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INTRODUCTION
Welcome to the dark future of Warhammer 40,000.

Warhammer 40,000 15 far, far more than just Cl game. It is
an engrossing and futflhng pastime that allows you to
collect and pemt armiesof Citadel miniatures and then use
them to fight tabletop battles.

Warhammer40,000 15 set In a savage future age where
Mankind must battle fOf sUlVlVal ln a galaxymen by
oeseoctco and bloodshed n is cl tllne when the power­
armoured Space Marines and the uncountable nenbers of
the Impenat Guard must stand ag,l IO'it the sJavel"ln9 hordes
of aben war~ _

The Warham~ 40.000 game puts you in command of Cl
Ictunstx army of Infantry squads, powerful fighting
vehicles, mighty heroes. and evenmonstrousalien
creatures. Thesearmiesof miniatures do battle over your
tabletop, floor, or any area large enough to contain the
warring forces,

You will haverealised by now that Warhammer 40,000
differs from normal games. There are unlimited possibilities
and players must be prepared to expend time and effort
collecting, assembling and painting their modelsand
setting up their battlefields. If all this sounds like hard
work , you're right - It IS! Glory on the battlefields of the
far future is no! won lightly.

Creating the magnific@n! scectece of a fully painted army
is an accomplishment one can be nghtfully proud of . Once
you've taken part in a tightly contested battle between
well-painted miniaturesraging across fully modelled terrain
you'll be hooked. And you'll be JOining a community of
thousands upon thousands of garners across the world . If
you are anythIng like us, you will soon be spending
endless hours thinking about what to collect next,
deciding how to paint your latest model, and devising
game-winning tactics for your next battle.

iv WARHAMMER 40,000: introducuco



GETTI NG STARTED
Newcomers may f ind this weighty tome and the sheer
scope of the game somewhat daunting. but there is no
need to worry. Only the first third of the book concerns
the rules, and many of those deal with soeoar models or

situat ions that you won't need straight away. The rest of
the book wil l tell you about the 41st Millenn ium - the
beteeouered Imperium of Mankind and the desperate
battl es it fights against enemies both from without and
fram within.

Additionally this book will introduce you to the other
aspects of the Warhammer 40,000 hobby. We'll take a

look at how you can get started collecting and paint ing an
army. The book is packed With showcase miniatures
pa inted by the world famous 'Eavy Metal team, as well as
plenty of player's arm ies for reference and inspiration.

Fmally we show you some ways you can take your games
further. You'll find lots of information on creating tbemed
battles and awe-inspiring alien battlefields, on how to link

your battles together to form a campaign that decides the
fate of enti re planets, and on how to run a tournament to
prove you are indeed the galaxy's best general.

A NOTE TO EXISTING PLAYERS
Those of you who are familiar with previous editions of
Warhammer 40,000 can be rightfu lly excited about the
book you now hold. There are dramatic rules changes that
add to the challenge, without sacrificing the game play we
know and rove. Now your warriors can advance more
qUICkly, go to ground, make off-table outflanking moves,
and tanks can ram other vehicles. Close assaults are more

brutal but missions are more objective-based, so it may not
be enough to merely slaughter your foe. You'll also find
new background and stories alongside classic history. The
book is packed with lavish artwork, battle diagrams, galaxy
maps and an extensive time-line of the 4 1st Millennium.

TO BATILE
True heroes are recognised not by
their medals, but by the ir scars.
So muster your armies
and prepare for war - the
dark millennium awaits .

Encased in power armour and firing
deadly boItguns, Spa<eMarines

defend the Imperium of Mankind

WAR HAMMER 40,000: imrodocuon v



WHAT YOU NEED
AN OPPONENT
Between you both. you will need the things
shown here In order 10 play Warhammer 40,000.

Dice
The gameuses ordinary so-sided dice to wori:.
out combat resutts. It will be handy to have
quite a few. including some that are diffe rent
colours. In addition. you will need a Scatter
dice, which is used to determine random
directions.This is explained on page 2.

Rulebook
The rules are also available in a pocket-sized version
found in the Warhammer 40,000 Assaulton Black
Reach boxed set.

Tape measure
A tape measure or some
other measuring device
marked in inches is
required to measure
movement distances and
the ranges of weapons.

Terrain
You can play Without terrain,
but adding It makesthe
game even more exciting.
We've set up our battlefield
with elements from OUf

Citadel terrain range.

Learning the rules
The easiest way to learn i$ undeniably to havesomeone
show you how to play. If you can get to a Games
Workshop store. then the staff will be happy to give
you an introductory game. Getting a friend to teac h
you is another good idea. If neither of these is possible.
then have a look at the Ovevew of Play on page xii
and then skim through the fi rst few sections that cover
moving, shooting and assaulting (more complicated
things like tanks and heroic characterscan be added
later). Aft er this, we suggest gett ing stuck in to a
battle, looking up things you're unsure of asyou play.
The goal is to have fun, so don't worry about getting
everything exactly right straight away. Even long-time
garners are constantly finding nuances of the rules and
different tecncs. as well as developing their painting
skillsand discovering new facetsof the background
and history of the wernemrrer 40.000 universe.

vi WA RHAMMER 40,000: What you need

BATTLEFIELD
This will consist of a table or some other surface,
and some terrem. When you are starting out, a tew
books will work fine as hills, whilst cereal packets or
the like will make perfectly good buildings.

..~ I'll;'illfA'.
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TWO ARMIES
To start with . aim to have roughly even numbers on
each side. Working out Cl fair match-up iscoveted
over the page.

moch!Jled battlefield, erN reel by ,m experienced
maker, mckes for Cl specraculiJr game.

Painting your models is a lot of fun, iJndwill make your
battles look much more impressive.

Pen and paper
This will be handy to note
down damage to vehicles.
heroes that have bee n
wounded or any other
details that you need to
remember during a batt le.

Templates and blast markers
Some weapons, such as flamethrowers and missiles.
affect Cl largearea and can wound manyenemy troops
at once. These are worked out using templatesor blast
markers to decide which models arehit.

HELP ONTHE WEB
You'll find information on just about every aspect
of Warhammer 40,000 on our website:

www.qames-workshop.com

WARHAMMER 40.000: What you need vii



BUILDING AN ARMY
It is time to take your place alongside the defenders of
humanity - the mighty Space Mann es and the ranks of
the Imperial Guard Or, If you dare risk the w rath of the
mysterious mccrsmon. jom the In Sid iOUS forces of
Chaos - traitorsevery one. Perhaps you will side with
one of tile many alien races poised to ravage the
impenem of Man - the barbaric hordes of the Orks
that infest the galaxy, the enigmatic Eldar who look to
secnfce other races to save their own, or even the
monstrous Tyranids whose voracious sw arms consume
ent ire plane ts.

To play Warhammer 40 ,000 you will need an army - in
other WOrds a collection of Citadel miniatures. An army
can be almost any size - from a small terce of three or
four squads, to a massive horde. It is qurte possible to
playWarhammer 40,000 with an army that consists of
fNery model you own, even If the warriors are f rom
different races. However, most players soon decide to
collect on e particular army, ~ch as Space Marines or
arks. because they love the miniatures, the backgro und
history, the way they f ight, or all three!

v iii WARHA M M ER 40.000: Building A n Army

COOEXES
Once you have chosen which army to coll ect. it is a
good idea to get hold of the Cod ex. Each army has a
Cod ex - its own ded icated book, which contains in­
dep th background details and complete rules fo r all the
models in the force, alon g WIth therr weapons and
wargear. Cooexes also contain accounts of great heroes
and famous battles, a showcase of miniatures, and an
army list that will help you to pICk an organised force.

POI NTS
Warhammer 40,000 uses a system of po ints values that
allow players to f ight evenly matched battles. Each
model is given a points cost that ref lects its value in the
game. For exempie. a single a rk warrior costs 6 points,
while a mighty Space Marine Land Raide r tank costs
250 points.

-<c Each army has a
large range of
rroops, characters
and ~k:h!s, as
vvell as Its own
Codell re help
)<XI Ofgdnl5E'

,.our ColJeaIOfl
intoa~

"gh (lng tixce



PICKING A FORCE FOR BATTLE
When arranging a batt le. playersagree on a particular
oomts limit for each side - 1,000 for example. This
means that a force of powerful, elite models will be
Quite small. while an army of weaker modelswill likely
outnumber the enemy. Whatever you choose within
this total. the battle will be a fair match, decided by
good tactics and a little bit of luck.

The army list in each Codex gives the pointscost for all
the models in that army, as well as the many optional
upgrades such as squad leaders. special wea pons and
other equipment. The army list also provides a structure
that helps you to create an effective fjghting force. For
example, every army must have a leader such as a
Space Marine Captain or an Ork Warboss. Within these
parameters there is a lot of freedom, and once players
have a sizeable collection of miniatures, they have the
option of picking exactly which troops to use for each
battle. Some garners really enjoy this process of coming
up wit h new force 'rosters', spending hours working
out different combinations and planning cunning
tactics before they even reach the battlef ield.

