 ,., 
omaNS 

IIIKE O R TRI KE fOR GUII,I)MASTF. M 
!'OWER FIEt\) fOil 81KElTIlI KE '" " 1'tJ"." fl.W (f" mill",) prot«,. blu or triM "",d I" ri~ .. a,,11 l~cJ"d ... a /><'''~, 
fl·W.) .... b,,;ml$<'. 

Engineer s Guiltl Lodge /ult/ners, tbesl! may be photocopied and 
painted /Ising Citadel paints and Inks/or use on your miniatures. 

SQUATS ARMY LIST 

GUILD WEAPON TEAMS 
GUILD TRlK~MOUNTED SUPPORT WEAPON 

WITH TEAM 01 2 S UATS 

BASIC EQUIPMENT --ON( OJ THE fOll.OW1NG PlR TlAM 
(POINTS COST INCWDlS TEAM AND TRIKE ), 

Wf,\POIf 
AUTO CANNON 
CONVERSION 8EA,\.IU 
O·CA:-INON 
IlEA\ ' Y , .... s."i ... G UN 
II~AVY STUB . 
H[,WY WElSH 

'" '" ,., 
~ 

" 

MISSILE .... UNC HER . 
(WITH f RAG, CIIACK AND 
"IF.LTA M1SSILE5) 

MUlTl· I.A!>[R . 
MULTI ·M ELTA 

ADDITIONAL M1SS1U lAUNCHIR AMMUNtTlON, 

'" '" 

)f)u C"n "' .... up 1011"01""..., ,1/".11. L ...... cbt-"". Ibt- G,,_eVMI .. Il~. Sp«lal 
£<1,,11"""" 0"," I'"~ ."ITa "m", .. nltlo .. 

eM"" 
GR~NAl)EStMI SS l lF.S 

ROlLS nYIlOLl , 
ADDITIONAL EQUIPMENT 

EQU IPM ENT I'OI NTS 
!'OWER fino ([" R"'O IUS) . , 20 

Tu p'ul~CI """po<!. In'h 'md ,.,,'" 
",.mb"o: Inc/Jute. power jI. ld 
.yncbronl!W1: 
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GUILD BIKE SQUADS at 555 points per Squad 
LEADER AND 7 BIKERS 

-
Guild hikers can rltk eltber hikes {It'trlkes. These trikes use the same 
proffle as bikes (9/!'e Squat lfrblcles)· tbeyaro not tbesame as tbe Guild's 
Heauy m...pon 'THkes, 

NEEDLE PISTOL 
l.ASPISIOL 
AlJTO.PISTOL 
BOLT PISTOL 
II.1.ND FU.MER 

I'USMA I'ISTOL 
SHIJRIKEN PISTOL 
PAIR OF SAWN Off SHOTGUNS 
CHIIINSWORD 

EQl'IP ENTIRE SQUAD WITH ANY Of THE fOLWWING GRENADE TYPES 
GRENADES PTSISQLAD GRENADES PTSISQUAD 

ANTI ·PLANT , • SCA.RE GAS. • 
BLIND. • SMOKE . • 
CHOKE . • ST.l.SIS. • 
U.l.llUCINOGf.N . " = •• • 
II.1.YWIRE . " T.l.NGLEfOOT , • KNOCKOUT, • TOXIN . • 
PHOlQN • VIRUS (I EM:H) " PU.SMA (I EM:H) . • VORTEX (lE.l.DER - 10NLV). " UD. " 

LIVING ANCEStORS at 190 poInts 

living Ancestors haw the Same ab/lfl/es tQ beal wpurukd lroops as 
Marine Medics. 

• ONI! OF TIlE fOLWWING, 
CONVERSION fInD, DISPLACER fInD, REFRACTOR FIRD, ST.l.SIS FJELD 

WEM'ON ~ WEILPON ~ 
S1I:'ORD . • H!.ND fUMER, 
POWER SWORD, , l"'S PISTOL . , 
CH!.INSWORD. '" NEWLE PISTOL. , 
FORCE SWORD . .'" NEURO DISaUPTOR . • FOIICE ROO '" Pl"'SMlI PISTOL • 
.l.UTO PISTOL STUB GUN • 
BOLT PISTOL '" SIDECAR ATT.l.CllMf.'-"T. fREE 

PSYCHIC ABILITIES 

Uvl"lf Ance5lors bal.", f»ycblc ablllll .. bulllN,e are ,/>«Ial., Squats and mainly 
delensl~ In nalu"'. 

.. 00 
].10 
ll-I S 
16·lS 
16·3S 
36·40 
4H~ 
46·~O 
51·5S 

.l.bUhy 

Maat<:ry 
Pal kvd 
.l.blllilu 

.l.u.-a of Rc';".ncc 
Cure Injury 
Immunity from Poison 
.l.u~ of Prot~clion 

J'-
Rally 
Sm .. h 
Sen ... Pu.cence 

Level -I 

''''' "" 
moo AbU"y 
~6-6~ ..... ... of Rcc.lcitr=cc 

"''' Transfer .I."", 
71-aO ..... ... of Invulnc.-.hilll Y 
81·8~ eu« Wounds 

"''' Swl. 
91 ·95 Stungth of IIIln<l ,..., Tempo",1 Oi.lOrt 

ADDITIONAL EQUIPMENT AND WEAPONRY 

VEHICLES ROBOTS: 0-4000 points 
(" addlllon to ~Ir 111 .... rrlku and . uppo" weapo .... a Sq14al forc~ maylncl_ 

any 01 1M loUowfng, 

Vl!HICLI! 
llHINO 
LAND RIolDF,R 

NUMSI!K 
I per Squ.d 

"'" 
PTS/VDIICL)! 

"" ,," 
OFf·TABLE SUPPORTI 0·1000 points 

()./ooo pol .. " """y IIr aliocatod 10 .upporf/ngl/n from beyond tM Milk zont!. 
Warlord,. Gulldma"." or 1i:cbprl .... may aU a •• POlI. 1'$ and call down 
.upport/ngf/n, T7H model mwt rtnJa/" ,,,,,Ionary ft>r ~ ""tI,.., turn "nd tI •• 
la.gnmurl be vl>lblcloblm. lloll106QW1lnst IlH spotNrS' ((J INjo1YlbeMlOOIfug 
p_ 01 bls lurn. If be roll> tu. I""" bl> Ld 1M ,..que.te<I typ. of .upportlng 
I'''' will I<dl durtng IlH MloodojJ pbilH 0/ IbtJllurn. If lH rolls mo1Y IbtJn fA, 
tbtJl Iype of lin I. una""l/Qbk, <md ~Itu '" for tI, • ...., .. of lIN balfle. 

Points a,.. allocated., supporl/"gf/Tti/NfOTtlIM ganu, but an only ",tn' wl>tn 
a call fo' f/,.. .ucceedJ. Only ont! model may try 10 0'<011 daum ,upfXXtlng f/Ttl 
'tUb /uTYf. 

0 ·4 m<mlpl .. "I 4 robots at a e"" 010-/000 point. por manlpl. (Includlnll 
program). 

~"m PTSIROBOT / CRUSADER "" COLOSSUS "" =,,~ ''" CATAPllRACT "" CONQUEROR ,~ 

Kcl>ols may btJ~ prog"''''' .. 1«lro from IlH foIlow/ng.-

-~ GENEU L lJ.'.TTIll 
T.l.KE AND HOWIDEfENSIVE 
OUENSIVE 00.= 

PTSIROBOT 

" '" " '" 
Kobos, must /Joe controllro by a Gulldm<Ute< 



CNAID" ~'U ~" 
STANDARD WEAPONS ,., , 
CLOSE COMBAT WEAPONS ,., , 
HEAVY WEAl'ONS ,., 

'" GRENADESI'M[S5[LES ,., , 
EQU[PMENT AND I.I[ON[CS " 

, 
omONS 

I.I[KE OR TRIKE . . 

Each Commluar musl accompany 1M WaTlon>' OJIM B __ It> wblc6 M 

ls<l4vlso< /fIM !fa_Is """'_ on ahu.., tIN Commls&aTwlll aholNmounl#d 
o"ahl" . 

POWF.R FIELD FOR BIKEfTR[KE 

R>wer- fI. 1sI (I" rtuiJus) prot«ts hi". orM" "nd II. rlder, and Inetud .. a power 
JUIsI .ynchrontsn: 

SQUATS ARMY LIST 

The Tecbpriesiis pl'(!seni pUl'(!ly as an advisor and 10 observe bow the 
Squats main tal .. and use lhelr equipment. a mailer wblch greal/y 
Interests lhe Imperium. All Squats can adequate/yma/nlaln the/r own 
equipment and Squal Engineers are abfe to repair damaged 
equipment and vehleles. The Techprk:sl advlsorean ellher he u Human 
or a Squat McplUS Meehanlcas. 

