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DARK MILLENNIUM 

COMPONENTS - 
'~ 'hc  Da rk  M i l l enn ium \upplernent contains rules. vehicle 
datacards and psychic power cards which enablc yo11 fight 

STRATEGY CARDS 
wi th  rhe complete reqources ol' your chosen force i n  the 
Warhammer 40.000 Fame. This rulebook explains how the full 
pbychic rules work and includes expanded and more detailed 
rules sections on \.chicles. victory points and notcs on using 
the new srrateg) card system included in this box. 

Some O F  the cards in Dark Mil lennium wi l l  alread) be familiar 
to you from the hashammer 40.000 game - Wargear cards, 
niission cal-db and vehicle datit';lx cards. These a l l  work in  
exactly the same way as the ones in  the Warhammer 40.000 
g:inie and need l i t t le further introduct ion.  Sollle pleces o f  
wargex pre\ iously a \  <tiable in [he Codex arniy lists h a w  n o ~ v  
been Included on Warsear cards. m o t  no~ably h)rcc uzapons. 
Where this is the case the W'argear cards i n  Dark Millennium 
(and their poirlts \;1111er) supersede rhe informarion in  the army 
lists. There is one deck or 18 srrategy cards. These have a common 

design on one side and a dewript ion of  their effects on the 
The new card\ are p\)chic power cards. warp cal-d\. atrategy other. 
card5 and vehiclc cards. Thcsc are all described below. 

PSYCHIC POWER CARDS 
VEHICLE CARDS 

There are 60 psychic pnwer cards in  all. which are di\.ided 
in lo IO decks. Fi\.e t0 rks .  Eldar. 1.1brilrian. l nqu i~ i t o l -  and There are 10 vehicle curds. These cards are of different design 
. \deptus l  itave eight cards i n  eacll. 2nd the other f i \ e  depending on what race they are used by .  There are four 
islai~nesh. Treentch. Nur@le. Squat and 1 yrnnid) have four Imperial. two Ork and four seneral. 
c. '11 .d. cach. Each deck has a com~non design on one side and a 

dehcription of the power- i t  rcprcscnts on the other. 
COUNTERS 

WARP CARDS aamm , I 

. . '.: - . . .. Dark Mi l lenniuni  includes nine counters which are used lor 
\al-lous pilrpo.;es. There are six Rad markers whicli are used in 
col~jullction with Rad grenades to mark t he~ r  are;[ ol' effect 
[hebe need to be kept together and placed in  a mug or box 
Jul-ing play so they may be drawn at random. The Trap\ 311J 

Viruh niarkers are usetl in corqunction wi th specific stratcfy 
I.llc c,lsd tleck I,ec,, I,l.oduced ah ;I 36 c ; ~ r d s ~ i d  cat1 be kept to one side unti l  needed. 

c : I I '~ \  n r t h  roundcrl cdgc\  to fncil i t i l tz e i l iy  \hut'Fl~ng 2nd Tile last counter is a ~l la rkc l -  10 pl;lce as ;I l-elrlinder that a 
deuling. A numbel. of these c:~rdi itre dealt each p5ychic phasc model has been affected by the Slaanesh psychic powel-\ 
to dctermi~lr  u hethttr pou-cri can be u\ccl o r -  ~ lu l l i t icd.  ; \ c ~ c / ~ i c ~ s c ~ r r t ~ i ~ .  Flc.sl~~ C'rrnc. or Rernrr of'Slrctrrrr.~lr. 
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TEMPLATES 
The card remplates are used to represent the arca affcctcd hy 
various psychic powers. Nore t h a ~  somc o l  the renlplotes are 
printsd differently on their reverse \id?. 

Da Krunch 
This Ork power uses a reniplatc that looks l ike a huge. foot- 
\h;lped cr;lter. This i c ;  because the pohcr  summon.; up a huge 
ectoplasmic vision of the foot o; Gork (one of the Ork gods] 
stamping clown on the enerny. The template is printed on both 
side\ \o you call uhe the left or right foot of Gork! 

Eldritch StormIForce Dome 
This ternplatc is a 3 "  radius circle rather l ike the blast markers 
i n  Warhaninier 40,000. One side has an i l l us t ra t i o~ i  o f  a 
swirl ing psychic storm. the other shows a dome of cruckl i~ ig 
energy. 

Death Wave 
The Ork  power Death Wave creates a wave o f  energy which is 
represented by  a semi-circular template w i th  another semi 
c i rc le  cut out o f  i t s  centre. When this power is used the 
template is placed so that its centre half encloses the base o f  
the O r k  Wei rdboy.  The template moves away f rom the 
Wei rdboy i n  a straight l ine  and continues to move i n  
subsequent turns, so it 's important to keep i t  aligned i n  its 
original direction. 

DestructorIStream of Corruption 
The  Elclnr Dchtl-ucror po \ \ c r  uzes the Ions cone-\h;lpccl 
renipl;lte i l l u ~ r r a t e d  u i rh  l i y h t n i n y - ~ r y l t .  bo l t \  ol' enel.?! 
running along it. Strcanl o f  Corr~lptiori i\ n Ch:~o> po\\.t.r :~rl t l  

u\es the other h~clc ot rhc Dcstrucror- remplare. \ \ l i i c l \  I \  

illu\rrated with roiling green clouds. Thi \  rernpl;lrc i \  i~iiti:lll! 
p l :~cci l  111 C U I I ~ ~ ~ I  \\ 1111 rlie ph!,ker'\ b:~\c l i ke  ;I l ' l : ~~ i i e r  
templatc. Srrc~un of Corl-upti011 doc\ irs damase and ha.; no 
furrhcr c l ' kc t .  I n  rhc c a w  o f  Oe\tructor rhs tcniplatc then 
nlo\e\  forw:~rd in  each ps!c.hic phaw ho i r ' \  inlporrant to keep 
i t  pointing In rhe right tlirectlon. 

The Gate 
The Gilts i b  ;in . \ t l c p t ~ ~ \  pouc r  
which open\ ;i runnel throush the 
w;irp. Each end o f  rile tunnel I\ 
r l ipre\entrd b! .I re:t,~ngular 
r~~mp ln te  ~IlustrnrcJ \\ ~ t h  .I hlue. 
nilsty tunnel. T h e x  templates 
c l i p  in to  the two  p l a s t ~ c  basch 
suppl ied so that they srand 
upriyht on the gaming table l ike 
doorways. 

Tlrc Grre 

HellfireIMachine Curse 
He l l f i r e  is an Adeptus power  wh ic l i  summons a p i l la r  of' 
raying flanies and uses the 2" circular teniplate illustrated with 
swirl ing red flames. Machine Curse is another Adeptus power 
and its template is printed on the reverae of Hellfire. showrng 
chained lightning Flar~n? about a central polnt. 

SmiteIFirestorm of Tzeentch 
Srn~te i c  a Librarian power which unleashes a blast ot' psychic 
energv over a 2" I-adius template, illustrated with a burst o f  
brightly colo~tred hall:, o f  energy. The Chaos psychic power 
Firestorm o f  Tzeentch uses the other side ol' the Smite 
remplate and is illustrated with a conf la~rat ion of flames. 
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THE WARP 
secret vices. collects those whose deepest desires remain 
unquenched. 

Thus the ~ 6 d s  o f  Chaos and their daemonic minion5 grow 
stronger all the tlme, gathering the strength of the billions of 
mortal souls adrift i n  the warp. But this harvest does not 
sat~sfy them and the) constantly seek ways to corrupt more 
souls and break through into the material universe to glut their 
lusts on its Inhabitants. There are points where the material 
universe and thc warp cross over. giving the daemons egreha 
to the mortal world. but most are wel l  known physical 
locations like the Eye of Terror. Far more insidious are thc 
embryonic gateways that lurk in the rninds o f  every psyker. 

Psykers 
The souls o f  mortal creatures stir currents and uaves ~n the 
energies ot the warp. A tcw. the verb stronpesr. can draw 
energy from the warp and into the material universe. With 
experience they can give lorm and purpose to the ran power 
o f  the warp. reading r i~inds. sending mcntal images or 
messages. locating people or objects. seelng Into the future or 
the past and so on. These psykers are often trained hy the 
lmper iu~ i l  to serve mankind i n  a myriad o f  ways. Somc 
become Astropatha \vho speak between the >tars. others fuel 
the &eat beacon of the Astronomican, others are granted the 
honour of sacrificing their souls to the Emperor. 

With further training or greater experience. the strongest 
p<yker\ can wield the energy o f  the warp in ever more potent 
ways. They can transport creatures at wil l, summon raging 
infernos of fire or cast ravening bolts o l  raw power. They can 
assail the minds o f  the enemy or overwtielm their 
consciousness with false images. Psykers such as these serve 

E\ery day .;paceship5 race through warp space. braving the the nliljtary forces and support ordinary troops 011 the 
StorlTlS and currents of energy to maintain the fragile [mp~r iun l  ba[tlcfield witll their extraordin;lry abilities. 
o f  mankind. Only the most scnlor tunct~onar~es ol' the 
Imperium are awarc o f  the true nature of the warp, and even 
these wise and learried men realise [hat their underslariding ii 
se\-erely limited. Thc u'nrp i< an alterriare dimension that co- 
exlsth with the material universe. Thouph i t  is formed Crwu 
pure energ!,. i t  too has i t $  inhahiln~its. voracioii~ beings who 
uould consunle the material universc ro feed their Iiunzer. 

Some knou. the uarp a.  he Keal~n ol' Chaos. for it i\ here that 
the d:lrk p ~ t l \  of  Chaos hold tllell c.c,urt and e\;ercj>c [hell. T\en rhe htronzest psyker i s  at risk i'roni the daemonic entltlea 
ab.;olutc. unbridled power o\cr  their innumerable .;ubjects ah in the warp. Just as a psyker can draw energy from the w;lrp 

the uhin l  take. then). Other.; hnou i t  a\ the Sea of Soul.; and into the niater~al universe so he can draw daenions 100. 
thche perhap, under\taud i t  be\( o f  atL. for ?\.cry creatLlrr In the Sonie[ ir~~ei the power o f  Chaos corrupts the psyker g~-adui~ll!. 

11iateri;ll uni\c.rbe dl50 h;l\ an e.tistencc in the v.;Irp. a ~ ~ i r i t - ~ e l f  tainting his mind wit11 alien ideas and motivations. Sometime\ 
o r  .;(>ul \VI ( I~  tilt, dc;i[h o f  i t \  phy\ical hod!. the soul of  2 a daemon i \  strong enough to possess the psyker's body ant! 
mor~a l  crearurc i.; cait adrift in the lilnirles.; sea ojener.zy, launch itself screaming with triumph into the nlaleri;ll 

E\-entuall! the \oul\ of all hut the stroligcsl are clra\\n to the uliivel.se tc; weah havoc. 

Ch,io\ gods to fccd their I~I\I\. Alien l-aceh hu\.e learricd to curb their psykcrs hq dit 'fcrrn~ 
E;~ih of tile sod\ of Ch:ros c.rllhoJie, a rnol-tal \.ice or p3~sioll. meall\, but ni;lnkind is still strupgling inlo i t s  infancy 3.; a 
Khorne [lie Blood Gocl draws rhos< whohe lives Ila\-e beell pscchic race. The Eldar civilisation was all but w~pcd out b 
drenched ill .;l;luphte~- and v.ho thrl\e i l l  b;rr[le. ?-.urg]c. is the the daemon.; ol' it.; own subconsciouc desires. Mankind 

cod ol' pli\\ icaI corruption arid disc;lse and galher> 311 those strugyles to hold together its sprawling tmpire uf:~insl the 
u ho d ~ r d  ill 11s g l ~ p .  T~eentcli i\ the Lord of Changc. the FI-eat 1r15inp tide o f  emergent psykers rocking il from within and rhc 
corlspir-atol- L\ ho con\t:~ntl! feed\ the  nibit it ion and irltripues of alien threats h a t t ~ r i ~ l g  i r ~  ~(JT( .~~ I .S  from w i thou~.  Only the 
morruls before ht: c o ~ i ~ u ~ n t . \  r l ie~n i n  the gi-ca[c.;t betrayal01'311. ;irnied forces o f  the lniper~um can guard humanity I'rorn these 
Slaa~ie\h the I.orcl ol  Plea\ure. ~ h c  pur.\eyor 0 1 '  cuces.; ant! perils. these and the ever-watchful cye of the Inqui.;ilion ... 
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PSYKERS 
CHOOSING PSYKERS ;\I the ~r;trt of the game each psyker is clc':l~t one ps lch ic  

pouer card per maslery level - \o LI le\.el I p\yker rc~,c i \es  
Psykers are chose11 along 1~1111 [lie rest of YOLII. arm) using the one psychic power card. a Ie\.el 2 psykcr receive\ I\\() po\ver\ 
appropriate Codex army l i s ~ .  The nulnber of psykel-5 you and \o on. T h ~ s  is summ;irised on the t;~ble helo\\ 
decide to include wi l l  depend on the size o f  your force. the cost 
of'rlle p,! scr\ anJ 01.1 pei\\,n31 p re t ' t l en~~ .  S ~ ) l i w  pl:~)es\ ~h: 

to have J \ln?le powerl'ul p\vkcr. u h ~ l e  other\ lavour >c\er;~l 
l e u  potent ind iv i iua~b 

DETERMINE POWE.RS 
A l l  psychic powers i n  the Warhammer 4U.000 game are 
presented i n  the fo rm o f  cards. There are ten decks o l  these 
cards (referred to as 'disciplines') as shown below. 

Some psykers can only use one o f  these decks but others can 
use more than one. For example. Ork weird boy^ can only use 
the Weirdboyz deck whereas a Gcnestealcr Magus can use 
both the Tyranid deck and the Adeptus deck. This is explained 
i n  more detail below. 

1 Psyker 1 

2 Psyker Champion 2 

3 Master Psyker 3 

4 Psyker Lord 4 

DEALING 
PSYCHIC POWERS 
Before the armies are deployed p\ychic po\brr cards are dealt 
to al l  psykcrs from both sides. The psychic power card\ are 
divided into disrincr decks or 'disciplines' representing the 
d i f fe rent  techniques o f  channel l ing warp  energy. E a i ! ~  
dihcipllne i.; used by a different k ind o f  psyker such as Ork 
Wcirdhoyr. Eldar Warlocks or  Space Marine 1 ibrarians. The 
ps>chic pohcr  cards chat are tlealt to a psyker reprecent his 
abilities for the drlration o f  the battle. Thew  card^ are retained 
throughout the battle and can senerally be used once ever)- 
psychic phase. 

Thc power card\ represent highly potent psvchic nhilities. 
often so potent that thc psyker wouldn't consider unleashing 
them except I n  a war. The power cards don't represent the 
total  sum o f  the psvker'b knou ledpc.  a l l  psykers have . . . . 
innurner~blc Ic.>sc~ po\\CrS. Hou?\cr .  >uch rnilir)r i lb~lit le, are 
pencrall\ o f  little ri\e on the hattlrf1el.1 <o the p\.. kes clear\ hl\ I 

Librarian 8 

Inquisition 

Adeptus Astra 

Ork Weirdboy 
Eldar Seers 

Squat 
Tyranid 

Slaanesh 

Tzeentch 

Nurgle 

Telepathic 

z 

A psyker has between one and four powcrs depending on his 
mastery level. Before the game begins. players determine their 
psykers' powers by dealing out cards from the appropriate 
decks. A psyker keeps his powers throughout the game. He 
can potenlially use each power once during a psychic phase 
and he can continue to use them on successive turns undcr the 
right circumstances. 

NUMBER OF POWERS 
T o  represent their vary~ng levels o f  power psykers are rated 
according to  the number o f  mastery levels they have - the 
h igher  the mastery level  the better the psyker .4 l o w l y  
Adeptus psyker might have a rnastery level o f  1 whereas a 
Genestealer Magus or  an Inquisitor might have a m a t e r y  
level o f  3 or 4. 

. . 

mind and concentmteq purely on his most potent capab~lities 
for the duration of the gallie. 

The rules for  deal ing psychic pcnver cards \.arq sl ightl! 
according ro the type of psykers. The basic method i\ b e 1  
illustrated by an Ork IVeirdbo);. ,\ W e ~ r d b n  may onl) use the 
Weirdboy psychic powers so the player hhuffles the eight 
Weirdboy cards and deals hii l isclfone power card per master) 
levcl. 

Oncc thc cards have been dealt the player can cxarnine them. 
You have the option ofdiscardin_c some or all o f  the cards you 
h a w  been dealr in  fa\,our ol'randomJy dealt replace~nents. 
This is allowed because ccrtain powers can be o f  little u\e on 
their own. 

Example of dealitzg; At7 01.k  Wett-d/~o>. 1riiosret:v ir1,cl 
2 )  i~ decrlt / \ \ .o  psych ic  p o \ ~ . c r  c .or .~ f~ .  ' E d h i ~ i ;  (itid 
W(iooglt! Beco~r.re hot11 cf these po i l~ , rs  (tjjfecr erlein\ 
p s ~ k e r s  ntld ticirher of't l irr i i  colt be lrsed to t i ~ r k e  ciirc.c,t 

p.c!,c.llic crtrc~cks oi l  11,e ettrnr! t l ~  plo\ .er  dc.c.idr.t to 
i l iscurd ' tdb~r i :  ;/I f2fin.o~rr- qfcirtoilrer I-cirrdot?r!\. clenlr 
po\\.er. This ritire he i.\ dealt Hro in  B ~ i r r r o .  cr o s r f i l  
po,z.er,fiw otmcking hot11 etleiil\ ~~ehic les colt1 rr-oops. 

Once the power cards have been dealt player5 should keep 
then) secrct until they wish to use them. Place them face d0u.n 
on the table or a convenient surface out of the way. 
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DEALING PRIORITY 
Some psykcrs can draw psychic power cards from disciplrrles 
other than their own so it is important to deal cards in  a strict 
order. Each psyker has onc discipline (card deck) which is 
referred to as his primary discipline, and some psykers have 
one or more tcrtiary disciplines. These are detailed more 
fully below. Psykers must always take at least one card from 
thcir primary disc~pl~ne. 

Deal a l l  pr imary cliscipline po\\,srs first. starting w i th  the 
psyker wrth thc highest mastery level. Then deal any tertiary 
discipline powel-s. a,g;~in starting w i th  the psyker w i th  thc 
highest master!. level. I f  two or more psykers are the same 
mastery level ro l l  a D6 lo hee who gets dealt to first. 

Note that it is entlrely possible that some psykers may have 
l i t t lc cho~ce about whal poucrs they get ant1 in  particularly 
large battles \omc psykers may get no powers at al l ! If you 
like to pl;~! big battles w i ~ h  a lot o f  psykers i t  may be a good 
idea to coinb~ne two seiz 01' Dark Mrllennium psychic power 
cards toeether. 

\ lway\ keep the psychic po\\ers dealt to c:lch psyker separate 
ro avoid confusion. This i s  important because psykers may not 
u3e cach other'< powers even i f  they use the same disciplines. 

PSYKER DISCIPLINES 
Space Marine Librarians 
PI-~III(II? Di~cipli~ic,: Librarian powers. 

7-c,rlitr/;\. Disc-il~1111r.c: lnquisiijnn and Adeptus powers 

Inquisitors and Grey Knights 
P~IIIILII:\. U~J(-iplille: Inqu~si t ion poners. 

7?rtic11;\. Di.scrl~lirrrs; I-ihrarian and Adeptus powers. 

Adeptus Astra Telepathica Prime Psykers 
Pri/r~rrr:\ Di.c.c.il>lirrr: Adeptus powers. 

%rrirr~:\ Di.sc.il~li~rrs: None. 

Scl~~at .\ncestor Lords 
Prirrrcir? Ui.scrpli~re: Squat powers. 

Trr.rrrrr:\ Di.~c.il~litru.s: ,ldeptub poncrs 

Ork \Veirdboyz 
f l ~ l l l l t l l ~ \  f ) i \ .c ' / /~/ i l l~:  Ork poWelS 

T(,/./I(II;\. I)i.tc.il~lii~cr: Sonc. 

Eldar Warlocks and Farseers 
PI.II~IC;I.\ /)I.\(~I~I/III(J: kldar pwvers 

7?1,/1(ir\ / ~ i \ ~ ( ~ ~ / ) / i / ~ ( ~ . \ :  Sor~e. 

Daemons 
Primci1:v Discipline: Fither Slaanesh. Tzeentch or 

Nurgle powers. 

Terf in~? Di~cipli17es: None. 

Du rmo~ ls  rec.c.i~'e po~'ers, f rum rl lelr Clloos god, hence no 
dnr~non ma!, e lv r  hnrle pcwers from di#urt<nt gods. 

t 
Hive Tyrant and Genestealer Patriarch 
Primary Discipline: Tyranid powers. 

Tertiary Disciplines: None 

Genestealer Magus 
Pritntrl?, Disc,ipline: Tyrauid powers. 

7krt icr1~ Discip1iilc.s: Adeptus powers. 

THE PSYCHIC PHASE 
At the end o f  each player's turn there is a psychic phase when 
psykers get a chance to u\e their powers. L i ke  the hand to- 
hand combat phase both players can act in  the psychic phasc 
and try to use their po\bcrs. 

During the psychic phasc pla) proceeds as Follows 

I. Determine the warp flux 

7. Deal warp cards 

3 .  I:>e psychic powera 

SUMMARY 
At the start of the psychic phase each player is dcalt a number 
o f  warp cards. These represent energy drawn from the warp 
by the psykers and are used to provide the energy necessary 
for using psychic powers or to null i fy enemy psychic attacks. 
Stopping enemy psychic attacks is one o f  the most important 
functions o f  a pqyker as potent psychic powers can quickl) 
w ~ p e  out whole units o f  ordinary troops if left unchecked! 

The ebb and flow o f  the warp is everchanging so warp card> 
ar-c nor held ovel. from turn to turn but muht be either played or- 
cli\car-ded by thc cnd o f  the psychic phasc. Hence psykc.r\ 
must >eize thr i r  opportunities to use their powers while t h e  
ckun. str ik ing and counterinp w i th  the enersies thcy snatch 
from the \\.;lrp. 

Cach sidc miry use one power at ;I t imc. alternoting unt i l  
neither aide has any warp cards andlor psychic powel-.; Icl'l to 
use. The player whose turn it is goes first. He may choo\e ollc 
o f  h ~ s  p<ykc.rs and u5c one o f  that psyker's psychic power\ h! 
playing the appropriate psychic power card topether u.ith tllc 
indicated rl i~lnber of' force card>. 

.-\ power may on ly  he L I ~ C ~  once per psychic pha\e. but a 
psyker may use as nlanq ol' his powers ;IS he wants. ;i~sunriny 
he has the to rc r  cards necessclr! to make them work I\> 

powcrs are wed. the opposin: p la lcr  may play Nullit'! cards 
c1r c,ther \pecial curd.; i n  url a ~ t e n i p ~  to block his enemy'\ 
psychic ;ittacks. Some o f  the special w i r p  c;irdh have U I ~ L I ~ L I ; ~ ~  

eI'Iccts and they are ured in ; I  \ l ightly clit't'crcnt wa! - thc>i. arc. 
cxl)l:iilird later. 



PSYKERS 

1. DETERMINE LEVEL 
FOR THE WARP FLUX 

The warp flux cleter~ninc\ how influential psychic a&\ it? i \  
on the game - the greater thc flux thc le\\ inlluential p\ychic 
powers will tend to he. When the warp llux is great p<yker\ 
are able to dr;iu on morc energy to ~thc their po\aers but tile 
cxtra energy also makes i~ clr.sic1. for their opponcnts to dclknd 
theniscl~es. so more powers \\. i l l  bc used hut l'cwer will work 
successt'ully 

The less powerful the llux thc nlorc. dilficult i t  is to uhe pou,ers 
(particularly the Inore potent ones) h u ~  the harder it becomes 
to stop them  orki king so p%);ker\ can hecome particularl! 
dangerou$. Thc warp flux I \  a lnays expressed in term\ ol' :I 

numbcr of D6 roll.; . tor example. 1 DO. 2D6. 3D6. 3Dh. etc. 
[he number of D6s indicated i.; rolled 111 each psychic phase to 
determine how many warp cartls are dealt to thc psykers. 

The normal level for the warp f'lux i \  2Dh. but by niutt~;rl 
irgrremerit players can increase or decrease this number at the 
start of !he game to produce a more or less psychically- 
orientated battle as  desired.  Initially though we would 
recommend that players stick with a warp flux of 2D6 until 
they are reason,bly comfortable with the Psychic rules. The 
warp flux doesn't normally increase during the game except 
under very unusual circumstances (uncontrolled nsarp gater 
opening and so on). However. the warp flux may temporarily 
drop for a number of rcasons. 

Regardless of the level decided by the playcrs before the 
game, the warp flux can never be preatei than I D6 for every 
psyker currently on the tabletop, disregarding dead psykers. 
psykers who are suffering broken morale or h a w  left the table. 
and psykers who arc unable to use their powers for whatever 
reason. 

This mean5 that i f  there are only two p5yker.s on the table the 
maximum warp flux will be 2D6. Obviously if there is only 
one psyker in play the maximum is therefore I L)6. This means 
that a psyker's total effectiveness can never becornc so great 
as to be totally ovcrwhelm~ng. 

2. DEAL WARP CARDS 
At the start of each psychic phase determine the warp tlux by 
rollir~g the nunlber of' d ~ c e  determined bcforc the battle and 
adding up the total. Deal out this number of warp cards 
between the players starting with the player whose turn i t  is. 11 
is important to note that you .;hould not shuffle the warp deck 
between each deal. Only shuffle the \ s ~ ~ r p  cards when you nln 
out of cards to deal altogethcr. 

Each player now has two hands of cards: his psychic power 
cardz and a number of warp cards. C'nlike the powcr cards 
which 'belong' to spec~f i c  psyker models. thc warp cards 
I-epresent all of the energy drawn from the warp by a player's 
psykers and hence they can be played to utilise powers from 
any of his psykers. 

The number and type of warp cards will ob\~iousl>. vary from 
turn to turn depending on the strength of the flux and the 
fortunes of the deal. The warp cards are of two kinds: s~tnple 
force cards which arc used to 'energise' powers and special 
cards which have a specific ability. The most common special 
card is a Nul l i f?  - which i5  used to counter the enemy's  
powers. 

3. USING POWERS 
Once buth players li;~ve received their warp cards psykers ma) 
u ~ c  thcir powers. Play proceeds as f u l l o ~ h .  

The player whosc turn it is noniinates one of his psykers and 
uses one of that psyker's powers. Psykers can only use their 
own po\\ers. not thosc of other psykers. This is why it' you 
h;t\c scvera.1 ~xykei.s you must keep their power cards apart. 

To use a power the player chooses a psychic power card and 
places i t  face up on thc tablc together with enough force cal-ds 
to make i t  work. Every power requirec nt least one force carcl 
to make it u~ork .  some requil-e more. The nunlber of force 
cards required to make a particular psychic power work is 
indicated on the power card itself. 

Once the force cards have been expended the power will work 
automatically unless the opposing player can nullify 11 in some 
way. Ways of nullifying pouers are d~scussed later. Unless 
the power is null~fied work out its effects as described on the 
psychic power card. 