This Space Manne forcehasbeen chosen for a 1,000 point bottle,

~ These miniaturf"S were
left out of rhe force for
rhlsparricular game.
Having extra models
means that you can
change your army to try
out different tacticsand
combinations.

With a calculator arn:l a
Codex. this Space Marine
player plans our an
unstoppable bottle force,

.I
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FIGHTING A BATTLE

, A Tau Empi(£' fOlCe faces a Tyranid swarm
on iJ bedutlfuJIy modelled battlefield Each
army totals 1.500 pojn~ - about right for
an evenIngSgiJrTIf! ,

SIZE OF GAME
Thesize of a Warhammer 40,000 battle is
determined by three rectors - how many models
you have to choose from, how muchtime you
can dedicate to the battle. and what type of
game or mission you plan on playing.

Generally speaking, in a small game of
Wamammer 40.000 each player hasan armyof
between 5OQ. l.000 points. To play out a standard
1'\'llSSIOI"I for a game of this size will take about an
hOur Medium-sized matches of between 1,000­
2,000 POints usually take an evening to finish.
l..an}e battlesof over 2.000 pointscan takeall day
or even longer.

I/ef)' experienced (or plain ambitious) players will
~ play matches of enormous size with added
unoue fT\IsSlOn rules. Thesemassive battles may
.as.~ a 'Io'el?lc:end or longer and will almost certainly
reQI.Pn' a gamlT19 space where models can be left
so.M\dlog over nIght!

• WARHAMMER 40,000: Fightmg A Battle

, A m.assNe game with 5,000 palMS per
sick, playedon an exrf.Hargefable ­
an dN-<krbattle!



~ A muftl-pldyer
ba5h, using 1,000
points e«h. The
Wll'!nt'I" 9'f!lS fret!
dnnksannight!

"""'Il Foryour first few games.
u5inga small army will
keep things m'lrl~ble.

ThIS small fOfCe is
composedof a 5pac1!
Mdrine Chaplainand a
Tactical squad- roughly
250 points-VI'OIth.



OVERVIEW OF PLAY
MODEL PROFILES
All models have a profile similar to the one shown
below. represent ing thei r abilities wi th in the game.
The different Characteristics are explained briefly
on these pages(see page 6 for more details),

WEAPON PROFILES
Weapons also have profiles to tell you their range,
Strength . armour piercing value (AP). the num ber of
shots they fi re and any special rules they
have (see page 27),

Infantry movement
Infantry can move up to 6" In the Movement phase
(see page 11).

Squads
Models are organISed Into squads, comm only of
5 or more models Each member of the squad must
stay WIthin 2" et a squad-mate at all t imes.

Specia l
Rapid fire

AP
5

Stren gth
4

Range
24Boltgun

Independent characters
The Space Marine Captain and Ork we-boss
are mighty individuals who do not need to operate
in squads (see page 47).

Terrain
Terrain can oHer cover from enemy f ire (see page 21)
but also slows mov ement (see page 13).

I A ldSv

4 1 8 3+
T W
4 1

ws as s
4 4 4

W S Weapon Skill
as BallisticSkill

5 Strength
T Toughness

W Wounds
I Initiat ive

A Attacks
l d leadership
Sv Armour Save

TAKING TURNS
Each game is played out over cl series
of tu rns, un ti l one player achieves
VICtory and is declared the winner.

Both players alternate taking their
turn. first one player moves, shoots
and assaults with his army. Once he's
finished, th e other player does the

same with his own army.

Space Marine

•THE MOV EM ENT PHASE
In the Movement phase, your squads
(In manoeuvre around the battlefield.

xii WAR HA M MER 40,000: Overview of Play



THE SHOOTING PHASE
In the Shooting phase, models can shoot at enemies
they (an see. A dICE' is rolled for each shot to
determine the outcome.

Roll to hi t
Models U~ their Ballistic Skill (85) to determine their
chances of hitting. Space Marines have a 85 of 4,
which means that they always hit on cl dice result of
3 or more (see page 17),

Roll to wound and save
Any modelshit by shoot ing have a chance to be
wounded, according to the Strength (5) of the

weapon and the Toughness mof the model hit (see
page 19). Models that are wounded normally have
a chance to make a 'sav.ng throw', to represent their
armour saving them from the shot (see ~e 20).

Deffko ptas
Ridden by Orks. Deffkoptas hover over the ground
and speed towards the enemy They use the rules for
jetbi kes (see page S3 for more informatIOn).

THE ASSAULT PHASE
In the Assault phase, squads within 6 " 01 the
enemy can charge Into close combat (see page 33).

Striking blows
In an assault, models from both sides strike in
Initia tive (I) ord er using their Attacks value (A)
to determine how many times they strike . How
easily models inflict hits on each other is determined
by companng their Weapon Skill (WS).

Close combat euects havea chance to causewounds
according to the Strength (S) of the model strIking
blow!. and the T0U9h~mof the rnode-I beIng
struck. If wounds are caused. saving thrOlNS (Sv) may
be taken and cascertes removed(see page 39).

CASUALTIES
Each model can take a certain number of Wounds
(W) before It is slain and removed from the table .
Most models only have a single Wound, although

heroic individuals and large monsters may have more
(see page 26).

Morale
If a squad takes too many casueltes. It must take
a Morale test using its leadership (l d). If the test
is failed, the squad will retreat towards the edge
of the board (see page 4 3).

Dreadnought
vemoes have different rules to
other models (see page 56).

THE NEXT TURN
Once the Space Ma rines have completed their
Assault phase, the Orb take their turn. 'NOrklOg
through the Movement, Shooting and Assault

phases In the same way.

WAR HAMMER 40. 000: Ovevew of Play xii i
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THE RULES
This section starts with the basic: rules as they apply to the most
commoo type of model - infantry. This means you can learn how to
move. shoot and assault with your troops and quickly get playing Cl
tattle. without having to read for hours f irst. As soon as you have Cl

grasp of the fundamentals, you can introduce other types of models.
such as speeding jetbikes, ferocious monsters. courageous heroes and
mighty battle tanks, look ing up the rules as you need them .

This is a dark and terrible era where you

will find little comfort or hope.

If you want to take part in the adventure

then prepare yourself now.



•

THE MOST IMPORTANT RULEI
Warhammer 40,000 is an involving game. with
f71dny different armies" weaponsand possibilities. In
a game of this size and crxnplexiry there are bound
to be occasionswhere a particular situation lies
outside these rules. often when unusual models
interact. At other times you may know the rule is
covered but you just cao't seem to fjnd the right
page. Then again you may know the rule, but the
reality of exactly where )'OUr models areon the table
maymake ifa really dose call- measuring assault
moves and deciding if a keymodel is ;ncoverare
classic examples.

Allof these instances can lead to arguments, so it is
important to remember that the rules are justa
framework to create an enjoyable game. Winning at

DICE
DICE (D6)
In a Warhammer 40,000 battle youoften needto roll
diceto see how the actions of your models turn out ­
how effective their shooting is, what damage they've
done to a vehicle. how far they fall back from enemy
fire, and soon. Almost all of the dice rolls in
Warhammer 40.000 use standard six-sided dice(usually
referred to as '06').

ROLLING A 03
In rarecircumstances you may be told to roll a D3.
Since there's no such thing as a three-sided dice. use
the following method for determining a score between
, and 3. Roll a 06 and halve the score. rounding up.
Thus 1 or 2::1, 3 or 4::2 and 5 or 6=3.

RE·ROLLS & ROLL·OFFS
Re-roll s
In some situations the rules allow you a 're-roll' of
the dice. This is exactly as it sounds- pick up the
diceyou wish to re-roll and roll them again. The
secood score counts, even if it means a worse
result than the first. and no single dicecan be
re-rolled more than onceregardless of the source
of the re-roll. If you re-roIl a 206 or 306 roll. you
must re-roll all of the dice and not just some of
them. unless the rule granting you the re-roll
explicitly specifies otherwise.

Roll-offs
If the rules require players to roll-off. this simply
means that each player rolls a dice and the player
that scores the highest result wins the rolt-off. If
the players roll the same result. both dice must be
rolled again until one player is the winner.

any cost is less important than making sure both
p/dyers - not just the victor- haVE> a good time. If a
dispuredoescrop up then~ out the iJf'IS\.\Ief in a
gMtfemanJy manner. Many players simply like to roll­
off and let the dice decide who is right. alk::N.1ng
them to get straight back to blastingeach other to
pieces. After the game you can happilycontinue
your di5W55ion of the finer pointsof the rules. 01'

agreehow you will both interpret them should the
same sitwtion happen again. You could even decide
to change the rules to suit you better (this is known
as a 'house rule?