IlASIC EQUIPMENT ADDITIONAL !iQ.UIPMENT 

REFRACTOR FJELD ~QUJPM~NT 

POWEll AXE. 
I.AS PISTOL. 

PTSJMOD~L 

FREE 
FREE 

AI"'rn~tiv<ly. U:<hprie". m~y mIl <>n 
the Sped.1 Equ if'lllent Ch.n" 

SPECIAL EQUIPMENT CHARTS 

CHA IT 

STANDo\IID WJ'.APONS 
CLOSE COMBAT WF,APONS 
HEAVY WEAPONS 
GRENADESlMJS5JLES 
EQUIPMENT AND 1.I10NICS 

ltOUS !'T5I.,U ., , 
0-2 3 
0·1 W 
0·2 7 ", 

OPnONS 

POWER ARMOUR 
TELEPORT HOMER . 

I.IIKES 011 TRIKE 

, 
" '" Eacb T«bprlest must accompany 1M WarloMoJ''''' Bm'_'o whlcb be Is 

advisor. /f11H warlord Is mounted on a bi ... 1M 1khprl .. , um a/so JH, mounlnt 
On" bO". 

POWER FIHD FOR II1KEfTR1KL 

~ fI~1d (I" railtur) protects bl .. or 1<1 .. and Its rl<ho: and Includer .. power­
field S)/"chronlseT: 
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~
~~~~~r~~~~~I;~~~~ The Harlequins (Eldar: Rillietann) are a uniquely Eldar social 

~
~r~~;~~r and military institution - a caste of fighters and entertainers 

who exist beyond conventional Eldar social structure. They 
/ ":\,-, owe no allegiance to any craft-world or other Eldar 
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Hrythar had seen a Harlequin troupe only once 
before - i s a child several decades ago - but now 
he: had been chosen as lav~jr._ to wc:lcome the: 
Masque: of the: Dance: Without End to Saim­
Hann cnft-world. He: fought down tension i s 
the warpgate opened and two dozen figures 
stepped out of the: shifting. coruscating colours. 
It was said that Harlequins could smell fear. and 
as the: spokesman for his craft-world. it was not 
seemly to show any, 

The newcomers' appearance certainly lived up 
to the stories. Three little knots of troupers each 
manhandled a trunk like a garishly-coloured 
coffin, which hovered just above the deck on 
suspcnsors. Three skull-masked mi1l8orach Death 
Jesters glided forward with their great reapers 
and flame lances on their backs, moving 
automatically towards the chamber's cardinal 
defence points, Four esdainn Warlocks strolled 
forward in a group, their masks bobbing in an 
animated discussion that had evidently begun on 
the other side of the warpgatc:. The athair - the 
Avatars. who played the Laughing god in the 
masque - and led each troupe in battle - emerged 
last. the fixed ironic half-smiles on their masks 
seeming to comment on what had come before. 

"Lvair:' said one of these. It was a statement, 
not a question. Hrythar struggled to seem rdaxed 
and slightly offhand. as courtesy demanded. 

··Hrythar DrearnweavC::' he answered. "Saim-Hann 0 
is gladdened by your presence::' . 

"DreamweavC::' the voice was rich and even, 
despite the mask's distortion. "A fortunate name::' 
Unsure whether this was compliment or mockery, 
Hrythar hdd an expression of bland courtesy. 
Inclining his head to the Avatar. he turned to 
lead the Harlequins to the quarters set aside for 
them. Even though he concentrated on his 
movements as he walked. beside their fluid, 
gliding figures he fdt clumsy as an Ork. He 
burned to ask if and when the masque would 
perform. but it was for them to say. and for o none to ask, 

o@8° 

community and travel amongst Eldar - and other races -
at will. 

The Harlequins see rio distinction between art and war, and 
their outlook can best be explained by reference to the legend 
of the' Fall of the Eldar; one of their self-apPointed duties is 
to keep this legend alive through their performances. 

The central figure of Harlequin belief is the Cegorach - the 
Great Harlequin, 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 
Harlequin is the only authority that the Harlequins recognise. 
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. 

Harlequins travel constantly, presenting entertairunents based 
on Eldar tradition and centred on the body of lore which 
has sprung up around the laughing god. They have been 
known to stage their dance-dramas for Humans and other 
non-Eldar, since they believe that the Fall of the Eldar holds 
a lesson from which all races may benefit . 

As well as being entertainers, Eldar Harlequins arc the 
deadliest fighters of their race. In battle, they use their 
acrobatic skills and a range of specialist equipment to 
devastating effect. Among many of the less intelligent races 
they are regarded as wizards, malevolent warp entities, 
or worse. 

Harlequins are thought to wear their masks at all times. Their 
clothing is tight-fitting and brightly-coloured, with bold 
stripes, zigzags, 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. DeathJesters are 
an e:xception to this practice, preferring to wear 
predominantly black clothing, often with white skull and 
bone deSigns. 

A device known as a holo-suit, dathedi shield (dathedi: 
"between colours' '), or visual disruption field, is incorpordted 
into each Harlequin's body-suit; projecting a holographic field 
around the wearer's body. This produces various costume 
effects 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}esters commonly 
wear carapace and other armour types. 

To 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 pivot effortlessly about hip-level, and permit 
undiminished use of their spectacular acrobatic abilities even 
when encumbered with battle-gear. Harlequins use a range 
of specialist equipment (described in detail below), as well 
as conventional kit. 

Vehicles attached to a Harkquin force are brightly painted 
in the same patterns as the Harlequins themselves, and 
festooned with flags and bunting - a strangely cheerful sight 
on the battlefield. It is also common for Harlequin vehicles 
to be equipped with visual disruption fields. • 
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A hush descended as the performance began. 

The first work was performed by a single troup.:. 
It was one of the many stories ahout the Greal 
Hulequin. the Hulcquins" only master. The Wulock 
stood to one side. his dathedi suit cycling through 
the shifting reds. greens and golds of the Storyteller 
as he wove a com~eDtary with the projectors of 
light. sound. psychic impulse and programmed 
hallucinogen from the: etddano unit. on his back. 
The Av .. t .. r danced the part of the uughiog god. 
with his suit projecting the ever-changing 102<:08" 
pattern of the Great Harlequin. 

Death entered. his suit cycling through the 
decomposition of a corpse from flesh 10 hODe to 
dust to nothingness and hack again. Troupers danced 
around him, falliog at his touch. The Laughing god 
danced around the outside.. 

Suddenly. the performance Slopped. The High 
Antol.r of the D~nce Without End w~lked to the 
front of the st~ge. ~nd looked out into the ~ud.ience. 
Then he bowed - ~ bow of courtesy to ~ superior. 

The audience sat in stunned silence. Then one 
figure rose. 

Those few who recognised him knew him only H 

an undistinguished Infinity M~trix technician. He 

o 

had lived on Saim-H~nn for over ~ century. humbly 
tending the circuitry thu nuinuined the countless 
Ancestors as the spirit in the body of the great 8 
ship. Now the High Avatar of ~ Harlequin masque 
had bowed to him. He nodded _ curtly. as to a 
subordinate - and walked toward the stage. 

"Saim-Hann is fortunat'::' The High Avatar's voice 
seemed uncomfortably loud after the silence. "We 
shall perform The Danc'::' 

o o 
Harlequin Organisation 
Harlequins are organised into two basic units: the troupe and 
the masque. A masque is composed of a number of troupes 
plus certain additional personalities, as shown by the diagram. 

= 0 8 L.[ HIGH AVATAR po 

/0 
\~OLlTAIRE • 

0-1 MASTER MIME 
1-6 TROUPERS 

each ~ 0-6 MIMES 

1 AVATAR 0 5 TROUPERS \ 
~_6 DEATH JESTER~ 

8 ~I HIGH WARLOC~ 
0-6 WARLOCKS 8 