Once a power has bce~i used any force cards used to activate it 
are removed and placed face up in a dtscard pile on the 
tabletop. Used psychic power cards are placed face down in 
front of the player. and they cannot bc used again until the 
following psychic phase. 

Note that if the effects of a power last for several turn5 the ' 

card is left face lip on the table to show that i t  remain< in play. 
thc fact that i t  remains in play is noted on the card itself. A 
power cannot be usecl rigain whilst i t  reniains in play. 

I t  is now the other side's turn to use a power: repeat [lie wrne 
procedure. Play alternates in this fashion until both players 
have no niore powers to use. Play may also be stopped by the 
special warp card Energy Drain as explained below. 



SPECIAL WARP CARDS 
Special harp cards represent powerful undercurrents i n  the 
warp that cithzr nul l i fy  psychic powers or  act as powers in  
their own ripht. Once played. these cards are placed i n  the 
w a ~ p  card discard p ~ l e .  

Some \pecial warp cards may be rctainecl in  thc player's hand 
from tul-n to turn and L I ~ C ~  whenever the playcr wishes. ACter 
the); have been used these special cards are also placed on the 
discard pile. 

NULLIFY 
T h ~ i  card ma! be played as soon as an? psyker uses a psychic 
pouer. 111 or-der to try ~ n d  \top it work~ng. On the D6 1-011 of a 
4. or 6 thc power is cancelled. the po\cer doe< not take effect 
;tnd the force c;u'tli which were used with i t  are placed on the 
discard pile. I l ' a  Kull i t '? card fails to cancel a power. then 
another Uullil') card can he played by the 'defending' playei- i f  
lic hi15 onc .4 pl;lyer mil) attempt to null i fy a psychic power 
\e\,er;~l l ime\ in  [hi\ \\.a!. 

[ 'he firs1 Sul l i fy  o r t c~n l~ t  a~a ins t  ;I particular pouer is a l w a y ~  
;~>\unied to be made by \.our h~ghest 1cic.l psyker. I f  this fails 
tllr neui : ~ ~ t e ~ n p t  i i  ni;~de hy !our ilext highest l e ~ e l  psyker. 
~ n c l  .;o on. If 'al l  !,our psyken hait. tried ;~nd failed to null i fy a 
;,oive~- you c;in st i l l  use further Rull iFy cards but >ou  tv i l l  
recluirc a 5 o r  0 to ~ucceet l  instead of a 4. 5 or 6. 

P\yher.; r cce l \ e  3 +I bonus to their  d ice ro l l  \ v h e ~ ~  they 
LI\I~IIIPI 10 n ~ i l l ~ t y  a pouer uhetl hy ;I lower Ie\'cl p\yker. They 
w.ill therefore \uccerd in null i fyins the power on u ro l l  o f3 .  -1. 
5 or 6 on a D6. 

PI-~~I-.; rece i le  a - I  penalr? to  their  d icc ro l l  when they 
attenlpr to null i ty a po\ver uxed hy a hipher level psyker. They 
wi l l  thcrrtorc zuccr\\full)' nul l~ l ' )  rhe power on a roll o f  5 or 6 
i l l 1  2 [>O, 

A Nul l i fy  card may also he played instead o f  a power with the 
intention o f  cancelling a power which is already in  play. I n  the 
case o f  a power which is already i n  play, a psyker may only 
make one Nul l i f y  attempt per psychic phase. The Nul l i fy  w i l l  
work on a D6 rol l o f  a 4 or more exactly as before. 

Kote that a Nul l i fy  can only be played on a psychic power and 
never on another warp card. You cannot. for exan~ple, attempt 
to null i fy another Nul l i fy  card. 

Nu l l i f y  cards sti l l  held i n  the hand at the end o f  thc psychic 
p h a s  are placed on the discard pile along wi th  al l  the warp 
card?, and force cards used during the phase. 

DESTROY POWER 
You may hold onto this card unt i l  you decide to use i t .  I f  a 
psychic power is used against one o f  your psykers or a model 
w i th in  6" o f  one o f  your psykers, this card can be played 
immediately to prevent i t  taking effcct. The power is instantly 
and automatically null i f ied. Alternatively, you can keep the 
Destroy Power card in  your hand and pla! i t  in a subsequent 
turn. 

I n  addition, secretly rol l  a D6. You may add +I io thc score for 
each force card you are w ~ l l i n g  to sacrifice from your hand. 
The enemy psyker does the same. and both players then reveal 
their total score. If the enemy psyker's total is equal or higher 
the psychic power is returned to his hand as normal. If your 
total is higher the psychic power ib  removed from the enemy 
psyker's hand and discarded For the rest o f  the game. 

ENERGY DRAIN 
Th is  card may be played at any t ime du r i ng  the current 
psvchic phase instead o f  using a psychic power card. 

A l l  the volatile warp energy over the battlefield is instantly 
earthed through your psyker, draining the flux from the area 
and bringing all power use to an end for that turn. Any warp 
cards sti l l  held in  the hands o f  either player are immediately 
placed on the discard pile, including those which can normally 
he retained i n  hand and any force cards stored i n  force 
weapons. Any powers that are currently In play are instanrlv 
and automatically nullified. 

REFLECTION 
You  may ho ld  onto  this card un t i l  you decide to  use i t .  
Reflection can be played agdinst a psychic power used on onc 
o f  your psyker~ or a model within 6" of  onc o f  your psykers. 
The p\ychic power i s  automatically reflected 3D6" back in ;I 

straight l ine tow:~rd  the psyker who used i t .  'The rellectcd 
power passes over terrain features but w i l l  3t'fect ihc 11r1t 
e l ig ib le tnrger in  its path. Reflection mav be uzeil agaillht 
moving psychic templates such as the Ork Death Wat-c or thc 
Eldar Destructor when they come within range. 

DAEMONIC ATTACK 
You may play this card when an cncmy phyker u>e\ a psychic 
power. Due [o some horrible mischance the eneniy p\yker'> 
manipulat ion o f ' the  warp f lux  opens a telnporitrv chink 
berwcen reality and the warp. A daenionic cnrity attenlpts to 
seize the enemy psyker and drag him away into Ihc warp. The 
psychic power is automatically nullified (unless ii u a \  played 
using the Ultimate Force card. see Inter) and the enen~y psykcr 
inusr rol l  :I D6. 



PSYKERS 

D6 Roll Result 

4-6 The psyker fish[.; ofl'~hc dilelnon and rcnialn\ in ~ h r  h;~rilc. 

I The psyker is dragged >crt.;~~niny Into rhc \v;~rp :~ntl kilic.il 

ULTIMATE FORCE 
The p\ykcl- dr:~\\.s :i might!. \or-tex of rncr;! from thc u;~rp 
;111tl uw.4 i~ hurl the lu l l  u.cight o l 'h i \  po\4.r13 ;It  rlie I'oe. 1'0~1 
can use [hi\ cxrd a h  a force card I'or ;I power itnd i t  c o i ~ ~ i r ~  a\ 
thrcc force cartls on i t \  o\\.II. Thc po \ \e~ -  chosen i\ ciiat u . i t l t  
iuch e~icsy!. tliat i t  c;innot he 11~1llit'ietl. rellected or tlc<t:o!c.d 
on the turn i t  is cn\t. I T  i t  is ;I po\ver that  remains ill play i t  call 
he ~ iu l l i f ied  i n  future tul-115 a5 norr~lal. 

The psyker add\ hi5 mastery le\.el to the dice roll iind decluct\ 
the number of force c:lrds he played n i t h  the psychic po\\:er tic. 
was attelnpting to use. 

I n  sqilads with ps)chic pouers, onl! one model i5 aft'cc~eil 

Daernonic ;\track w i l l  on l y  af fect  GI-e) K n i s h t \  and 
W e i r d l ~ o j ~  or1 il ro l l  o l  h on a D6 becausc rhc! arc 
cxccptionally res~lient to D i ~ e r ~ ~ o n \ .  

THE LOSS OF PSYKERS 
II one side ha5 no p\!Lcrs thcu 11 is 51111 tle;llt \\;ilp ca~d., a \  
normal. Nu l l i f y  card\ can bc used to attempt ro cancel out 
eneriiy p\!chic ;lttacL\ 1;11\\.;i!\ neetlinf J 5 01. 0 10 >uc.c,:ecl a \  
noted ;~b( l \e ) .  hilt fol.cc card\ can~lot be ~ ~ w t l .  Lrirrp. Dr;lln. 
Destroy Po\\er. P\!chic Duel ;~nd Retlection cannot be used 
ill ill1 

PSYCHIC DUEL 
You can play this curd to engage an enemy psyker ot ' ) .our  
choicc in a battle o f  wil ls. Both players roll a D6 and add tlielr 
psyker's inaslery level to the roll. The player with thc hiphest 
total wins the duel and drives the knowledze of' one psychic 
power  out o f  the m i n d  of' the loser.  The winncr  can 
~mn icd ia~c l y  choose a power at random from the hand o f  [lie 
losing player and discard i t  for the remainder of the battle. I f  
the two scores are equal the duel is a clraw and has no eflccr OII 

either psyker. 

TIII\ lneani that a u d e  with no ps!.ke~-h ma! st i l l  bc able ro 
cancel out sonic of' 1115 enern!.'\ psychic alrachs - thi, 
r'epl-escnts natural re5111encr of  he victim\ 2nd the likelihood 
of pout rs  s~n ip ly  not workins. A side w ~ r h  no psyhers i\ not 
therefore completel) hclplesb. ; t l t hou~h  i t  i.; not i n  a ver! 
desirable position b> any niean!! 
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PSYCHIC POWER DESCRIPTIONS 
The effects of each psychic powcr are descr~bed on the psychic 
power card itself. and in most cases the description should 

GENERAL 
provide enough information to r ~ ~ o l v e  [he power'$ effects The following points apply to all of the psychlc powers. 

without any problems. Howcver, because there are a lor ot' 
psych~c powcrs and with such var~ed raccs. vehicles and C 

pykers in Warhammer 40.000 some confusing or apparently Shooting Type 
contl-adictory situations may arise. This usually happens Psychic aft acks 
because ~ h c  space available for explanations on the psychic 

Quite a few of the psychic powers operate rather like shooting 
power cards is limited. To help out we've noted down some 

with a boltgun in  the shooting phase. except that the projectile 
puidelines to resolvc psychic power effects. 

i s  a psychic bolt or blast o f  some kind and the 'shot' is taken in 
the psychic phase. Tliese attacks can bc launched i n  any 
direction from the psyker - indeed psychic powers are not 
l imited hy normal f ~ r e  arcs for shooting. Shooting-type 
psychic attacks don't use the rules for Choosing a Target on 
p29 of [he Warhammer 40.000 rulcbook even i[ they are being 
used by squads of Grey Knights or daemons. 

There are two types of <hooting type attacks: those which 
strike ant1 affect the first model in their path and those which 

Irresistible Forces 
and Immovable Objects 
With so many different psychic powers and pieces o f  
psyker-orientated wargear available to players there are 
inevitably going to be situations where the rules seem 
unclcar or contradictory. 

For  example, a model protected by the Librarian 
psychic power "Psychic Shield" receives an 
unmodified saving throw o f  3 or more against every 
wound inf l icted on him, so what happens i f  he's 
affected by the Eldnr "Doom" psychic power which 
causes wounds inflicted on the model to count double? 
Docs he get a saving throw against each wound and 
then count two wounds for each failed save or double 
the wounds and then try to save against each one? 

While we have done our best to make everything clear 
and cor~cise limitations o f  space preclude us from 
covering every conibination. (In this particular case 
you roll a save against each wound inflicted and suffer 
double wounds for each save that is failed as explained 
in the conimenwy below.) 

I f  you run into a situation like this start off  by reading 
the psychic power or wargear descriptions again. it's 
easy to miss out. misread or misinterpret things in the 
heat o f  battle. I f  that doesn't shed any light on the 
matter look at the psychic power commentaries below. 
If you arc still in the dark discuss i t  with your opponent 
and try to agree on a solution. 

I f  you can't agree to a solution improvise one by rolling 
a D6 to see who is right and then carry on playing. 
Al'ter the game. when passions arc not running so 
highly, discuss [he problem and come up with a dcfinite 
"house" rule you can usc in that situation from now on. 
Remember to write down your house rules for future 
reference and make sure you tell new opponents about 
them. as theirs may be different from yours. 

~tfl'ect a line and can potentially strike several targets in  
succcs5ion. 

"Strikes the First Model in its Path" 
This indicates the psychic attack shoots forward in  a straight 
line like a pistol shot and hits the first model in its path. A 
clear line of sight must be available between the psyker and 
his intended target for these powers to work (see the Line of 
Sight rules on p26 of the Warhammer 40.003 rulebook). I t  i s  
quite legitimate to direct these attacks at characters who are 
wjthin coherency distances of squads o f  ord~nary troopers. 
The rules state these characters are normally impossible lo 
p ~ c k  out as targets, t lowe~er .  i t  i s  easier for psykers to identify 
specific cnemy heroes or psvkers because they are, well. 
psychic.. 

Obviously there must be nothing i n  the way o f  the attack 
which would block i t s  path, such as a building, a hil l or a 
wood. Rocks, hedges and ~a11s that arc not higher than the 
target model do not block a psychic power. I f  a psychic power 
likc this is directed against a vehicle roll to see which location 
on the vehicle is hi t  as i f  you were shooting at the target 
nortnally. 

If another model i s  found to be in the path of the attack i t  wil l 
be stluck instead ol- the intended target (so characters can still 
cower behind their henchmen). i :o~- example, in  the Ork 
psychic power "Brain Bursta" a bolt o f  psychic energy shoots 
out of the Weirdboy's head and ctrikc5 t l~e first model in it% 
path. I f  a Brain Burst4 was directed at a Space Marine hero but 
ir uas found that a Gretchin w:~s in the way, the Gretchin 
would bc struck by the Brain Bursta bolt instcad. 

Remember that unlesh thc psychic power card specificall) 
states that the psychic power is launched along a path then i t  is 
riot necessary ro ha\e n clear path to the larger. 

"Draw a Straight Line" 
This indicate.; that the attack wi l l  affect everything alone :I 
l ~ n r  up to a n iax in l~~ni  r;~nge \luted on the p\ychic power card. 
Genel-ally. powers which affect a line are not blocked by 
terrain or n~odels and will ci~use damage to anythine they pas5 
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over: those which can he hloched ;II-e noted OII the card\ 
themsel\,cs. A \.eh~cle hit by [hi\ kind of ~~r tnck \4 1 1 1  sut't'e~- an 
automatic h ~ t  to thc fir\t location c<~ntacted. It- the line cro\\es 
any other hit location> on the ccliicle they u i l l  he hi1 on a D6 
roll 01.4. 5 or h. The w i d h  o1'1he line 1% generally :~ccepted lo 
bc the width ot' ;I t ;~p~'  me:rsure - about lOmm or 113". U51rig 
ill1 CXI~LI-H idc tape Iiit-:l\ure or r ~ ~ l c r  ih chc;~t~ng! 

A \,~riant ol'this hind ul';~tlach arc yo\ve~'\ uhich allou rhc 
psyku [o place a templa~c in ha\r contact :ind then send i t  ot'l' 
in ;I ypecitied direction. such a\ rht. Ork "Death Wr,vc". Thew 
work a\  dciLribc.tl ahovr cscepr that the) rern;lin on the [able 
i ~ n d  continue to ~ i iove  in  each pych ic  phi~\e al'tel- [he! are 
~~nleaihed. The templ;~tei should be riio\,cd al'tel- \4;1rp cilrcla 
are cleirlt but hct'ore any new po\\c.ra arc used. Once the! exit 
the tahlc or arc. blocked by so~nct l i~ng they c:lnnol l>a\r [he 
templates are nullified. Note that thest. n~ovin? templa~es will 
nt'l'ect any rilodelh. friend or toe! 

Other Psychic Attacks 
Some powers cnable the psyker to placc a rcmplate within the 
stated range. These attacks do not require a line of sight and 
cannot be blocked by intervening models or tel.rai11. The 
template rnay be placed freely by thc player: he i s  not forced 
to pick a model as its centre point as with weapons with a blast 
marker 

Models under the template arc hit automatically unless i t  iays 
differently on the psychlc power card. Psychic powers wh~ch 
produce a templatc wi l l  hit each location of a vehicle covered 
or partially covered by the template on a roll of 4. 5 or 6 on a 
D6. This is different to hits from a weapon with a blast mi~rker 
which automaticall) hlt the location at the centre of the 
marker and hit each other location on a roll of 4. 5 or 6 on a 
D6. 

Other psychic attacks don't work l ike ordinary shooting 
attacks and can be directed at a rnodel or squad within the 
range specified on the card. Most powers like this wi l l  stare 
that they can be d~rected at a single model or squad u.~th in  
range. Howevcr. some powers can only be directed at single 
rnodels and others can only be directed at squads - thc 
dcfinitions o f  what qualifies as a single model and what 
qualities as a squad are hhown below. 

SirlgIe .Model. II the psychic power specifics that the target is a 
single model the psychic power can be used again\t any 
chosen model within the range indicated on the ps>cliic power 
card. Psychic poucrs which spcciry a single model as  the 
target may be used against a model regardless of whether it is 
part o f  or close to a squad. Ob\~iously these psychic powerc 
arc very useful for taking out specific enemy heroe\ irnd 
psykers. tiencrillly, the qingle model chosen as a target may 
not be an entlre veh~cle but i t  may be a single hit location sucli 
as a track. weapon or crewman. 

Sqrccrd. Some psychic powers specify that they can only be 
used against a sqrrad as  a whole rather than against specific 
moduls in a squad. This means that.if the target is a squad led 
by a hero i t  i s  not possible to pick out the hero as a specific 
target. I f  the psych~c poucr infl~cts hits on thc squad they arc 
apportioned randomly like ordinary shooting hit<. :\lthough 
thc psychic power cards specify targets as "squads" any of the 
following are considered to be normal. elipiblc targets for 
psychic poncrs of this kind. 

I .  A >quad of troops. I 
1. 2 character modcl or large crealure on it.; oun 

a i d  not \r.itliin coherent! distance of a scluad. I 
3 .  .2 group of char:lcter< or large cleature.; mo\ In: 

togcther as a squad. in  which case damaze IS 

randomly allocated bet\veen the model?. All01 a 

number to cach liiodel '~nd roll tlicc lo determine 
which models arc. struck. 

4. Indi\:idual >upport ueapons inclucling their crew,. I 
5 .  Lehicles including an! p a ~ ~ ' t ~ g e r s  and creu,. I 

So. I'or exa~iiple. it' a ps) her. i \  confronted by a mob of 
Gretchin. a rnob uf Ork\ led by an Orh Boss. an Ork Warbosi 
on hi \  0u.11. and a battle\\la:on. then ;in!, ol' these could be 
chosen as a target. In the case of the ~irob of 01-ks led by an 
Ork Boss an)! casualtiei would randoll~ly ;~llocated. In the caw 
of the Ork Warboss on his own arid thc bat t lc~agon either 
may be chosen ns 3 targel even though they couldn't ctricrly 
speakin2 bc called iquarls the battlewagon i s  hard to mrs\ 
and the Warboss can be picked out as a target because he is on 
h ~ \  own 

Range 
A psychic pousr's range IS ~neasured tram the ba\e ot'  ti^ 
psykcr to the base of the nearest model i n  the target ( i f '  th~.  
target is a squad) or to the base of the niodel itaelf ( i f  the target 
i~ a single model). In  the case o f  poucrs that are used o n  a 
squad. the psychic powcr affects ihe squad i f  an! of i t \  mociels 
are in  range - ever1 i f  I t  is ,lust one model. 

Pjychic pourers which ha\,e a template to represent their area 
or effect may he placed so that the centre o l  the templatc i\ at 
the maximum stated rarlgc fro111 thc psykcr modcl's base. I 
Somc squad$ (of daemons or Grey Knights fol- example) can 
use psychic powers. Their ranges should be measured from 
thc squad member who has been nominated to use the power. I 
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Armour Saving Throws 
Sa\.inp throu for armour apply against all psbch~c powcr!: 
~ ~ h i c h  i n f l i c t  uounds unless [tie ~)syc l i i c  p o ~ ~ c r  card 
ipi 'cif icnll) <tares that no 111-rnour ta\, ing thrums apply. I f  
armour 5aving throws do appl! the! arc modif ied for  the 
Strength o f  the psychic attack ax i n  hand-to-hand combat. 

3 or less 
4 

5 

6 
7 

8 
9 or more 

Forcd field .;a\-in2 throu\ are not modified hq the Strength o f  
a p\!.chic attack. 

Rolling Under 
Characteristics 
Soliie p\ycliic pouer\ ha\.c \a\-ing 1111-nu\ I\ hich take the form 
0 1  rol l ir ig a dice ~ i n d  getting a \col.e lo\\,es th;~ri a \quad ur  
~ i i od t l l ' \  characti.ri\tics. Which c.haracreristic i\ u\ed \ a r k \  
t ~ a ~ l i  psychic poa,ei. l o  ps!chrc po \ \e r  - !vf\;lovernent or 
In~t iat ive might he uied to dodge out o f  the \Cil! ot';ui attack. 
Strength to break out o f  ,In entrapment. Toughness ro sur\- iw 
a hla\t o f  p s ~ c h i s  energy and so on. Most rolls are n7;tds \\.ith 
'I D6: a ro l l  o f  h aI\\ays fails regardles\ o f  the charac~crrstic 
\core being rolleii  g gain st. 

The nurnhcr of dice ~.olled and the ch;~racteristic to be rolled 
ngalnst are specified on the card. i t  w i l l  also tell you whether 
you need to roll under the characteristic or equal to or under 
the charactcristic. I t  i s  very important to read the curt1 
carefully to f ind out which i s  the case as just I point difference 
often determines whether a model lives or dics! 

I f  a psychic power affects a whole q u a d  just make onc roll for 
the squad on the trooper's characteristic: characters 
accompanying the squad ro l l  scparately uqin: their  own 
characteristic score. 

Several psychic powers use Leadership test5 to see i f  they 
work. I t  should be remembered that thesc arc powers which 
;itfecr the mind.; o f  their victims directly and any re-rolls for 
( 'haplains 01- battle banners do not apply. L i kew~se .  don't 
count increased Leadership I'or characters being within squad 
coherency or  rhe army commander being within 12". 

Break Tests 
,In!, squad that ~ul'fers 25% ca\uali~cs ill a turn w i l l  h a ~ c  to 
rahe a Bre;~k test. whether these are intlictcd in  a single phase 
or accun~ulatcd over the (urn I - ro~n shooting. hand-to-hand 
combat and psychic attacks. Remernbcr that a squiid only has 
to take onc' Bleak test due lo  cahualt~es pcr turn. e\cn i f  i t  is hit 
~e\:eraI tirnes in i~~ccession. 

So~nc psychic powers cause Break tests or other psychology 
tc>t\ of one kind or another. T h e e  powers are detailed more 
full! on the psychic power  cards themselves and i n  thc 
ccmrnentary hclow 211 ~ h c  nnrrnk~l modifiers for Break tests 
apply. .\ squad can \uft'er additional Break tests ca~~sed  by this 
kind o f  psychic POLLTI. even i f  it has already tested earlier in 
rhe turn. 

II' a q u a d  breaks and flees f r om hand-lo-hand to  combat 
dur ing thc psychic phase. enemy models can immediately 
;itlack then1 while they disengage :I\ detailed in the Hand-to- 
hand Conibar rules 

Split Up Squads 
Svrrle psychic powel-< l ike the Squat pqychic power "Force 
Dome" trap models and pre\~ent them t'ronz nio\:lng Other 
psccli~c powers like the Ork power "Kop Uis" and the Eldar 
p\!chic powcr - 'Eldr~tch Stor~n" take models and Inove them 
around. I t  is entirely possible for model\ to bc \plit ot'l hon l  
theil- sqt~acls becauce the squad moves away or they h w e  been 
transported j)l'l'acr-os\ the buttlefield. 

O b i  IULI~I). I'or cI iar~ctsr \ ,  who c;1n ~ n o ~ e  indepcndcntl! thib 
i \ ~ i ' ~  ;I prohlc'ni. hut w.ha1 ahour orcl~n;~r)  rl'ool)els ancl 
c l i a ~ n p i o ~ i s  tli;it must sta! \vith their squads! 11- 3 squad is 
cii\ided by a p\!;chic power then the t \ \o  part5 Inay be t~-cared 
as two \eparatc \clu;~tls l'r.0111 [hen on  r ~ n t ~ l  both p;trr< o f  the 
\c l~~ad a1.c I'ree ol'rhz p\ychic po\rer \ ~ l l i c h  split the111 up (one 
'.part" 01'  the .;quad ~ii;~! he ,just ;I \~ng l c    nod el). 

Once ti-ec (11' flit. ~wu-cr that \pl i t  i t  oil'. rhe s ~ n ; ~ l l c ~ -  part of the 
\ qu ;~d  II~LISI a t t en ip~  to  r c i o i n  the 1;lrger p;lrt as soon ;I\ 
l>o>\ihlc. The smaller part nla! nor declare ;111y charges u hile 
it i \  r ~ - ! i ~ i g  to rcjoirl the ni;~iri body and it w i l l  IIOI \ ~ r i L e  ar 
e n t ~ n i ~ c ~  d i \ e n g ; ~ z i ~ i ~  fro111 h:~nd-to-hand c o ~ n b a ~ .  01- usc 
l 'o l lo~ \  -up ~ ~ i o \ c \  10 eng~19e c11c11:y 1110dc1s 111 h a n d - ~ o - h ~ ~ n d  
c(11nba1. The Iaiyer pal-I 01' the .;quad m;ly continue ro tight ah 
IIOI-II~;II. .As \(,on :I\ thc ~ u o  part \  arc w i t h i n  cohcrenc> 
di\t;l~lcc r h q  1hcc111ne a \ i~lglc' entit! i l y i n  
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Remains in Play 
Some p s y c l ~ ~ c  poive1.s continue lo  ha\c all clt'ct o \er  \ c \e r~ i l  
turns and to indicate this rhe c;ircl " rc~l~; i in\  in pl;~!". r l  cilrd 
which reln,.illi\ in  pl:~!, qhoultl be pl;~ccrl I'acc up nc \ t  to ille 
target. or next l o  thC psyher. so th;it i t  curl he well. I n  [he cnsc 
01'  some ot  thcac paychic powers the c;rrcI ~ t \ e l l '  ; I~I \  a \  ;I 
marker: othcrs are suppl ied w i t h  scparalc marker\  o r  
templates to use. I f  pl;~!cih PI-efer not to l i ~ t e r  thc t;lhle \r i th 
card\. then carils \A kich ~ c ~ n a i n  In play nla! be 1,lact.d I'ace up 
either a1 the table edge. on ;I aiilc tuhlc. or on an! con\ c'nicrit 
\li!l'~icc. 