The most important rule then is that the rulesaren't
all that importantJ So long asboth players agree,
you can treat them assacrosanct or mere guidelines
- the choice is entirelyYOUfS.

MODIFYING DICE ROLLS
Sometimes, youmayhave to modify the result of the
diceroll. This isnoted as 06 plusor minusa number,
such as 06+1 ()( 06-2. Roll the diceand add or
subtract the numberto or from the score to get the
final result. For example. 06+2 means roll a diceand
add 2 to the score. giving a total of between 3 and 8.

You mayalso be told to roll a numberof dice in one
go. which is written as 206. 306. and SO on. Roll the
indicated numberof diceand add the scores together,
SO a 206 roll is two dice rolled and added together for
a score of between 2-12. Another method is to
multiply the score of a dice by a certain amount. such
as 06xSfor a total between 5 and 30. Finally, a
combination of methods maybe used, such as 306-3
giving a total of 0-' 5.

SCATIER DICE
Some weapons are fairly random in their accuracy and
require you to roll a scatter dice to determine where
their shots land. The scatter diceis markedon four
sides with an arrow. and on two sides with a special
'HIT' symbol. Simply roll the scatter dice nearthe target
point - if an arrow is rolled this shows in which
direction the shot has deviated. If a HIT symbol is rolled
this means the shot isbangon target. Some weeooos
mayscatter automatically. with no chanceof a direct
hit, in which case you will find a small arrow on the HIT
side to determine the direction.

Reason begets doubt:
doubt bcgets heresy.
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MODELS (, UNITS
MODELS
The Citadel miniatures used to playgames of
Warhammer 40,000 are referred to as 'models' in the
rulesthat follow. Each model isan individual playing
piece with its own capabilities. Models represent an
enormous variety of troops ranging from Gretdun, the
small, weak slaves of the Orks, to noble Space Marines,
the protectorsof Mankind. to Wraithlords. mighty Elder
constructs containing the souls of the dead. To
represent all these differences. each model has its own
charecteristcs profile asdescribed in the next section.

BASES
Citadel miniaturesare noonallysupplied with cl plastic
base. If so. they must be glued onto their bases before
they can be used in the game.

Some players like to mount their models 00 impressive
scenic bases. As mounting your models 00 different4

sized bases might affect the way they interact w ith the
rules. make sure before the game that your opponent
does not mind this.

UNITS
Warriors tend to band together to fight in squads.
teams. sectionsor similarlynamed groups- individuals
do not normally go wandering off on their own for
obvious reasons! In Warhammer 40,000 , we represent
this by grouping models together into units.

Units fight in loose groups with gaps between each
model. This gives the troopers the freedom to move
over difficult terrain quickly, and enables them to take
advantage of such thingsas minor folds in the ground,
scrub, and other small features, to shelter from enemy
fire. Similarly, artillery batteries consist of large guns
and the crew that fire them, vehicle squadronsare
made up of a number of vehicles and so on. The
different elements of the unit haveto stay together to
remain an effective fighting force. This is detailed more
fully in the Movement section (see page 12).

A unit will usually consist of several models that fight
as a group, but it can also be a single. very largeOf

powerful model. such asa batt le tank, a monstrous
alien creature or a lone hero. In the rulesthat follow, all
of these things are referred to as 'units'. Thedifferent
types of unit are detailed overleaf.

'Tbo.ght for lbe day:

WISdom is the beginoing cf fear.

IMEASURING DISTANCES
A model is considered to occupy the area of its base, so
when measuring distances between two models, use
the closest point of their bases asyour reference points.
For modelssupplied without a base (like some large
vehicles) use the model's hull or body instead.

Vv'hen measuring distances between two units, usethe
closest modelsas your reference points, as shown in
the diagram below. So, for example. if any model in
a unit is within 2· of an enemyuniVmOOeI. the unit is
said to be within 2· of that enemy uniVmodeI.

In genefal, players arenot allowed to measure any
distance except when the rulescall for it (e.g. aher
declaring an assault or firing at an enemy. to 'o'tIOI"k out
a rule'sareaof effect. when deploying their forces. etc).

Measuring distances

,.
(measured
base to hull)

,
Thedistance between tiw Space Marine unit and the Oft
Trukk is 5 inches. we normally say that the Trukk is
within S· of the Space Marineunit.

Thedistance between the Space Marineunitand the Oft
unit (i.e. between the MO ccsesr models) is2 inches.
The MO units are within 2· of e.:Kh other.
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UNIT TYPES

Beast and cavalry units aretypically quite rare and small in number. Just
like bikel'$, cavalry riders may not dismount during the game and so have
a characteristic profile that takes into account both the beast and rider.
We assume that if one is killed, the other isalso incapacitated or simply
nees the battlefield.

BEASTS AND CAVALRY
Consisting of particularly vicious hunting animals or a rider with a living
mount, beasts and cavalry are ableto swiftly carry the battle to the
enemy. Beasts and cavalry havea profile likeother infantry, but areable
to make use of a special faster move when they assault an enemy unit.

MONSTROUS CREATURES
Some creatures are just too big
to fit into the ordinary infantry
unit category. These are towering
giants that are capable of crushing a
tank - like the Tyranid Carnifex, a
creature bio-engineered and evolved
to become a living battering ram.
While monstrous creatures usemany
of the infantry rules, thetr size and
destructive capability makethem a lot
moredangerous. Fortunately for their
foes, a monstrous creature unit will
usually consist of a single model.

In order to make it easier to learn the basic rules. t he first few sections of the book. covering
Movement . Shooting. Assaul t a nd Morale a re written with respect to infantry units, because
th ese are by far th e most common unit type in th e game. The othe r types of unit are also
defined here and then ex plained in detail later in specific sections that cove r th eir unique rules.
The unit types in Warha mmer 40,000 are as follows:

INFANTRY
Infantry units include all types of foot soldiers. whether
human Of alien. A typical unit of infantry is between
five and ten models strong but can be muchlarger.
In rare cases, an infant ry unit may comprise on ly cl

single model. Infantry are fairlyslow moving, but can
cross almost any terrain (given enough time) and make
the best use of cover to avoid enemy fire, Infantry are
the most common and dependable units in
Warhammer 40,000 and the bulk of the rules are
concerned with them.
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ARTILLERY
These units represent large weapons and their
crews. the gun models themselves being large
enough to be treated as small vehicles. Artillery
units count as infantry in most respects, but when
they are fired at. hits may be scored on the guns
themselves. which have vehicle-like characteristics.

JUMP INFANTRY
Jump infantry are equipped with jump packs. jet packs.
wings. teleport devices Of other means of moving
quickly overshoo distances. They commonly take
advantage of these by dropping onto the battlefield in
the midstof the enemy - heroically or foolishly
depending on your perspective . Jump infantry (an
movelike normal infantry or activate their jump device
to make a high-speed move. leaping over intervening
terrain and models. Jump infantry tend to be a rare and
valuable commodityin most armies.

VEHICLES
Vehicle units include all kindsof war machines. Battle
tanks. gray-tanks. Monoliths and Dreadnoughts all fall into
this category. Most vehicles can movemore rapidly than
infantry but need to stick to open ground to avoid getting
bogged down. Vehicle units are represented by single models
in the case of tanks and other large vehicles.
or as a group of smaller vehicles.
vehiclecrew members - the drivers,
commanders and gunners - are
assumed to be an integral part of
their machine,
and if their vehide is
destroyed they are
considered to be lost
along with it. Notethat
bikes and jetbikes have
their own unit type, and
are not counted as
,."des.

BIKES AND JETBIKES
These units are riders mountedon a variety of conventional bikes or
jetbikes. They arecapable of moving really quickly, and will often have
weapon systems built onto their bikes. Both types of bike manoeuvre
much faster than infantry and jetbikes are able to glide over
obstructions, such as buildings. without being slowed. Their only
major weakness is the risk of crashing when moving through terrain.
Note that, to keep things simple. riders may not dismount during the
game and therefore these models have a combined characteristic
profile that factors in both the bike and rider.



CHARACTERISTICS
In Warhammer 40,000. there are many
different types of warriors. ranging from the
mighty Space Marines to the brutal Orks, the
agile Eldar to the dreaded Tyranids. To
represent the different abilities of these
creatures in the game, each model has a
profile made up of nine numbers that
describe the various aspects of their physical
and mental make-up. These are called
characteristics.

The characteristicsare: Weapon Skill (WS), Ballistic Skill
(8S). Strength (S). Toughness m.Wounds CM. Initiative
(I), Attacks (A). leadeMip (Ld) and Armour Save (Sv).