HARLEQUINS ARMY LIST 

Avatars (Eldat: athair) are the officers of the Harlequins; each 
troupe is led by an Avatar. In performance, the Avatar dances 
the pari of the Laughing god. 

Some Avatars wear long coats to indicate their rank. They are 
usually amled with two close combat weapons (one of which 
is often a shuriken pistOl), and equipped with visual 
disruption and conversion fields. In addition, some Avatars 
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 a number of 
lightweight batons, which unfold into a flag bearing the 
symbol of their masque. This is commonly left as a 'calling 
card' after the destruction of enemy units and installations. 

Troupers (rlllietann) form the backbone of a Harlequin 
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 to the unique structure of 
Harlequin troupes. 

'lYpical equipment for a trouper consists of two close combat 
weapo.ns (one of which is often the shuriken pistol), a visual 
disruption field and a refractor field. 

M WS.BS S T'- W · .)' A Ld tnt CfWP 
HARLEQUIN 6 4 4 3 3 6 8 9 9 8 

Warlocks (esdainn) are specialist psykers. While other 
personalities mayor may not have psychic powers, the 
Warlocks contribute most to the psychic capacity of a 
Harlequin force. Many Warlocks favour masks which do not 
feature a face design. 

In performance, the Warlock takes the roles of the Wizard 
and the Storyteller, and adds to the performance by using his 
psychic powers and the release of programmed hallUcinogens 
from [he creidann mini grenade launcher strapped to his 
back. In banle, this is used as a conventional grenade launcher, 
laying down a pattern of grenade fire to cover the Harlequins' 
advance into close combat. Blind, hallUCinogen , scare, smoke 
and stasis grenades are particularly favoured. 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, a visual disruption field and a conversion field. 
Some Warlocks have been known to have a Gyrinx 
for a companion. 

MWS'8$ S T 'III 
WARLOCK 66644282910109 

Death Jesters, or Death-heads (margoracb), are heavy 
weapons specialistsm who tend to stand somewhat aloof from 
other Harlequins - and even from each other. They art: 
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 
become a uniform for them. 

In performance, the Death Jester dances the role of Death, 
and performs daring stunts of escapology and risk - 'dicing 
with Death', as they are fond of saying. In baule, the Death 
Jester delivers his punchline With las-cannon and shuriken 
carmon. Carapace armour, enhanced by visual disruption and 
conversion fields, is worn. The encumbrance of their 
equipment is countered by their Flip Belts. They have been 
known to use vortex grenades. 
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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 
masque is involved in a performance, while Avatars from the 
individual troupes play lesser deilies and other 
mythological roles. 

High Avatars dress and behave in the same way as lesser 
Avatars, but (hey show a disrinct preference for face.designs 
on their masks, especially the smiling face of the Laughing 
god, a snarling face of daemonic aspect, or a beautiful but 
impassive Eldar face. 

The High Warlock (athesdan) is the overall commander of 
a masque's Warlocks, and may over-rule commands issued 
to Warlocks by their Avatars; this rarely happens in prac(ice. 
It is not unknown for a High Warlock to 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-ordinates the 
other Warlocks as (hey play the role of a supporting chorus 
to his Storyteller; in battle, the High Warlock may co­
ordinate their grenade barrages, or act as a completely 
independent personality. 

Mimes (distaur) are under the direct command of the Master 
Mime, instead of being allocated to individual troupes. In 
performance, the Mimes play mysticaJ and daemonic roles, 
using movement and gesture only. Even in everyday life, the 
Mimes speak little, communicating among themselves by 
lambruith, their system of hand-signals. 

It is customary for Mimes to go in advance of a masque or 
troupe to announce their atriv.tl. Frequently they simply 
appear on a craft-world or elsewhere, 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 tactics 
Mimes use to undermine enemy morale. Infiitration and 
assassination are their speciality. 

The Master Mime (athistaur) commands the Mimes of his 
or her masque, and advises the High Avatar on all matters of 
espionage, infiltration and politics. In performance, the 
Master Mime joins the other Mimes, generally playing the 
most prominent and demanding Daemon or mystic role. 

MASTER 
MIME 
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Sollt21rcs (arebennlan) are outs ide [he masque, and roam 
the universe alone, oCGlsionally jOining a masque fo r a single 
performance o r battle as the fancy tlkes them. They are the 
only Harlequins w ho can play the role of Slaancsh in the great 
Harlequin masterwork known as The Dance; various stories 
exist of mher Harlequins who have tried, and been driven 
mad by the experie nce. Th ey almost always fight 
as individuals. 

Among the Eldar h 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 EJdar 
(or even members of another raee) for ye2rs or decades. 2nd 
there 2re many TUmours and fo lk-t:;a les te lling of Eld:;ar w ho 
have met a Soliuire, 2nd realised later that this ~s the Great 
Harlequin himself. Soliu ires represent the very pinnacle o f 
the Harlequin ideal, and are formidable foes. 

MWSBSSTW AldlntCIWP 
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o The mess~ge fbshed a,ound the crafl-wo.ld at the speed 
of thought. NI normal functions were suspended. and 
evel')' Eldar on Saim-H ann ume to the u/~cJlJ hall. Even 
the Ancestors in the Inf inity Murix watched through 
the cnft-world's ;nlemal scnsors. At least once in thcir 
lives. eYCl')' Ekln should witne" The Dance - the greatest 
of the H arlcquins' works. rete lling the stol')' of the fall 
of the Old R~ce - and keep the lessons of thc Fall alive 
in the spirits of the survivors. But Thc Dance is rarely 
performed, since the key put Cannot be danced by any 
mcmber of a masque. Only the mystic Soli taires - those 
touched by the LaughinH Hod himself. .... ho pass 
unrecognised ~s whim or design moves them - only these 
may dance thc part of Sbancsh. 

The nine troupers bounded into the eenlfe of Ihe suge:. 
their dathedi suils project ing a .... eaving panern of colours 
IS they danced the part of the O ld Race. The four 
Warlocks took up positions around the out:side; emotions 
were mooitOled, amplified and relOmed by tJ.cir equipment 
as Ihe Eldn lived the fall of their ancestors: felt their 

O joys. th"ir prides. their petty rivalries and their driving 
passions. Threc Avllars danced the parts of the Fallen 
gods. leaping. c;1rtwheeling and somersaulting around and 
among the d~ncets of the Old Race. 

The dancers of the Old Race became .... Ilder. their passions 
stronger and tbeir joys more extreme:. marc melU.cing. 
They came together likc a whi rlpool. and hroke upon 
something unseen - hurled bJCk as the Soliuirc lcaped 
into view. somersaulting from his unseen entrance to the 
centre of thc dancers. 

An involunul')' shock nn through the audience at the 
sight of thc allcgorical figure of the Chaos god Siunesh. 
His suit projected a constantly-writh ing m~ss of figurcs 
in altitudes of decadent pleasure. 

From behind Slaanesh, seven figures appeared one by 
one to mingle with the Old Race. First came the four 
Mimes. passing their scnsual and disturhing movements 
to the other dancers as the D aemons they represented 