I f  the psychic power has an cffect wh ich  dpplieh in  each 
subsequent psychic phase apply the effect at the beginning of 
each following psychic phase after the warp cards have bccn 
dealt out but before any psychic: powers or warp cards are 
used. This applies rnostly to ongoing psychic powers likc the 
Inqu is i t ion  power  "Holocaust" o r  the Weirt lbo) ps!chic 
power "Deathwave" which require dice rol ls to determine 
their effects in  fol lowing turns. 

While a card remains in  play i t  cannot be used :\pain. The c'ircl 
remains in  play tor the rest o f  the battle unless 11 is null i f ied or 
the psyker chooses to end it. Most psychic powers also end i f  
the psyker is  slain but sorne. l ~ k e  the Eldar psychlc power 
"Doom", continue. The psykzr may always decicle 10 end a 
psychlc power d u r ~ n g  his turn o f  any sub\equent psychic 
phase (but not the psychic phase in which i t  is p l qed ) .  Instead 
o f  p lay ing one o f  h is powers he opts to pick up a po\\rr  
already i n  play. The psychic power card is relno\.cd from thc 
table and placed u,ith thc: psyksr's psychic powers just a> ~f i t  

had been null i f ied. The psychic ponc r  card cannot be uyecl 
unti l  the i ~ l l o w i n g  p~ych i c  phahe. 

A number o f  powers have an effect that lasts fro111 one psychic 
phase unti l  the beginning of'the next psych~c phase. Typical 
examples are the Eldar power "Battle ['ate'' and the Librarian 
power "Prescience-'. Though these powers do continue to have 
an effect their duration is strictly limited and terminates at the 
very beginning o f  the next psychic pha\e. Recause o f  this they 
are not subject to the norlnal rulcs for powers which remain in  
play and can be playcd (w i th  rhe appropriate force cards of' 
course) in ever-y turn. 

Psychic Powers 
in Hand-to-Hand Combat 

VEHICLES 
P\!chi~. po\ \cr \  \ \ ~ l l  olil!. .~llec.t \ ~ , h ~ ~ , l t . \  i l ' i r ic! i n i l ~ c t  1111. 

\ v i ~ h  ;I Srrcngth \aluc \ tate~l  011 the p\ychic. po1vc.r c;lrtl ,)I- i! 
the c;irtl 11\cll include\ rule\ for lio\r it \r OI'L\ ill COII~IIIIL~IIOII 

\\it11 \chiclez. \(I other ps!chic po\\cr\ ul ' l ' te~ \-ehicles. Thi, 
~rulr  a p p l ~ e i  ecluall! to hen~~ l ' i c i ; ~ l  po \ r c~ - \  I ~ k c  ttlr I. i l>r: l l .~;i~i 
po\vrr ..II-LIII .A~-II~" ;I\ \re11 :I\ other- 110\vcra, 111 111e ~ ~ I - I ~ L . L I ~ : ~ I -  

C;I\L. of' Iron .A~.rii thc po\\.cr cloe\11~1 \+.orb 011 \etiicIc\ b c c : ; ~ ~ i \ ~ ~  
it Jocssn'~ \a! >o on 1hc card. Tlii, rule i \  \e r \  important - 11. 

! OLI J o n ' ~  >tick to it ! nu ' l l  find r h ~ r ~ g \  rrl \ ci! 511,111gc' \ cr! 
clliickl!. \ \ r t i ~  ~ e l c p o r t i n g  Lar~cl  K;~!cle~.\ d:;d prc\c~ic.nt 
Prcclator-\' 

Vehicle Hit Location 
Unlc\> ;I p.;ychic attack nornlall! hit\ 111e t11\1 1nodt.1 In it\ P;IIII 

no \eparate hit locxtion roll i \  srquirecl. Set the note\ abo\:% 
tor \peci f ic \  on \ \ o ~ - h ~ n p  out hi t  lot~, t t~on I'or r;1c11 l r ~ n d  
p\ychic attack \ ersua \ chicle\. 

Armour Penetration 
A separate orlnour penetratic)n ro l l  is required for each h i t  
inflicted on n \chicle (most powers \vill only i:!?'ict one hit). 11 
the penetration ro l l  equals or  beat* the armour value of' thr  
location struck roll tor tlumagc (311 the appropriate table just a \  
you would for u normal weapon hit. 

I n  sollie cascs the armour penetxition \ ;rlue o f  phychic attack.; 
u . i l l  be htatecl 011 the powel. card. indeed some pou,el-3 
circumvent the arlnoui- a l to~ether ;ind a-ill affect a rantlonll! 
selected crewman instead. H o w c ~  er. unlesr the card stares 
otherwise. psychic attacks with a Strength value always ha\e 
to penetrare the vehicle's armour or hit an exposed creulnan 
to do any darnage. Such p \ y c h ~ c  attacks have an arnlour 
penetration \ d u e  worked out i n  the wme u a y  as close combat 
h ~ t s .  Th is  mcans that e hit  f rom a psychic attack umith a 
Strength value wi l l  have a penetration v:ilue equal LO: 

rhe Strength o f  Lhe attack + any variable darnape i t  infl icts 
+ D 6  + a bonus penetration dice shown below. 

Psykers can use psychic powers in  hand-LO-hand combat Penetration Dice Nor 2 +ID20 
without any restrictions. Some psychic powers l ike the Nurgle 

power "Allra of Decay", can only be used against For example. the Adeprus power "Lightninp Arc-' inflicts a S6 

opponents i n  hand-to-hancl combat w i th  the psyker, 11 is hit  causing D 3  wound$ on the target. This means 11 would 

that casualties inflicted by a psyker using a psychic have an arrllour penetration value o f  6 (the attack strength) + 
power in  hand-to-hand combat a $quad lo  take DR (the variable damage) + D6 (the normal penetration dice) 

Break rest for suffering 25% casualties. + L, IT! (the bonus penetration dice). 
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PSYCHIC POWER COMMENTARIES 
The psychic power commentaries should be read alongside the 
ps!.chic power cards themselves. There aren'r co~nrnentaries 
for al l o f  rhe p t rch ic  powere as nian! arc I-elatively straight 
l'orwurtl i ~ t i t l  nred 110 extra explanatic-~ri. Tlie i.ori~~iieiitaries are 
arranged hy di.icipline. 

ELDAR RUNIC POWERS 
t idal- r ~ ~ n i c  powers mostly rel\ on the ~ ~ ~ b t l e  channellirie ;trid 
redirection o f  the flow o f  the Lbarp to brill; ari effect by indirect 
mean>. Thih is became too :reat a disturbance In the warp w i l l  
bl-ing the attentions o f  Slaanrsh. the bane o f  the Eldar. Most o f  
the EIdar power\ requirt lew lorcc c i ~ r t l i  to use so U'arlockh 
and Far\eer\ can be relied on to use their pou,el-5 frequently. 
often \irhct;int~nll! rnhanciny rhc Eldnr ~1rou11d them. 

Guide 
G~i ic lc  i \  an i ~ n u \ u ~ ~ l  pov.er hec;iu\e i t  must be used i n  
conjuri'tio~i n i t h  ,~notht,r lllodel. but i t  can be \.cry polcnt tn 
conibination I\ ~ t h  [hc .  right \\eilpon ~ l n d  ha5 thc ad\,;uitage of 
br ing cheap to u \ r .  The shot is \uhjecr to ill1 the norrnal rules 
for Fire arc>. line ot,ight. etc. Guidc has IIO additional eftect on 
template *capons \uch a\ fl;~mer\. though it can bc used on 
then1 to fire 311 extra shot rn the p>ychic plia\e. A >hut Srorn a 

D-canno11 1 1 1  de\ raie once \\tie11 fired using Guidc. rather 
t l i ~ r i  tu ice a \  i \  r~orrnal lc [he c a w ,  which I\ a partici i larl> 
de;ldl!. conlb~natron. 

Fortune 
Fortune is useful  b e c a u ~ e  i t  
help\  l o  couriterbalance the 
natural fragility o f  I . ldar  
warr iors by bolster ing their  
armour saving throws to a high 
level. I-ortune only adds to the 
j av ing  throw o f  physical  
armour.. i t  has no ef fect  
whatsoe\.er on force fields o f  
any kind. Note however that i t  

is possible to have an automatic 
( ie 1 + or  cven 0+) savir~g throtv 
with Fortune. u 
Destructor 
Dectrucror is one o f  rhe few offensive Eldar powers. I t  is very 
polrut arid relatively easy to power up, being mosl useful for 
dri\. ir ig enemy troops out o f  an arza or position becairse i t ?  

gradual progreys is so unnerving. Destructor is also quite 
powerful against vehicles because o f  its high Strength. though 
it is blocked when i t  strikes a vchiclc. Thc Destnictor template 
does not block line o f  sight but i t  w i l l  score a S6 hit on any 
inodels which move over i t  during thc turn unless they rol l  
equal to or ~ l n d r r  ihcir Initiative. This means Destructor can 
also be useful for blocking a route o f  advance or retreat for the 
eneiny. 

Executioner 
Thc Executioner power ic very useful because i t  allows you to 
pick o f f  opposlng modclc wirh a great deal o f  precision. The 
Warlock docs not have to be ahle to see the rnodel(s) he wants 
to attack. so he can attack any model within (8". Vote th;it the 
use U S  (he power  doesn' t  move the War lock 's  psychic 
projection arountl from opponent to opponent. T h ~ s  means that 
i f  the Warlock wants (O attack several enemy models. the 
model:, must bc,c losc enough t o  each other so that the 
LVarlock niodel can be placed in  base-to-base contact with all 
o f  them. 

The casie\r \&;I), to chcch t h i ~  is to place a marker at thc 
LL'LI~IIIc~'~ CI I I . I .~ I~~  po\itiori ilnd then move Lhe Warlock niodcl 
anywhere within 18". If thc modcl is placed i n  contiict with 
multiple models rlic Warlock can make an attack on each of  
t h r ~ r l  av,uniing hc' expended the requisite number ot' I'orcr 
c:rrds w.hen hc played the power. The W~tr lock  car1 use an) 
close c t~ lnb~t r  neapons or w;li-ge:ir- he is equipped with in  tic 
fight\. I f  rhe U'ar-lock lows ariy o f  the combats the power i\ 
nu l l i f i c t l  i~nnlediatel? and any further att;icki the W;lrlock 
eupeiitled foi-cr cards ko makc 31-e lo.;t. 

Doom 
LL hen a mot l r l  i\ 'doomed' the number ot'u.ounds inflicted on 
i t  i\ doubled alicr saving throws have heen made lor  arriiour. 
l i c l d ~  etc. Dooli i  i\ surpri\in:I? cffcctive and ;ig;liri w r y  cheap 
lo cncrgisr. r l ic  corlihined u\e ol'lht. Doom and Guide pouc~ - \  
h a \ c  b ~ . o u s h ~  about the do\\l i l ' ; i l l  o f  Irian! ;I pou,erl'ul 
C~,I~;ICICI.' 
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LIBRARIAN 
PSYCHIC POWERS 
The bulk 0 1  I I ~ I ; I I . I ~ I ~  I )OUC~\ I  coIiccntI.;Irc 011 IIIT t . ~ ~ l l ; ~ ~ i ~ ~ e ~ l l i ' ~ i t  
ancl prorectloli ol' thc I.ihr;lri;~r~ h111i\eli or tho\? : ~ h o ~ ~ t  h i ~ i i .  
This rellect\ thc I.~hraria~i'\ \oz;~rlol i  ;I\ ;I \\.;irrioi. lnonk ant1 
l iou  the). ha\c Icarned ro per lb rn~ s~lpt.r-hu~~rali II;II> \\it11 the 
ait l  o f  energ!. 5iphoncd o f f  fro111 rhe ua rp .  Space l-Iarlric 
I.ihrnri;ln\ are ar their h c t  ill the thick ol' the action \4llc.rc 
their extraordinar! nhiliries car1 r;~Lc. ili1nicdi;lte r l ' tc~.r .  E \ c l l  
Gveater Dacliion\ re;lsoli lo I'c.rr the arte~i t io~i \  ol a lii;!ll 
Ic \e l  Sp;~cr h1;lrrne Lihr;ll.ian! 

Psychic Shield 
The sa\.inf rhrou given h!. a p\!ctiic Shield \ l lc~irld 1101 hc 
confusetl with an :Irrnolll, sa\,lng thro\r.. 1 1  is riot rnodlficd at all 
and i\ ~,olled agirrtlqt e:~ch u,o~rncl ilic L~I)r .~l~. i i l l i  ~LIIIc'I\ ~.;~tl ier 
than each wounding hi t  he r:lhe\. For example. a L ih ra r~un  
wi th  a psychic \h ie ld is  n ~ t  and woundecl h!. :I lascannon. 
Unsurprisingly he fails his arrnour saving rhro\v ;lnd lake\ 
2D6 wounds from the hit. The 2D6 roll is 7 (;in average rol l )  
so se\,eli D6's are rolled for the psychic shield. wirh each roll 
of 3 or more negating I wound. 

Although rhe psychic shield w i l l  protect the Librarian frorii 
thc effect\ o f  a psychic attack i t  doesn.1 null i fy the at~;tck. I f  
the Librar ian is attacked b! a power thilt ilsey a te~i ip latc.  
Hellf ire t'or example. the psychic 5hield wi l l  saw the Librilrian 
from any wountls on a D 6  roll of -1. 5 01. 6 .  Other- targets are 
not protected and are affected whethcr the 1.ibrar1an saves or 
not. Remember that the psychic .;hield is  nutonlaticall! 
nul l i f ied if i r  successfully protects the Librarian az;~in.;t n 
psychic attack. 

Teleportation 
When the Librarian plays this power he is allowed to ro l l  rhe 
dice for distance before deciding wIie1.e he wanrs tu nlo\.e to. 
I f  he telepons into hand-to-hand combat ancl then other enern! 
models charge ~n to fight hin1 dur-~ng the fol lowinr rno\.emsnt 
phase both the Librar ian and [he charging e n e r n  models 
count the Combat Score bonus for  charging durin: the first 
round. 

Prescience 
Prescience on ly  al'fccts dice roll.; made by the L ~ b r a r ~ a l i  
himself so i t  doesn't affect ro hir rolls or wound rolls made by 
the enemy against him. Prescience doesn'r afl'ecl rol l ing attack 
dice but i t  w i l l  affect rolls to null i fy psychic powers \\,hich are 
made in the same psychic phase as when Prescience i \  played. 

lron Arm 
The saving throw given hy l ron Arm works just l ike a force 
f ie ld saving throu,. I t  only applies to attacks and psychic 
powerc which infl ict wounds: i t  prov~des no defencc ; ~ ~ i i i l i s t  
powers such as Smite which ki l l  outright. However. l ron Arm 
is nor nullit'ietl when i t  IS used to sa\e agaii~st psychic artack.; 
as is the Psychic Shield pvwer for example. 

ADEPTUS POWERS 

Machine Curse 
3lac.hint. Curw onl! ;rl'lecr\ thc t l l i~ lg \  IIO~L-J (111 the car~l .  \(I i t  
cloe\~i't ,I~~;'L.I po\ \cr  ;lr~liour. Force field\. grenade,. hii~rri',. 
\ca~ilit*r.\. juliip p.lcL\ CIL'. crc. .\I.IL.~IIIIL. C'III'\C \ \  i l l  ~ ~ i i l i i o l ) i l i \ ~  
\upport \ \ eapo~ i \  \\ h ich IIJ\ tI1e11 i)\\ 11 l i . l o t i \ ~  p o \ \ c ~ .  ,11111 

,2r;1\ plirl I 'or l~ i \  d \  \+ c l l  ;I\ \ ~ c l i ~ c l ~ ~ . \ .  Dl  c ;~L I I~oL I~ I~ I~  :111d other 
\.ehiclcs \\it11 a L\-eapo~i Shill uill not he ;~hlc to fish! in halid- 
lo-h;lntl conih;~t \\ hile at'l'ecle~l h! Jlachinc Curse. I f  [he! ,~rc 
arr:rcked i n  hancl-ro-Ii;~liel cornbar the! u i l l  ht. h i t  
;~~ltoniatlcall! l l k r  normill \ t .h~c l r \  ln\trai l .  

Assail 
M,'hile ;I[ I'irsr glance A s u i l  appear5 rather h;1snilc5s i t  i\ in T;lct 
;I \c r )  ~ r d ' u l  power. particul:~rl! for \ho\.ing enen)! model\ 
In lo hand-tv-hand combat. out lnro the open or Inrcl b a s [  
m;lrLrr\ or pr)chic efl'ect template\ It c;ln alho he n\ct'ull! 
emplo!,ed for pushing elielliy I i io \e  or  fire ueaponh out o f  
:<ight ho that the!: hate ro nii\s [hell- nest .;hot regaining rhelr 
position. .At ;I pinch 4ssail ciln a l w  he used lo  mo \z  a fl-iencll! 
~ l l o d r l .  but i t '  :I model is pushed I I~ IO I ia~ld-to-l ial id ~.ori ibot 
lieither side coulits a \  charging. 

The Gate 
\Vith planning.-The Gale can bc consiclc~xhly morc pouerful 
than Displacement. thouyh i t \  effects are ~ l t ' c o u r \ e  less 
~r i in icc l i~~te .  A degree o f  c;ultion i\ :il\o \\.isc ;I> I t  I.; entircl!, 
po.;\ihlc t'or enem! t roop> to 11iaLz u5e o f  the :;tie too !  

Both pale markers Inust be placed \\-irhin 18" of the psylier but 
there i\ norhirig lo crop then1 being placed ,,u 1h;11 one i \  IS" in 
front o f  him and the other is 18" beh~ti(l to forni a runnel LIP ro 
36" long. It is pos\lblc to pl:lcc a Gatc lnnrkcr out o f  51ght o f  
the pcyker - inf~cle a huildi l lg 01- hunkcr for exnli~ple. l,ut 11 

can'r be placed in  or o n  a mobile feature such :IS ;I vehicle. 

You can niove through the gate bur you can't shoot or uhe 
psychic powers ihrough i t .  In I'act. the Gatc rtiarker\ block line 
o f  slglit through then). Ir is possible to enter o r  exit a :ate 
through eilher side o f  the marker (wei1.d. eh!). 

Displacement 
Displacemenr can be usrtl 6n friendl! troops anyuhere on the 
hartlet'ield. I f  you place model \  on a pinnacli. or- other 
precarious position ancl tlie ~nodels ubsecluently t'dl ofl '  they 
al-e judfcd ro have actually fallen o f f  and wi l l  suffel- a wound 
on a 1.011 o f  4.5 or 6 on a D6. nornial a~-mour save\ applv. Note 
that Displacemcnr ma!; not be uscd on tehicles at all 



PSYCHIC POWER COMMENTARIES 

I INQUISITION POWERS WEIRDBOY 
~ h c  Inquis l t lon powur\  dre rno\tly d~ rec ted  at combatl l l f  PSYCHIC POWERS 
tlacmons and psykers or bringing down mass destruction on 

The Orh Wcirdbo) "discipline" is undoubtedly the most brutal 
[lie foe. Thougli [~iqu~.;~tor-psyk-rl.s and Greq Knights must 

<el ol' powers available. Nearly all o f  the We i rdhoy~ '  powers 
always take at leaht one power from this dizc~pline it':, worth 

are attacks o f  one sort or anorhcr. though the Waaagh! power cousidering taking somu f rom the Adeptus and Librar ian 
i b  usefill for enthusing da Boyz when they charge into hand- 

disciplines i f  vou aren't battling Chaos or Tyranids. though 
to-hand combat. Thoush many Ork powers are expensive to 

the bulk of l nq~ l is i t lon  powers are sti l l  useful ngi~inst  lnost 
energise. the Weirdboyz' slhecial abil i ty o f  using any warp 

opponents. 
card as a force card makes i t  easy for Ork players to hi t  their 
opponents with a barrage of psychic attacks. 

Purge 
If pqychic 

Psyker 
fccdback occurs i t  can't be b1ochi.d with LI Nulllf! 

card or A .;pec1;11 u i l ry  c;~rd such a\ Retlecr~on. Howe\er. 11 is 
po5hihle to .;a\e a_rainst the damage with an .4egi\ suit. o r  a 
p o u r r  l ike P\ychic Shield. i \ura ol' Fortitude. Stl~'11gth ~ t '  
4111id etc. 11' 3 squad 01' Grc! K n ~ ~ h t . ;  is affected b~ psychic 
feedback onl! one model in  the q u a d  Ithe model nominated 
as using the power) i affected. 

Aura of Fortitude 
.4urc1 of' Fortitude is an in\.;lluable power in  the prehence o f  
daemon5 2nd T! v;lnitl\. Sq i lad~ n l t h  e\:eli O I ~ C  o f  the~r  ~nodc l>  
v.lrhi1i 9" ol' the I ) \ )  her g ; ~ i n  the h e n e f ~ t ~  ot' incl-eased 
Leaclership. t l i n ~ i ~ h  all! 1iioJel3 not within 0' do 1101 gain the 
p\!chic sat i l l? t h r w  

Vortex 
\ ' o [ . ~ P s  I \  prohahl! one 0 1 '  the lno\ t  W L I ~ ~ I  ~1t'ti.r ps! chic 
po\\.t'r\ in  I l a rh  \ I i I I c . r i ~ i ~ u ~ n  bcc;rli\c ot' i t \  poic1it1,11 l'or 
Je\a\ [ ;~t io l i .  Once the \orteu has hccn crcatcd ;~nd m;de i t >  

11iit i i11 ~ i i o \ c  ii .ICI\ e\:lc~l! like ;I \OI-I~.\ c.re;itecI b! :I Vor t c l  
~ ~ - c ~ i ~ i c l e .  w e  thc I . L I I~>  for \'OI.ICY ~l-cn; l l Ic \  i l l  tlie \Vi~rce;~r 
Ihooh 101 .  1 i l rrhe~ iIc1ai1.k 

Holocaust 
I ~ ~ I I O L ~ ~ I ~ I ~ I  I \  , I  i I i t l ' l ~ ~ i 1 1 1  p o \ \ e ~ .  10 LI \C  lp-.opcrl! hut I \  \o 
~~o\\c" l 'u l  rli:li II ~;III \ \ in  thc battle l iw \o i l  i l '  i t . \  ~)la!.ed ;I[ the 
risht ~ i~ r ) c . .  Thc px! Lc'r 11.i11g I IO~OL.;ILI\I cannol rno\,c. shoot or 
LI~I , ~ ~ i y i l l i ~ i g  c l w  I V  lic lL~lI, to ,lop 1 1  OI.L.IIOO>~\ IO co l i t i n~~e  I!. 

Da Krunch 
Da Krunch i s  best at squashing vehicles flat, as they don't get 
an opportuni ty l o  dodge unlcss they have an I n i t ~ a t i v e  
characterisric (like 1)readnoughts do) to rol l  against. The foot- 
\tiaped template for Da Krunch is double-sidcd and can be 
uscd a:, either a right So01 or a left foot at the Ork  player'!, 
discretion! 

Death Wave 
L)cuth \+a\e IS a particularly deadly power especially i f  it is 
lined up properly to  sweep along a l ine o f  enemy troops or 
vehicles. Death Wave is unusual bccause i t  remains in  play 
until i t  is successf~~lly null i f ied or leaves the table: i t  cannot be 
taken back into the Welrdboy's hand in a subsequent phychic 
phase. I n  effect, once the Death Wave has been energised i t  
muyt be actively blocked or allowed to run its course. 

Waaagh! 
Pzykers h h o  are knocked flat by the Waaagh! can gel up again 
In their next movement phiise for  free hut in  the meantime 
count onl) half their Wcapon Ski l l  (rounding up) i n  hand-to- 
hand combat. The re-roll on 1,eadership tests for  Orks and 
(;I-etchin w ~ t l i i n  r a n y  applies in addition to re rolls fcr battle 
hanners and the like. 

Squish 
Thcre i \  no \illiple \v;.l! ol' csc;lpi~ig [lie effccr\ o f  Scli i~\h \ilch 
.I> \.ia ;I Di\placer field or b> dodfing. and savinp throws have 
to hc niade i ~ ~ a i n t  each hit inl'lictcd. It' Squish i\ used a~a ins t  
:I \ehic lc rol l  r a ~ i d o ~ i i  Iocationz for C L I C ~  1311 i l i t ' l i ~ I cd  r ~ ~ i l i ~ r  
th,l~i se lec t ln~ 3 \iligle locatio~i ;I\ rhe target. 

Kop Dis 
The rnodcl \ [ ruck  I\ hur led  b ; i c k ~ ~ a r d <  i n  a straiphr l inc 
cl i l-tctly 3 ~ 3 ! .  fro111 the U'eirdbt,. so this power i s  most 
eCFecti\.c if the Weirdhoy has rnovecl into a sood positiorr it1 
rlic l'irst place 
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SLAANESH 
PSYCHIC POWERS 

Acquiescence 
Though Acquiescence has a continuing cI3'cc.t  he power c a d  
itself'doeh not remain in  play. This means it can be useJ (111 

othcr victitns in subsequent psychic phase\ e \cn  it' the I'ir\t 
victim is { t i l l  arfccted. A countel. marked w.ith the s!.mbol of 
Slaanesh is includcd in  Dark M i l l enn iun  to n ~ a r h  \.lcllrns o l  

Acquiescence or The Bearn o f  Slaanesh. 

Beam of Slaanesh 
Like Acqu~escencc: thc Beam o f  Slaanesh has a continuin: 
effect but the card itself doe\ not remain in  play. so i t  can bc 
u<ed on other v ~ c t i ~ n s  in subsequent magic phase\. 

Fleshy Curse 
The Fleshy Curse also has a continuing effect b i l l  does not 
remain i n  play. I n  the case o f  vehicles. only exposed crewmen 
can be attacked with the Fleshy Cursc. but the). w i l l  inf l ic t  
damage to their vehicle i f  they turned into Chaos Spawn. 

TZEENTCH 
PSYCHIC POWERS 

Tzeentch's Firestorm 
If the correct models are not available the Pink Horrors are not 
created. It may be possible to place the Pink Horrors created 
by  this spell d i rcc t ly  in to  hand-to-hand combat w i t h  the 
survivors o f  the firestorm. I f  this is done the enemy unit ~ 1 1 1  
have to take a Fear test immediately (providing they are not 
exempi from fear) but no blows are struck unti l  the next hand- 
to-hand combat phase and neither side counts as charging. 

NURGLE 
PSYCHIC POWERS 

Plague Wind 
As with Tzccntch's Firestorm Plaguebearers created by this 
spell can be placed directly Into hand-to-hand combat with the 
survivors o f  the Plague Wlnd. I f  the correct models are not 
available the Plaguebearers can not be created. 

Aura of Decay 
I n  order fo r  models to c l a ~ n i  immun i t y  to this spell as 
"fol lowers o f  Nurg le"  they must bc obviously devoted to  
Nurgle. E g  they must have a suitably decaying banner. o r  be 
painted i n  pu t r i d  colours o r  marked w i t h  the symbol  of  
Nurgle. 

Miasma of Pestilence 
As with the Aura of Decay. models claiming immunity to this 
spell as "followcrs o f  Nurgle" must be obviously devoted to 
Nurgle. 