Forall models except vet udes these characteristics are
given a value 00 a scale of 0 to 10 - the higher. the
better (except for a model's Armour Save. where the
oppos ite is true!).

Certain pieces of wargear or special rules may modify a
model's characteristics positively or negatively, by
adding to it (+1, +2, etc.) or even multiplying it (xl., x3,
etc.). However no modifier may raise anycharacteristic
above 10 or lower it below O. Saves can at best be
modified to 2+.

WEAPON SKILL (WS)
This characteristic defines how skilled and vicious a
warrior iswith his weapons in dose combat. The higher
the score, the more likely the warrior will land blows on
a dosecombat opponent. An average human soldier
has WS3, while a genetically-enhanced Space Marine
will have WS4 or even WS5.

BALLISTIC SKILL (BS)
Ballistic Skill shows how accurate a creature is with
ranged attacks, suchas guns, rockets or energy
weapons. The higherthis score is, the easier a creature
findsit to hit when it shoots at something. Some
monsters have naturalweapons that can be used at
range (theymay be ableto spit venom, for example)
and their as isalso used to determine whether they hit
or not.

STRENGTH (S)
Strength shows how physically strong a creature is. An
exceptionally puny creature may have a Strength of 1, a
deadly Wraithlord has S10and most humans have S3.
Strength tellsus how hard a creature can hit in close
combat and therefore how easily it can hurt an enemy.

TOUGHNESS m
Toughness measures a creature'sability to resist physical
damage and pain. and includes such factors as the
thickness of its flesh, hide or skin. The toughera
creature, the better it can survive enemy blows or
shots. A humanisn ,while a resilient Ork is T4.

WOUNDS (W)
Wounds show how muchdamage a creature can take
before it either dies or is so badly hurt it can't fight any
more. Most man-sized creatures have only a single
Wound. Heroes and large monsters are often ableto
withstand several injuries that would slay a lesser
creature, andso have a Wounds value of 2, 3, or more.

INITIATIVE (I)
How alert a creature is and how quickly it reacts is
shown by its Initiative. In dose combat. faster creatures
gain a massive advantage overslower ones because
they get to strike first. A normalhumanis Initiative3,
while an agile Eldar Aspect Warrior is Initiative5.

ATIACKS (A)
Warriorsof exceptional skill and particularly ferocious
monsterscan unleash a flurry of blows against their
opponents. This characteristic indicates the number of
dice a model rolls when fighting in dose combat. This
is normally 1 for mostmodels, but a heroic leader or a
largemonster can have 3 or even more Attacks. The
numberof Attacks a creature makes may be increased
if it has the added impetus of assaulting into its foes or
is fighting using two weapons, for example.
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MULTIPLE MODIFIERS
If a model has a combination of rulesor wargear
that both add to and multiply one of its
characteristics, first multiply the basicvalue and
then add the extra points. For example, if a model
with Strength 4 has both'+1 Strength' and
'double Strength', its final Strength will be 9
(4:<1=8, B+1=9).

but when it comes to as, S, I, ld and Sv, the Space
Marine issuperior. The Space Marines Ballistic Skill of 4
means that he will hit more often when shooting. In
hand-to-hand combat, the greater Strength value gives
the Space Marine a better chance of killing the Ork and
his superior Initiative means that he gets to str ike first.
The Space Marine has a leadership of 8, which is
slightly higher than the average. TheSpace Marine's
thicker armour gives him another marked advantage
over the Ork, as most shots or blows that hit the
Space Marine are deflected on a 06 roll of 3 or more.
The Ork instead needs a result of 6 to be saved by its
primitive type of armour.

THE RULES SECTION: Characteristics 1

Obviously, an Ort is no match for a Space Marine when
fighting ore-on-one. but , as Orksare usually found in
large numbers, theycan be lethal opponents, even for
Space Marines!

TWI A LdSv
41 2 2 7 6+
4 1 4 1 83.

WS BS 5
4 2 ,
4 4 4

Ork Boy
Space Marine

CHARACTERISTIC PROFILES

Below are the profiles for an Ork Boyand a Space
Marine of the Imperium:

As you can see, they are similar in some respects.
They havethe same Weapon Skill and the same
Toughness value. They both have 1 Wound, which is
the norm for man-sized creatures. TheOrk has more
Attacks in dose combat, representing its great ferocity,

Each model in Warhammer 40,000 has a profile that
liststhe value of its characteristics. At the back. of this
book, and in the Codex books for each army, you will
find profiles for many races and creatures.

ZERO-LEVEL CHARACTERISTICS
Some creatures have been given a '0' for certain
characteristics, which means that they have no ability
whatsoever in that field (the same is also occasionally
represented by a '- '). This usually applies to creatures
unable to use missileweapons, and so they have a BS
of 0, but it might apply to other characteristics too.
A defenceless model will have no Attackswhatsoever,
while a model with WSO will be hit automatically by his
enemies in dose combat. A warrior with an Armour
Saving Throw of '-' has no armour save at all.

ARMOUR SAVE (SV)
A creature's Armour Save (Sv) givesit a chance of
avoiding harm when it is struck. or shot. Most creatures
have an armour save based on what kind of armour
they are wearing, so this characteristic may be
improved if they are equipped with better armour.
Other creatures may receivea natural saving throw
from having thick bony plates or a chitinous shell.

LEADERSHIP (LD)
The l eadership (Ld) of most wa rriors is around an
average value of 7 or 8. A creature with a higher
leadership value is courageous, steedtest, or very well­
trained . A creatu re w ith a lower value is
temperamental, unpredictable or cowardly_ Models that
represent generals. heroes. sergeants and other such
cbe recters often have a high leadership that allows
them to lead others. inspiring them 00 to greater feats
of valour.

VEHICLE CHARACTERISTICS
The Warhammer 40,000 universe is home to all sorts of
tanks. war mach ines and other com bat vehicles. both
human-bu ilt and alien. To ref lect the many differences
between creaturesof flesh and blood and constructs of
steel and iron, vehicles have many different rulesand
their own set of characteristics. Vehicle characteristics
are described in the Vehicles section (see page 56).
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CHARACTERISTIC TESTS
Duringa battle. a model might have to take a test on
one of its characteristics, commonly its Strength,
Toughness or Initiative. For example it might haveto
test its Toughness to resist the effectsof a lethal gas.

In order to take the test, rolla 06 . To succeed, you
must score equal to or lower than the value of the
characteristic involved. Note that if a 6 is rolled. then
the model automatically fails the test regardless of the
characteristic's value or any other modifier that might
apply, and conversely a 1 is alwaysa success.

Of course, ifa model has to take a test for one of its
characteristics with a value of 0, it automatically fails.

LEADERSHIP TESTS
Tests made against the leadership characteristic (like
Morale checks) are different from other tests. In the
case of a leadership test, roll 2D6 (two dice added
together, as explained earlier). If the result is equal to or
less than the model's teedership. the test is passed.

Ifa unit includes models with different Leadership
values, alwaysuse the one with the highest Ld value.

Modifiers may apply to the Leadership characteristic in
particularly trying circumstances - for example, · l if the
unit suffered wounds from an Ordnance barrage
weapon, as described later.

POINTS VALUES
Generally, you'll find characteristic profiles come
along with one other piece of information - the
model's points value. This represents the relative
battlefield value of the creature in Question . Points
values take into account a number of different
factors including characteristics, different races'
overall strengths and weaknesses, basic weapons,
unit size, rarity and so forth. Choosing forces that
are worth a specific points total allows players to
organisean evenly matched battle.

For comparison, a Space Marine isworth
15 points, and an On:: is 6 points. This means that
an ark horde would normally outnumber a
Space Marine force by rrore than two to one. It is
just as well that Space Marines are really hard!

•
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THE TURN
A t rem endous amount of action takes place
in a battle: squads are constantly
manoeuvring and shooting. ta nks rumble
into action and artillery fire roars overhead
in a torrential downpour of destruction.
A game of Warhammer 40.000 represents the
ebb and flow of battle but. in order to turn
the chaos into a manageable game, players
alt ernate taking t urns moving and fighting
with their units. So. one player will move
and fight with his f orces f irst. then his
opponent will move and figh t. Then the
process repeats with the first player moving
and fighting again. and so on until the end
of the game.

During hIS turn, a player can usually moveand fight
with all of his units. For convenience. moving, shooting
and fighting in close combat aredealt with one after
the other. This means that you moveall of the models
you want to first. then you shootwith arry who can,
and finally you resolve all close combats. This process
helps to keeptrack of what is going on and makes it
easier to know when one player'sactions are over and
hisopponentcan start his turn.

GAME TURNS AND PLAYER TURNS
In a complete game turn, both players get a player turn,
each onedivided into Movement, Shooting and Assault
phases (see Turn Sequence, below). Exactly what isgoing
to happen in each phase is described in the following
sections of this book.