had sprcad the corruption of Siu nesh, One by one. tbe 
dancers of thc Old Race began to projecl the pattern 
of writhing figures on tbeir suits. Next came three dark 
figures: the Death Jesters' suits displayed skeletons as 8 
they laped and slew. magging the inert forms of thc Fallen 
gods to the feet of S banesh. As the lut fe ll . a psychic 
scream from the Warlocks echoed through the minds 
of the audience. It shifted and writhed like the patterns 
on the danccrs' suits, gradually coalescing into a chilling. 
gi bbering bugh o f madness, corruption 
and depravity. 

But in the bugh there was anOlher voice:. A clener Laugh. 
an ironic laugh. A laugh which laughs because it chooses 
not to weep. 

187 



188 

at one side of Ih" suge. th" High Avatar entered. 
His suil projected the ~r-5hillin8 multicoloured menges 
of the uughing god IS he strolled usually oll$tage. st ill 
bughing al the cosmic folly of the Fallen. He looked 
II the uiumplunl form of SIUDC~h atop the mound of 
writhing dan«rs. and he laughed. He looked at the Mime­
Daemons Iud the Dealh JeSlers 15 they bore down upon 
him. And he bughed. 

For :0. moment. he could not be scen among the P'<:ss 
of Slaaocsh"s minions. bul with :0. cry he flew above their 
heads. tumbling in flight 10 bnd facing them. As they 
turned he leaped Igain; two figures dropped IS he touched 
them. and fi ve: more clawed the empty air as he: 
somersaulted ICIOSS the sUge. 0 
His bugh now was one: of glee 15 he laped and tumbled. 
ending the: hUDlcrs and luming DC)'III aod then to strike: 
back. He picked up the body of a Death Jc::stcr and huded 
it at th~ figure of Siunesh. who reeled slightly it the 
impact. Wilh a wi ld cry the Gre,t H,dequin leaped 
fOl'Wud. puned a s ingle dancer from the feet of Siunesh. 
and withdrew. AI his touch. the wrilhing figures on the 
dancer's suit dissolved into the lo~enge pattern. and the 
dancer also began to laugh u he danccd the dance of 
thc Harlequin. The two of them put the remaining 
Daemons to £light. and u las t fell. Slaanesh joined 
the battle. 

The confrontation belween S lunesh and the Glut 
Hukquin seemed to go on fOI ever. Otb« daDCefS melted 
from the stage as the two figures leaped. cartwheeled 
and somersaulted around uch othel. Slowly. in the 
background. the Mime-Daemons and the H arlequin 
troup<:rs took up the dance. leflecting the movements 
of the two principals in perfect unison. 

The Dance ended abruptly. with the struggle unresolved. 
It was ind~ed the Dance Without End. The hill WolS quiet. 
The dancers left the stage. The audience sal stunned. 0 
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Thought for the day 

The """pon slays ""here the hand wills 
Serve the Emperor! 

Subject: Eldar Harlequins - cultural context 

Sub milled fIX evaluation is the follo-iog documeot recovered [rom Eldl r dillil 
banklafta the e.tpture of the pilllc ship DciJithlir. Dltl demnce conlinues. 
Side-reference connects thi, dati withRel/m of Choos, il treat;se on warpspilcc 
and warp enlilies. 

Before the rise of the Imperium or even the emergence o f 
Mankind into the g:daxy, the Eld2r h2d csublished 2 mighty 
civilisation that sp;mned many planetary systems. Their huge 
ci ti$hips and craft-worlds, vast ornate pa13ces 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 to meet. 

One Challenge they took up was the complete mastery of warp· 
gate technology. The Eld2r adopted, refined and perfected the 
anciem Slann knowledge of the warp and its movements. They 
established a network of wormhole tunnels through warp 
space, linking gates aboard their craft-worlds, planets and 
smaller sp2ceships. It was possible for m Eldar to W2lk from 
one planet to mother, 2CroSS hundreds or thousands of light­
years of te2l space. The warp-gates hound the Eldar together 
as a single civilisation, stretching 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 d iscovered the power of Chaos, 
in all its seductive glory. The Eldar, for all their apparem 
culture, had never encountered its like. Some turned from the 
W2rp with disgust when the corrupting n2ture of Chaos and 
its effects on reality became evident , but others responded 
with new vigour. The m:mifestations of Chaos - inS2nity, 
wickedness, and depravity - spread like wildfire through the 
Eldar, and was carried further by uimed individuals with 
access to the warp-gates. In the space of a single generation, 
the Eldar paused in their quest for enlightenment and chose 
the darker path into the service of Chaos. 

Eldar who remained untouched by Chaos, re treated to the 
citiships 2nd the 13rger craft-worlds. The insanity of Ch20S 
had no foothold or appeal ah02rd the vast ships. The W2rp­
gates to the infected £Idar worlds were closed and locked. 
The citiships were absorbed into the larger craft-worlds. and 
al l d rifted into the depths of sp2ce, lifeboats 2nd seedpods 
of Civilisation . 



The rest of their race sank wholeheartedly into the dark 
worship of the Chaos gods. A racial madness had taken hold 
throughom Eldar space, and the insanity had only one end. 
In a mindless psychic orgy every Eldar planet perished in a 
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 crumbled to 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 
racial death 3.nd Slaanesh's birrh convulsed the warp; the warp 
storms 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. 
Humanity 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 confronted with this 
truth. Surviving Eldar have grown since then, accepting and 
holding in check the Chaos that lurks within their hearrs, a 
delicate balancing act that they seem to have mastered at last. 

Mankind rushes towards the fate of the Eldar, but without the 
ability to preserve itself in any form. All the signs are there 
to be read: humanity's moral leprosy of Chaos worship, its 
rising number of emergent psykers, 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 aparr. Craft-worlds were lost over the 
millennia, and knowledge vanished with them. 

A single source ofEldar 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 are 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, creatures, perils, promises and horrors of Chaos. 
Enclosed within a nearly impenetrable psychic barrier, the 
Black Library is watched 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 a hawk-like watch over their charges, the 
books; dreadful repositories of secret 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 tempered 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 or 
read any of its books. Only twO groups come and go at will: 
the Human Illuminati and the Solitaires of the Eldar Harlequins. 
The Guardian-scribes rarely leave once they have entered. 
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HARLEQUINS IN COMBAT 

SathbuiDD Surefire stood over the holo. One hand 0 
stroking his chin reflectively. He was forced to admit 
tbat the: Human commander W;1S unusually imaginative 
for his race - counfer-thrusts in three places with 
Dreadnoughts. rohots and Ogryn power squads wc:re 
compliuting tb.e p;tttcm considerably. He knew tbal 
the longer tbis took, the glUIer the likelihood of Space 
Marine reinforcements arriving. He: cursed the thought 
as a bright red spark winked into life: on the: 
orbital display. 

"Make our visitors known;' be: uid into his comiink, 
"that their 'welcome may be: fitting:' 

"The Masque: of the Shadow Weavers waits .1 1 

your door:' 

S athbuinn turned sharply. He: had nOI even heard the: 
stranger appear. 

"The Tiliihin Rc:avc:r~ arc gladdened by your presence:' 
he: apswc:red formally. He: had seen Harlequins in 
perform~nce twice before. but never had he been 