SQUAT PSYCHIC POWERS 
T h o u ~ h  the!. arc l ~ l i i ~ r c d  i n  [he i r  ;~ppl~c,at ions [he Squat 
psychic pouer\  are potcnt. tlri\.en a \  thck arc h) the .L\nce.;tor 
Lords' torn~it l ;~ble w i l l  powcr. 

Force Dome 
I,oi.ct' Llr.111~ is LI USC~III p o ~ e r  hec.;tu\e ii can be used 10 entmp 
cncnl! 111odrls or  to p~-c?tec.r I'ricndl! ones i n  an r p o s e t l  
po\ition. 4lotlclh onl! half \ \ i [h in the dome can choose to be 
in31clc (11- o ~ ~ r \ i t l e  it ill the d i \c~ 'e t io~ l  o f  thc owning pla!.er. I f  
nloclt.l\ honi  both siile\ 21-t. caught in\ide :I Force Dome i t  I\ 

po.;\ible for t l l ~ i 1 1  to \hoot and u\e p \hch~c  poHer\ on each 
other and/or mo \e  i l l to hand-to-hand combat with each other. 

Domination 
1 1 ' 5 ,  iiliportant to noti: [hat the 11iodi:I bec0111cs thc pt~ppct o f  the 
coritrolling plaler. but on l j  for an instant. The affected model 
u ill not do  anyth ing o u i r a ~ e o u s l y  \e l f -destruct ive.  The 
simplesr way to judge whet he^. arl action is legal i s  to consider 
whether )ou would do i t  u ~ t h  your own troops or chal-acrer\. 
-The) u ~ l l  not. for example. con:rnit \uicide. hurl the~nsel\.es 
off cliff.;. drop or 2ii.e away eqi~ipmcnt. wcapons or \varcear. 
break 01- lea\;e the table. Dominated psykrr.; may not use rhcir 
powcrs. I t  is pertectl!. accsptablc for the Squat pl;~\;er to hi-cc. 
the dominatccl model ro fire at his colnpatriots or to m o \ e  
dominated models into dangerous positions [hat expo\$: rherii 
to I'ire. charpes etc. 

TYRANID 
PSYCHIC POWERS 

Psychic Scream 
It 's i~nportant to notc that only a sinrle 3D6 rol l  is made for 
each psykcr. Thc score rolled is then comparetl to the p4yker.s 
Tougl i~ iess and Leadenh ip  characterlsr1c3. A3 is usual lo r  
psychic attacks no nlodifiers for other chnrncrer.;' Leadership 
or re-rolls apply to t h ~ s  roll. 



WAAAGH! POWER 

WAAAGH! POWER 
Orks and Gretchin have a rnetabol~s~n which is quite unlike the most susceptible mind in  the vicinity - usually that o f  a 
that o f  humans. and as their physical makc-up i z  entirely Weirdboy. The Waaagh! resonates within the Weirdboy and 
different i t  is hardly surprising that their pcychological niake- he beco~nes suffused wi th  its energy. d r ~ v e n  w i ld  wi th  
1111 is different too. This has a profound effect on ,he way Orks excitement and pain. I t  is so difficult to contain the growing 
and Gretchin interact with the warp. Whereas other creaturcy power that the Weirdboy may die in  a pal~icularly spectacular 
w ~ t h  psychic powers utilise the raw power of the warp. Orks fashion i f  he does not find some way o f  releasing the pcnt-up 
and Gretchin generate their own psychic energy. p3ycliic energy. 

tach Ork and Cretchin unconsciously creates a weak psychic 
fielrl around hinlself. When they become excited. such as in a 
b:~ttle, this field becomes stronger and stronger arid nisrges 
with the pciychic fields o f  a11 the other Orks and Gretchin 
around them. 

This psychic energy is perceived by thc Orkc as il feelin? o f  
communal excitement and invulnerabil ity known as the 
Vvaaagh' As the Ork  boy^ march i n ~ o  battle thcy feel strong 
and unbeatable as  the rnounti~ig spirit o i  the U-aiiaph! 
overtakes thenl, This unique field interferes the Wcirdboyz iearn at an early age that the Only Way to avoid 

powers of other races and so Inakes orh5 tlrld Gretchin difficult cxtremc pain and eve11 death is to allow their mind5 to vent the 

to affect with p\)chic attacks. At thc time [he power- ~ I I  ~l lount ing energy i n  the form o f  a destructive psychic 

the M.'n;raph! can he focused by Ork Weirdboyz to unlea\t, manifestalicln. In an Irnniature Ork this may take the form of 

tcrrifyin? destructive psychic assaults upon their enemies. uncontrolled poltergeist activity in  which objects mysteriously 
f l y  i~bou t  the room or smash onto the floor. The mature 

Ork Wcirdboyz are. through a fluke of yctict~cs. particularl\- Weirdboy learns control and [he,,., to his 
susceptible to the powcr o l  the Waaagh! When other Orks advantage in the form of powerful energ) blasts or ri,diant 
a1.0~11id them become excited and their ps)chic field g l o w  psychic powers of dcstnlction. 
htrongly. rhe power of the Waaaph! tr~es to find sonlc means of 
discharging ittelf. Like i t  or not. the power \.el115 itself through The Ork Weirdboy is rccognised for what he is at an early age 

- hahenever his mates brawl or argue his head starts to hurt. 
lights tlash in  front o f  his eycs. and then things start to happen. 
Solid objects are hurled about as i f  by invisible hands or just 
shatter apart. Bolts of lightn~ng shoot from h ~ s  head. his eyes 
glou bright red. and noxious steam burbles from his mouth. 
%'lien this happens i t  i s  all too obvious [hat the poor Ork i s  
dcstined to becornc a Weirdboy i f  he survive\ long enough. 

Weirdboyz are dangerous to be around and other Orks tend to 
shun them. They are forced to wear distinctive costurnes so 
they can bc easily recognised (and avoided) and sent out 
heyoud the confines of the camp to commune alone with the 
Ork gods Gork and Mork. A l l  the largest Ork communities 
have a specill1 Weirdhouse where the W e i r d b ~ y ~  are confined 
most of time. The Weirdhouse has to be careiully placed far 
enough away from the firing ranges and the Speed Freeks' 
race rri~cks to avoid a wi~ve of Orky excitement setti~ig off the 
Weirdboy L.  

Gork and Mork 
Cork and Mork are the Ork gods. crude brawling figures in 
Ork lepends \\,lie embody the spirit of the Waaagh! The Orks 
tcll lerends about how mighty Gork and Mork are. about how 
Ciurh i h  the strongest tliirig in thc 'ooniver.;~ and Mork is the 
most cunning. Orks clon't worship Clark and Mork. or pray to 
them in ti~neh of adversity they know that their gods ;Ire a h  

ljhely to stompall over puny I~t t ls  Orks as pay any ancntion to 
them. The howls of gleeful Orks careering into a fight. the 
thunder 01' guns and the roar 01' explosions are more fitting 
prayr!-s to Gork and Vfork. The Orks dedicate their const;lnt 
battle\ ;ind countless war\ to their gods. and even bui ld 
mon~trous 51nokc-belching war niachines in their image 
:real rr~et;rl idols called Gargants. 



WAAAGH! POWER 

We~rdboyz spend a lot of tinlo drink~n!) Cu11yu5 bcer tvh~ch 
causes wild and colourful h;~llucinations to dancc arountl thcir 
brains. so even when they ;ire f'trlly con\ciou\ they tcnd to he a 
bit stranFe. They are convinced that Garb and Mork arc r u l .  
as they have been them in their (Iream\. :rnd that ~f the! cat1 
ciill upon then1 when the spirit o f  the Wailagh! i\ :reat. they 
wi l l  avuid the ~nevitable head csplosion. Man! U 'c i rdbo!~ 
rnanifcst their psychic powers b) chanting to GorL ;~ntl hlork. 
requesting one or othcr god's ;I\sl\tance in thc battle. So. I'or 
example. Da Krunch i s  ;I psychic power which calls upon 
GorL to stamp his great big Orky I'oot riglit on top of the 
st inkin'  enemy. Becauhe the Weirdbo) 's fc\erecl brain 
c o ~ l i u ~ e \  such a spcct;~cle w h ~ l e  vossessed ot' a nlas<I\.e 

The Dangers 
of Waaagh! Power 
Duriny thc p.;!chic pha.;c IIIC (3rk pI;~>cr I\ de;~lt h:11fthc 
nunlhcr of uarp carils rolled l'crr the uarp l'lu\ ;I\ ~ ~ o r l l i i i l .  
thoufh the uarp cal-ds  he Ork uses at-c ~ICILIIIII! ~CII~I.;II~~ h! 
t l i c  Orkh themsel\cs initri lt l  ot being drn\in t'ronl the \ \ ; i r j~  
Before an!. ps!cliic po\ver< :lrc pla>ed the 01.1; playCl- II:I\ ro 
 roll I'or each of h ~ \  LL'eirdbo?/ to her i f  the! can con~rcll IIIL 
power 01' the LVaaagh! properl! . C;~Ict~l;itc ho\x 11111~11 

U i~aagh!  poucr each LLeirclbo! hn\ abzorhcd on the 1'ollo\i.111~ 
table: 

amount of psychic energy a big green ectoplasmic toot may 
well descend to crush the enemy 

Any number of Gretch~n 1 

WEIRDBOYZ IN BATTLE 
Ork armles don't have psykers (unless they havc allies with 
them). they have Weirdboyz instead. Weirdboyz blast the 
enemy with waves o f  01-ky power capable o f  destroying 
enemy psykers and even daenionb. Their psychic poucrs tend 
to be o f  the crude bur effective ~ q i - t .  low on subtle 
manipulation but big on raw energy. On the tabletop 0r.k 
Weirdboy7 act as a focus for the power of the Waaagh! so they 
don't have to concentrate on gathering pvwer from the warp 
flux: energy pours into their bodies from the excited Orks ant1 
Gretchin around them. 

A Weirdboy must constantl) try to b u ~ l d  up the power to a 
critical point and then release i t  before it's lost or (ulp!) his 
head explodes! To make sure they ciln absorb enough psychic 
energy thc Weirdboya always try to stick with the mass ol' 
Orks - the danger i s  that i f  there are too few Orks around the 
Weirdboy won't gather enough energy to use a psychic po\*rr 
but wil l p ~ c k  up enough to bc in danger of son~ething horr~ble 
happening to him. It's not unknown for Weirdboyz in a really 
big battle to leg 11 off to a quiet corner of the battlerield until 
the Orks calm down enough for i t  to be safe to come out. 

Ork Weirdboyz are dealt psychic power cards at the beginning 
o f  the game just like normal psykers. They get a number of 
psychic powers from thc special Ork psychic power deck 
equal to their mastery level. Ork psychic power> tend to be 
cruder but more powerful than many normal psychic poicerz 
this reflects the raw energy generated by thc Orks in  battle. 

Up to five Orks 2 

Up to ten Orks 3 

Over ten Orks or any number of Madboyz 4' 

Any hand-to-hand combat in the preceding +2' 
phase anywhere on the battlefield. 

Draw one extra warp card lor each We~rdboy who absorbs a total 
Waaagh! power of 4 or more. 

The Waaagh' po\bcr 1s not cu~nulati\ 'e. rather qou aIuay\ 
count the s i n ~ l e  highe\t \ource o f  Waaaph! pon.er. So. for 
example. i f  a Weirdboy uaa H  thin I ? "  of ten Ork\ und sonic 
Grctchin you would count a Mraaagh! pouzr of 3 lor the 0rks 
and ignore the potver of  I tor the Cirerchin. 

Moclcls [hat ;Ire hiding or fleeing don.[ count lo!! ard\ thc 
Waaitgh! power (such unOrky beha\ iour doesn't generate i t ) .  
I f  an). hand-to-hand combat invol\.ing Orks. Gretchin or 
Madboyz occurred in the p rcced in~  hand-to-hand corr~bat 
phase anywhere on the battlefield count the +:! Waaagh! 
power nlodifier noted i~bo \e .  This i s  because Orks bust~n' 
hcads in hi~nd-to-hand combat gcnerate more Waaagh! powcr 

T o  control the Waaagh! pouer ro l l  a D6 and add the 
U'eirdboy's mahler! level to i t .  I f  the M1eirdbo)r'5 total score J \  

greater than the Waaagh! po\scr he ha5 absorbed he remains in 
control. I f  the roll is equal to or less than the Wdaagh! power 
the Weirdboy is in  trouble and has to roll on the 'Eadbangerz 
Table below. 

Weirdboqr that are more than 12" away from any Ork or 
t i re tch~n  models may be I'ar e ~ ~ o u g l i  away to escape the 
Waaagh! power providing no hand-to-hand co~nbat took place 
in the preceding pha~e. I f  this is the casc the N'eirdboy can't 
use any pvychic power$ but he can use warp cards lo nullify 
cnelny p~ychic atlacks az normal. The blessed relief of  getting 
away from the Boyz is that the Weirdboy doesn't have to roll 
to control the Waaagh! power either $0 he doezn'r run the risk 
of having to roll on the 'F.atlhangerz Table. 



WAAAGH! POWER 

The Benefits 
of Waaagh! Power 
Ork Weirdboyz never h a ~ c  to struggle to find the psychic 
energy fur their powers like other pykers - usually they have 
rather too much of it! To represent this an Ork player can 
counr any warp card as a force card if he wants to. so  a 
Weirdboy could. for example. pla! the Weirdboy power 
Death Wave (requiring three force cards) by using two force 
cards and a hullify card which he choose\ to count as a force 
card to inake LIP the number required. Nullify cards and other 
jpeclzl warp card\ cxpended as forcc cards by a Weirdboy ere 
tlr\c;lr-cletl when 3 psychic power iz played just like ordinal-y 
force cardc. They may not be used again in that psychic phase 
even if the power is cancelled ill  some way. 

Ork Weirdboy7 can albo draw must power froill thc CVaa~gli! 
h )  petring right In the thick of the action! Of coursc most 
W e ~ r d b o y ~  uoulrln't e ~ c n  coritemplate doing such an ~nsane 
th~ng. but t h e  niay not have a choice it' their Mindcrz dccidc 
to drag rhCm for\v;lrd. Ueirdho\/ .  who absorb a Waaagh! 
PO\:-el- of -I or morc yet an extra warp card ;is notcd on rhe 
rahle above. The t..ilra ~1;lr.p c ; l r t l (~)  irre i~dded to your hand 
, ~ n d  cun be used h) an! \4,eirdboy. they don't Iiavc to bc uscd 
b) rhc on? ~ c h o  ;~h\orhed a Wuaagh! power o f 4  or 1nol-e. Note 
that hou i t i l l  c t  the bonus harp  cal-d e l en  if the Weirdbo!. 
fails to control the Wauagh! power. though he may well lose i r  
azuin u hen he has to roll on the 'Eadbangerz Table. 

The nrtrural resilience of Orks and Gretchln is represented by 
the Nullify cards ;rnrl 5pecjal warp cal-ds drawn in the warp 
flux: i t  is not the conscrous efforts of the Weirdboy that stop 
p\)chlc attack\ (;~lrhough his presence help<). rather i t  is the 
Orks' and Gretchin's natural Orky toughness! 

Bec;~use Orks generate their own psychic energy they are 
unlikcly to draw thc atrention of' daemons in the wi~rp. 11 a 
LVcirdbo). has rhe \pcc~al warp card Daemonic Attack plaqed 
on hlm hc w i l l  only be affected by i t  on a roll o f 6  on a D6. and 
c ~ e r )  if  the card doe\ affect him he can still try to make the D6 
roll to avoid being dragged away into the warp. 

D6 Roll 13LIZL1 

6 "Yuuurgh!" 
The  Weirdboy struggles to  keep control but 
some psychic power slips out a s  poltergeist 
activity and swirling lights. Discard one warp 
card of your choice; the Weirdhoy is otherwise 
unharmed and can use psychic powers normally. 

5 Fuuzuzap! 
Bolts of  pure energy rocket out of  [he 
Weirdboy's ears, nose and mouth as he looses 
off his power involuntarily. Your opponent can 
draw one warp card at random out of your hand 
and discard it immediately, the Weirdboy is 
otherwise unharmed and can use psychic powers 
normally. 

4 " M y  'ead urts " 
The power buzzing around in the Weirdboy's 
head makes it far too painful for  him to 
concentratc. The  Weirdboy can't use any 
psychic powers this turn but he can still use warp 
cards to nullify enemy psychic attacks. 

3 "I've fergot! " 
The Weirdboy suffers a temporary brainstorm 
and forgets one of his psychic powers for the rest 
of the game; your opponent picks a psychic 
power at random from the Weirdboy's hand. 
Because he's busy trying to remember what he 
was doing the Weirdboy can't use any psychic 
powers this turn. 

2 "Ififink I'm gonna ... " 
The Weirdboy reels around for a moment before 
vomiting out an  explosive blast of Waaagh! 
power and collapsing in an unconscious heap. 
The heads of any models in base-to-base contact 
with the Weirdboy will explode unless they can 
roll equal to or under their Toughness on a D6. 
Head explosions kill their victirns regardless of 
a m o u r  saves and wounds. Place the Weirdboy 
model on its side - he can't move or fight or do 
anything else until the start of the next psychic 
phase when he wakes up automatically. 

1 'Eadbang! 
The Weirdboy's head explodes! Obviously this 
is an exceptionally fatal experience so rernove 
the Weirdboy as a casualty. The heads of any 
models within D6" of the Weirdboy will also 
explode unless they can roll equal to or  under 
their Toughness on a D6. Head explosions kill 
their victims regardless of armour saves and 
wounds. 
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WEIRDBOY WARPHEADZ 
Warpheadz are Wcirdboyz who h a ~ e  su r \ ,~ \ ed  enough battles 
for their minds to become totally saturated wirh Orky power. 
Whereas ordinary Weirdboyz sutler agonis~ng cpasms when 
they use their powers Warpheadz have bccn driven to tho 
point that they acrually enjoy it! They become co exhilarated 
by the near-fatal cliscliaf-ges of pych ic  energy they unleash 
that [hey suffer from1 n mad sort vl'addiction and a~ tu~ i l l y  seek 
out excited Orks and battles whenever they can. Warpheadz 
ale quite unlike thc moroce Weirdboyz. heir~g full of manic 
energ) i ~ r ~ c l  overconfidence. rechle5sly plunging into thc 
thickest fighting whcncvrr they can.  Warpheadz are also 
possessed of a low cunning ant1 often give their Minder7 the 
slip. 

Of coursc [hi\ I \  a real headache tor tlic Warbosc - the cra~ctd 
Warphead will constantly escape from the Weirdhouse and 
sneak off to find some brawlinp Orbs or- a nice close-run 
Gnashcr Squlp eating competition so that he can soak up the 
psychic energy thc Orks produce. Before anybody knows 
what's happening half the camp has been levelled by the 
Warphead blasting off random bolts of raw energy just for the 
thrill of i t .  Warplieadz are too useful to just boot our o f  the 
camp because they have become far more powerful than 
ordinary Weirdboyz by absorbinp such protlipous amounts of 
energy and surviving. 

If all of the harphead's Mindcrz are krlled the Uarphead ~ 1 1 1  
Most Warbosses opt for chaining the Warphead to the top of a make a run Ino\c. towards the biggest group of Orks he can 
fifty-foot high copper pillar a goodly distance away from find. trying to get within 12" of the best source of Waaagh! 
camp (the chain isn't there to restrain the Warphead. just lo pouzer. In the psychic phase a Warpliead without any Minderz 
stop him hurling hirr~self of f  the pillar in his wilder deliriums). will always fire off a psychic power picked at random. 11' you 
The pillar earths out the Warphead's more excessive blasts of have orher he i rdboyr  in your force you can only use psychic 
energy and keeps him convc~iiently out of the way. Madboyz. powers from them after the Warphead has used one ot  hr\ 
drawn by the Warphead's pyrotechnics. olten gather at the psychic powers. I f  you dori't have enough warp cards to n in l c  
bottom of the pillar and chant to the Warpbead to encourage the randomly chosen power work there is no further effect and 
him to blast o f f  more power.  Indeed Warphead7 (bcing you can play powers from other Wc.irdho>z freely - rhc 
halfway toward becoming Madboqz themselves) frequently Warphead just look5 thoroughly dizapl?o~nted! 
draw a devout following of Madboyz who follow them Into 
battle, chantin' and stompin' for all they're worth. 

Madboyz 
Warpheadz exert a \[range infl~~ence o \ e r  V;1dboy7. They ale 
able lo affect Madhoq moods with their rat i~igs and flashes of 
brightly coloured lights and sparks. Hence .M:~tlboyz ciin takc 
Leaderzhip tests using the Warphead'\ Leadersh~p of 8 if he i.  
within 2 ' '  of them even though Madboyz can ' t  normally 
benefit Cro~n a character's h i ~ h e r  Leadership characteristic. 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

i This cJtitry mil! he ndrled to tlie cl~nr-crcrer srcfiorr of the Ork 

SPECIAL RULES / crnt~,v tisr in rite ~ode.u  nrtq\. list.\.. Tili.5 o h c ~  tiat replore the j 
j Weirdboy Wurpkend erlrry it7 ?lie C'0de.r n r t i ~ ~  list. \r,hic.k / 

Psychic Powers j repr(>reij~s r e t i e ~ o d c  Warpheiidr who l i o ~ % e  e.sc.aperl rhcir 

Warpheadz use all normal rules for weirdbopz but they kVurI>oss nrrdgarlrer-e~l a retbrue of ~ M o d b o ~ .  

have a mastery level of 4 rather than the tlorrnal Weirdboy 1 
mastery level of 2. i 0-1 WEIRDBOY WARPHEAD .................. 194 points / 

/ Each Wcirdboy Warphead is accompanied by four Mindcrz. I 
Minderz 1 The Warphead has flak arniour (6+ save) .  The M i n d e r ~  arc / 
,, %ei rdboy  warphead i s  a l w a y s  escorted by four  burly arri~ed with bolter or bolt pistol and axe. frag stikkbomz. and / 
Minderz who must remain in base contact with hjm at al l .  j flak armour (6+ save).  A Warphead may have up to one i 
times. Their job is to make sure the Warphead doesn't run rrot, j Wargear card, 

plunging into the thick of battle and blasting away ar the j ... .- a , !  

nearest rock. tree. friend or foe that takes their fancy' The [ 1 
Mjnderz can fipht normally as  well as  holding onto the j Minderz 4 4 3 4 4 1 2 1 7 ;  
Warphead. 

...................................................................................... 
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GREY KNIGHTS 

GREY KNIGHT TERMINATORS 
The Grey Knights Chapter of  Space Marines serves as the train~ng. Their bodies are hardened to withstand pain and fear 
f i~ht iny arm. or Chaniber Militant. of the Ordo Malleus - the and their minds arc disciplined to fight against the foul 
c l ~ t e  daernorl-huntcrs of the Inquisition. The Grey Kn~ghts  machination\ of Chaos. 
Ch;tpter was the sole creation of the Seconding Founding in 
the 31sr Vlillennium. Legend has i t  that the Knight5 were 
crcated upon the direct orders of the Emperor to l'or~n a special 
Chapter of Space Marincs dcdicatzd solely to rootinp out and 
deitroqing daemons in f a ~ e  to face combat. The Grey Knights 
. I I C  par-I of the lnq~risitorlal forces and thcir Chapter Grand 
h!lasrcr is traditionally a member of the Inner Conclatc of the 
Inquisition. 

Bio-engineering and psycho-surperg were la\i.;hed on the 
C~.cy Knifhts at their inception to rnakc  the^^^ the ha~.diest and 
innst lo?al Space Marines e\.er creatcd. In addition to the 
con\~dzrable  s to ic~sm they zharc &it11 thcir brother Space 
l a ~ . i n c \  the Grey K n i ~ i ~ t \  tire hea\.ilq psycho-conditioned 
aeain\t the horrors oT cl;rernonic incul.sions and the whispered 
seductions ot'Ch:to>. Their li\.e.; are ones of self-denial and 
spartan puri~y. i'llled u,ith ~ -~ tua l \  t o  strengthen the mind and the 
heart a ~ a i n s t  thc horrors theq ~i ius t  I'ace. T o  date rhese 
cstraordirlc~t.y rllea\ilres h ; ~ \ e  been cffecti\e: in 10.000 >ears of 
combat ag;1111st the I-'brces of darkneb5 not one Grey Knrpht has 
faltered in battle or bctraycd the Emperor in uord or deed. 

The Gro? Kni~iir\  arc. bahccl in :I secret tortres\-monaster) on 
Titan. the largest of Saturn'.; moons. Here the young aspirants 
are \en[ to undergo hundreds of trials o t  both body and spir~t.  
Findly the handful ol'\ur\ Iwrs (tbr none who h ~ l  sur\rvt)  are 
implat~ted \kith the Chapter's gene-seed 21nrl b e ~ i n  their real 

The fortress monastery also contains a unique repository of 
knowledge about the \varp and Chaos which has been 
painstakingly pieced together b) the Ordo Malleus down the 
millennia in the I.ibrarium Daernvnica. This gloomy and 
forb~ddinp place contains t e n  of thousands of torner of arcane 
lore and diabolism. cracked with age and heavy with the 
psychic evil the) have brought upon the universe. Every Grey 
Knight carries the Chapter's sacred tome of battle rituals, the 
Liber Daernonicus. in a special ccrarnite case on his 
b~,eastplate. This holy book contains the essential tcnets of 
warp lore rendered from the dusty shelves of the Librarium 
Daernonica and is one of the Grey Knights' greatest weapons. 

The majority of the Chapter's strength is scattered across the 
lmperium in fast ships guided by the finest navigators of the 
\a\15 Nobilite. These forces are typ~cally organised in small 
teams that have trained and fought together for their entire 
lives. Thus they stand ready to respond instantly to the first 
reports of daemonic incursions anywhere In the Imperium. 
Grey Kni,ohts may be stationed in the farthest reaches of the 
galaxy for decades at a tirne. All Grey Knights hope to be 
returned to their adopted homeworld of Titan when they die. 
There they can rcst at last from their constant vigilance in the 
hallowed crypts far beneath the monastery alnon_gst some of 
the Imperium's greatest rind most unsung heroes. 

The Grey Kn~ghts are screened to exclude all I>ut the strongest 
and most resilient psykers. The strongest and purest of them 
are rigorously trained to combine their psychic abilities 
roeethcr into a gestalt power far greater than any of them 
could muster individually. Once they have distinguished 
themselvex In battle these Grey Kn~ghts may become part of 
the elite Firct Company. Thc Kntghts of the First Company 
fight in hex\ ily ornz~mented and modified Terminator tactical 
dreadnought arrnour and are armed u ~ t h  the fearsome 
Nemeciz force weapon. Squads of Grey Knipht Terminators 
are the uttcr bane of dacmons who enter the nruterial univerw 
and one ol' the re\\ fol'ceb strong e n o u ~ h  to face 3 Grearer 
Daemon and banish i t  back to the warp. 

GREY KNIGHT 
TERMINATORS IN BATTLE 
Though rhe Grey Knights do have Librtrrians like other Space 
Mar-~ne Chapters ( t h o ~ ~ p h  considerably Inore powerful) the) 
arc unusual bec;~use  a11 the Tcl-minators of their First 
Colnpany possess a varying degree of psychic ability. Because 
of [hi\; a11 Grey Krllglit Terminator squads arc able to usr 
psychic powers in a binlilnr fwhion t o  units of daemons. 