THE TURN SEQUENCE

The Movement phase
The player can moveany of his units that are
capable of doing so. See the Movement rules
for more details of how to moveyour forces.

2 The Shooting phase
The player can shoot with any of his units that
can see an enemy. See the Shooting rules for
moredetails about how to resolvethis.

3 The Assault phase
The player can move anyof hisunits to assault
the enemy if they are closeenough. Assaults
arebloody, desperate affairswhere units are
fighting in dosecombat. This means that both
forces can fight in an Assault phase, but only
the player whose turn it is can move into an
esseutt. The Assault rules will tell you more
about them .

Hence one game turn will comprise two player turns.
Whenever a rule uses the word 'turn', both in this rule
book and in the Codexes, it means 'player turn',
otherwise it will clearlystate 'game turn'.

So, for example. ingameturn , a plaJlff will take his
plaJlff turn , and go through his MoVE'rTleflt Shooting
and Assault phases. Then the other pl.3J1ff will takehis
plaJlff turn J and go through hisMo..ement Shooting
and Assault phases. rhus endinggame turn 1. Game
turn 2 will then follow.

WHO GETS THE FIRST TURN?
Which player gets the first turn of the gamecan be
determined in a numberof differentways. Normally,
both players roll a 06 and the player with the highest
score deploys his army first and then takes the first
player turn. The mission you are fighting will specify
exactly how this works. Fighting a variety of different
missions is covered in moredetail in the Organising a
Battle section, on page90.

THE END OFTHE GAME
The standard missions presented in thisbook lasta
random number of game turns(five to seven turns),
determined by a dice roll. However the final section of
the book includes ideas for creating your own missions,
which could end in a number of ways. A battle could
last a specific number of game turns, so that both
playersknow when the end is nigh.

Alternatively, players might be able to win a 'sudden
death' victory that ends the game immediately - for
example, if they destroy the power generator they win
straightaway. You could also decide to end a battle at
a pre-set time if you only have a limitedamountof
time to play in.

VICTORY
Once the game is finished, the players determine who
has won, as dictated by the mission theyare playing
(seethe Organising a Battle section on page90).
For now it isenough to know that Warhammer 40,000
standard missionsgenerally revolve around capturing
tactical objectives or inflicting the most damage upon
the enemy.

TURN SEQUENCE EXCEPTIONS
There are times when a player is allowed to perform
actions during their ccoooenrs turn (fighting in an
assault being the mostcommon example). It may also
be convenient to interrupt a players turn because of
some event occurring, like a booby trap being
triggered. Whatever the reason, after the interruption,
the turn sequence alwayscontinuesas normal.
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THE MOVEMENT PHASE
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TURNING AND FACING
Asyou move the models in a unit, theycan turn to
face in anydirection, without affecting the distance
they areable to cover. Infantry models can also be
turned to face their targets in the Shooting phase, so
don't worry about which way they arepointing at the
end of their Movement phase (although dramatically
facing off againsttheir foesis traditional).

RANDOM AND COMPULSORY MOVEMENT
Sometimes, a unit may have to movea random
distance instead of the usual 6" or be forced to move
in a certain way (directly towardsthe closest enemy, for
example). Such situationsare discussed later.

MOVING AND CLOSE COMBAT
Units already locked in close combat with the enemy
may not moveduring the Movement phase.

MODELS IN THE WAY
A model may not moveinto or through the space
occupied by anothermodel (which is represented by its
base or by its hull) or through a gap between friendly
models that issmaller than its own base (or hull) size.
A model cannot move so that it touches an enemy
model during the Movement and Shooting phases­
this isonly possible in an assault during the Assault
phase. To keep this distinction clear, a model may not
move within 1" of an enemy model unless assaulting.

DIFFERENT MOVEMENT
DISTANCES IN A UNIT
All of the models in a unit moveat the speed of the
slowest model.

In his turn. a player may move any of his units - all of
them if he wishes - up to their maximum movement
distance. Once a unit has completed all of its
movemen t, the player selects another unit and moves
that one, and so on, unt il the player has moved all of
the units he wishes to move. Notethat a player doesn't
have to move all (or indeed any) of his units. A unit
that doesn't move isoften more effective at shooting,
as we will explain later in the rules. Once you have
started moving a unit, you must finish its move before
you start to move another unit. You may not go back
and changethe movealreadymade by a previous unit.

Although the Movement phase is the easiest
to perform. it's probably the most tactically
important. Getting models into the right
position on the battlefield is often the key to
victory. For the time being we'll just explain
how squads of infantry move, as they are by
far the most common units in the game.
Vehicles. jump infantry, bikes and certain
other units move in different ways to
represent their greater mobility, and these
will be discussed in detail later.

Infantrymoveup to six inches (6") in the Movement
phase. This represents most creatures moving at a
reasonable pace but stopping several times to scan the
surrounding landscape for enemies, communicate with
their commanders, etc. Even warriorswho aremoving
in a part of the battlefield where no enemies are
apparent can only move6". This is because your units
lack your own god-like knowledge that there are no
enemies around. It is perfectly fine to measure a unit's
move in one direction, and then change your mind and
decide to move it somewhere else (even the opposite
way entirely!) or decide not to moveit at all.

,MOVEMENTDISTANCE
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Moving models
When tr/OIIIing models. ifs a common mistake to measure the
distance and then place the model on the far side of the tape
~e. This is incorrect as it adds the entire length of the
model's base to the cereoce moved. IMliIe thisisnot a huge
error on a 25mm base. if makes a considerable difff!ff!fl<e on
a 1If!hide, in which case it might dlmosr double the~ (as
shown bekYw1_The MO diagramshere show examplesof the
right and wrong way to~ )'OOf models.
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Jm lU OHERENCY
VVhen you are moving a unit, the individual models in it
can each move up to their maximum movement
distance- but remember that units have to stick
together, otherwise individualmodels become scattered
as the unit loses its cohesion as a fighting force. So,
once a unit has finished moving, the models in it must
form an imaginary chain where the distance between
one model and the next is no morethan 2· . We call
this 'unit coherency'.

Unit Coherency

In coherency.

•

During the course of a game, it'spossible a unit will get
broken up and lose unit coherency, usually because it
takes casualties. If this happens, the models in the unit
must be moved in sucha way that they restore
coherency in their next Movement phase. If the unit
cannot move for some reason in its next turn (because
they are pinned down by a barrage or sniper fire, for
example), then they must moveto restore unit
coherency as soonas theyhave the opportunity.

"Follow me if I advance,
Kill me if ] retreat.
Avenge me if ] die.

R

Wumm cr 501011
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,TERRAIN
The galaxyis a vast place with millions of different
warzones: ice worlds. desertworlds. hive worlds. feral
worlds and many other exotic types of battlefield - it
you can imagineit, then it probably exists somewhere.
The terrain covering these worlds canvary from broad.
empty plains to sky-scraping towers of plexqtess and
plesteer, from verdant jungles to barrenmoonscapes or
baking hot deserts. How to represent terrain on the
battlefield is discussed later (see page 88 and 230).
For now, we're going to discuss terrain only in termsof
how infantry move through it.

TERRAIN TYPES
Terrain provides useful cover from enemyfire. but can
also impede the movement of your units. Troops can be
slowed by pushing through orclimbing over barriers
and obstructions. There are three general desses of
terrain: clear. difficult and impassable.

• Clea r te rra in can be moved across without any
penalty. and generallycovers most of the battlefield.

• Difficult t errain slows down models wishing to
move through it, and can sometimesbe dangerous
to models passing through it.

• Impassable terrain cannot be moved across or into.

Guidelines on categorising terrain
It is a relatively simple matter to classify terrain within
these four categories, and it is important that you and
your opponent agree what class of terrain each feature
falls into before starting your game.

• Clear terrain includes open areas, such as fields,
moorland, grass, deserts, ash wastes and gentle hills.
This could be embellished with the odd tree, shrub or
cactus (or alien equivalents) for visual appeal.

• Diff icult terrain includes areas of rubble, jungles,
woods, ruins, brush and scrub, rocky outcrops,
boggy ground, low walls, hedges, fences, razor wire,
barricades, steep hills, streamsand other shallow
water (as well as terrain features that combine
several of these types, such as a ruin surrounded by
woods). If the terrain feature includeshazards,
such asbooby traps, carnivorous plants, toxic vents,
erupting geysers and the like, then it may be
additionally categorised as both difficult and
dangerous terrain.

• Impassable terrain includesdeepwater, lava flows,
steep rocky cliffs and buildingsthat modelscannot
enter. as agreed with your opponent. Remember that
other models, friendsand enemies, alsocount as
impassable terrain.

• Buildings that models can enter, like bunkers,
bastions and other tortifcatoos.

Youwill notice that buildings appear in more than one
category. Buildings will be treated in detail in their own
section, on page 77.