privilegcd to watch them in battle. And now ~n entire 
masque was placing itself under his command ... he 
checked himself, Harlequins acknowledge no 
commander but the Laughing god. Rather, the masque 
WaS consenting to fight alongside his troops. 

The STnngeis darhedi mask projected a silently-laughing 
face as he pressed a sequence of buttons on his 
communicator. Then h e left the command bunker as 
silently as he had entered. Sathbuinn followed him, 
not knowing quite ;hat to expect. 

Outside. heavy shelling had taken its toll. Sathbuinn 
saw - br more graphically than the holo could have 
told him - that the position was deteriorating. The 
Ogryns had been destroyed and the robots contained. 
but ~ few Dreadnoughts had broken through .. Human 
troops had poured after them. and it looked like the 
tables might be turned on the attacking Eldat. 

In the rough courtyard between the semi-ruined 
buildings. the air began to shimmer. as if from a heat­
haze. The shimmering became a weaving, slightly 
sickening pattern of colour, and from out of the colours 
stepped the Masque of the Shadow We~vers. Sathbuino 
had dificulty distinguishing them until they were well 
dear of the teleport zone. since their suits were already 
projecting the whirling. splintering disruptive camouflage 
programs that served the Harlequins as battle-array. He 
bowed as the High Avatar approached rum, force-sword 
in hand. 

''The Tabihin Heavers are gladdened;' he repeated. ~You 
will view the stage?"' The impassively half-smiling mask 
nodded once. and Sathbuinn led the way to the 
conttol bunker. 

o 
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SPECIAL RULES 

Harlequins may move past or over enemy models without 
becoming engaged in hwd-Io-hand combat, using their agility 
and acrobatic skills to dodge p:lst, somersault over or 
otherwise evade the enemy. In order to do this, a Harlequin 
must be able to move into the space directly behind the enemy 
mode l; if another model, or an obstacle (eg, a wall), is 
immediateJybehind thc enemy model, the Harlequin cannOt 
use this ability. 

All members of a Harlequin troupe must suy within 4" of each 
o ther unless the unit has been split (WH40K pI6). 

Harlequins have a 360" attack arc (WH40K pp24-2S). They 
can atlack hand·to-hand opponents in :lny direction, and have 
no side or rear facing . 

Harlequins suffer no penalties for using more than one weapon 
at once (WH40K p26). 

Once per combat engagement, a Harlequin may use the 
Deathdance special atUck. The Harlequin's A score is doubled 
for that hand-w-hand combat phase as he or she explodes into 
a whirlwind of acrobatic mayhem . 

Non-Harlequin personalities may nevcr assume command of 
a Harlequin troupe. 

8 Sergeant Farmer moved D squad forward behind 
the Dreadnoughts, The EMu were effectively 
pinned down by a curtain of fire. but this advance 
across open ground wasn't going to be any picnic, 

O 
"Stay cl,?se, U~: the Dreads , they're the only 
cover we ve got, 

"Brother Sergeant? I thought I saw something 
moving out there," 

"What and where?" 

-rhree-ten, Maybe five hundred, Don't know what, 
just movement: ' 

"Get a grip. What'd it lOOK like?" 

" I saw something, too. Brother Sergeant. Zero­
fifteen, about four-fifty, Just a blur of colour, then 
it vanished:' 

"Must be halluc, Respirator check, sound ofC 

"Adley. check:' oS 
"Boldren - check:' 

"Do rridge - .. 

The le.td Dreadnought disilppcared briefly in a fhsh 
of energy. As Fanner's photochrom visor darkened 
in response. he saw it slew round drunkenly into 
o ne of its fellows. , 
"DOWN!" 

"I saw it again! Just before the Dread got hit! 
Itwas - "' 

BRRADOOMM!! 

"Saw wlut, Fielding?"' 

"Just fora moment - Eldar with some kind of heny 
weapon, zero fifteen, about two·fifty! Then it 
blurred again!" . 

"There's more. Two hundred and dosing!" 

"Where? I don't see· 
AAAAAAHHHGGGGHHHH!" 

00 
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NEW EQUIPMENT 

Harlequin Mask 
The Harlequins art: distinguished by their face-masks or agatth 
(Eldar: "false face"), which they are said never to fake off. 
Avatars generally have snarling or laughing masks, Warlocks 
often favour blank or abstract masks, DeathJesters 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 a respiratorwith auto-sense and an infra-vision visor. 

Avatars are equipped with the so-called Rictus Mask (Eldar: 
marathag " 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 effect of making the 
Harlequin cause/ear in all hand-to-hand combat opponents. 

Monofilament Injector -
"The Harlequins' Kiss" 
Also known as the brathu-angau (Eldar: " kiss of doom") or 
Sting, this terrifying weapon is the Harlequins' trademark. It 
consists of l slim tube, genenlly strapped to the blck of the 
fo=, which flres a long stream of monofJ.Iament wire. Aftcr 
a successful hand-to-hand combat hit against an opponent, 
the wire streams out of the 'kiss' and intO the victim's body, 
where its twisting and coiling quickly reduces bones and 
organs to the consistency of soup. Less intelligent nces such 
lS Orkoids often believe the Harlequins to be malevolent warp 
creatures or worse. 

Normal to hit rolls and armour saving throws are made, there 
is no Strength vs Toughness roll with this weapon. A modd 
which fails its armour saving throw is automatically killed. 
On the next !Urn, the Harlequin must make a successful check 
aglinst Initiative on 2D6 in order 10 free himsdf from his 
victim. The check may be altempted It the beginning of each 
of the Harlequin's !Urns umil successful. 

This weapon is ineffective against Warp Creatures and Warp 
Entities, plants, vehicles, robms and buildings. II may be used 
against Dreadnoughts, but only hits against the pilot have any 
effect (see Chapter Approved in WD100). The pilot is 
automalically killed by any hit and the Dreadnought comes 
to a halt. 

Short Shooting 'Jij HIt Slrt1JidI DaalaJe 
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Close Combat Onl ' See Tot 
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Shuriken Cannon 
The shuriken cannon or buanna (Eldar: "reaper" ) is a heavy 
version of the devastating shuriken catapult, and is another 
heavy welpon favoured by the Death Jesters. Its enormous 
rate of fire makes it particularly feared . 

In addition to normal shuriken ammunition, the shuriken 
cannon can fire the terrible bio-explosive shurikens (see 
below). The nature of these projectiles makes individual 
loading necessary. The $huriken cannon loses itsfollowi7lg­
fire capability when using bio-shurlkens. 

I Short 
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Mini-Grenade Launcher 

~ W 

The mini-grenade launcher or creidann (Eldar: "beJief­
maker") is a piece of special equipment used by Warlock 
characters. Essentially it is a light grenade launcher worn like 
a backpack. It projects grenades ovcr the user's shouldCIS while 
leaving both hands free to use Olher weapons. Like other 
grenlde launchers, it can fire Indirectly. 

In performance, il is used to provide speciaJ effCClli using a 
mixture of light, sound, and programmed hallucinogen 
grenades. In battle, il Cln fire grenades of any lypC. Unlike 
a normal grenade launcher, it does nOt count as a heavy 
weapon, and is nOI slow-firing. 

Ie ~ ·1 An> ":" I 
Halo-Suit 
The holo-suit, datbedi (Eldar : "between colours"), visual 
disruption field , jigsaw shie ld or domino shield, is a form of 
programmable hologram field, used extensively by Harlequins 
both 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. 

When its wearer is in mOtion, the field breaks up the ourUm: 