GREY KNIGHTS 

I,'nlike daemons the master) level ol' a (;re? Kniglit 
Ter~ninator squad is variable but the w e  of the unit IS  not. 'Thc 
mastery level of 3 Grey Knights Te~minator scluacl i \  ~lccicletl 
when it is chosen as pan of your force betwcen a minimum of 
mastery level of I and a maxin~uni mastery level of 4. Psychic 
power cards are drawn I'or the squad (not for each model 111 the 
squad) a[ the start of the game along with other pykers.  The 
squad's maslery level also deterrn~nes the Strength bonus the! 
receive wirh theit. Nemesis force weapons. As is usual with 
force wcapons. the Grey Knights receive a +I Strength bonus 
in hand-to-hand combat per rnastcry level of the squad. 

1 s  the Grey Kniphts wffer casualties and the size of the squad 
is reduced its tnastery level will also drop. The master-? le\.el 
of the stl~rad can never exceed the numbcr of Grey Knizht, Iel't 
111 11. For example. a squad with a mastery level of 4 suffering 
two casualties (leaving three members of the squad alive) 
would be reduced to mastery level 3. . 4  squad with a masrery 
level of 2 would ~~naffected by casualties until the]-e was only 
one Knight left. who woi~ld have a mastery le\,el of I .  I f  i t  
doc$ becomes necessary to discard some of the squad 's  
psychic powcr cards draw them at rand0111 from the squad's 
hand. 

When n squad of Grey Knights use\ a psychic power it's 
worth noting that i t  doesn't work on thc whole squcd unlezc i t  
would normally do so. When the squad uses a psychic power 
nominate one model in the squad as the Grey Knight who's 
using the power and if i t  remains in play leave the power card 
next to that model as a reminder that he'b the one affected. 

?.. .............................................................................. 

The following powers are exceptions to this rule and \ 4 i l J  1 GREY KNIGHTS affect the whole squad if they are used successfully: ! TERMINATOR SQUAD 
Inquisition power.$: Aura O F  Fire ............. Mastery level 1 3 5 0  points i 
Librarian Pol-cers: Teleportation. Psychic Shield ............. Mastery level 2 375 points ; 

Mastery level 3 ............. 4 0 0  points ; For example, all of the Grey Knights would be protected by i Mastery level 4 . . . . . . . . . . . .  4 2 5  points i the Psychic Shield power or all of thcm would be teleportetl 
when the Telepon power was used. These powers may still be j The GI-ey Knigh~ Tert~~irlators are elite tva~-~.iol.s e\.en amonsrt i 
nullified normally and only require one Nu.llify card to cancel humanity 's  prcatest f ighting force.  the Imperial Space i 
them. Aura of Fire and Psychic Shield are nullified instantly if Marines. Strengthened by their own psychic powers Grey i 
any models in the squad are killed or. in the case of Psychic / Knights Terminators can face the mind-\trenching horrors 
Shield. the shield is nullified if it successfully cancels a 1 spawned in thc warp and defeat them. 
psychic attack against any member of thc squad. 

; . * I  I~ . I ;  

j ~ ;  

/ SQUAD: A Grey Kniyhts Tsrmlnalor squat! consisr or Ti\c / 
Grey Knights. 

/ WEAPONS: Nernes~s force u8eapons (see Wargear cards). 

j ARMOUR: Terminator tactical drendnoueht armour t3+ have on i 
2D6). 

i WARGEAR: The entire squad may bc :i\cn any combination of 
the following cquipmenr: 

Aeg15 suits . . . . . . . . . . . . . . . . . . . .  50 plsl squad 
(4+  \ct\,e against pbychic ar~;~cksi 

Refrac~or fields ................... 30 pls; squad 
( 5 -  unmodilled save) 

j SUPPORT: A Grey Knighr, Tcrn~inator .;quad rnay he molrnretl 
i n  a Land Raider at a n  addlr~onal cozt of 720 polnrc. / 
Any Grcy Knight Terminalor (quad nor mounted ln a 
Land Raider can be teleporred into battle but lheir j 
points d u e  is increxed by 50q. 

: .................................................................................... j 
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DARK MILLENNIUM 

he went il . . . . I  

B rother-Captain Stern stood directly in the Stern took a deep breath and closed his eyes. He 
centre of the teleport pentagram. He glanced checked his mind-blocks and thought-screens, and 
around him at his fellow Grey Knights, h s  one by one, recited the last six of the six hundred and 

gimlet gaze seeming to look directly into each man's sixty-six secret words. Tension built in the pit of his 
soul and seek out any flaw there. His battle-brothers stomach. He fought to expel it 
met his gaze without flinching. Stern felt secure in It was always the same before nto action. 
the knowledge that their faith in the Emperor was He did not like teleporting. He narea me sudden 
unshakable, and that no impious thought allowed gut-twisting sense of dislocation, and th 
any chink in their spiritual armour. cold, and the momentary touch of night 
Robed Tech-Priests moved round the edges of the tentacles as his body was suddenly else1 
pentagram, being careful not to cross any of the reminded himself that it was his sworn ' 
silver lines and disturb the forces that would soon endure such things, and that there were 
shiFt the rerrninators across the warp and bring things to be faced in the line of duty. Thm 
them to grips with their foes. things like the foes he would soon face. 

Hooded apprentices swung their autocensers. The He felt a surge of justifiable pride in his ability to 
smell of purifying incense filled the air. Each youth defeat the spawn of Chaos:He swiftly suppressed it. 
sang the plainsong chants of their Order in time to Pride was one of the six hundred and sixty six sins 
the measured thrumming of the giant generators. which enabled the spawn of the warp to control their 
Overhead chained lightning leaped between two mortal pawns. Had not the Warmaster himself, 
huge glass globes, and for a moment the acrid taint greatest of the Emperor's Chosen Primarchs, fallen 
of ozone warred with the sweetness of the victim to pride? It had been Horus's folly to believe 
daemonbane and witchroot. that he could master Chaos rather than be its slave. 

At his control lectern Chief Tech-Priest Hieronymous Stern knew this to be sheer madness. The daemons 

Taski made last-second adjustments to the controls. of Chaos acknowledged no masters save the four 

The phosphorescent runes scrolling up the lectern Great Powers themselves, and what were those 

underlit his face and made him look sinister in the except daemons grown mighty beyond mortal 

extreme. Laski raised one metal claw above his head reckoning? 

and the Tech-Priests fell silent. The au  thrummed Stern knew that he had to be doubly on his guard 
with the surge of barely contained energies as the because he was a psyker, and psykers were 
ancient machines prepared to perform the tasks they particularly vulnerable to the malign influence of 
were designed for. Chaos. For psykers drew their power from the warp 

itself, and what was the warp save the immaterial 
sea in which daemons swam? Stem knew that he 
must be ever on his guard against the terrible lure of 
Chaos. Daemons devoured the souls of unwary 
psykers, and used the bumed-out shells of their 
bodies to perform their unspeakable acts of evil 
among mortal men. He knew this because he had 
spent his entire adult life hunting down such 
creatures. 

His fist clenched around the grip of his Nemesis 
force weapon. He had ritually purified it himself, 
seen it blessed in the slup's chapel and anointed with 
unguents inimical to the daemons of the warp. With 
this weapon Stem had dispatched countless foes of 
the Emperor to their well deserved graves. With it he 
had banished dozens of the lost and the damned 
back to their home in the warp. 

He glanced at his men once more, certain that their 
faith was stronger than steel and more enduring 
than the malice of daemons. 

As children they had been handpicked from among 
the deadliest warrior races of the Lmperium, and 
brought to the fortress monastery on Titan, the 
greatest moon of Saturn. They had been implanted 
with the gene-seed of their Chapter, and been 
transformed into towering supermen, capable of 
withstanding the worst that the Universe could 
throw at them. 

e freezing 
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They had been put through the sort of training that teleporting into his audience chamber was an 
would have killed lesser men, and that had been everyday occurrence. Reading his aura Stem could 
only the start of their testing. Each man present had tell the man was worse than mad. He was possessed. 
endured the six hundred and sixhl-six tesfsl and had The governorts Inen whose lined face spoke survived not only with their sanity intact but with it 

of wimnsing many hormrs, their weapons 
strengthened. These were elite of the Imperium, the to bear on the Grey Knights. They died almost 
best of the best. the fiest fighters ever to be fielded instantly in a hail  of bolter from the hafts of the 
by the human race. Grey Knights' force weapons. The shells pattered 
None of them knew his world of origin. None of like gentle rain from the glowing aura that 
them had any allegiance other than to their Chapter surrounded the governor. The possessed man 
and their Emperor. They were privy to the most laughed and the sound of his wild mirth echoed 
nightmarish secrets that humanity had uncovered through the richly decorated chamber. 
during its long slow expansion across the galaxy. "Surely you can do better, Brother-Captain Stem," 
They knew all that humans had uncovered about the he announced. Stern did not pause to wonder how daemons of Chaos and the warp that contained 

the daemon could know his name. He had long ago 
them. Tliey lived with knowledge that would have become accustomed to the powers and knowledge 
blasted the sanity of ordinary men, and they these mighv creatures could possess. Instead he endured. Theirs was the burden of facing the began the Exorcism, bringing the full force of his 
minions of Chaos wherever they should appear to mighty will to bear on the creature. 
menace the citizens of the Imperium. 

As he chanted the governor began to writhe. The 
The chained lightning crackled once more, and for a muscles in his neck stood ollr like hawser cables 
moment reality flickered. ' h e  air shimmered and the drawn tight it looked as if giant snakes were 
temperatvre mist began to appear in writhing rndemeath his skin disfo,.thg the lines of an area that mere moments before had been warm. 
Laski passed his hand across the lectern and 

his body. Suddenly, the man exploded, gobbets of 
flesh showered ouhvard. Blood splattered all over 

muttered an incantation. The protective amulets he Stem's armour. Now came the worst part. wore bla7ed with power. A frown of concentration 
passed across the Tech-Priest's face as he wrestled to The man's skeleton still stood upright. All the 
bring the gigantic energies of the teleporter under internal organs were revealed in their pulsing 
control. horror. Slowly but surely they unwound. Muscles 

unravelled and veins unknit then all the flesh began Stem wondered for a moment whether some 
to flow together again in a new and hideous form. daemonic influence could be tampering with the From somewhere additional mass and bulk was 

teleporter's ancient mechanism. This ship was as 
well protected as any ever devised by man, but Stem 

added. 

of all people knew that no protection was infallible. The thing was towering and serpent-necked with a 
Still, if it were truly the case that the Powers of hideous vulpine head and enormous wings that 
Chaos were tampering with their ship there was fanned the stinking odour of the creat~ue's body 
nothing to do except pray and have faith in the towards the Grey Knights. A nimbus of multi- 
Emperor. coloured light surrounded its flesh. It was a Lord of 

Suddenly Laski smiled and made the sign of the Change. Worse, it was a Lord of Change that Stem 

Great Engine over his breast. The air shimmered recognised. 

once more. Phosphorescent fire danced around the "M'kachen," Stem breathed. 
lines of the pentagram. For a moment the cold of "I told you we would mean again, my dear 
interstellar space seared Stem to the bone. He heard Capbin/ said the daemon, itr voice strangely sweet 
the gibbering voices of daemons and the oozing and seductive. 
touch of tentacles. He tried to dismiss them as 
figments of his imagination but part of him knew "I banished you once. I can do it again.." 
that they were horribly real. "Oh Captain, you disappoint me. Couldn't you tell I 
The sensation lasted but a moment and then was was just playing with you?" 
gone so swiftly that it was like a dream. Stem stood "In the name of the Emperor, be gone," shouted 
in the throne room of the rebel governor's palace. Stem, lashing out with a bolt of pure psychic power. 
Gazing at the man who sat on the huge brazen The daemon reeled backwards, its outline 
throne he knew that the worst fears of those who shimmering. For a moment it seemed to totter on the 
had reported the uprising were justified. verge of dissolution but then it pulled itself back and 
The governor was a tall man, powerfully built. Once its outline stabilised. 
he had been a warrior and only now was hc running 

j d 1 f  that,s the best you can do, Captain, 
to fat. He rubbed his neatly trimmed goatee beard your soul to Chaos," it sniggered. 
with pudgy fingers and cocked his head to one side 
curiously, as if five mighty Terminator Marines "Fie at will, men," was Stern's only reply. 



DAEMONS 

DAEMONS 
Beyond the material universc lies the Realm o f  Chaos, a 
strange and i~nfathornable alternate reality only entered at the 
utmost peril. Psychic energy i s  thc raw material o f  Ch;ios just 
as physical matter i< the ran material of the galaxy. Creatures 
dwell in the Realm o f  Chaos. nightmarish monsters or pure 
psychic energy which serve the Gods o f  Chaos, nlonsters 
~ h i c h  men k l ~ o w  as daemons. 

To daemons the material universe is a dry. suffocating place 
lacking in  [he live-pivinp psychic energy of the warp. Daemons 
wldorn enter the ~naterial world savc at one of the handful ol' 
places in the galaxy where reality is fractured and the warp 
vomits psychic power into the void. The lergest of these places 
I,  the Eye oETerror. a scgion of the galaxy where entire worlds 
are o\.errull *ith daemons caperins in thc energy How. Other 
than thix daemons must wait until they a[-e given access to the 
phyrical universc hy foolish mortals seeking to bind Chaos to 
wrvc [hctr purposes. or. they find a vulnerable and unprotected 
psyker to possess. 

Many daemons have the p w e r  to twi.;t pbychic energy to their 
Keeper of Secrets 4 Slaanesh 

M,III. ~ncleccl [lie Iluge Greater Daemon\ are as adept at i t  as the 
nliphtiest of mortal psyker\. Othcr dnemons cannot use Great Unclean One 4 Murgle 

pxychic powers on thc~r  own, but are capable of joining their Lord of Change 4 Tzeentch 

energy together so that between them they ciin ~~nlea.rh a potent 
p\ychic attack. Because Greater Daemons always have all four o f  the psychic 

powers in  their discipline they wi l l  always take all o f  the cards 
Greater I)arnlc711s do not drau. psychic power cards at the \tart fol. [hat discipline, leaving none for chaos M ~ ~ ,  ar,,j other 
o f  the ?Lime as described In the rule5 on psykers. Their daemons, T~ avoid do not draw psychic power cards for 
e(~ui\~alent mastery levels and psychic disciplines are shown G~~~~~~ D ~ ~ ~ , , ~ ~ ~  - [hey are always assumed to have all of [he 
belo\,. powcrs for their discipline even if the actual cards are held by 

other psykers. This is one o f  the few circumstances where 
specific psychic powers can be used by more than one model. 

Other daemons are permitted psychic power cards for units 
rather than individual models. These power cards are only 
drawn once all Chaos magi have taken their cards. Daemons 
may only take their powcrs from their patron god ( i f  there are 
any left). Hence, i t  is possible that in  some games some units 
of daemons wi l l  not have any powers at all berai!se they've all 
been taken by other units o f  daemons or Chaos Magi. 

The mastery level of a unit of daemons depends on the number 
of models i n  it, as shown on the table below. As the daemons 
suffer casualties and tlie size of the unit is reduced its mastery 

' 

level wi l l  also drop. so  i t  niay become necessary to discard 
some ol' the unit's psychic power cards. 

The discnrdcd powers are drawn at random. When a unit o f  
daemons use:, a psychic powcr 11's worth noring that a power 
used by a unit  doesn't work on the whole unit  unless i t  

normally does so. So. for example. i f  a unit o f  Plaguebearers 
uwd Aura of  Decay only one Plaguehearer would be affected. 

Daemonette 
mastery level 1 2  3 4 Slaanesh 

Plaguebearer 
mastery level 1 2 3 4 Nurgle 

Horror ' 
mastery level 1 2  3 4 Tzeentch 

(' Only Pink Horrors count) 



STRATEGY CARDS 

STRATEGY CARDS 
- - - - 

Luck. fate and cunning ploys all have their parts to play in 
every battle. Forces may arrlve on the battlefield earlier or 
later than planried. acts o l  individual heroism can I U ~ I I  the tide. 
rhere may he unexpected reinforce~nenls on hand or a traitor 
In the enemy's ranks. ,411 lhese possibil~~ies. and many others. 
combine to add an elcrnent of the unknown when a 

cornmi~nder makeg his plans. The \traregy cards place ~ h e s e  
possibil~ties In your hands and your opponent's! 

Dark Millenniutr~ includes a deck of eighteen stratcpy cards 
which should be shuffled together at the start of the game. 
Aftcr the terrain has been set up but before playcrs start ro 
deploy their troops one strategy card is deal! lo each player for 
every 1000 points (or part of  1000 points) in their force. So. 
for example. if two players werc abour to fight a battle wirh don't have to use your srratcg) cc~rdi if yo^^ don't want to. Y ~ L I  

two 1500 point armies each player would be dealt two strategy can always opt to Ignore theln if you like. 
cards. I f  three players were going to tight a bartlc with one The strateg) deck is designed to be usable by all arniles. Some 
force of 4000 points two forces of 2000 points player s  may find certain cards Inappropr,nre for specific races 
each the player wi th  4000 points would be four strategy - par t i cu la r ly  Tyranids, One would expect to firld a t r a i t o r  
'?lrds and Ihe other two players be l W O  cards each. ;:: Tj.ran,d for However. an  Assassin Could 
The strategy cards themselves include all the information you use polymorphine to infiltrate a Tyranid force and obserbe 
need to use them. Some of the cards must be played before the their positions. or psyker3 rnigh~ unravel transmissions from 
start of the game and affect deployment of troops, strategy the hive mind to find out similar informarlon. Feel free to 
ratings or set-up. This means that it's important to examine Invent logical explanat~ons for thew situations yourselves. In 
your strategy cards before you start ro placc your troops. future issrles of  White Dwarf and the Codex supplements we 
otherwise you may find the cards you have are wasted. Other will hopefully be able ro present more strategy cards for 
cards are played while the battle 1s in progress and ciln help specific races. Until then remember that the ba rha inmer  
your own force and even attack enemy troops. Note that you 40.000 galaxy is a big place and anything can happen ... 



VEHICLE SQUADRONS & SUPPORT WEAPON BATTERIES 

VEHICLE SQUADRONS AND 
SUPPORT WEAPON BATTERIES 

Across the galaxy it 1s colnrnon practice to orgatiise vehicles or 
support weaponc into units on the battlefield. This makes i t  
considerably easier for  the commander to  give orders and 
ensures that such valuable assets are not fr i t tered away i n  
innumerable pin-prick attacks for l i t t le gain. The combined 
firepower o f  a battery o f  support weapons is reckoned far 
superior to that o f  individual weapons by Imperial tacticians. 
Batteries like these can crush sections of the enemy battleline 
in  moments with devastating salvos o f  fire. Similarl). vehiclcs 
prove much more ef fect ive when depioyed i n  a cohesive 
f igh t ing  fv rmat ion  instead o f  be ing d i v i dcd  up to  g i ve  
individual squads support. B y  acting as a concerted body the 
~ e h i c l e s  can break through hot ly  contcstcd areas o f  the 
battlefield to dcliver a knockout punch ro the enemy. 

Squadron\ o f  vchir l ( . \  and hatteries o f  \upport  weapons 
usually consist o f  units with similar capabilities - a squadron 
containing a mix of skimmers and ground-based units would 
habe great difficulty stayin? together at $peed. However. i t  1s 
rlot unusual I'or ~ h c  > p e c ~ l ~ c  tvpes to vary. Pol. exa~~lp le .  a fairl). 
typical squadron of  four Ork \chicles m ~ g h t  contaln ihur Uobz 
warbikes or else a wartrak. a \bar buggy and two ~varbikes. In 
this case a l l  o f  the vehicle\ have approximatel! the came 
bpeeds so they can stlck together eas~lv. 

SUPPORT 
WEAPON BATTERIES 
Support weaponc with a points value o f  less than 100 points 
must be formed Into batteries. I f  an army contains three or less 
support ucapons thcy must be formed into a sinzle battery. I f  i t  
has up to six support weapons they can be formed into up to 
IMO batteries o f  approxinlately equal size: i f  i t  has up to  nine 
weapons they can be d iv ided i n to  u p  to  three batteries o f  
approximately equal hize. and so on. 

For example if an Imperial Guard force contained three thudd 
guns and two Rapier Laser Destroyers i t  could form a battery 
o f  three weapons and a battery o f  two weapons, but i t  could 
not f ie ld  two batteries o f  t w o  weapons each and a single 
weapon on  i ts  own.  I t  wou ld  be qu i te  leg i t imate  f o r  the 
Imper ia l  Guard  t o  f i e l d  a s ingle battery o f  f i v e  support 
weapons i f  desired. 

The following rules apply to support weapon batteries: 

I .  Batteries are deployed as croups o f  models at the start of 
the pame like ordinary squads. They may be deployed in 
terrain which would ordinarily be impassable to them, In 
woods or buildings for example (the crew clear a 
position for their weapon before the >tart of the battle). It' 
support ucapons are deploycd in pos~tions which would 
be impassable to them they may not be moved during the 
game. 

7. Support wc'apolls in batteries are subject to the speclal 
Battery Coherericy rules detailed below. 

3 .  I f  a battery takes a special action l ike going Into 
overwatch or hiding, all the weapon3 in the battery must 
take the same action. just like an ordinary squad. 

4 The weapons in  a baltery may select t h e ~ r  targets 
individually but they are still suhject to the Choosing a 
Target restrictions in the Warhammer 40.000 rulebook. 
When a battery is I'ired upon the attacker must firc at thc 
support weapon nearest to them. 

5. Batteries take Break tests just like squads. So, i f  25% of 
a battery's support weapons were destroyed in  one turn 
rhe survivors must take a Break test. A support weapon is 
considered destroyed i f  the weapon itself is wrecked or 
its entire crew is killed. Batteries take Break tests with 
+2 added to their crew's Leadership charactcristic. 
increasing i t  to a maxirnuln o f  I0 (the crews draw great 
reassurancc from their weaponry!). Support weapons 
crewed by Scrvirors do not take Break tests 

6. If a battery fails i t s  Break test the weapon crews wil l  hide 
i f  they are in cover. This means the crew can't be shot at 
unless they are detected. but the support weapons are still 
fair game. If they are in  the open the crews wi l l  flcc 2D6" 
towards the nearest cover l ike ordinary troops. 
abandoning their support weapons until they can I-ally 
and returrl to them. 

7. Victory points arc scored for hatteries like squads. wirh 
points awrrded for batteries with SO% or more of' their 
support weapons destroyed. More points are awardcd for 
batteries wit11 all of tlieir support weapons destro)cd or 
suffering broken morale at the end of the game. 

I or example. it' a batlery o f  three thudd guns (points value 
19x3=I 17 points)  had two  weapons destroyed dur ing the 
game it would hab'e taken 50%+ casualties and be worth I 
victol-y point. If all three thudd guns were destroyed it would 
be worth another victory point for a total o f  2 victory points. 
Conxult the Victoi 'y Point Tables for details o f  how many 
points batteries are w o r ~ h .  



VEHICLE SQUADRONS & SUPPORT WEAPON BATTERIES 

VEHICLE SQUADRONS L I S ~ I : I I I !  iieplo>ecl incii~itli~;ill!. I I  i \  h! n o  mr;ins unuhu;~~ t ' (~r  
them to he uhed in quaclronz. 111 this cir\e. ho\~.e\.cr. ;ill the 

II'an arlliy contains three or les\ vehicles w'hich are worth Ichs \ehicleq I n  a ,qLI:ldrOn bt' t he  ,LrmL. ,(, voll coLlld 
than 100 points each lhey mug1 be I'orrned into a \~ r ig l e  not I.ielcl a \ L l u a d r o l l  c o n ~ , s l , l l g  ;, Lalld ~ ; ~ i ~ ~ ~  I ,\.,, 
yundron Il i t  has up to sis vehicle\ worth lezh thilrl I00 points P ~ ~ ~ ~ ~ ~ ~ ~ \ .  fol. ryall,ple, 
e;rch they can be formed into one xluadron or two scluadl-011s 
o l  approximately equal size. I f  i t  has up to nine vehicles worrh 
Its:. than IOU points each they can be di\ided into up to three Characters 
,quadrons of approximately equal sizc. ant1 %o 011. Intli\itlual vehicles ridden b!' characters don.! coulit ttrtvdrd\ 

~~r example. i f  an Ork force conrainecl warbike,. 1u.o t h ~  number- vt vehicle$ i n  the ;11.111! t'vr the p~~lllost?s ot't 'ormin~ 
b u f r l e s  and a wartrak 1 1  could form a squadron o f  t ~ ( ,  squndron.;. I . ihe\\r \r .  character5  nounr red In or on \.ehiclc\ 
\ehlcle- and a squadron of three vchiclcs. but i t  could not field which arc uorth It.\\ than 100 point.; arr [lot hl~h,iect to the 

5quadrons or two vehicles each and a sillgle vehicle on i t \  Sq~1udr.011 r~lieb. but Inn! he l~lilcld ill \cl~~atlrollh it' tllc pl:r!,c~- 
own. 1 1  would be quite legitimate for rhc Orks to field a \ingle ",ishe.;. 
\qu;ldson of f i \e vehicles ifdesired. 

SQUADRON & BATTERY 
Troop Transports and Bike Squads COHERENCY RULES 
Cehicles used for transporting rnfantry sq~rads (huch a\ the 

Rhino)  do not have  to be formed bu l  I .ike ordinar) \quad\ o f  trooper>. the \eIilclcs and silpport 

may be placed in  squadrons i f  the p l a y e r  Squads of. weapons in a \quadron or batter! are subject to coherent! 
mounted on bikes use the  Squadron rules bu t  do not r ~ l l e s  Squadron and battery coherency distance is 6" .  so the 

counl  the numbel- of vehicles i n  [he a rmy,  vehicle\ or \upport weapons nlay move a maximum of 6" 

each blke-mounted sqhdd becomes. in effect. a separate 
squadron. If a model ends up over 6" away fro111 its >quadroll or batte~-\; 

The following rules apply to vehicle squadrons: because of damagc or bccause another model is destroyed 
there is no rnorale penalty as there is for infantry squads. Thls 

I ,  Like ordinary squads. squadrons are deployei, as groups isbccausc the conlmunicatio~l net of the squadron or battery 15 

of models a t  t h e  s ta r t  of t h e  They ma). not superior and the crew members themselves are more used to 

deployed in terrain w h ~ c h  w o i ~ l d  ordinarily be f i ~ h t i n g i n d i v ' d u a ' l ! ' .  

impassable to them. 1t is alzo fine to temporarily break this coherent!, distance 
2, Squadrons are to special coherency whilc moving to avoid crashing into walls or the like. 

rules detailed below. However. at [he end of the game. an) vehicle.; or supporl 
weapons which are o\ .er  6" away from their squadron o r  

3. A bquadron must travcl at the same speed. so  a single battery count as de,troyed for the pur-po,e\ of calculating 
speed counter is placed for the entire squadron 31 the start victory polnts. 
of the turn. Likewise, i f  any veh~cles in the squadron go 
into overwatch the whole squadron has to go into 
overwatch. 