AREA TERRAIN
Sometimesa terrain feature has clearly defined edges,
suchas a crater, a stream or an intact building. Other
times, however, this might be slightly lessclear. as in
the case of marshes, woods, ruins and other types of
rough ground. In reality a wood might be a tangled.
overgrown mass of foliage, without a clear edge. If it is
represented like thison your tabletop, then it will be
verydifficult to stand modelson It, and it would be
difficult to decide if the modelsare inside or outside it.

For the clarity of the game it is important to be able to
tell where the boundaryof the terrain feature is, as
these pieces normally count asdiffICUlt terrain. This is
where we need to introduce the concept of 'area
terrain', You can sbow the boundaryof a piece of area
terrain by usinga flat baseboard, an outline of lichenor
sand, or by painting a slightly different colour on your
gaming board. Trees, rocks. ruins, or whatever is
appropriate for the kind of areaterrain youare
representing, are usually placed with in the boundary of
the area terrain's base.

When moving models into this area, youmay
temporarily remove the rocks. trees, etc. (if they are not
glued in ptacento make moving the models easier.
Remember, however, to put them back where they
originaUy were (or as close as posslblen after you finish
moving, as they may affect the line of sight of models
shooting through that area terrain.

You should discuss all such terrain features with your
opponent before the game and agree exactlywhat
everything counts as and where boundariesof terrain
features lie. When the game is underway, it will be
harderto discuss it quite so impartially.

Wobbly Model Syndrome
Sometimes you mayfind that a particular piece of
terrain makes it hard to put a modelexacrly
whereyou want. If you delicately balance it in
place, it is very fikely to fall assoon assomebody
nudges the table, leaving your beautifully painted
miniaturechippedor E'\'e(J broken. In cases like
this 'Ne find it isperfectlyacceprab/e to leave the
model in a safer position. as fongas bo th players
haveagreedand know its ·actual'location. If later
on your enemy is considering shootingat the
model. you will have to hold it back in the proper
place so he can check line of sight.

Of course if you prefer things to be completely
cledrand exact then stick to simple, flat terrain!

THERULES SECTION: The movement phase 13



MOVING THROUGH OIFFICULTTERRAIN
During a game of Warhammer 40,000, therecan be
two slightly different cases of unitsmoving through
difficult terrain.

If anyof the models in a unit start their move inside
difficult terrain, the unit is affected by the terrain and
must take a difficult terrain test. Roll two 06 and select
the highest - this is the maximum distance in inches
that all of the models in the unit (not just the ones in
difficult terrainl) may move.

If a unit starts its move outside difficult terrain, the
player must declare if he wants his unit to try to enter
difficult terrain as part of their move. If he chooses not
to. the unit moves as normal but may not enter difficult
terrain . If he chooses that they will do so. the unit must
take a difficult terrain test as described above. Even if
the distance rolled is too short for any of the models to
reach the difficult terrain, tile unit is still slowed down
as describedabove. We assume that they are cautiously
approaching the terrain. using their sensors to ascertain
that no enemyis hiding in there.

If you take the diff icult terrain test, you are never
compelled to movethe models. asyou may not have
rolled high enoughto make it won:h moving at all.
However. if you roll the dice. the unit is still considered
to have moved for the purposes of firing, as detailed
later in the Shooting rules.
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Both thewood and the ruinare
examples of area terrain. As )OU

cansee. theirbases deaIIy define
their extent on the table top. Both
these features are also difficult
terrain, and players may agree that
the ruin COlJnrs as dangerous roo.

Note that as part of their move through difficult terrain,
models may move through walls, closed doors and
windows, and all sortof similarly solid obstacles, unless
the players have agreed that a certain wall or obstacle
is impassable. This represents the warriors bashing their
way past locked doors and windows. using explosives
or their weapons to create breaches in light walls,
climbing over low obstaclesand so on.

OANGEROUS TERRAIN
As mentioned previously, some terrain features will be
dangerous to movethrough. This is represented by the
dangerous terrain test. Roll a D6 for every model that
has entered, left or moved through one or more areas
of dangerous terrain during its move. On the roll of a
1, the model suffers a wound, with no armouror cover
saves allowed (wounds and savesareexplained in the
next section).

IMPASSABLE TERRAIN
Models may not be placed in impassable terrain unless
the models concerned have a special rule in their
profile granting them an exception (like being able to
fly above the terrain) or both players agreeto it.

Blessed is the mind 100 small (or doubt



THE SHOOTING PHASE
As the two armies engage each other. guns
thunder ceaselessly with plasma blasts. shells
and shra pnel raining down on both sides.

In cl wartammer 40,000 battle. we split up the firing
so that each pla~'s force fires during the Shooting
phase of his own turn. During the Shooting phase. any
and all of your units may fire. You can choose
any order for your units to shoot . but you must
completeall the firing by one unit beforeyou moveon
to the next.

Norma lly each model in a firing unit ( an fire a single
weapon. Some models. including vehicles, may be able
to fire more than one weapon. as detailed later.

ThE" shooting processcan be summarised in sixsteps, as
described below.

THE SHOOTING SEQUENCE

I Check line of sight & pick a ta rget.
Pick one of your units, check its line of sight
and choose a target for it. All models in the
unit that can see at least one enemymodel in
the target unit may open fire.

2 Check range. At least one target model must
be within range of the weaponry of your firing
models.

,] Roll to hit. Roll a D6 for each shot fired. The
model'sBSdetermineswhat score they must
equal or beat to hit their target.

4 Roll to wound. For each shot that hits, roll
again to see if it wounds the target. The score
needed is determined by comparing the
Strength of the firing weapons with the
Toughness of the target.

5 Take saving throws. Each wound suffered
may be cancelled by making a saving throw
Saving throws usually derive from the armour
worn byeachmodel. from being in cover, 0..­

someother piece of wargear 0..-ability. If the
target unit includes different types of models,
you will first haveto allocate the wounds onto
specific models.

6 Remove casualties. The target unit suffers
casualties for any wounds that have not
been saved .

Onceyou've completed thisshooting sequence with
one of your units, select another and repeat the
sequence. Once you have completed steps 1 to 6 tor
each unit in your army. carry on to the Assault phase.

The rules for the Shootingphase end with detailsof
the different categories of ranged weapon available to
warriors in the 41st Millennium.

IDfSALLOWED SHOOTING
Certain situations pr-event a unit from firing. The most
commonare:

• Units that are ocked in dose combat with the foe.

• Units that are running (see overleef).

• Units that havegone to ground because of enemy
fire in the previous turn (see page 24).

In addition to the above, certain types of weaponscan
only be fired if the unit did not movein the same turn.
However, this will only prevent modelswith that
weapon from shooting - not the whole unit.
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RUN!
At times, warriors may have to quickly redeploy,
literally running from cover to cover or simply
concentrating on movement and giving up their
chance to shoot. In their Shooting phase, units may
choose to run instead of firing, immediately moving
06· (we find that this is a popular choice for units

CHECK LINE OF SIGHT & PICK A TARGET
A firing unit can choose a single enemy unit that isnot
locked incombat as its target. and may not split its fire
among different targets_In order to select an enemy
unit as a target. at least one model in the firing unit
must have lineof sight to at least one model in the
target unit . If no models have line of sight then a
different target must be chosen.

The pldyer 15 ched :lng the Space Mdrine'5line of 5ight by looking from

behind the ll rer'$ h&l d to the body of the target model,

Line of Sight
Warhammer 40,000 uses what we call 'true fine
of sight' for shooting attacks. This means that you
take the positions of models and terrain at face
value, andsimply look to see ifyour warriorshave
a viewto their targets. This is different to other,
moreabstract sj5tems where terrain isassigned a
height value and you haveto calculate what
warriors can see. We have chosen true line of
sight because it makes the game feelmuchmore
cinematic and 'real'. There's nothing quite like
getting a 'model's eyeview' to bring the game to
life. Of coom', this method does mean that
occasionally thereare border-line cases when it is
quite hard to decide if a modelcansee a targetor
not, but sporting players will alwaj5 be generous
and give their opponent the benefit of the doubt.
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that have no ranged weaponry or no target!).
Running movement is not affected by difficult terrain
- it is always simply D6 · - but models running
through dangerous terrain must testas normal. Units
that run in the Shooting phase cannot assault in the
following Assault phase.