of the figure, using an enhanced form of disruptive camouflage. 
To the observer, the Harlequin appears to explode into adoud 
of tiny, multicoloured fragments every time he moves, and 
when he remains stationary the fragments coalesce into a solid 
figure, like the pieces of a jigsaw. The greater the speed of 
movement, the greater the disruption of the image, and the 
wider the dispersion of the cloud-fragments. The suit also has 
a cameleoline emulation program, which is activated 
whenever the Harlequin is stationary: the tow effect is of a 
blurring cloud of colour, fading to nothing when it stops. 

Thus, all shots fired at a Harlequin suffer a -I to hit modifier, 
and the sponing distance for a hidden Harlequin is reduced 
by -I". 

In close combat, the holo-suit works to confuse hand-to-hand 
combat opponents. At the start of the combat phase of each 
turn, a model in hand-to-hand combat with one or more 
Harlequins must make a WP test. Models failing the test are 
transfixed: the Harlequin gains a + I bonus to hit and wound 
a tra.nsfixed hand-to-hand opponent, while the transfixed 
opponent suffers a 'to hit' penalty of -I. 

Tech level 7, poims cost 3 
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Bio-Explosive Shurlkens 
The bio-shuriken or marsgrecb (Eldar: " screaming dealh") 
is a special ammunition Iype for Ihe shuriken cannon. II has 
earned a terrible reputation among many races for Its 
spectacular and deadly effect; among Ihe many names it has 
been given arc Screamers, Screaming Bug, Gut Blower and 
Bomb Serum. 

Each bio-exploslve shuriken consiStS of a shaped energy field 
containing a small amount of a genetically-tailored serum. 
They must be loaded individually, so a shuriken cannon loses 
its fOllowing-fire capability when using this Iype 
of ammunition . 

When bio-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 w:.ty into the brain where it begins to replicate itself at a 
lerrible pace. Sensory nerves are overloaded with every 
imaginable sensation at once, and the victim staggers 206 
inches in a randomly determined direction each turn , 
screami ng and moaning. Normal unit coherency rules 
(WH40K p16) are suspended. When the 2D6 dislance roll is 
a 7 or a 'double', the serum's activity has reached such a pitch 
that the victim's head explodes, causing 06 automatic Strength 
3 hits over a 3'· bursl radius. 

Bio-e"plosive shurikens are instantly recognisable by the 
whining noise they make in flight , and every time a model 
is struck by one of these projectiles, the unit must make an 
immediate roUl lesl (WH40K p32). 

uthranBil stood beside the smokinB wreckaBe. grinninB brwdJy beneith 
his mask. The spirit of the Greit Hulequin ran like fire throuBh his 
veins. kceninB in his head witb a wild and irresistible music_ 

The HUmins lud no elunce.. Their lumpen and uruovely Dreadnoughts 
had been destroyed by the Shadow Weavers' Deith Jesters and their 
great shllriken cannon, and the troupers hadn"t even been spotted until 
they were dmost upon their quury. 

The first troupe had ilreidy destroyed one Human sqUid, and eveD he 
could barely see tbem u they leaped toward another, d~t!JcJi ~tterns 
breaking up tbeir outlines until tbey looked like rainbow s1:redts of liBbt. 

The second ttoupe had just made conuct - as he watched, the Avatar 
irnpued their officer with his Harlequins' Kiss. The Hununstarcd stupidly 
for a moment, and then collapsed, as boneless is i jellyfish, with oruy 
his skin to hold him together. One Human trooper stood his ground. 
desperately fillinB Ihe iir ..... itb bser-fire i8iinst the lulf-sun attackers. 
The apprCWIching HnlequiD seemed to flow over and uouDd tbe bolts. 
stepping and bending lS usuany as a technician crosses a drive·room·s 
pipes and abies. A fiblillciping somcrsiult. the fbsh of a duinswQfd, 
and it was over. 

The third troupe was a few dozen paces aheid, making for the low 
command bunker. He motioned the others forward - the High Wirlock 
icknowledBed with a fbsh-pattero from his facdess mask, and the truce 
Mimes moved to the fore.. 

Tbe crcid.DJJ srebllde bUbChers of the two Warlocks bid down patterns 
of smoke and luUucin08en as the Shadow Weavers broke into a IopiDg 
tuD. A couple of the Hllmans begin to wiil and thrash as their respirators 
fiiled them. uthransil killed two others in plSsinB - a kick sent one 
off-bilance.. ind he feU into Lthungirs force sword. His compinion 
flew backwards uDder I bail of sbllriken. He reached tbe bunker just 
as tbe third ttoupe's Deitb Jester finished vapourisinB tbe door. To one 
side. a trouper punched his Kiss through an observation slit, and he fu.1f­
heard the !!Cream, bubhlins. and silence.. 

The Humin commander had just beguD to turn as uthnngil feUed the 
remaininB guard and raised his shuriken pistol. The commander·, las­
pistol was half-drawn when uthransirs finBer caressed the trisser. 

Then be laughed aDd bouDded b.ack moss the battlefield, somersaultinB 
for tbe joy of it. 



.INTROPUCTION 
This army list may be used to create an all-Harlequin fo rce, 
or to creale a Harlequin allied conlingenl for an EJdar force. 

To c reale an all-Harlequin force, Ihe lisl is used as it stands. 
If a Harlequin allied contingent is wanted for an Eldar force, 
Ihe player rolls 06-3 to find the number of troupes available. 
If the resuh of Ihe die roll is zero or less, no Harlequins are 
available. In a Harlequin allied contingent , there will be a 
number of addition:.l l personalities equal 10 the number of 
troupes, jf desired; Ihese can be chosen freely from Ihe Iisl. 

H:.lrlequins will not normally fighl alongside non-Eldar; 
however, a non-Eldar for ce may include a Harlequin 
contingent (as :.lliies or mercenaries) if the enemy is a Chaos 
force. In any eveDl , only up to half the total points av:a ilable 
can be spem on a Harlequin cOmingenl . 

Using the List 

Base Value 
The points cost for Troupes and personality models excludes 
Ihe cost of the addiUmla1 close combat weapon which is pari 
of a Harlequin's Basic Equipment. Any weapon lisled on the 
Additiona l Close Combat wt>apon chart can be seiecled , :.lnd 
the pOiDls COSI added 10 Ihe Troupe o r model as appropriale. 

Basic Equipme nt 
The pointS cost of this mand:uory equipmcm has already been 
included in the model'S Base Value. 

Psychic Ability 
The COSI o f any initia l abilhy has al~dy been included in 
Ihe model's Base Value. 

HARLEQUINS ARMY LIST 

Standard Equipment 
If this option is selected then allihe hardware listed must be 
taken . Unwanted items can either be discarded or given to 
other models. The pre·set cost must be added to Ihe model 's 
Base Value. 

Special Equipment Charts 
Personality models who do not take the Standard Equipment 
option may obtain extrn items according to rolls made on these 
charts. PointS are paid p er roll, and unwanled ilems can ebher 
be discarded or given to other models. The charts appear al 
Ihe end of the lis!. 

Additional Equipment 
Regardless of whether a personality chooses Standard or 
Special equipment, Ihe Additional Equipment listing gives 
details o f other hardware Ihat the model may have by paying 
Ihe poiOls indicated. 

Additional Psycblc Abilities 
By paying the appropri:l.te cost a model can obtain 0 6 rolls 
on the Slated Psycbic Ability chart. Note Ihat the higher level 
charts require a mitt/mum level of Mastery before extra 
abilities can be obtained . 

Harlequin 
:Personalltles 

Harlequin personalities (ie Warlocks, High Warlock , Dealh 
Jesters, High Avatar) may o pernte independently, or in ad hoc 
unils, or be attached 10 individuallCOupes. They may join or 
split from units during the game in Ihe normal way. Solitaires 