4. The vehicles in a squadron may select separale target, for 
each of their weapons. However. they are still subject to 
the Choosing a Target restrictions in the Warhammer 
40.000 rulebook. When a squadron is fired upon thc 
attacker must fire at the vehiclc ncarest to them. 

5.  Vehicle squadrons are immune to psychology and do not 
need to take Break tests. 

6. Vlctory pornts are scored for squadrons like squads. w ~ t h  
victory points awarded for squadrons which have 50% or 
more of their vehicles destrvyed or disabled. h4ore points 
arc awarded for  squadrons with all of their vehicles 
destroyed or disabled at the end of thc game. 

For example.  if a squadron of three Ork warbikes and a 

8 

Ai Ihc end of [he :ame [hi\ Or); squadron ha\ hod one ~ehicle deslro!cil 
t Bus?: B b.  Bug:? D ha.; ended up oc~c\ide 11.: cohrrcncy di\tance and n l w  
counw a< desiroycd uhcn rhc vicrory poinrs :!re lorallcd up  

wanrak (points value 45x3 +50 = I85 points) had two vehicles Support weapon crew must  remain 4,, of their  weapons 
destroyed during the game 11 would have taken 50' / i+ 

31 a11 tiriles L I I I I C S S  they flee or their weapon is destroyed, l 'hc 
casualties and be worth 1 victory point. J f  all four vehicles crews of. destroyed are f.ree to join another support 
were I t  he wolth another point for a weapon in the same bartery, crewmen as spotter.; for 
total of 2 victory points. Consult the Victory Point Tables for Mole Mortars are not to the rules ( i t . h  
details of how many points squadrons are worth. wonh noting that a single crewman may act as a spotter for all 
Players should feel free to experiment with fielding vehicle the .Mole Monars in a battery). 
squadrons containing machines worlh over 100 poirjts each. Dismounted crews ind i \ i i dua l  vehicles are subject to the 
such as Land Raider squadrons or even Dreadnought normal rules for dismounted vehicle crews and do not have to 
squadrons. Though these larger and more potent vehicles are squadron coherency, 

L 



VEHICLE CARDS 

VEHICLE CARDS 
The battle !.ankh, bikcc. troop 11-ansports and walk ing war peci f ical ly l inl i ted to panicular races (Orks and Imperiurn, in 
machines that f ight acrobs the batt lef ie ld5 o f  the 41st Dark Mil lennium) and may only be used by them: the others 
n l ~ l l e n n ~ u n i  are bui l t  i n  many di f ferent places and many are available to all races. I n  the future we w i l l  be publishing 
dificrent ways. Some arc knocked together by individualistic morc vehicle cards in  White Dwar f  magazine and the Codex 
(3rk Mekboyz workins to some half-remembered plan. Others army books. 
are churned out in  their thousands on the hcllish forge world5 
of  ltie Adcp~us Mechanicus. Others still are delicately crafted 
hy Eldar Bonesingers using psych~c engineering. 

Improvernents. ~~pgrades and spec~al features are often added 
t o n  vehicle when i t  is built. Imperial com~nand tanks are fitted 
w i t h  impro\;ecl communicat ions and de rec t~on  pear as 
standard. for example. Equally. Ork  Mckboyz can't hclp but 
b i ~ i l d  a ~ a r t r a k  or bike dift'erently every time. "improving" the 
de\ ign w ~ ~ l i  each (lev+ plalect. Ul t imately though, i t  IS the . - - 
\.chicle's crebb that makes a mndard hattle tank or personnel 
carrier into dn ~ n d i v ~ d u a l  fighting machinc. Thcy get hold of 
extra piece5 o f  equipment and armour to upgrade the vehicle'\ 
capahil i l~eh and s ~ ~ ~ . v ~ v a b i l i r y  (;~l\va)s of great Intereat to the 
c rew) .  t inker  w i ~ h  the rnp inc  to  make i t  po t'uster and 
expenment with ~niountitig ditfercnt \~capons. 

I 

The rehicle card\ allow you to modify \.chiclez yoirrself. The 
cal-ds represent impro i  cmeni5 and \ i~r iat ions for  individual 
\chicles and are purchased with points. rather l ike Warpear 
cal-ds for  character\ .  The point3 costs f o r  the various 
modil'icutions arc included on rhe card5 themselves along with 
rules for them and any limitationr on w h ~ c h  types o f  vehicle 
can have a particular card. Sorne o f  the vehicle cards arc 

There is no  l i m i t  to  the number o f  vehicle cards you  can 
purchase for a speclfic vehiclc. Indeed. unlike Wargear cards. 
the vehicle cnrds can be duplicated w i th in  a force, so fo r  
example you could pay points for Reinforced Armour for two 
\-ehicles i n  you r  force. even though there i s  onl)  one 
Reinforced Armour card. 

However.  no  Inore than one vch ic le  may have the same 
comb~nation o f  vehicle cards - the whole point about vehicle 
cards is that they represent non-standard improvements after 
a l l !  This means you could not have a land speeder and a 
Predator both w i th  Supercharged kngines and Reir~forced 
Arniour. for example. This rule also applies to indiv idual  
cards. so you could not have two  vehicles carry ing just  a 
singlc Hunterlkiller missile. I t  would be perfectl) legitimate to 
hate one vehicle with n Hunterlkiller missile and Reinforced 
A rmour  wh i l e  another had Rein forced A rmour  and a 
Supercharged Engine. 

With nearly all o f  the vehiclc cnrds the equipment or  weapons 
shown on the card should be represented on the vehicle model 
i n  some way - bigger  cxhausr pipes for a Supercharged 
kngine. a launcher tube 01- rack for a Hunterki l lcr  missile and 
so on. Such simple conversions are easy to carry out and 
improve the look o f  the modcl by making it an individual war 
machine. The vehiclc cards are provided so you can easily 
carry this individuality across Into the game itself. 

DESIGNING AND 
CONVERTING VEHICLES 
41;1ny players enjoy b u i l d i n  or convening their own model 
vehicles for Warhammer 40.000. There are numerous plastic 
kits and die-cast models on the m;~rl\et which lend themselves 
\plendldly to conversion. and o f  course i t ' h  a simple matter to 
use one of the Games Workshop plahtic kits such as the Rhino 
or tlic I and Kaider as a bajic chassis. A great \ource of' hits for 
such projects is the G;rmes Workshop ma i l  order service 
where indivicluitl weilpons. wheels and other pieces can be 
ordered from any Games Workshop models. 

O f  course. workin: oul :;!me rules for rndividunl vehicle\ can 
be tricky. Playcrs sonietimes ask us to supply rules on how to 
design their own vehicle statistics so that they can use their 
crc:~tions ill pacne\ 01' Warharnmer 40.000. Unfortunately we 
arcn'r able ro help becauw we don't u<r n points-based sysrem 



(or dehipning \,chicles oursel\e\! When a nei4 vehicle arrive> 

I'rorn Ihc l'orzcs of'the A d e p t ~ ~ s  Minialure D e ~ ~ g n i c u s  u c  work 
out a datacard. an approximate point\ value for i t .  and pla) 
some games with it. After each game me tlizcuss the new 
:trriv;ll's performance and consider whether to makc change\ 
to its stat~stick and/or polnth value. After four or five games 
we Iiiive usually zettled on the vehicle's capabilities and points 
v;1Iuc. 

As dedicated players o l  Warharnrner 30.000 you are well 
c~rpable of going through this procesh youl-selves. In I'act the 
resulting behlcle stntistir.s may well be nlorr appropriate to the 
s u e  of game you play. the amount of scenery you use. and 
your opponent's force. than anythin2 we could devise. I f  jou 
(lo want to take a crack at designing your own vehicle here are 
some pointcra. 

Firstly. base your ncw clatac;~rd ;tround one of the ones already 
published. So. for example. if you were designing a datatax 
for a main battle tank take a look at the Leman Russ battle 
tank. the Land Raider and the Predator. The existing vehicle 
datacards will give you an idea aboul what arniour values to 
give locations. what damage tables to use and how fast the 
vehicle should be. Be wary about increasing the armour values 
of vehicles past those shown on the cards in case they bccomc 
impenetrable - always leave a wea'kness that a man with a 
krak grenade and good fortune can exploit. 

Secondly. you should work together with your opponent to 
make up the statistics for the vehicle's datacard. Once you 
have worked out the stats and points value for a vehicle let 
your opponent use i t  in the first rev+ games that you play. 
You'll find your perspective is entirely different when you 
havc to face your own creation! 

Don't feel constrained to send in stats for vehicles to us here at 
weapon< cost as much for each individual weapon linked Games Workshop. We will be much happier if you can come 
together as they would for separate weapons - the ad\.antages 

to an amicable decision with your opponent as this stays 
of linked weapons compare very fa\.ourably with separate 

within the spirit of the game, and we won't give out "official" ones. Weapons are only fitted with a targeter if the original 
sanctions. I!ltimately, if you can't agree with your opponent 

had one. If you wish to add extra guns to a vehicle which will 
or you play a new opponent who doesn't want to use non- 

require additional crew members you will need to work out a standard fighting machines you must respect their wishes and 
new datafax card for i t  and go through the procev, detailed 

save your creation for another day. The bottom line is that i f  
above. your opponent doesn't agree with you to use the vehicle(s) in 

question you will have to limit yourself to the official Games 
Workshop datacards supplied in this supplement. the ones in 
the Warhammer 40,000 game and any published later. Assault Cannon 45 

Autocannon 25. 

WEAPON CONVERSION 
Battlecannon 55 

Heavy Bolt1 15 
POINTS VALUES Convers~or 50 

One of the easiest ways to convert vehicles is to take existing Cyclone Missile Launc 55 
Games Workshop models and changc the weapons on thern. Heavy Flar 25 
To cover situations like this we have included a list of points Lascannon 
values for the various weapons commonly used on vehicles. 

45 
Meltagun Simply deduct the value of the weapon you have removed and 8 

add the points value uf its replacement. Multiple linked Missile Launcher 
with Frag & Krak Miss1 
Multi-melta 65 

Plasma Gu 
Heavy Plas 
Heavy Stul: 
Shuriken Cannon 20 

Shuriken Catapult 5 
Storm Bolter 4 

I Beamer 
.. . 
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SPACE MARINE DREADNOUGHTS 

1 SPACE MARINE DREADNOUGHTS 
Dreadnoughts are huge Fighting machines which stand two or 
three times the height of a man and weigh several tons. As they 
str~de into battle. incoming fire spatters like rain off their thick 
ceramite hide. fiery death roars from the myriad of weapons 
rnounted on their to~zr - lng  hulls and their great metal arrns 
smash through anyth~ng in their path. No serious assault can 
begin without a wave of Dreadnoughts to first drive a wedge 
through the enemy's defences. 

Dr-eadnought.; are often mistaken for robots or ker) large 
armoured fighting suits. In fact they are sim~lar in  des~gn to 
both and yet the same as neither. Dreadnoughts are quite 
unique because each one contains a sjngle sentient creaturc 
whose nervouh syslcm is permanently interfnced wirh the 
electro-tibre bundles and magna-coils which form the 
machine's 'muscles'. enabling i t  to walk and balance with the 
easc o fa  l i \  Ing creature. It IS a sentlent creature that stares out 
rhrough the machine's crvstal lenses and wh~ch motivates the - 
machine's metal limh.;. Once a creature i s  interred insidc 
Dr-eadnought armour i t  cannot l e a ~ e  i t s  metal womb and still 
\urvivc; i l  i s  dcstined for a l i f t  o f  elidless battle until i t s  
ivalk~ng tonib IS destroyed. 

The Space Marine Dreadnoughts are possibly the most ancient 
Dreddnought design. wrth some machines dating back tens of 
thousands o f  years to the Agc o f  Strife. Dreadnotrghts are 
complex machines. requiring special materials and skills to 
construct and all Spacc Marine Dreadnoughts are revered in 
thcrn\clves because the alr of their constructron IS almost lost. 
The operator o f  each Space Marine Dreadnought is not an 
ordinary Space Marine. he i s  one o f  thc Old Ones - a heroic 
Space Marine warrior mortally wounded In b i ~ ~ t l r  lo112 ago 
and @\en the honour o t  continuing to serve the Emperor as a 
deathlehs. livinp Dreadnoupht. The Old One'> body lies cul-led 
in 3 f'oet:~l position in.;icle thC DI-eadno~~pht'\ \hell with his 
ncr\ouc s!.btt.ni lirikrll direc~ly to the rnachinc'\ system.;. In 
th15 u;a? the Old One i s  reborn into a body of metal which has 
heconic his b;~rcoph;~gus. 

The ~iic.nloric.\ of wrnc ot  rhe Old Ones may extend back tens 
of ccnturicx to rhe founding 01' their Cllaptcr and its earliest 
hi\tor!. Thus they are revered by the other Space ~Ma:.ines not 
, i ~ ~ \ t  <I\ potent uarriorh but a l ~ o  ;IS ageless forebears and as a 
I t \ i r ig  e~nhucl~ment ( 1 1  battle\ fought long ago. The 
01-radnoushts rhar  ill .;urvive are carefully maintained and 
rdpaired \\.hen necebsar-y. II' L( Sp:~ce Ylarine Dreadnou~ht i s  
de\rroyed in ;~ctic.)n thc Space Marines w i l l  I'ight with 
~.igh~rou.; angel- to rctrlerc. the >hell so that they ma). lay 11s 
occupant to rcbt in  the Chapter'\ mausoleum. The 
1-)rt.adno~rght ;I!-mour i rwl f  bill be repaired and prcparcd for 
allorhel. d).irlg Spact, Ivl:rrlne ~ h o  \hill become an Old One to 
Future genel.a[io~i\. 

SPECIAL RULES 
Like most Dreadnoughts, Space Marine Dreadnoughts have 
variable configuration weapon mounts on their arms. This 
racilitates easy conversion of the Dreadnough1 to a nuniber of 
different weapon fit. accord~ng to different tactical situations. 
The weapons mounted on the Space Marine Dreadnought are 
superficially similar to heavy weapons carried by Space 
Marines or Space Marine Terminators. However, 
Dreadnought weapon systems are auperior in a number of 
ways because o f  their sturdier construction, increased 
ammunition capacity and improvcd targeting systems. These 
irnprovelnents are partially subsumed into the Space Marine 
Dreadnought's Ballisric Skill and its ability to move and fire 
heavy weapons. but in  addition to these the following special 
rules apply to Space Marine Dreadnought weapons. 

Assault Cannon and Storm Bolter 
The mujt frequent causes of jams for sustained fire weapons 
like assault cannon and storm boltcrs are faulty ammunition. 
overheating components or empty magazines. The Spacc 
Marine Dreadnou~ht features a large arnr~lo hopper holding 
man) thousands o f  rounds of ammunition for i t s  sustained fire 
weapons. This is combined with a l i q u ~ d  nitrogen cooling 
system and a flexible powered ammo feed which literally 
pushcs rounds into the weapon and extracts any dud rounds 
before they can block the breach. 
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To represent these i~nproven ients  a Space 34ari11c' 
Drc;ldno~lght f ir ing an assault cannon or ;I storni holtr l- Ignores 
the first jam rolled on the subrained fire dic.e c:lch turn. This 
mt:an\ that :I storm bolter nil1 never jam il' it' mountcd or1 a 

Dreadnough1 and an a\\ault cannon w i l l  onl! tan] 1 1  i l  ro l l \  
two or rnorc jnmz together. Howe\.er. i f  an as\ault cannon 
roll3 tli1.ee jatns together i t  I~III sti l l  esplodc. :~utornaticull!. 
tlcslroying the ;~ssi~trlt cannon itsclr hut ir l f l ict ing no Curther 
[ la~ i~age to the Dreadnought. 

Missile Launcher 
Though sonie older Spacc Mar inc  D r c a t l n o ~ ~ g h r \  cirrr! ;I 

11orln;rl m~ssi le launcher. most have been upyaded to c:ll.ry u 
spcc~ i~ l is t  salvo-fir ing launchcl- capable of' I ; lunch~ng up to 
tlirer m1,3ilrs si~nultaneously. I!nfortunately. the launcher has 
a slightly temperamental guidance systern which occasionally 
locks on to only some. or none. o f  the extra designated targets. 
However. the masters o f  the Spacc Marine Chapters generall) 
consider the extra f i repower suppl ied hy  the launcher a 
worthwh~le trade off. 

A Space Marine Dreadnought armed with a missile launcher 
can opt to elther fire a normal shot or salvo tire. The decision 
to use salvo fire must be made before the to hit ro l l  is made. JF 
salvo fire i z  used ro l l  a sustained fire dice. the number rolled is 
the number o f  missiles launched. Ro l l  to hit for each missile 
separately; the nlissilcs can be fired at different targets but the 
targets can't be more than 2" apart. The whole salvo must be 
either Frag or Krak missiles. not a mix  o f  both. I f  a jam is 
rolled on thc sustained fire dice no rnjssilrs arc fired and tlie 
missile launcher is affected i n  exactly the same way as a 
sustained fire weapon. This means the missile launcher (but 
not ihe Dreadnought's other weapons) must miss its shot i n  
the next shooting phase while it clears the 'jam' (or to be niorc 
accurate, the Dreadnought resets its guidance sy5tcm) 

Multi-Melta 
,4 normal melta weapon fires a fairly tight stream o f  energy 
which strikes the target and instantly super heats it to a point 
where i t  vapourises explosi\;el!. The  Space Mar ine  
Dreadnought m o u n ~ s  a multi-nielta w i t h  a var~ab le  focus. 
allowing i t  to broaden the energy beam. This sacrifice< range 
and power to burn a w ~ d e r  area more thoroughly. T h i ~  is 
particularly useful when fighting at close quiirters against 
large groups o f  troops. 

A Space Marine Dreadnought armed with a multi-melta can 
opt to fire either narrow beam with the effects of a standal-d 
multi-melta, or i t  can be fired on a broad focus with the same 
effects as a heavy flamer. 

Twin Lascannon 
A common Space Mar ine Dreadnought weapon IS a twin 

lascannon mount for destroyiny vehicles and fortifications at 
long range. The tw in  lascannon weapon system features a 
sophisticated scanning systern which can separate and identify 
the different components o f  a target. This system  allow^ the 
Dreadnought to adjust its aim with pinpoint accuracy to strike 
the desired component. 

A Space M a r ~ n e  Dreadnought armed with a twin lascannon 
rolls to h i t  normally. If a hit is scored against a vehicle make a 
D 6  ro l l  for hit location as usual. the Space 14arinc player is 
then allowed to add + I  or deduct I from the hit location roll. 

So. for examplc. i f  thc Dreaclnourhl hir a Prediltor ; ~ n d  rolletl ii 
J for the h ~ t  locat ion i t  wou ld  norm;~ l ly  hi t  the spon\c)n. 
Houcver-. tlie Spncc Marine player could opt to add +I to rhe 
location roll to ni;ll;c it a 5 (hltt lng the turret) or deduct - I  From 
the roll ro make i t  a 3 (hitring the hull). Note. howe\er. th:~t i t  

is not possible to hi t  a local ion which is behind cover b!' 
adju<ting the hit location roll. 

Power Fist 
P o ~ e r  f'isr> mounted on Spdce Mar ine D r c a d n o ~ ~ ~ I i t \  
incorporate Lxtra poucr sen o\ \o that they car1 grip and then 
rotate to [ear piece3 oft' [lrc target. This is most useful for 
r ipping apart vehicle\, infl ict ing catastrophic daliiage on tlie 
component attacked. 

The special tear altach can only be used against other vehicles 
including L)I-eadnoughts. The Dreadnought can makc onc [car 
attack ~OI -  e\ery ~ L \ ' o  hits i t  w o ~ l l d  have normall!, <cored. For 
exaniple, it' the Dreadnought wa\ in  co~ i iba t  ~ \ , i t h  an U r k  
Dread~~ougl i t  arid won th~. c o ~ n b a ~  by two points. i t  could opt 
to  score t w o  normal  hit.; o r  make one tear attack. I f  the 
Dreadnought was attacking a \.chicle. i t  would normally score 
thrcc hits. but i t  could choose to make one tear attack and 
score one normal hit itisread. 

To r~so l ve  a rear attack thc Space Marine player nornlnatc\ a 
sinyle locntion on the target The Dreadnought zelzi.\ that 
locat ion and attempts to tear part of  i t  a w a y .  R o l l  for 
perletratio11 a\ normal. I f  the location chosen is penetrated the 
part is torn away. roll for damage with a +2 modifier on thc 
damage chart. 
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VICTORY POINTS TABLES 
-- - - - 

The short Victory Points Tables presented i n  Warhammer 
40.000 are fine for >mall games but as forces gct largcr and 
more hea\,~lv armed you wi l l  need to use the 111ore expatlsive 
tables shown below. 

The victory points given are cumulative, so i f  you destroy a 
vehicle which is worth IOI to 200 points yuu rcceivt: 2 vicrory 
points ( I for damaging i t  and 1 for destroying it.). L~kewise. a 
squad worth between 101 and 200 points is worth I victory 
point when it takes SO%+ casualties and another point when i t  

i s  uliprd out. 

I f  it has a value of 101 to 200 points 1 vlctory polnt 

If it has a value of 201 to 300 points 2 victory points 

If it has a value of 301 to 400 points 2 victory points 

Thc p o ~ ~ ~ t s  \.slue of ,I .;quad include5 the cost o f  an) Marine combat squad\ as i f  they were entirely heparate 
additional wargear ~t h,ls and any orher upgrades such as squads so you should halve the total points value o f  the ten- 
being ~nouu ted  on bikes or  bein2 equipped w i t h  j u m p  man squad to find out how many victory points the combat 
packs. I f  a x l ~ ~ a d  inclutles any Churnpiol~s who arc worth squads are worth. 
.50 polnr\ 01. lchs the~r  points \:slue i\ ~ncluded In the points 

[n some cases (Devastator squads. for example) the points 
\ ~ l u c  of the squad for the purpose, of calc~r lat~ng victory 

value o f  a Space Marine squad ma) not be neatly split into 
its two combat squads. Players should fccl free to work out 

Space Marine squads form 3 special case because they are the points value of ind iv id r~a l  combat squads i f  desired. 
bought a j  xl~lat ls of  ten and [hen split up i ~ t c  t:vn f~vs-man though the method given above works just as we:! and ran 
combat hq~lnds. Victory points are scored for the Space save unnecessary headaches. 

Destroyed or Disabled 

1 victory point 

1 victory polnt 

2 vlctory points 

2 victory po~nts 

3 vlctory points 

Each Enemy Vehicle 

If it has a value of up to 100 points 

I f  it has a value of 101 to 200 polnts 

If it has a value of 201 to 300 polnts 

If it has a value of 301 to 400 polnts 

If it has a value of more than 400 polnts 
-- 

' A  veh~cle IS considered d~sabled if I I  can I move and all of 11s weapons have been destroyed andlor all of ils crew has been killed or 
dismounted from the vehicle 

Damaged 

0 victory point 

1 victory point 

1 victory point 

2 victory points 

2 victory points 
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With a value of 51 to 100 po~nts 

With a value of 101 to 200 po~nts 2 victory polnts 

Wlth a value of 201 to 300 po~nts 3 victory polnts 

With a total value of 101 to 200 points 

With a total value of 201 to 300 po~nts 2 victory points 

With a total value of 301 to 400 po~nts 2 vlctory points 

With a total value of 401 to 500 points 2 vlctory points 3 victory points 

With a total value of more than 500 points 3 victory points 4 vlctory points 

A vehicle counts ;IS disabled if i t  is destroyed. i t  can't move Vehicles that are outside their squadron coherent! dislanct. 
and a l l  of  its weapons have been destroyed or all of i t s  crew at the end of the game are albo conq~dered disabled (see rhr 
h a v e  heen ki l led or hacr dislnountcd from the vehjcle. Cquadron and Barter? rules for Inore details). 

With a total value of up to 100 points 

With a total value of 101 to 200 points 

With a total value of 201 to 300 po~nts 2 victory points 

With a total value of more than 300 points 2 victory points 
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T he earth shook. The Leman Russ bounced. yesterday. Oiled the parts with the sacred 
Tracks creaked as the suspension settled. unguents. Said all the right prayers. Even got the 
Leif thought about the amount of fire being Chaplain to bless the rotor blades. Thing still clicks. 

concentrated on the Ork positions and wn~~dered Can't figure it myself. Think it just does it to annoy 
how anything could survive it. Not that he me. Guess 1'11 just take i t  to the Adeptus when we 
doubted that the Orks would. They always seymed gel back to Castra Pa\lonis." 
to. They were well dug-in up ahead. The forces of 
Ghazghktdl Thraka were far from beaten. "You don't want to do that," muttered the Chief. 

"Don't want to go bothering no Tech-priests with 
"Do you think," asked Eriksonn conversationally, our little problems. They got bigger things to 
"that those artillery boys ever get it wrong and hit worry about. Like them Titans. Did you see them? 
our side too?" They looked pretty shot up to me. Things must be 

getting pretty hot up there." 
"Shut it, Eriksonn," the Chief said. Leif smiled. The 
old man might well have the cornm-net earpieces 
jammed over his ears but he still noticed every 
thing said w i t h  his tank. It was an impressive 
feat particularly considering the thunderous roar of 
the artillery barrage. 

"It's just that you keep hearing these stories," 
Eriksonn continued, as if he had never heard the 
order. "You know - the comm-net gets scrambled 
and some new recruit reads out the wrollg co- 
ordinates, and the next thing you know - 
kerbloom!" 

The blonde-haired giant made an exploding "What could Shoot LIP a Titan, Chief?" Eriksom 
gesture to illusbate his point. Throwing his arms smiled happily. He had found something new to 
wide, he hit the walls on either side of the turret. worry ~ib@ut. The Chief sucked Ids upper lip then 
The cramped quarters of the t a d  were not rubbed his stubbled cheek. Leif wondered if he 
spacious. L&f often wondered whether Eriksonn looked SO bad. They'd all been stuck in the tank for 
got claustrophobic. Squeezing himself into the three days now' with no chance to wash or shave. 
gunner's seat in the turret could not be pleasant for None of them were exactly fit for a regimental 
such a big man. parade. 