Uneof sight literallyrepresents your warriors' view of
the enemy - they must be ableto see their foe
through, under or over the tangleof terrain and other
fighters on the battlefield. Of course yourmodels are
made of plastic or metal. so theycan't tell you what
they cansee - you'll have to work it out for them. In
some cases it will be obvious - if there is a hill or a tank.
block.ing their view, the enemy maybe blatantly out of
sight. In other cases two units will be plainly in viewof
eachother, as there is nothing at an in the way. Many
times however, it will be moredifficult to tell if line of
sight is blocked or not, so players will have to stoop
over the table for a 'model's eye view'. This means
getting down to the level of your warriors, taking in
the view from behind the firing models to 'see what
theycansee'. You will find that you can spot lurking
enemies through the windowsof a ruined building,
and that high vantage points become veryuseful for
the increased line of sight that they offer.

line of sight must be traced from the eyesof the firing
model to anypart of the bodyof at least one of the
models in the target unit (for 'body' we mean its head,
torso, legs and arms). Sometimes, all that may be
visible of a model is a weapon, an antenna, a banner
or some other ornament he is wearing or carrying
(including its wings and tail, even though they are
technically part of its body), In these cases, the model is
not visible. These rules are intended to ensure that
models don't get penalised for having impressive
standards, blades, guns, majestic wings, etc.

OWN UNIT
There isone important exception to the rules for line of
sight. Firing models can always draw line of sight
through members of their 0'v\'0 unit Gust as if theywere
not there), as in reality theywould take up firing
positionsto maximise their0'v\'0 squads fireoower.

WHICH MODELS CAN FIRE?
All models in the firing unit that have line of sight to at
least one model in the target unit can fire.

A player maychoose not to firewith certain models if
he prefers(as some models may have one-shot
weapons, for example), This mustbe declared before
checking range, asall of the models in the unit fire at
the same time.



(CHECKRANGE

When you're checking range, simply measure from
each firer to the nearest visible model in the target unit.

Any model that is found to be out of range of all of
the models he can see in the target unit misses
automatically - his shots simply do not reach.

MOVING & SHOOTING
Whether a unit has moved or not can make a big
difference to its firing, If the warriorshold a
position, take up firing stances and aim at their
targets properly, some weaponscan hit targets
further away than if they are firing on the move.
Other gunsareso heavy that they can only be
used if their firers halt completely to brace
themselves Of setup their weaponson the
ground. This isexplained in moredetail in the
Weapons section later, but for the time being it's
enough to know that moving can make a
difference to a unit'sshooting.

The most important thing to remember is that the
whole unit counts asmoving if anyof its models
moved in the Movement phase.

Maximum Range
12'
24'
48'

Weapon
laspistol
BoItgun

Autocannon

All weapons have a maximum effective range, which is
the furthest distance they can shoot. If a target is
beyond this maximum range. the shot misses
automatically. This is why you have to choose your
target before measuring the range. Here are some
examples of weapon ranges:

-Victory does not always rest witb the
big guns: but if we rest in front of
them, we shall be lost:

COGuN Dda Argeatill5

tROLLTO HIT

For example, if the shootersare a unit of fiveSpace
Marines with a BSof 4, you would roll five dice and
each roll of a 3 or more would scorea hit.

Note that the minimum roll needed to hit is always at
least 2. When rolling to hit there isno such thing as an
automatic hit and a roll of a 1 always misses.

To Hit rolls areeasy to remember it you just subtract
the B5 of the shooter from 7. Thiswill giveyou the
number you need; e.q . a model with a BSat 2 needs to
roll a 5 or more(7-2=5).

1 2 3 4 5
65+ 4+ 3+2+

Fire r's SS
SCore need ed to hit

To determine if the firing models have hit their target,
roll a D6 tor each shot that is in range. Normally
troopers will only get to fire one shot each. However,
some creatures or weapons are capable of firing more
than once, as we'll explain in more detail later. The dice
score needed to hit will depend on how accurate the
firers are, as shown by their Ballistic Skill characteristic
(or BS). The chart below shows the minimum D6 roll
needed to score a hit.
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Checking Range

Four Orb: are foond to h.avl> a ril~r within the '2­
rangeof their pistols (b/.,Kk J~. The remaining ark is
out of range of file ccsesr oMibkmodel (grey line).

The reward {or treachery 15 retribution
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BALLISTIC SKILL OF 6 OR BETTER
Very rarely a model may havea as of 6 or even
more. If a model has a as of 6 or higher. it gains a
~roIl whenever it rollsa 1 to hit with ranged
attacks. The second roll hasnormallya lower
chanceof hitting, and the number needed is given
in the chart belO'vV in italics after the slash.

Firer's SS 6 7 8 9 10
SCore needed to hit 216 2J5 214 2J3 2J2

For example. a model with as 7 firesa shot with
its pistol. It rolls a 1, missing, but thanks to its
exceptional as it can re-roll the dice. This time,
however it won't hit on a 2. but rather on a 5.

If a model has a special rule that already confers it
a re-roll to hit (like a master-crafted weapon, for
example). then that re-roll takes precedence and
the chart above is not used. Instead the chances
to hit on the re-roll are the same as the first shot.
depending of the firer's as. Remember a dice can
only ever be re-rolled once!

FAST ROLLING WITH DIFFERENTWEAPONS
When a unit fires. all of its weapons are fired
simultaneously. so you should ideally roll all of its To Hit
dice together. Sometimes therewill be different
weapons firing. or firerswith different as in the same
unit. in which casewe find it easiest to usedifferent
coloured dice. so that those shots can be pickedout.
Forexample. a squad may include several betters. a
plasma gun and a tascanrco. in which case you could
usewhite dice for better shots. a green dice for the
plasma gun and a red dice for the lascannon.
Alternatively. you can simply make separate dice rolls
for differentweapons or shooters. as long as it is clear
which dice rolls represent which shots.

"Let the: Orks come: by the thousand. or by
the: tens of thousands; we: shall be ready for
them. This world is the Emperor's. Dot theirs.
and we shall wash it dun with their blood M

Pcdro KaDlor. Mu m of lhe Critnsoll Fists
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TO WOUND CHART
Toughness

1 2 3 4 5 6 7 8 9 10
1 4+ 5+ 6+ 6+ N N N N N N
2 3+ 4+ 5+ 6+ 6+ N N N 11

.c 3 2+ 3+ 4+ 5+ 6+ 6+ N N N N
~ 4 2+ 2+ 3+ 4+ .5+ 6+'"c: 5 2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+ N N..
~ 6 2+ 2 2. 2. 3+ 4. S. 6+ ,
~

'" 7 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+
8 2+ 2, 2+ 2+ 2+ 2 + 4
9 2+ 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+

10 2+ 2+ 2. • 2+ 2+ 2 + 4

M:fto that N on rhe chart me.:ms the hit has noeffect. A ratgE't with the Toughness indicated cannot be harmed by a hit of
SLC1'I pt¥Jy Strength . Also notE' thara rollof , neverSCOfeS a Wound. regardless of its StrMg th.

ROLL TO WOUND
Hitting your target is not always enough to put it out
of action . The shot might result in nothing more than a
superfidal graze or flesh wound. , -

Dice on the floor
It is generally accepted that if a diceends up on
the floor; it doesn't count - 50 you don't needto
shine a torch under the sofa to find out if you
madeyour save or not! Most gamers agree that
such dicecan be rolled again. However, one
playerwe know has a house rule that if your dice
misses the table, you have failed the roll- after
all, ifyou can't hit a huge table with a tiny dice,
then what chance have your warriors got!
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Speed rolling
You 'll soon get used to the system of rolling to
hit to wound and to seve. we find it is quickest
to pick up the dice that rolleda successfuf result
at each stageand roIIrhem again.

Cocked dice
OCCdsionally a dice will end up in a crevice in }'tlUr
terrain or in the aadbe~ two sectcos of
board and doesn 't lie fldt. We call this a 'cocked
dice'. Some pJayers use a house rule that if any
dice is not completely flat on the table, it mustbe
re-roIled. More common is for players to re-roIl
the diceonly if theycan 't be sureof the resuft
Of course, if}'tlUr gaming surface is I'E'fY textured
and results in a Iorof cocked dice(or simply if}'tlU
prefera tidy battlefield)}'tlU canmakeall }'tlUr
rolls in a trayor box 1;';1.

For example, in a unit containing Grerchin and an ark
Runtherd, the Grerchin's Toughness of3 isused for all
models. Only if the unit isreduced to t\IYO models (the
Runtherd and a single Gretchin) at the moment when
the enemies roll to wound, must they roll againstthe
ark 's Toughness of 4 for both models.

Sue""'"
4

7
9

Weapon
BoItgun
Plasma gun

tesceooco

To keep things simple, rolt to wound using the
Toughness characteristic that is in the majority in the
larget unit. If no majority exists, usethe highest value

the unit.

&ample: a Space Mdrine with a boIrgunshoots at an
Ort and hits him. A boItgun has a Strength of 4 and the
()t has a Toughness of 4. Referring to the chart, a
score of 4 or more isneeded to convert the hit into
damage. If the roll is 4 or more, the Ork rakes a wound.