always fight alone, and may not join a unit of any kind. 

Harlequin personalities who survive a banle are automalically 
available for the nexl bailie where Harlequins appear, with 
the same equipment . The player may give them additional 
equipmenl (paid for al normal points COSIS) by rolling o n Ihe 
Cbaracter Equipmetll Cbarts at the end of these lisls. 
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ROBOTS AND VEHICLES 
Harlequin forces are known to use robots and vehicles from 
time to time, painted in their distinctive bright colours and 
patterns. Robots are sometimes used in performance as well 
as in bailie, being programmed 10 'dance' in cheir clumsy 
and amusing way, as a counterpoint to rhe movements of 
the Harlequins themselves. 

Acquisition 
Vehicles and robots are ;u.;quired by various means, and the 
Harlequins take little interesl in their origins Or their state 
of repair. When they break down, they arc simply abandon­
ed . A Harlequin force is permitted up 10 D6 robots and 
vehicles. These can be of any type, taken from any army list, 
to refleCllhat they have been scavenged from various places. 
Vehicks can be anything from a motorbike to a Land Raider, 
and robots are generally of standard Imperial types. 

Decoration 
Vehicles and robots can mlly be fielded with a Harlequin 
force if the models are suitably painted, and bedecked with 
appropriate banners. It is not permissible, fOr instance , simp­
ly to take a Rhino in a codex standard paint scheme with 
Imperial barmers and attach it to a Harlequin force. 

Reliability 
As mentioned above, Harlequins take little trouble to main­
tain the robots and vehicles which come into their posses­
sion, so malfunction and breakdown are constant problems. 

Vehicles, At tbe beginning of every Harlequin movement 
phase, roll a D6 for each vehicle. On a roll of I , a malfunc­
tion has occurred; roll again on the following tabk and refer 
to the Vehicle Special Damage Charts in WD103 (pp 20-21) 

D6 Roll Affected System 
1-2 Running Gear 
3-4 Steering and Brakes 
5-6 Miscellaneous 

Robots, At the beginning of each Harlequin movement phase 
(nol including the reserve phasc) roll a 06 for each robot. On 
a roll of I, a malfunction has ocurred; roll on the Robot Special 
Damage Table on pages 109-110 . 

EQUIPMENT AND 
ABILITY CHARTS 

ADDITIONAL CLOSE 
COMBAT WEAPONS 

Close combat weapons may be chosen from the following: 

Points cost for 5 Points cost for I 
Weapon Troupers Personality 

Auto-pisto] +5 +1 
Bolt pistol + 7 " + I " 
Chainsword + 7 " +1" 
Force Rod' +40 
Force Sword' +40 
Hafted weapon + 2 liz +" 
Hand flamer + 10 + 2 
Hand weapon + 2 V, +" 
Harkquins' Kiss + 250 + 50 
Las-pistol + 2 " +" 
Needle pistol +2 " + y, 
Ncuro-disruptor +25 +' 
Plasma pistol + 22 ',1, +4y, 
Power Axe + 30 + 6 
Power Glove +7' + l5 
Power Sword +35 +7 
Shuriken pistol + 25 +5 
Stub Gun +2'1.> +" 
Sword + 2 'hs +" point 
Web Gun + 10 +2 

Note that all troupers must have the same weapon, but an 
Avatar need not have the same weapon as the troupers 
he commands. 

• This weapon may only be chosen if the model is a psyker. 

SHURtKEN CANNON 

\ 

POWER 
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\ 

I 

the rank 

Gr~D"d., cos{ for S 
type Troupers 
Ami· pl.,,, +2Y, 
Blind ., 
Choke + 2 '/, 
C ... ek . normal ,m 

'"" ' , 
Hallucinogen ,,, 
Haywire .w 
KmX"k·oUf +2>, 
MeJla ·bomb ,,, 

o 

SHURIKEN PISTOL 

= 

HARLEQUIN'S KISS 

\ 
, 

FORCE SWORD 

\ 

Basic Equipment 
AVOItllr: 

\ 

H .. lcquin·. m~,k. 

holo·suil, rdr:lClor 
fi~ld. comm\1ni(~lOr. 

Ric.u. m~sk. ho1o · 
,ui! . com·~rsion fi~ld. 
communicator. 

• we~pon. 

hio·sconner. \hurjk~n 
pis!Ol. .ddi!ion~l 
close comb • • 
w~apon. 

Options 

Upgrade Psychic Maste~ (Avatar only) 

New Mas.ery , PSI·lcyd 

'" 
Abmlles 

3 , l~ ... 1 I 

Additional Psychic Abilities 
Rt:qulr<:d 

M .. trry (min) , 
Psychic 

AbUIl!I~. Cbut 
L~vd I 

Roll! 
(mn) 
D6 

CDS{ 

IP'"I 

" 
Substitute Shurlken PlslOl with 

Haricquin, Kiss. . 45 p.s 
Power Glow iO pIS 

Equip with Grenades 
cos{ for Gren"de cost for S cost for 1 , Avatllr Iyp" Troup.,n AV3Cl.r 

. " PhufOn , , , , 
, , ~, '" .. , ., Scare Gas , , 

" 
" Smoke .. 2 1l . " , , Stasis +20 •• 
" Stumm • 21l ," •• "P.inglefoot " 

, , 
, " ·lbxin G., + 2'1, .. , 
•• Yonex (I) ,,, 

Nme th~l all (roupers muSI have Ihc somc grenade (ypc(.). The A,·atar need not 
ha,·c the same grenade typc(,) as !hc .roupers he commands. 

Ultimate ropmtS/biUty on 
the b"ltkfl~ld frills Iv /~ 
High A/latar- All Ha~/equins 
$ali{! tb~ Solital .. aO'(: subj .... ·1 
10 his ("",mand. 

Upgnde Psychic Mastery 

Basic Equipment 

mask . holo · SlI il. 'O~,""~"",",,'''"' 

Psychic Ability 

Options 

Abililies 
~.~ l.nd 1 

Standard Equipment ' 43 points 
Co"'·c,",ion field. Force Sword 

Special Equipment Charts 
Chan Rolls PIs/RoLl 
<.:lose Comh,. We'pon< 1· 2 10 
Basic Wcapons 0 · ] " 
Hc" ·)" We~pons 0 · ] 7~ 

Gren.de, 1)·2 .1 
Bionics 0·4 2S 
Equipm~m & MOIuur 0·4 5 

AbllhJ~. Cos. 
3d.n·rJ 2 ~O pIS 

Substitute Shuriken Pistol with 

Addltlorull Psychic Abllltlcs 

Rt:quJred Psychlc Iloll. Additional Equipment 
," .. !try (min) Abllltin (mn) Co,t 

'"'" level I D6 111 pts 

06 rollsonjoka(!rt) Dlgil"/If,·,,pon. 
Cb"~t at 2 pt. per roll. 

BASE VAI-VE: Ch"mplon t35 points. Minor lIuo 190 points. 

The l/u'Nqurns 
If"adltlotl,,lIyoperate 
independently, "Mng 
llMlr [earsijme array (;[ 
INavy "Wlpo/Ii 10 
dlsru/?t and pin doum 
the etl"my, 

Basic Equipment 
IlarJequin·smask. holo·. uit. (·onversion field. 
(·arap>ce Hmour with 2 suspensors . 
cO!nmunk-.tor. las·cannon wi,h "''l;eu" ."d 

comb>t weapon . 

Grcn"de l)"pe 
Anti·plam 
Blind . 
Choke 
C ... ck . norm.l 

'"' lI a llucinogen 
Haywire 
Knock·out 
Mel u·bomh. 

Options 

Psychic Ability 
None 

Standard Equipment 
None 

Specl:ll Equipment Charts 
Nonc 

Substitute Las-Cannon with 
Shuriken Cannon IOpt. 
(with 'tand.",d & bio·shurilren ammun;u.ion) 

Additional Equipment 
Harlcquins· Kiss SOptS 

15p" Power Glo'·~ 

Equip with Grenades 
Cost per Model 

+ \Ii point 
+1 point 
+ \Ii poin. 
.2 points 
.. J poinl 

+ 2 points +.. point. 
. + Il po int 

+4 points 

Grcn"de l)"pe 
Phnton 

"" Scare Gas 
Smoke 
Stllsis 
Stumm 
"f.mglcfoot . 
Toxin G., 
VOrln ( ]). 

Cost p.,r Mod.,1 
+ I point 

+4 points 
+ 1 point 

. + Il point 
+4 points 

+\Ii poim 
.. +1 poin. 

+ \Ii points 
+ 25 point. 
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Basic Equipment 
It'rl~uin'' mask . holo·$ui' . communic.tor. bio­
".nnrr, ~fI<"rgr "'.nn~r .• hurikcn pillol. mini· 
gren.de I.un,h~r wi lh bhnd, ruollucinogen. ",.rc 
.nd ",ngld"", grcn.d<. 

Psychic Ability 
Maote,y p.I·le",,1 

; '" 
AbUitie. 

;xL~'~11.1 & 3 

Options 

Sundard Equipment: 18 poio ts 
Con,~"'ion field , Vow" glo"~, 

Spedal Equipment Charts 
Chan Roll , 

" " 0·' 

P.s lRoll 
W , / .. ad4111Qf"/ to bl, role tn 

(o",man,," 0/ any 
Il .. rkqul" % l'loX'k<. tbe 
HISb WQ~lotlr typtcally 
Old. tl) <XH)r</i..are 
Wppert/i",,-

Upgrade Psychic Mastery 
Ne. M .... ty P,I·k",1 AbUld.. Cos, 

oj .0 3xl<vd 4 1-10 

Additional Psych ic Abllllics 
Ikquhd Ps)'chlc RoU. Co", 

M .. \try (mlo) AbUltk, Im8) (p") 
,,~ 

Tb#Sf elite p$)'hr$ 
ryptC<ll/y u.e lhelr numtal 
PQ«-n"J 10 wppon a 
Har1fVIUf" a.s" ",.u . " 
t~tic a,.gme..ted by USft rif 
IQ"I! ~"·'1P "-M"ry, 

Uo" Comb .. We'pon, 
1'1,.,( Weapon. 
He.vy ,,",'c'pon, 
Grenade' 
f\ionin 
Eq uipmen' & Armour 

" , .; 
,; 

" ; 

" , 
Su bslhm" Shurlk"n Pistol with 
l1orlequin.' Kiss _ 

Additional Equipm "nI 
Nonc 

Basic Equlpmenl 
l1orlcquin'· m .. k. holo·,u", con",,,,io,, r.eld . 
~ommuni"uor. bio-.c.nnc o ene'!lf ",anncr. 