"1 said shut it, Eriksonn," said the Chief "Gargants, maybe," said the Chief. "Saw one of 
automatically. There was no real rancor in his those once, on Delta Tau Five. Just wreckage really. 
voice. They were all used to listening to Eriksonn's It was big as that hill there and studded with 
depressing theories before they went into battle. w." 

hew it was the giant's way of "Bet those guns could flatten this tank with one 
with the tension. shot, eh Chief?" asked Eriksonn, grinning. "Bet 
Howler prayed to the Emperor. Gundler told they could just blow us to a thousand tiny bits." 
stories of the fish he would catch when they went ,,Shut it, Eriksom,,, the crew chorussed. 
on leave. The Chief listened endlessly to the static 
crackle on the comrn-net, as if afraid that he would "Just a thought," said Erikson.n, returning to the 
miss the order to advance. Leif told himself that he task of checking the power systems of the turret's 
was the only one who didn't have some strange battle-cannons. "Howler, you check the feed-lines 
little habit, his hand toying constantly with the of the cannon like I asked you?" 
amulet his mother had given him on the day he 
joined the Planetary Defence Force. "Yes. Checked and re-checked. hvoked the 

Emperor's name six times and sprinkled them with 
The little rituals were as much part of life in the the sacred lubricants." 
Leman Russ as the smell of their unwashed bodies 
and the constant maddening whirring and clicking Not finding anything more to complain about 

of the defective air filtration fan. That reminded Eriksom fell silent. The rest of the crew joined him 

him, it was time to harass Howler again. in furiously checking and re-checking their 
equipment. All of them knew that their lives would 

"Haven't you fixed that filtration fan yet?" he soon depend on it. 
shouted, twisting his head round so he could look 
over the back of his seat. Howler's lean, feverish Leif wiped sweat away from his brow and let out a 

face twisted into an annoyed grin. long sigh. Outside the snows covered the ice 
plains. Inside the sealed shell of the Leman Russ it 

"No! Took the thrice-accursed thing to pieces again was warm as summer back home on Taurus Six. In 
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a way Leif was glad. E r i k s o ~  had heard that some on a cold winter's morning. 
crews had been found frozen to death when the 
heating systems of their tanks had failed. He He ran the hull lascannon through all the post- 

claimed that the crew all had frozen icicles of snot invocation checks. He swivelled it left and right, he 

hanging from their noses. That was exactly the sort fed small amounts of power through the barrel, 

of detail Eriksonn would know. Sometimes he and felt thc elements respond. He muttered 
activation runes and the litany against misfiring. thought the big man made these things up. 
The gun responded as if it were hi own arm. He 

"That's it, men. Time to go!" said the Chief, pulling knew he was ready and patched himself into the 
the comm-net phones from his ears. comm chatter on the Leman Russ's own internal 

net. 
Almost in unison the crew slapped the buckles of 
their restraining harnesses and dropped their "Main battlecannon seems a little off-centre," said 
command helms onto their heads. Now there was Eriksonn. "Don't know if I'll be able to hit 
no ~nore bickering. Now they were not just five anything with this piece of junk. Howler, you sure 
men who had been stuck in a confined space you checked the gyroscopes." 
together for three days. Now they were a crew. 
The engine of the Leman Russ roared to life. All "Yes." 

around the air tluummed with the vibration as all Leif smiled. E r i k s o ~  said exactly the same thing 
the other tanks in their formation started up. every time and then went on to hit everything in 

Leif took a deep breath and prayed to the spirit of sight. It was just another part of the big man's 

his gun. Slowly, as the power of the weapon took ritual of complaint. 

him over, the view through the eyes of the helmet "Engines fine," said the Chief. "Hold on 
changed. He now saw what the gun's targeter saw. everybody. Here we go." 

He saw the immerse white snow drifts and the There was an exhilarating sense of speed as the 
pea t  hill that loomed before them. He saw the vehicle accelerated up the hill, Leif's view jumped 
grey clouds, pregnant with the threat of another as the tank reared over some invisible snow- 
blizzard, racing through the sky overhead. He saw covered obstruction a d  he felt his padded 
the other tanks in the unit, turning the snow to command helmet slam into the back of his chair as 
slush with the heat of their engines, treads the tank dropped into an invisible pit that had 
churning and sending showers of the white stuff bsen covered in the snow. The engine roared 
spraying backward. He saw the hot air from deafeningly as the Chief fed it enough power to 
exhaust vents form clouds. He thought of breath climb out again. 

"By the Emperor, would you look at that?" he 
heard E r i k s o ~  gasp as they crested the hill. Ahead 
of them spread the full panorama of the battle. 
Across the frozen plain they could see the Ork 
position. Two mighty Gargants, each almost as 
large as the hills on which they sat, opened fin?. 
Bolters blazed from the Ork trench line. Huge 
numbers of crude Ork vehicles raced forward over 
the snow. Even through the thick armoured hull of 
the tank Leif heard the slow and increasingly loud 
howling as the Gargant's shell approached. An 
enormous plume of snow erupted just ahead of 
them, for a moment obscuring all vision. As it 
settled Leif saw that a vast number of Ork troops 
had emerged from their underground bunkers. 

"So much for the barrage," muttered Eriksom. 

l o  their left Imperial Guard troopers moved up 
into position. 1'0 their right, more Leman Russ 
tanks moved into position. The tank bounced again 
as it raced downhill towards the enemy formation. 
Carefully Leif sighted on an approaching Ork 
battlewagon. 

"Fire at'will," said the Chief. Leif opened. fire. The 
battlewagon exploded, turned to a tumbling heap 
of disintegrating metal, rolling side over side until 
it came to rest. 



ORK WARBIKES 

THE COMPLETE NOBZ WARBIKE 

THE COMPLETE NOBZ WARBIKE CONSISTS OF: 
1 x BIKE CHASSIS 1 x HANDLE BARS 

1 x DRIVER 1 x DRIVER'S LEGS 
1 x NO0 PASSENGER WlTH PLASMA GUN 

1 x PASSENGER SEAT WlTH BANNER POLE 
PLEASE STATE WHlCH DRIVER YOU REQUIRE WHEN ORDERING. 

NOB PASSEWF9 PASSENGER SEAT 
WlTH PLASMA GUN WITH BANNER POLE 

07059W5 0 7 0 5 W  

THE COMPLETE ORK WARBIKE 

DRIVER WlTH 
CHAINSWORD 

0705W4 

DRIVER'S 
LEGS 

070546'4 

DRIVER 1 
0705w3 

DRIVER 2 
0705iW5 

THE COMPLETE ORK WARBIKE CONSISTS OF: 
1 x BIKE CHASSIS 1 x HANDLE BARS 

I x DRIVER 1 x DRIVER'S LEGS 
1 x DUAL AUTO CANNONS 

PLEASE STATE WWCH DRIVER YOU REQUIRE WHEN ORDERING. 

BIKE CHASSIS 
07059Wl 

HANDLE BARS 
070546t2 

DUAL AUTO CANNONS 
07059812 

DRIVER 3 
07054W21 



ORK BOSSES 
THESE MODELS, EXCEPT THOSE MARKED WlM AN ASTERISK, ARE ALL SUPPLIED 

WITHANOAKARMSSPRUEANDANORKWEAPONSSPRUEASSTANDARD I 

DEATHSKULL GRETCHIN WARLORD SNAKE BITE 2 
07WWG STANDARDBEARER' GHAZGHKULL THRAKA' 07056117 

07079412 07079411 

f 

- -- 
BAD MOON 1' GOFF 3 EVIL SUN2 2 BLOOD AXE 1' 

07066914 07056 118 070561110 07066911 

BAD MOON 2 GOFF 1 EVIL SUN2 1 BLOOD AXE 2 
170669: 1 07066% 07066q5 07056119 

I EXAMPLES OF THE COMPLETED ORK BOSSES 



WEIRDBOYZ 

WEIRDBOY 2 WARPHEAD WEIRDBOY EVIL SUN2 
&:&: 07065714 070683!15 07062014 

BAD MOON 
07062016 

BLOOD AXE 
07062018 

DEATH SKULL 
07062015 

GOFF 
4, 07062UI7 

SNAKE BITE 
07062UKl 

MINDERZ 

MlNDER HOLDING MINDERZ HOLDING 
COPPER STAFF WEIRDBOY 

070657/1 

ALL OF THESE MODELS, 
EXCEPT THE GOFF, ARE 
SUPPUED WITH AN ORK 

ARMS SPRUE AND AN ORK 
WEAPONS SPRUE AS 

STANDARD 

FREEBOOTER MlNDER 
07065713 

EXAMPLES OF THE COMPLETED 
ORK WEIRLWOYZ 



TERMINATORS 
GREY KNIGHT TERMINATORS 

GREY KNIGHT 1 
7006512 

NEMESIS FORCE WEAPONS 

GREY KNIGHT 2 
70065R8 

NEMESIS WRCE HALBERD 
7006514 

NEMESIS FORCE GREAT SWORD 
7006513.4 

SHIELDS 

& SHIELD 1 SHIELD 2 SHIEW 3 
70065135 70070/15 7007011 6 

EACH COMPLETE GREY KNIGHT 
TERMINATOR CONSISTS OF: 

1 x GREY KNIGHT BODY 
1 x GREY KNIGHT LEFT ARM 

1 x GREY KNIGHT RIGHT ARM 
1 x NEMESIS FORCE WEAPON 

1 x SHIELD 
PLEASE STATE 'UHCH 

ARMS. M E L D  AND NEMESIS 
FORCE WEAPON YOU REQUIRE 

WHEN ORDERING 

GREY KNIGHT 3 
70065/29 

GREY KNIGHT RIGHT ARMS 

GREY KNIGHT GREY KNIGHT GREY KNIGHT 
RIGHT ARM 1 RIGHT ARM 2 RIGHT ARM 3 

700651 1 70065131 70065130 

GREY KNIGHT LEFT ARMS 

GREY KNIGHT GREY KNIGHT GREY KNIGHT 
LEFT ARM 1 LEFT ARM 2 LEFT ARM 3 

7008513 (WILL TAKE SHIELD) (WILL TAKE SHIELD) 
70065132 70065133 

EXAMPLES OF THE COMPLETED GREY KNIGHT TERMINATOR MODELS 

- - 

Designed by Jes Goodwin 



TERMINATORS 
CHAOS TERMINATORS 

.s 

CHAOS TERMINATOR CAPTAIN 
7044213 

CHAOS TERMINATOR 1 CHAOS TERMINATOR 2 
70445/28 70441/25 

CHAOS TERMINATOR RIGHT ARMS 

CHAOS STORM BOLTER 1 CHAOS STORM BOLTER 2 
70442Q 70441 127 

CHAOS ASSAULT CANNON CHAOS HEAVY FLAMER 
7046311 70444r15 

CHAOS TERMINATOR LEFT ARMS 

DAEMON SWORD 
7044214 

CHAOS POWER SWORD 
70445114 

EACH COMPLETE CHAOS 
TERMINATOR CONSISTS OF: 

1 x CHAOS TERMINATOR BODY 
1 x CHAOS LEFT ARM 

1 x CHAOS RIGHT ARM 
PLEASE STATE WHICH ARMS YOU 

REQUIRE WHEN ORDERING 

1 INQUISITOR TERMINATORS 

DAEMON HUNTER 
70069t22 

INQUISITOR 
7006911 9 

CHAOS POWER FlST CHAOS CHAINFIST 
704421Q6 70444129 

EACH COMPLETE IhQUlSlTOR TERMNATOR CONSISTS OF: 
1 x !NOUISITOR BODY 

1 x COMBI-WEAPON ARM OR PSYCANNON ARM 
1 x INOUlSlTOR POWER FlST OR FORCE ROD ARM 

PLEASE STATE WHICH A R B  YOU REQUIRE WHEN ORDERING 

COMBI-WEAPON ARM 
7006911 8 PSYCANNON ARM 

7W69/21 

INQUISITOR POWER RST 
WlTH DIGITAL WEAPONS 70069/23 

70069m 

Designed by Jes Goodwin 



ELDAR 
ELDAR DREADNOUGHT THE COMPLETE 

ELDAR DREADNOUGHT CONSISTS OF: 

PLEASE S 

EXAMPLE OF COMPLETED ELDAR DREADNOUGHT 

LAS CANNON 
7152115 

1 x ARM 
1 x HEAD 

1 x TORSO 
1 x LEFT LEG 

1 x RIGHT LEG 
1 x DUAL MOUNT 
1 x POWER PLANT 

1 x WEAPON MOUNT 
1 x HEAW WEAPON 

;TAT€ WHICH ARM YOU 

POWER PLANT 
07152112 

4 

REQUIRE 

LEFT FLAMER ARM 
0715211P 

RlGHT FLAMER ARM 
071521f21 

LEFT SHURIKEN ARM 
07152119 

RlGHT SHURIKEN ARM 
07152114 

HEAD DUAL MOUNT WEAPON MOUNT TORSO 
07152113 071521/X, 07152116 07152111 

i 

PCANNON 
07161712 

- +'". - & !. qe 
MISSILE LAUNCHER 

071521119 

071521111 

LEFT LEG RIGHT LEG 
7152118 71521/7 

HEAW PLASMA GUN 
071521116 

I 

44 Designed by Jes Goodwin 



ELDAR 
ELDAR WAR WALKER 

3 
THE COMPLETE WAR WALKER CONSISTS OF: -. 

1 x WAR WALKER ELDAR 
1 x TORSO 

1 x L E V  LEG 
1 x RIGHT LEG 

1 x POWER PLANT 
2 x WEAPON SHIELDS 
2 x HEAW WEAPONS 

SCAlTER LASER 
071521111 

PLEASE STATE WHICH ELDAR AND WEAPONS 
YOU REQUIRE WHEN ORDERING 

LASCANNON 
7152115 

= &'*. 

MISSILE LAUNCHER 
071521119 

WEAPON SHIELD 

RIGHT HOOFED LEG LEFT HOOFED LEG 
071521116 

071521113 071521114 

EXAMPLE OF COMPLETED WAR WALKER 

WAR WALKER WAR WALKER 
ELDAR 2 POWER PLANT TORSO 
071521110 071521112 071521.1 

WARLOCKS AND FARSEER 

FARSEER 
7160013 

WARLOCK WlTH WARLOCK WITH 
WITCH B L A M  1 FORCE STAFF 2 

71 60015 71 60012 

WARLOCK WITH WARLOCK WITH 
FORCE STAFF 1 WITCH BLADE 2 

7 160014 71600'1 

Designed by Jes Goodwin 45 



PLASTICS 
SPACE MARINE LAND RAIDER 

THE COMPLETE 
SPACE MARINE LAND RAIDER 

CONSISTS OF: 
1 x LAND RAIDER CHASSIS SPRUE 
2 x LAND RAIDER TRACK SPRUE 

THE ASSEMBLED LAND RAIDER PAINTED AS AN ULTRAMARINE VEHICLE 

THESE PLAS'TIC KITS ARE DESIGNED TO BE USED WITH THE WARHAMMER 40,000 GAME 
SYSTEM. THIS RANGE OF MODEL KlTS IS CONSTANTLY EXPANDING TO ENCOMPASS 
THE LIMITLESS VARIETY OF WAR MACHINES WHICH BATTLE IN THE NIGHTMARE 
FUTURE OF THE 41 ST MILLENNIUM 

NOT SUITABLE FOR CHILDREN UNDER 36 MONTHS DUE TO SMALL PARTS AND ESSENTIAL POINTED COMPONENTS 
THESE KlTS ARE SUPPLIED UNPAINTED AND NEED TO BE ASSEMBLED USING POLYSTYRENE CEMENT 

I EACH MODEL KIT INCLUDES A DETAILED CONSTRUCTlON SHEET AND CITADEL TRANSFER SHEET. THE 
TRANSFER SHEET INCLUDES A1.L THE MARKINGS NEEDED FOR THE DARK ANGELS, ULTRAMARINES. SPACE 
WOI VES AND SLOOD ANGELS SPACE MARINE CHAPTERS. ALL MODELS ARE SHOWN ACTUAL SIZE. 

46 ' Co~yr lght  Games Workshop LM 1994, All r~ghts reserved. Models suplled unpainled Banners not included 



PLASTICS 
1 SPACE MARINE PREDATOR 1 

?HE COMPLETED PREDATOR KIT IN THE COLOURS OF THE BLOOD ANGELS CHAPTER OF THE SPACE MARINES 

SPACE MARINE RHINO 

I CONSISTS OF: 

-mm* THE RHINO KIT ASSEMBLED AND PAINTED IN THE COLOURS OF THE DARK ANGELS 

mnm 
63 Copyright Games Workshop Ltd. 1994. All rights resewed. Models suplied unpainted. Banners no1 included. 47 



BLOOD ANGEL DREADNOUGHT 
BLOOD ANGEL DREADNOUGHT 

THE COMPLETE 
BLOOD ANGEL DREADNOUGHT 

CONSTISTS OF: 
1 x SARCOPHAGUS 1 

1 x REAR BODY 
1 x LOWER BODY 

I x LEGS 
2 x FOOT 

1 x BACK SECTION 
1 x MULTlMELTA 

1 x POWER FlST ARM 
1 x POWER FlST 

1 x AUTO LAUNCHER 
1 x BANNER POLE 1 

SARCOPHAGUS 1 
042511 

1 

6 

MULTIMELTA 
042513 

POWER FLST 
Cd2516 

FOOT 
042518 

REAR BODY 
042511 1 

AUTOLAUNCHER '; t,Y* 
042517 

48 Designed by Jes Goodwin 



SPACE WOLVES SCOUT SERGEANT 

I I I 

SPACE ORK GOFF NOF BLOOD ANGELS DREADNOUGHT 

SQUAT CHAMP1 [ON 
I, 

IMPERIAL ASSASSIN ELDAR HARLEQUIN 

-. - . ,R FARSEER ' WARRIO ELDAR WARLOCK 









Force 3 Range: 24" 

ELDRITCH STORM 
The Warlock conjures a howling storm of 
psychic energy which sends troops flying 
Place the Eldri tch Storm template 
anywhere within 24" of the Warlock Roll a 
scatter dice for any models more than half 
under the template. If an arrow 1s rolled the 
model is flung in the direction lndlcated to 
the storm's edge and may not move or 

model suffers an S3 h ~ t  and 1s flung to the 
storm s edge as above Vehlcles In the 
storm will go out of control when they next 
move Thls card should be placed next to 
the Warlock or lace up on the table edge to 
lndlcate 11 IS In play The Storm template 
remalns In play unt~l the Warlock 1s kllled or 
wlshes to end 11 Whlle the Eldrltch Storm 
remalns In play nothlng can move, see or 
shoot through 11 

; DESTRUCTOR I: 
f The Warlock unleashes a devaslatlng surge of 
, psychlc power Place the speclal Deslructor 
2 remplate so lhal 11s narrow end touches the 1 Warlock and 11s broad end covers the target I 

.. . 
ln~t~atlve on a D6 ~ o d e l s  hlt suffer an S6 h ~ t  

bulldlngs are h ~ t  autornatlcally and Ihe 
1 Destructor bolt IS stopped 11 11 str~kes a veh~cle 
I or bulldlng Otherwise the template moves 12 

forward In the same dlrectlon at the start of 
Qach subsequent psychlc phase The 
j Destructor ternplale remalns In play unt~l the 
! Warlock dec~des to end 11 by laklng the card 
1 back Into hls hand dur~ng the psychlc phase 
: the Warlock IS k~lled Ihe Destructor IS nulllf~ed 
i or untll the template eventually leaves the 11 



The Weirdboy grunts as he exerts his 
powers on a single model within 24". 
Glowing lights trap the vict~m, solidify, 
constrict, and crush the life out of it. 
The target suffers 206  minus his own 
Strength S5 hits. Vehicles deduct their 
ram value Strength characteristic from 
the number of hits inflicted. 

O A  KRUNCH 
The Weirdboy's fevered brain 
conjures up a huge ectoplasmic vision 
and the mighty foot of Gork himself 
stomps down to squish the enemy 
into splutchy pancakes! Use the 
special template to represent the area 
covered by the foot by placing it over 
the desired target. Any models under 
the template are automatically hit 
unless they can rol l  under their 
Initiative rating on a D6 to get out of 
the way. Any models which fail to 
dodge suffer an S10 hit. 

The Weirdboy smashes one of the 
enemy psykers with an 'eadbut of 
pure Waaagh!-power. Both players 
roll a D6 and add the mastery levels 
of their respective psykers to their 
score. If the enemy psyker loses he 
suffers 1 wound and can't use any 
powers until the next psychic phase 
(though he can continue to use warp 
cards to nullify etc. as normal). If the 
scores are drawn or the Weirdboy 
loses the 'Eadbutz has no effect. 

Force 2 Range: 18" 

POWER UOMlT 
The Weirdboy hurls a bal l  of 
fluorescent green psycho-plasma 
from his churning innards. Draw a 
straight line 18" from the Weirdboy. 
Any models that lie under the line are 
struck by the Power Vomit and 
sustain an S5 hit. The Power Vomit 
will pass through any target, even if it 
causes no damage. Its progress is not 
blocked by models, scenery or 
buildings, the psychic energy 
automatically passes right through 
them. 

KOP OIS! 1; 
The Weirdboy hurls a torrent of 
psych~c energy which travels up to 24" 
and strikes the first model in its path. 
The model is hurled back D6+1". If the 
model hits anything its move is halted 
and both models take S5 hit. Kop 
Dis! can also be usc;d on .Ires effect 
templates such as Vc rtex. liellfire and 
plasma bursts. If a,, area effect 
template is moved it will score a hit on 
anything it moves over. 

BRAIN BURSTA I 
A violent bolt of power erupts from the 
Weirdboy's sloping forehead and 
rockets up to 24" across the battlefield 
in a dead straight line. The first model 
the bolt touches is overloaded with 

I the~r v~ctlms regardless of the nurnber 
of wounds they have Armour savlng 
throws do not Drotect against the 

1 3  Ork power and must roll under its 
Toughness on a D6 or its head 
ex~lodes! Head explos~ons always kill 

Brain Bursta. vehicles hit by the Brain 
Bursta suffer a hit to one randomly 
determined crewman who must roll to 
survive as above. 

I 
1 A glowlng wave of psych~c power bursts lrom 
d the We~rdboy s eyes Place the Death Wave : template SO !hat 11s centre touches Ihe We~rdboy 

and then move 11 4D6" In a stra~ght llne away 
j lrom hlm Any models covered by the template 

as 11 moves suffer a h ~ t  models pan~ally covered 3 are h ~ t  on a roll of 4. 5 or 6 on a D6 Roll a D6 for 
any models that are h~ t .  II the roll equals or 
beats their Touahness thev are killed rnoardlena - -a- - - - -  
of armour sav lk  throws and how many wounds 
they have Vehlcles are not affecled but crews 

- are - each crew member suffers a hit from the 
4 Death Wave on a roll of 5 or 6 on a D6. The 
j Death Wave will pass through any target, even ~f I' 

11 causes no damage Its progress IS not blocked 
? by models, scenery or bu~ldlngs as the psychlc 

energy dutomat~cally passes rlght through them $ The Death Wave continues to move 4D6- In Ihe 
2 same dlrect~on at the stan of each subsequent 

psychic phase. The wave remains in play until it 
1 IS nullified or until i t  eventuallv leaves the 

WAAAGH! 
The We~rdboy floods the area with the 
power of the Waaagh! All enemy 
psykers ~n range are knocked flat and 
suffer 1 wound if the Ork player can roll 
higher their mastery level on a D6 If 
they are knocked flat they can't use any 
more powers until the next psychic 
phase, though they can continue to use 
warp cards to nullify etc. as normal. All 
Ork and Gretchin units within 36" of the 
Weirdboy add 1 to their WS and can 
reroll any Ld tests they take until the end 
of nexl turn Leave this card face up next 
lo the We~rdboy as a reminder and take 
11 back at the beginning of the next 
psychlc phase 



The Chaos Magus summons a stinking 
cloud of pestilence and magically wraps 
the diseased vapours about himself like 
a monstrous shroud. Any living models 
within 6" of the Magus are affected by 
the miasma and suffer an S3 hit as soon 
as they are within range. Followers and 
daemons of Nurgle are unaffected. The 
psychic power remains in play until it is 
nullified, the Chaos Magus is slain, or 
the Chaos Magus decides to end the 
psychic power. Place this card next to 
the Chaos Magus or at the edge of the 

The Chaos Magus calls down a foetid, 
plague-ridden wind accompanied by 
moaning, insane laughter and other 
sounds of death and delir ium. The 
hideous Plague Wind inflicts Nurgle's 
Rot upon the recipients, a wasting ' 

disease wh~ch changes its victims into 
Plaguebearers. The Plague Wind can be 1 
cast at a single living enemy model or 
squad within 24" .  The Plague Wind 
infl icts 3 0 6  hits minus the target's 
Toughness. Each hit causes a wound on 1 

I 
a roll of 4 .  5 or 6. For every 3 wounds 
inf l ic ted by the Plague Wind one 
Plaguebearer is created, forming a new 
unit within 3" of the victims of the Plague 
Wind. 

With a leering grin the Chaos Magus 
beslows a blessing from Nurgle on 
himself or a single model in base-to- 
base contact with him. The target starts 
to exude an aura of psychic power so 
disgusting that it and all models within 3" 
of it lose 1 from their Attacks 
characteristic as lhey retch 
uncontrollably. Followers and daemons 
of Nurgle are unaffected by the 
putrescent aura. The psychic power 
lasts until 11 is nullified, until the affected 
model is slain, or until the Chaos Magus 
decides to stop using the psychic power. 
Place this card next to the affected 
model or at the edge of the table. 

The Chaos Magus vomits forth a stinking 
jet of putrid blood, pus, maggots, slime 
and other foulness. Place the Stream of 
Corrupt~on template with the pointed end 
touching the Chaos Magus model and 
the round end over the target. Any living 
models, friend or foe, more than half 
under the template will be oveiwhelmed 
and choked to death by the foulness 
unless they can roll their armour save 
Models with a Toughness of 7 or greater 
will not be automatically killed by the 
Stream but sustain D6 wounds instead. 
Enclosed vehicles are unaffected by the 
Stream of Corruption. 



MENTAL 
FORTRESS 

The Ancestor Lord weaves a powerful 
mental barrier around himself and 
those nearby. The Ancestor Lord and 
all friendly models within 12" gain a 
saving throw of 5 or 6 on a D6 against 
psychic attacks. Mental Fortress 
remains in play until it is nullified or 
the Ancestor Lord is killed. This card 
should be placed with the psyker or at 
the edge of the table as a reminder 
that it is in play. 

The Ancestor Lord unleashes a 
mlghty psychic hammer blow against 
his foes, smashing them back with 
supernatural force. All enemy models 
within 9" of the Ancestor Lord are 
blasted backwards 3" directly away 
from him and suffer a S5 hit. Vehicles 
suffer a S5 hit to each hit location. 
Moving enemy vehicles will go out of 
control in their next movement phase. 
Models with a Strength of 6 or more 
will not be driven back by the Hammer 
of Fury, though they will suffer a S5 
hit as normal. 

Force 1 Range: 12" 

DOMIIMAT!ON 
The Ancestor Lord turns his Immense 
will power on the mind of a slngle enemy 
model and takes over its body for a 
moment. The player nominates a single 
model in range as his victim. The victim 
must pass a Ld test with a -2 modifier to 
resist the power of the Domination. If the 
model fails the player can force it to 
perform one actlon immediately - this 
could be to make a normal move, fire a 
weapon, throw a grenade etc Any firing 
uses the dominated model's BS and 
normal rules apply as regards targetling. 
line of sight etc. Vehicle crew can be 
targeted with Domination but those in 
enclosed vehicles count as havlng a Ld 
of 10; exposed vehicle crew test on their 
basic Leadership. A dominated model 
cannot be forced to kill itself. 