.huriken pi""I. mini·gren""" launch .. with 
b lind. ha llucinogen .• carc .nd " ngldoo, 
grcn . dc •. addiUonal close comb" " 'upon. 

Psychic Ab llltl"s 
Ma .. cry Ps l· leve l Abilities 
2103 xle,'ell&2 

Options 
Standard Equlpmenl 

"00< 

Spedal Equlpmem CbarlS 
I'/",'c 

Upgnde Psychic Maslery 
N . .. .\t~ry PsI·~~1 Abilltle. eo" 

(pl.) 
)0 J.I"~I J 80 

Addillona l P~ychlc Abilities 
II<:qulr<d "'y<blc RoU. Co", 

.\t .. \try (mIDI AbW,Ie. CIw-f (ma.1 (plO) 

Subs. ll u te Sh urlken Pisio l wllh 
H"lequi",' Kiss 
Powe. Glove 

I l evel I D6 18 
2 Le",,1 l D6 J ~ 
3 lc",, ' 3 D6 70 

Allernative Equlpmenl 
None 

Equip with Grenades 
G-ren~dc lYpc 
"'OIj-pl~n' 

C ho~. 
C",c k _ no,m,1 

Cos. 
• ~ V, point 

+ Y, poin, 
+ 2 poi~ts ., 
.; . , 

G-renade lYpe 
PhOlon 
b' 
Smo~c 

Co .. 
~ I poin' 

• ~ po,nlS 

Basic Equipment 
RiClU. m.,k. holo·. ui' . communico ,o •. bio. 
"" nner, cn~rgr sc.nner . • hurike n pi.ml , 

Psychic Ability 
None 

Optloos 

Standard Equlpmenl : 14 poio.s 
C"",'e",on field. c,,,, p~cc armour wi,h 2 
.u. ptn,or;. ncum.disruptor. 

Special Equipmen t Char. s 
Chart !toll. PtO/Ro ll 
Clo.e Comb .. \l:b pon. 
SOSie Weapon. 
llea,'y Wc>p"'" 
Grenade. 
Bionic, 
Equipment &; Armour 

Upgr:.tde Psychic Ma Sle ry 

'" , 
" ; 

" , 

1'1"", Mastery P.I · l.cvd Abilitle. Co", 

H P" 
8~ pI< 
16~ pI> 
3(1~ pIS 

, W 3 x Leyel , W ; x l evel ., 
; " J x Level ,. ,. ; 
; ;0 " x level , 2,1. & 4 

Addlliona l Psychic Abilil les 
RcquiKd M ... ~ry (min) "'yehle AblUtI •• Ch.n Ron. (mo.) Co .. , Levd I ". IN pI< , l~\·el 2 n, 3~ pI> , !.e\'d; DO 70 pIS • lnc) oj D' l~O p," 

SubSlllule Shurlkco PblOl wllh 
Hukquins' Ki>s 4~ P" . 10 pIS 

Add llional Equlpmenl 
Shurikcn Cannon 115 pIS 
("'i,h , .. ndord ifUj bio · 
.h uri~cn 'mmuni,ion, 
rargeter , nd , usptn.o",) 

Mini-grcn"k I.uncher JO pIS 
0(' roll> o n jQ/mero Digital 
"'~aP"n< Cbart 2 pIS ptr roll 

Equip with Grenades 
G-rcn~d c t ype COM Grenade lYpc CO" G-ren~de lYpe co.t 
Ant ' -p l.nt · " poi n' ~·rwj,..., .; poin" Sm ,,~e . , poi'" 

_ fIlind · , poin' IOck _ou, . , poi '" Sra.i. _ .; points 
Cho ke _ • 'I> poi'" ••• cl .. ·bomb \+4 poin" Stumm . . , point 
Cruk no"'1>1 +1 points PbOlon . + I poi nd nngler"o' . , point 

' Fr:rll ., pOin' b' , ; points Toxin Co. ~ 'I, poi n!> 
H,lIucinoRen • 1 poin .. ) Sc.rc Cos . , point YoriO ( I ) . ," polnlS 
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CHARACTER EQUIPMENT CHARTS 

Some personalities (High Avatar, High Warlock and Solitaire) ccG""'R,"""N,A!!DOEeS"-_c::--C:--:: __________ -' 
have the option not to take a package of standard ~ 
equipment, but 10 ro ll on these tables instead. A personality Cost: 3 points per DlOO roiL 
may roU on any or all of these charlS, but may not make more Maximum number of rolls, 2 
than the maximum number of rolls on any chart, and must 
pay the indicated points cost {or each roiL 

High Warlocks may add 5 (no more, no less) 10 each roll . 
High Avatars may add 10 (no more , no less) to each roll. 
Solitaires may add 20 (no more, no less) to each roll . 

CLOSE COMBA ... WEAPONS , 
Cost, 10 points per DlOO roll . 
Maximum number of rolls, 2 

Roll 
01·03 
04-07 
08-12 
13-14 
15-17 
18-22 
23-25 
26-40 
41 -43 
44 -46 
47-54 
55-57 
58-59 
60-61 
62-77 
78-85 
86-95 
96-97 
98-99 
100 + 

We apon 
Hafted weapon 
Hand weapon 
Sword 
Stub Gun 
Auto-pistol 
Chainsword 
Las-piSIOI 
Bolt pislOl 
Web Gun 
Hand flamer 
Power Sword 
Plasma pislOl 
Needle pislOl (incl chemical) 
Power Axe 
Shuriken pistol 
Power Glove 
Harlequins' Kiss 
Neuro-disruplOr 
Force Sword' 
Force Rod' 

'Psykers only . Reroll if character is not a psyker. 

,BMIC WEAPONS 
Cost: 7 points per D I 00 roll. 
Maximum number of rolls, 

Roll 
01 - 15 
16-25 
26-30 
31-40 
41 -42 
43 -47 
48-52 
53-55 
56-00 

Weapon 
Auto-gun 
Lasgun 
Flamer 
Bolter 
Needler (incl chemical) 
Melta-gun 
Mini-grenade launcher 
Plasma gun 
Shuriken catapult 

REA VY WEAPONS 
Cost: 75 points per 0100 roll. 
Maximum number of rolls: I 

Weapon 
Heavy Stub Gun 
Autq-cannon 
Grenade launcher 
Heavy Bolter 
Heavy Plasma Gun 
Heavy Webber 
Muhi-laser 
Missile launcher 
Multi-meha 
las-cannon 
D-Cannon 
Conversion Beamer 
Scatter laser 

_ w 

Roll 
01 -05 
06-'10 
11 -15 
16-20 
21 -23 
24-26 
27-29 
30-39 
40-42 
43-64 
65-67 
68-69 
70-73 
74-00 Shuriken Cannon (incl bio-shuriken ammo) 

All heavy weapons come with a targeter and enough 
suspcnsors to cancel movement penalty. 

Roll Gre nade type 
01 -02 Anti-ptant 
03-05 Blind 
06-10 Choke 
11 -15 Stumm 
16-20 Knock-out 
21 -25 Hallucinogen 
26-33 Tanglefool 
34-38 PholOn 
39-45 Smoke 
46-50 Scare Gas 
51-60 Frag 
61-70 Crack - normal 
71 -75 Haywire 
76-85 MeJta-bomb 
86-88 R,d 
87-92 Stasis 
93-95 Toxin Gas 
96-00 Vortex (I) 

'BIONICS 
Cost: 25 poilUS per 0100 roll . 
Maximum number of rolls, 4 

Roll 
01 -10 
11-25 
26-34 
35 

Type 
Ears 
Lungs 
Eyes 
Eyes + bio-scanner 
Eyes + energy-scanner 36 

37 
38-47 
48 
49 

Eyes + bio and energy scanners 
Eyes + targeter 

50 

Eyes + largeter + bio-scanner 
Eyes -+ largeler + energy scanner 
Eyes + largeler + bio and energy 
scanners 

51-75 
76·85 
86-00 

legs 
One arm 
Both arms 

,EQUIPMENT AND ARMOUR 
Cost: 5 points per 0100 roll. 
Maximum number of rolls: 4 
Roll 
01 -06 
07-12 
13-14 
15-20 
21·26 
27-33 
34-40 
41-46 
47-52 
53-58 
60-62 
63-69 
70-74 
75-84 
85-86 
87-90 
91 -96 
97·98 
99-00 

Equipment 
Slimulant (I dose) 
Flak armour 
Web solvent (1 use) 
Sealed suit 
Mesh armour 
Refractor field 
Carapace armour 
Rad-suil 
Jump pack 
Displacer field 
Rad-counter 
Conversion field 
Flight pack 
Medi-pack 
Web-anaeslhetic 
Powered armour 
Teleport homer 
Stasis field 
Phase-field generator 

Points 

" " I 
I 
I 

I" I" 2 
2 
2 
3 
3 
4 
5 
5 
6 
20 
25 
50 

l;JOUl!ao I>lGITAL WEAPON$CIIAJlT 
Cost, 2 pts per 06 roll. 
Maximum number of rolls: 06 

06 roll 
1-2 
3-4 
5-6 

Weapon Type 
Las-pistol 
Needle pistol 
Hand Flamer 
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Harlequin Psykers 
As st:.l.ted in the lists, AVomlT's, High AV:.I.t:lrs , Warlocks, High 
W:.I.rlocks and Solil:lires h ave psychic abilities or the ch:.l.nce 
of psychic abilities. The individu:.l.I abilit ies are rolled mndomly 
on the Psychic Ability Charts at the end of these !iSIS. If a ro ll 
g ives a model an ability it already possesses, the player may 
choose one ability freely from the chart . 

"Huden your soul .18.1insl deudence.. But do oot despise it, 
fOl the soft .1ppe.1TOlllce of the dec~dent m,ay be deceptive.. 

One need only consider the Harlequin d~ncers of the Eldu 
to sec the truth of this proposition:' 

um •• R ..... 
A Book of MmonilloM for ,h. ug.ones Asuno. 

PSYCHIC ABILITIES CHARTS 

~ 
Level I Level :3 

* DIOO 0 100 , 

• Roll Ability Roll Ability 
0 1-10 Aun of Resis tance 0 1· 10 Animate Weapo n 
11-20 ~ure Injury 11 -20 Aura of Recalcil rance 

f • 2 1-30 Hammerhand 21-30 Cause Confusion 

• 3 1-40 Immunity from Poison 3 1-40 Cause Fear 

• 4 1-50 Menu1 Blow 4 1-50 Destroy Aura 
5 1-60 Steal Mind 51 -60 Mental Blitz 
6 1-70 Telekinesis 6 1-70 Rout 

t 7 1-80 Telepathy 7 1-80 Tr.lOsfer Aun 
8 1-90 Teleport 8 1·90 Telekinesis 

* 
9 1-00 Wind Blast 9 1·00 Telepathy 

Level 4 
Level 2 DIOO 
DIDO Roll Ability 
Roll Ability 01·10 Aura of Invulnerability $ 0\ -12 Aura of Protection 11 ·20 Change Allegiance 
13-23 Ectoplasmic Mist 21 -30 Cure Wounds 
24-34 Jinx 3 1-40 Limbo 
35-45 Mental Bolt 4 1-50 Menta l Blast 
46-56 Rally 5 1-60 SI:.I.s is 

* + 57-67 Sense Presence 6 1-70 Suength of Mind 
68-78 Smash 7 1·80 Telckincsis 
79-89 Telekinesis 8 1·90 Telepathy 
90-00 Telepathy 9 1-00 Temporal DislOrt 
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