FORCE DOME 
Force Dome may be used anywhere w~th~n 24" 
of the Ancestor Lord A glanl dome of energy 
bursts from the ground take the specla1 Force 
Dome template and place ~t w~thln range The 
Force Dome prevents all movement across 11s 
edge. trapplng models ~ns~de  The dome stops 
models seelng. shootlng or uslng psychtc 
powers through 11 At the end of each of thetr 
own movement phases models In contact w~th 
the dome can try to destroy 11 by roll~ng under 
the~r Strength on 306 (close combat weapons 
may be used) Vehicles can destroy the dome 
by rolling 2D6 and scorlng equal to or under the 
Strength characterlst~c 01 the~r ram value I f  they 
fall they take damage as 11 they had colllded 
wrth a vehlcle of equal slze Force Dome 
remalns In play unt~l I! 15 null~t~ed. the trapped 
models lns~de break free or the Ancestor Lord 
decides to end 11 Th~s card should be placed 
with the target or at the edge of the table to 
show that 11 1s In play 



PSYCHIC SHIELD 
The Librarian conjures a sh~eld of psychic 

TELEPORTATION PRESCIENCE 
energy to prolect himself. Should the The Librarian takes on a bright glow Th ls  psych ic  power  enab les  the  
Librarian subsequently sutler 1 or more which suddenly flashes into blinding Librarian to look forward in trme and 
wounds from either shooting or close l ight. When the l ight fades he has predict the outcome of his actions. 
combat the shield will absorb and negale disappeared. The Librarian reappears though o f  course he's not always 
each wound on the D6 roll of a 3, 4.  5 or 6. u p  to 4 0 6 "  away as a bright g low entirely accuratel From the moment 
roll 1 D6 per wound caused. I1 the Librar~an which f lares in to  a sudden flash.' the psychic power is  used to the 
is attacked by a psychic power which ellher 
causes wounds or kills him outright, lhen Teleportation can be used to carry the beginning of the next psychic phase 

the Psychic Shield will save him on the D6 Librarian into hand-to-hand combat, in the Librarian may reroll any of his 

roll of a 4 ,  5 or 6 When used to save which case he fights as normal in the faded dlce throws - this includes to hit 
against a psychic power the sh~eld I S  next combat round and counts as rolls, damage rolls, armour saves, 
automatically nullrf~ed 11  the save I S  charging in the first round. Leadership tests and so on This card 
successful. Once used the shield remains should be placed next to the Librarian 
in play until nullltied or the Librarian is or f ace  up on  the table edge to 
killed. This card may be placed with the indicate rt is in play and taken back 
Librarian or at the edge of the table. 

into the Librarian's hand at the very 
start of the next psychlc phase. 

QUICKENING STRENGTH 
The Librarian creates an accelerated The Librarian may cast Iron Arm on himsell or 
time field around himself or another any slngle model within 3". A IIOW of powerful 

The Llbrarian draws upon his inner 
model within 6", making it  seem that the psychlc energy rushes over and through the 

reserves of strength to fortify himself 
subject speeds up to a blur while 

sublecl. ~nlus~ng h ~ m  with power The models 
and those about him against psychic Toughness and Slrength are doubled up lo a 

everything else is hardly moving at all. attack. Psychic attacks against the maximum ol to He can light normally, but his 
The subject doubles its Movement. 

Librarian or any models within 6" of Move character~st~c IS halved, rounding up. 
Initiative and Attacks characterlstlcs as 

him are automatically nullified unless The subject also galns an add~t~onal armour 
long as Quickening 1s in play and Can savlng lhrow of a 4 .  5 or 6 which i s  rolled 
fire twice in the shooting phase if 11 they roll higher than the Librarian's belore hls normal armour save This extra 
doesn't run or charge ~n the rnoVement mastery level on a D6. Strength of armour saving throw IS no! affected by weapon 

phase. Once used. Ouickenrng remains Mind remains in play until it is nullified savlng throw mod~f~ers and applies to all 

in play until nullified or the L~brarian IS or the Librarian is killed. This card wounds no ma~ter how they are susla~ned. 

may be placed with the Librarian or at includ~ng those ~nfltcted by psychic powers. 
killed. This card may be placed with the Place th~s card next to the model or pul it face 
Librarian or at the edge of the table to the edge of the table as a reminder 
show that it's in play. Ouickening may be 
used on only one model at a lime. 

THE SALAMANDER 
The Llbrarian draws on the terrifying 

The psyker unleashes a devastat~ng legends o f  Chapter hlstory to create a 
psychic attack on an area wlthln 24" monstrous spectral  creature The 
The player places the 2" Smlte template 
anywhere on the table wlthln 24" of the mani fes ta t ion  shoots  fo rwards 

L~brarlan - the template represents the crackl~ng and splttlng as 11 burns a Ira11 
area be~ng assaulted by waves ol potent of destruct~on ~n ~ t s  path The player 

psychlc energy Each model covered by draws a line 5D6" from the Llbrarlan 
the template is hlt, any models part~ally Every model  c rossed by the  line 
covered are hll on a D6 roll of 4 5 or 6 Suffers One S5 hit causing 1 wound 
lf a vehlcle is h ~ t  by Smtte one randomly Any squad suffering one or more 
selected crewman will be af fected casualt~es from the Salamander must 
Models h ~ t  must pass a Ld test on 2D6 take a Break test 
w~rh a -2 modlfler to the~r Leadership 
characterlstlc If the test I S  faded the 
victim dies immediately regardless ol 
how many wounds 11 has Armour savtng 
throws do not protect agalnst Smrtc 



PURGE PSYKER AURA OF FIRE 
The psyker assaults one of the enemy An aura of flickering flames forms OF FORTITUDE 
psykers in a battle of wills. The enemy around the psyker. The Aura ol Fire will The psyker projects a powerful mental 
psyker  rol ls a D6  a n d  adds h is  negate any wound suffered by the shield to protect himsell and those 
mastery level to the roll; the attacking psyker on the D6 roll of a 4. 5 or 6. In nearby against psychic attack. The 
psyker rol ls two D6 and  adds his hand-to-hand combat any wound saved psyker and all friendly models within 
mastery level to the highest dice roll. by means of the Aura ol Fire is 9" increase their Ld characteristic to 
If the enemy psyker's score is lower rebounded agalnst the model that struck 

it, causing a wound for each wound 
10 as long as the Aura o/  Fortitude is 

he  loses and suffers 1 wound for saved. Place this card next to the psyker ~n effect. The psyker and all frlendly 
every point he lost by. If the scores model or turn 1 1  face up and put it models within 9" gain a saving throw 
are tied or the enemy's score is higher somewhere convenient along the table of 4,  5 or 6 on a D6 against psychlc 
the Purge Psyker attack has no effect edge to ~ndicate that it is in play. Once attacks. Aura of Fortitude remalns ~n 
unless the defender's score is double cast, the Aura of F~re remains effective play until it is nullified or the psyker is 
the attacker's. If this happens, the for the rest of the game, unti l  il is killed. This card should be placed with 

ttacking psyker suffers D6-wounds nullified. or until the psyker is slain. Only the psyker or at the edge of the table 
rom psychic feedback. one Aura of F~re may be used at a time. as a reminder that it is in play. 

STORM ' 

OF WRATH 
The psyker unleashes a mighty psychic 
storm of terrifying intensity which affects 
all enemy models within 12" of him. All 
enemy units in range have to pass a Ld 
test on 2D6 before they can move or 
charge. Enemy vehicles will go out of 
control on a roll of 5 or 6 on a D6 when 
they move. All enemy shooting wlthin or 
into the area suffers a -2 mod~fier to hit. 
Friendly models are completely 
unaffected. The Storm of Wrath remains 
in play until i t  IS nullified or until the 
psyker IS killed. This card should be 
placed with the target or at the edge of 
the table to show that it is in play. 

DESTROY DAEMON 
The psvker hurls his powers aqainst a I 
daemon in an attempt' to banish it back 
into the warp. The Destroy Daemon 
power travels up to 24" and strikes the 
flrst target in its path. The psyker rolls 1 
206 and adds hlk mastery le"el to the 
result; the daemon rolls 1 D6 and adds 
its current number of wounds to the 
result. If the psyker's score beats the 
daemon's score the daemon IS instantly 
destroyed. I f  the scores are drawn the 
daemon loses half its remaining wounds. 
rounding down. If the psyker's score IS 

lower the Destroy Daemon power does 
not work. If the daemon's score is twice 
that of the psyker or more the psyker 
sul lers D3 wounds from psychic 
feedback. 

SCOURGING 
Crackling bolts of power lash out from 
the psyker's fingers up to 24", striking 
the first target in their path. The target 
suffers 03 S4 hits and must pass a Ld 
test or be stunned and unable to do 
anything until the next psychic phase. 
If this happens leave this card next to 
the affected model as a reminder and 
take it back at the beginning of the 
next psychic phase. Daemons struck 
by Scourging suffer a D3 hits at S8 

HOLOCAUST 
The psyker releases hts mighliesl powers in a A sphere ol utter darkness opens between 
mighty conflagration 01 flames raglng oul lrom the outstretched hands of the psyker and 
his body. Every living creature. lriend or loe. widens into a swirling vortex. The Vonex 
within 12" of the psyker takes a S4 hit lrom the can be sent in any direction and will move 
flames. After damage has been assessed Ihe forwards destroying all in its path! The 
psyker must pass a Ld test in order lo stop the Vortex is represented by the special Vortex 
Holocausr II he la~ls, or decides to contlnue template - place the template on the table 
the Holocausl, he suffers a wound as the 
flames start l o  consume his body and and move l t  to Indicate the path of the 

(assuming he's still alive) the Holocaust card Vortex The Vortex moves 3D6"  

rernalns In play, scoring another S4 hll on immediately and anything touched by 11 is 
every llvlng creature within 12" at the stan of affected as by a Vonex grenade ( ~ n  most 
the next psychlc phase. Atler Ihe damage has cases this means Instant ann~hilatlon) At 
been dorie !he psyker makes another tesl to the beginning of each subsequent turn roll 
stop the Holocausl again with the same effects on Ihe Vortex chart as normal for a Vonex 
il he fails. While the Holocaust rema~ns in play grenade. The Vortex lasts until 11 IS nulllf~ed. 
Ihe psyker may not use warp cards and may diss~pates or leaves the baltlefteld Whtle 
no1 use any other psychic powers. If he passes the Vortex lemplate IS still in play this power 

Holocausl the card is may not be used again 



9Eq.p '" " . "1"Su 
A dazz l~ng  burst of r a ~ n b o w  l ~ g h t  
shoots from the Chaos Magus's 
fingertips to strike the first moderin its 
path. The victim must roll equal to or 
under his Ld on 3D6 to fight the 
intense waves of sensation which 
threaten to overwhelm him. If the 
victim fails the test he enters a 
rapturous, euphoric state which 
halves al l  of his characteristics I 
the battle. A successful nullify used on . 
the affected model will bring him to his k 
senses again. 

The Chaos Magus summons the power of raw 
psychic energy and directs it at a slngle livlng 
model within 24". The vlctirn must roll equal to 
or under its Toughness on 2D6 lo reslst the 
power wh~ch engulfs him, otherwise the curse 
twists and warps his body into a Chaos Spawn. 
The mindless Spawn immediately shambles. 
crawls or slithers off 206' in a random direction 
rolled on the scatter dice. It will then move 
2D6' in a random direction In the compulsory 
movement of each of its own movement 
phases. The Spawn moves directly over troops 
in its path, causing an aulornatlc S4 h11 on any 
model it touches. The Spawn does not light In 
hand-to-hand combat and is hit automat~cally if 
11 IS attacked. It cannot be broken and IS 

Immune to psychology. The Spawn retains its 
old Toughness and number of wounds Note 
that a null~fy will not reverl the Spawn back to 
its or~ginal lorm. 

The Chaos Magus reaches out a 
hand overflowing with multi-coloured 
light and touches a victim in base-to- 
base contact with him., As he does so 
the victim staggers back with an 
idiotic grin of pleasure on his face. 
The victim must roll under his Initiative 
on a D6 to avoid the touch. If the 
victim fails to avoid the Acquiescence 
he enters a rapturous euphoric state 
which halves all of his characteristics 
(rounding up) and makes him subject 
to the psychology rules for Stupidity 
for the rest of the battle. A successful 
nullify played on the affected model 
will bring him to his senses. 

The Chaos Magus unleashes the corrupt~ng 
power of his maglc against a single enemy 
squad or model with~n 24". The victim(s) 
must roll equal to or under their Ld on 2D6 
or be overcome by the psychic power. : 

beginning to leap and cavorl uncontrollably. 
howling with glee. If the power works place 
this card next to the affected models. The 
models can no longer move or shoot and 
may not roll any attack dice In hand-to-hand 
combat, being far too involved in their 
d a n c ~ n g .  The Pavane lasts unti l  it IS . 
nullifled, until the Magus is slain, or until he 
chooses to end it by taking this card back 
dur~ng any of h ~ s  psychic turns. The Pavane 
can then be used In the next psychlc 





You may play this card at any 
time on a model (not vehicle) 
which has just been eliminated 
for any reason. Somehow, 
miraculously, the model is saved 
from its fate - it ducks at the last 
second, is blown clear of an 
explosion. hurled out o f  a 
crashing vehicle, whatever. If the 
model is within the area of effect 
of a blast marker which remains 
in play (such as plasma or vortex) 
move it outside the edge of the 

You may play this card on one of 
your squads during deploymenl. 
The squad has crawled lorward 
during the night to set up an 
ambush. You may deploy the 
squad up to 24" onto the table, 
and you may place them in hiding 
if they are in or behind cover. In 
addition, the squad begins the 
game in overwatch. 

You may play this card during 
your own shooting phase when 
you hit an enemy vehicle but 
before the armour penetration 
roll is made. The gunner 
succeeds in locating a weak 
point in the vehicle's armour so 
its armour value is halved 
(rounding up) for that shot only. 
This card will not work for 
weapons which use a blast 

OUTBREAK 

BRILLIANT 
STRATEGY 

A cunning and entirely original 
plan gives you an opportunity to 
steal the initiative from your foe. 
Play this card before deployment 
takes place. Roll a D6 and add 
the score to your force's strategy 
rating for the rest of the game. 

BARRAGE 
An orbiting starship or distant 
artillery battery provides your 
troops with some fire support. 
You may play this card during 
any of your shooting phases. 
Take the 3" radius blast marker 
and place i t  anywhere on the 
table. Then roll a scatter dice and 
deviate the marker 2D6" in the 
direction indicated. -Any model 
under the marker will be hit on a 
D6 roll of 4 ,  5 or 6. Hits are 
resolved at Strength 5, inflicting 
D l 0  damage and having a -3 
saving throw modifier. The 
armour penetration value of the 
barrage is D6+D10+5. 

A dormant virus becomes active. 
You may play this card at any 
time. Place the Virus counter 
anywhere on the table. Any 
models within 2" of the counter 
are affected by i t  as i f  a Virus 
grenade had detonated at that 
spot. Work out the result of the 
Virus Outbreak immediately and 
leave the counter in place for the 
rest of the game. Anything which 
approaches within 2" of the Virus 
counter in subsequent movement 
phases will be attacked by the 
virus again. 

, 

DELAYED 
You may play this card before 
your opponent sets up. A single 
enemy squad or vehicle of your 
choice is delayed by infiltrators 
fighting behind the lines and does 
not deploy with the rest of the 
enemy force. Instead it arrives 
during the opposing player's first 
movement phase and must move 
on from the edge of the table, 
starting at a point inside the 
enemy's deployment zone. 

A 

FORCED MARCH 
By pushing your army through 
the night you arrive early enough 
to scout the battlefield and deploy 
before your foe arrives. You may 
play this card at the beginning of 
the battle before the forces are 
deployed. It allows you to deploy 
any of your force up to 18" onto 
the table. However, any squads 
or vehicles which you wish to 
deploy between 12" and 18" onto 
the table must be deployed 
before any enemy forces, 
regardless of relative strategy 
ratings. 

. 
SIR - AAARGH! 

You may play thls card when any 
of your characters is killed for any 
reason providing there is another 
of your models within 3" at the 
t ime. The nearby trooper 
hero~cal ly  leaps forward and 
pushes the character out the 
way, taking the hlt himself. The 
character model survives, and 
the heroic trooper is rather sadly 
killed for his efforts. 



You can play this card on an 
enemy squad with broken morale 
at any time. The broken squad 
completely scatters as its 
cohesion disappears and 
individual members run off to 
hide in the deepest, darkest holes 
they can find. Though the 
troopers are not dead there is no 
longer any chance of rallying 
them and they will play no further 
part in the battle. Remove the 
remaining models in the squad as 
casualties. Craven Coward~ce 
mav also be played on shaken 

SPECIAL ISSUE 
You may play this card on one 
of your character models at 
the start of the game. Shuffle 
all the remaining Wargear 
cards together and then draw 
one at random. The character 
i s  permi t ted  to keep the  
Wargear card  even if i t  i s  
normally limited to a certain 
race or the character already 
has his full complement of 
Wargear cards .  He may 
redraw i f  the first card  is  
unusable by  h im.  For 
example,  a non-psyker 
drawing a force weapon. I 

DIVINE 
INSPIRATION 

You may play this card at the 
start of the game.  Your 
commander  insp i res  the  
t roops with a master fu l  
speech before the battle. All 
of your troops add +1 to their 
L d  character is t ics fo r  the 
entire game. 

BOOBY TRAPS 
Your scouts have booby trapped part 
of the battlefield to deny i t  to the 
enemy. You may play this card at any 
time to activate the booby traps. Take 
the Traps counter and place i l  
anywhere on the table. Any models 
within 3" of the Traps counter will 
trigger a booby trap on a roll of 5 or 6 
on a D6. A 2 blast marker is centred 
on the model which triggered the 
booby trap. The model and anyone 
else covered by the blast marker take 
a Strength 4 hit inflicting 1 damage 
with a -1  save modifier. Models half 
under the marker are hit on a roll of 4,  
5 or 6 on a D6. The Traps counter 
remains in play and will immediately 
attack any other models which move 
within 3 as noted above. 

I movement phases. It -allows you 

destroyed during the game and 
relurn i t  to play. The 
reinforcements must move on 
from your own table edge during 
the movement phase but they 
may not pick an entry point within 
24" of any enemy models. The I 



You've uncovered ~nformat~on whlch indicates that an Infamous enemy 
leader is in command of a force en te r~ng  no-mans land You've 
convinced your immediate superiors that the death of this foe will be 
worth hundreds of lives and now you've been despatched with a force of 
your own to eliminate him. 

Primary Objective 
Kill the enemy commander. If you can't kill him wound him instead. In 
add~t~on to the normal victory points gained for destroying enemy models 
you receive the following bonus v~ctory points for killing or wounding the 
opposing commander. 

E n e m y  C o m m a n d e r  w o u n d e d :  +I  v ic tory  po in t  
E n e m y  C o m m a n d e r  k i l led :  +5 v i c to ry  po in t s  

Secondary Objective 
Destroy enemy forces wherever possible, minimise own losses. 

command has been deta~led to move aga~nst the forward elements, 
engaglng and destroy~ng them before they reach fr~endly terrltory A 
successful battle agalnst the foe could turn as~de hls entlre advance at 
th~s po1r7t part~cularly 11 sufflc~ent casualt~es can be ~nfllcted w~th mlnlmal 

Primary Objective 
Destroy enemy forces wherever poss~b le  rnlnlrnlse own losses In 
add~l~on lo the normal vfctory polnts gamed for deslroylng enemy forces 

1 you recelve the following bonus vlctory po~nts 

E ~ c h  e n e m y  s q u a d  dest royed:  +1 v i c to ry  p o ~ n t  
Each p n e m y  v e h ~ c l z  des t royed  + I  v ~ c t o r y  po ln t  
Each enemy character  k i l l ed  + I  v l c to ry  p o ~ n t  

Secondary Objective: None 

supply dumps and communications as possible. Now you can see an 
enemy force right ahead of you and ~ t ' s  startlng to get light. Your Only 
choice is to break through and keep going. 

Primary Objective 
In addition to the normal victory points ga~ned for destroying enemy 
forces you receive the following bonus victory points for getting some of 
your forces into your opponent's deployment zone by the end of the 

Hav ing  a s q u a d  w i t h  l ess  t h a n  50°f0 casua l t ies  o r  an 
u n d a m a g e d  veh ic le  i n  o p p o n e n t ' s  deployment zone 

at  t he  e n d  of the  garne: +5 v i c to ry  po in t s  

Secondary Objective 
Destroy enemy forces wherever poss~ble, m~nlmise own losses. 



Its strateg~cally v~tal that you take and hold an objective Situated tar oul ~n 
no-mans land. The locat~on you've been given is just co-ord~nates on - 

I 
map so tI could be anything - h ~ g h  gvound, a bullding or a road 
anything Whatever it is you've got to clear the enemy away from it ano 
hold onto it until further notice. 

Primary Objective 
Your objective is a point 24" onto the table and 36" from the left hand 
edge, In order to take control of the objective you must mo\ - ---- -' 
your models within 3" and make sure no enemy models are closer [r  
than you a r e  In addition to the normal victory points gained ror 
destroying enemy forces you receive the following bonus victory polnts. 

Controllinq the objective at the end of the game: t5 victory points - 

Secondary Objective 
Destroy enemy forces wherever possible, minimise own losses. 

Primary Objective 

Having a squad wi th  less than 509h casualt ies or an 
undamaged vehicle in  opponent 's  deployment zone 

at the end of the game: +5 victory points 

Secondary Objective 
Destroy enemy forces wherever posstble, mlnlrnlse own losses 

ltuated far out 
~n no-mans land. The locatlon you've been given is just co-ordinates on a 
map so it could be anything - high ground, a building or a road, anything. 
Whatever it is, you've got to clear the enemy away from 11 and hold onto 
it until further notice. 

Primary Objective 
Your objective is a point 24" onto the table and 36" from the left hand 
edge. In order to take control of the objective you must move some of 
your models within 3" and make sure no enemy models are closer to it 
than you are. In addition to the normal victory points ga~ned  for 
destroying enemy forces you receive the following bonus victory points. 

Controlling the objective at the end of the game: +5 victory points 

Secondary 0 bjective 
Destroy enemy forces wherever possible, min~rnise own losses. 



A powerful enemy psyker has been wreaking havoc In this sector. He is 
thought to be accompanying an  enemy force which has recently entered 
no-man's land. It IS imperative to seek out and destroy this psyker before 
he can do any more harm. 

Primary Objective 
Kill the enemy psyker with the highest mastery level. If you can't kill him. wound 
him instead. In addition to the normal victory points gained for destroying enemy 
models you receive the following bonus victory points for killing or wounding the 
h~ghesl ranked opposing psyker. 

Most powerfu l  enemy psyker wounded: + 1  victory po in l  
Most powerful  enemy psyker kil led: +5 victory points  

Secondary Objective 
I f  there are no enemy psykers present concentrate on wiping out the enemy 
command structure instead. In this case you receive the following bonus victory 
points for killing enemy characters worth 50 points or more. 

Each enemy character wor th 50 p ts  o r  more ki l led: + I  victory point 

A powerful enemy psyker has been wreaking havoc in this sector. He is 
thought to be accompanying an enemy force which has recently entered 
no-man's land. It is imperative to seek out and destroy this psyker before 
he can do any more harm. 

Primary Objective 
Kill the enemy psyker with the highest mastery level. If you can't kill him, wound 
him instead. In addition to the normal victory points gained for destroying enemy 
models you receive the following bonus victory points for killing or wounding the 
highest ranked opposing psyker. 

Mos! powerf.~l enemy psyker wounded: + I  v~::o.,,, ;,olr>: 
Most powerful  enemy psyker  kil led: +5 victory poi i l ts 

Secondary Objective 
If there are no enemy psykers present concentrate on wiping out the enemy 
command structure instead. In this case you receive the following bonus victory 
points for killing enemy characters worth 50 points or more. 

Each enemy character wor th 50 p!s or more ki l led. -i cictory ~ o : . i !  

against the foe. Now you are cut off and running low on food and ammun~tion. 
You have sought out and engaged an enemy force so that you can loot rations 
and ammo pouches from the fallen. Your primary concern is to kill enemy 
troops in hand-to-hand combat so that your warriors can strip them of 
equipment immed~ately and then move on. 

Primary Objective 
Keep every enemy model that you kill in hand-to-hand combat until the end of the battle. 
You recelve the following bonus victory points in addition to the normal victory points 
ga~ned for destroy~ng enemy forces. 
Everv 3 encrnv inodcls kil ied :n t;;:,i:; : . :  . . 

Secondary Objective 
Destroyed or disabled vehicles will be particularly useful to strip for equipment and 
spares. In addillon to receiving the normal victory points lor destroying enemy forces you 
recelve the follow~ng bonus victory points for destroy~ng or d~sabling enemy vehicles 
w~lh~n 24" of your edge of the table. 
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Your force has been llvlng out In no-man s land and f~gtil~ng a guerrilla war 
agalnst the foe Now you are cut off and runnlng low on food and ammunltlon 
You have sought out and engaged an enemy force so that you can loot ratlons 
and ammo pouches from the fallen Your prlmary concern IS to k~ l l  enemy 
troops in hand-to-hand combat so that your warrlors can strip them of 
equipment lmmedlately and then move on 

Primary Objective 
Keep every enemy model that you kill In hand-to hand combat unt~l the end of the battle 
You recelve the follow~ng bonus vlctory polnts In add~l~on to the normal victory polnts 
gamed for destroy~ng enemy lorces 
Every 3 enemy models k~l led In hand-to-hand combat + I  v~ctory polnt 

Secondary Objective 
Destroyed or disabled veh~cles w ~ l l  be particularly useful to slrlp for equipment and 
spares In addilion to rece~ving the normal victory poinls lor destroy~ng enemy forces you 
recelve the following bonus vlctory poinls for destroying or disabl~ng enemy vehicles 
w~lh~n 24" of your edge of the table. 

Every enemy vehicle destroyed or dlsabled within 
24"of your own table edge: +I victory point 

command has been detailed to move against the forward elements, 
engaging and destroying them before they reach friendly territory. A 
successful battle against the foe could turn as~de his entlre advance at 
this point, particularly 11 sufflclent casualties can be Inflicted with minimal 

Primary Objective 
Destroy enemy forces wherever possible, minimise own losses. In 
addition to the normal victory points gained for destroying enemy forces 
you receive the following bonus victory poinls. 

Each enemy squad destroyed: +1 victory point  
Each enerny vehicle dest royed:+ l  v ictory poinr 
Each enemy character ki l led: + I  victory point  

Secondary Objective: None 

convinced your imrned~ate superiors that the death of th~s foe will be 
worth hundreds of lives and now you've been despatched with a force of 
your own to eliminate hlm 

Primary Objective 
Kill the enemy commander. If you can't kill him wound him instead. In 
addition to the normal victory points gained for destroying enemy models 
you receive the following bonus victory points for killing or wounding the 
opposing commander. 

Enerny Commander  wounded:  +1 vlctorv point 

Eneniy Cornmanrler k i l led: +5 vlctorv ; ) o ~ n t s  

Secondary Objective 
Destroy enemy forces wherever possible, minimise own losses. 