MUlTIPLE TOUGHNESS VALUES
Quite rarely, a unit will contain models with differing
Toughness characteristics.

Todecide if a hit causes a telling wound, compare the
weapon's Strength characteri stic with the target's
Toughness characteristic. Each weapon has its own
Strength value. given in the description of the weapon.
Here aresome examples of different weapons and their
Streng th characteristics.

Consult the cha rt beIooN. andcross-reference the
wea pon's Strength (S)with the target's Toughness rn.
The number indicated is the minimum SCOfe on a D6
needed to convert the hit into a wound. Just like rolling
10Hit, roll the dce together and. Of1Ce again, use
different coloureddice to pick out weapons with
~erent Strengthsor roll them separately.



usuallyreferred to as AP. Nearly all weapons have an
Armour Piercing value. Some sample AP ratings for
different weapons are shown below:

The APrating indicates the armour save the weapon
can ignore - so lower means more powerfu l. A weapon
shown as 'AP- ' has no Armour Piercing value and will
never disallow the target's armour save.

'TAKE SAVING THROWS
Before he removes any models ascasualties, the
owning player can test to see whether his troops avoid
the damage by making Cl saving throw. This could be
because of the ta rget 's ar mour, some other protective
device or ability, or intervening models or terrain.

If all the models in Cl unit are the same, and have a
single Wound each, such as Cl squad of Eldar Rangers
or Necron Warriors, then this is a very simple process.
You roll all the saves for the unit in one go (as
described below). and a mode l of your choice is
removed as a casualty for each failure.

Weapon
Boltgun
Heavy boner
lascannon

A'
S
4
2

On the other hand. it is common for units to include
models with different weapons or wargear and
characters with different profiles (and sometimes even
different armour). In thesecases we need to know
exactly who hasbeen wounded, and this requires an
extra step in the shooting process. The wounds the unit
hassuffered must be allocated onto specific models
before saving throws are taken. This extra step is
explained after the basic rules (see page 25).

ARMOUR SAVES
Most troops wear some sort of protective clothing or
armour, even if it's only a helmet! Some creatures may
have a form of natural protection, such as a chitinous
exo-skeleton or thick bony plates. It a model has a
SV value of 6 or better on its profile, it is allowed a
further dice roll to see if the armour stops it being
wounded. This is calledan armour saving throw.

Roll a 06 for each wound the model has suffered from
incoming fire and compare the results to the model'sSv
characterist ic. If the dice result is equal to or higher
than the model's Svvalue, the wound is stopped. If the
result is lower than the Sv value, the armour fails to
protect its wearer and the model suffers a wound. This
means that, differently from other characteristics, a Sv
value is better if it hasa lower number.

The following table shows how the minimum D6 score
required varies between three types of armour:

Armour Type Sv
011. armour 6
Imperial Guard flak armour 5
Space Marine power armour 3

Example: a Space Marine wearing power armour is hit
and wounded. The Space Marine is entitled to a saving
throw of 3, so a 06 is rolled resulting in a score of 5.
The damage is therefore saved, and the model is
unharmed - the shot bounces off his power armour.

Armour piercing weapons
Somepowerful weapons are quite capable of punching
through even the thickest types of armour. This is
shown by a weapon having an Armour Piercing value,

• If the weapon's Armour Piercing value is equal to or
lower than the model's armour save then it is
sufficiently powerfu l to punch straight through the
armour and the target gets no armour save at all.
The armour is ineffective against the shot .

• If the weapon's Armour Piercing value is higher than
the armour, the target can take his save as normal.

Example: a boltgun with an AP of 5 can piercearmour
which hasa Svof 5+ or 6. A hea-.y bolter has an
Armour Piercing rating of 4 so saves of 4+, 5+ or 6 are
ignored. A lascannon with its AP of 2 ignores even the
bestarmour it ispossible to wear!

INVULNERABLE SAVES
Somewarriors are protected by more than mere
physical armour. Theymay be shielded by force fields,
enwrapped by mystic energies or havean alien
metabolism that can shrug off hits that would put
holes in a batt le tank. Models with wargear or abilities
like theseare allowed an invulnerable saving throw.
Invulnerable saves are different to armour saves
because they may always be taken whenever the mode!
suffers a wound - the Armour Piercing value of
attacking weapons has no effect. Even if a wound
normally ignores all armour saves, an invulnerable
saving throw may still be taken.

- As our bodies arc armoured with
adamantium, our souls are protected with
loyalty. As our holters are charged with
death for the Emperor's enemies. our
thoughts are charged with wisdom. As
our ranks advance. so does our devotion.
for are we not Marines? Are we not the
chosen of the Emperor. his loyal
servants unto death?"

Ctu.pbill FCfgU Nils
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Fortifications 3+

b) High Grass, Crops, Bushes 5+
Hedges, Fences

This does not mean that intervening models literally
stop the shots, but rather that they obscure the sight of
the firers or otherwisespoil their aim. A successful
cover save in this case might mean that the firer has
not shot at all, missing the fleeting moment when the
target was in its sights, This is because, in the case of
intervening friends, the firer would be afraid of hitting
his comrades; while in the caseof intervening enemies,
the firer is distracted by the more immediate threat.

"If , 11 else fajls; duck. As a defensive
str.tt~gem it's uerelable, but incredibly
reassuring for a moment or two."

Lord Canis of Pctux

Scenic rocks and other decorative elements that players
might haveplaced on the base of their models are
always ignored from the point of viewof determining
cover (you cannot take your cover with you!).
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Int ervening models
If a target is partially hidden from the firer'sview by
other models, it receives a 4+ cover save in the same
way as if it wasbehind terrain.

Save
6+

c) Units (friends and enemies), 4+
Trenches, Gun pits, Tank traps,
Emplacements, Sandbags,
Barricades, Logs, Pipes, Crates,
Barrels, Hill crests, Woods,
Jungles, Wreckage, Craters,
Rubble, Rocks, Ruins, Walls,
Buildings, Wrecked vehicles

COVER CHART

Cove, Type
a) Razor wire. Wire mesh

'M\at counts asCover?
Coser is basically anything that is hiding Cl target or
protecting it from incomingshots. Forexample. a soft
obstade Oike Cl hedge) that would hide soldiers behind
It, but would not even slow dc1wvn enemyshots, confers
a S+ save, purpose-built fortifications confer a 3+ save,
most other th ings confer Cl 4+ save. More detail can be
found in the Cover chart below. Before deploying their
armies, it is Cl verygood idea for players to go through
aI the terrain pieces on the battlefield Quickly and
agree what kind of cover eachwill offer.

are models in Cover1
any part of the target model's body (as defined

page 16) is obscured from the point of view of the
• the target model is in cover. This is intentionally

, and it represents the fact that the warrior,
the model, will be activelytrying to take cover
es the smoke, explosions and flying debris that

merofully absentfrom our ta bletoo battlefields).

mayof course shoot over intervening terrain if
are tall enough or high up on some terrain piece

NI: thefr line of sight is completelyclear. As usual.
the firers' line of sight by taking a good look

behind their heads, and 'see what they see'.

COVER SAVES
A position in cover shields troops against flying debris
and enemy shots. enabling them to get their heads
down Of crawl amongst the rocks and (hopefully) avoid
harm. Because of th is. units in or behind (over receive
a CJ:Nef saving throw, The great thi ng about cover
saving throws is that they are not affected by the
Armour Piercing value of the attacking weapon, so
units in cover will normallyget Cl saving throw
regardless of what's firin g at them.



Exceptions
In order to keep the game flowing at a faster pace, we
have madea few exceptions to the cover rules given on
the previous page, namely:

• Own unit : In the same way as they can trace line of
sight through membersof their own squad, models
can always shoot, and be shot at, through members
of their own unit without conferring or receiving a
cover save.

• Inside area te rrain: Target models whose bases are
at least partially inside area terrain are in cover,
regardless of the direction the shot is coming from.
This represents their increased chance of diving into
or behind a piece of covering terrain.

• Firing through units or area terrain: If a model
fires through the gaps between some elements of
area terrain (such asbetween two trees in a wood)
or through the gaps between models in an
intervening unit, the target is in cover, even if it is
completely visible to the firer. Note that this does
not apply if the shots go over the area terrain or unit
rather than through it (see the photographic
diagram below).

• Firing out of area terrain: Models that are inside
area terrain firing out will position themselves with
good fields of vision. Therefore they mayfire through
up to 2· of the area terrain they are occupying
without that terrainconferring a coversave to the
target. Remember, of course, that models still need
to see their target in order to be able to shoot at all.

• Firing over a barrier: Models that are in base
contact with a linear piece of terrain they can see
over, such asa low wall. barricade, tank trap or a
fence, can fire at enemieson the other side without
the barrier getting in the way of their shots.

. -~, :: ",, '

'. "'-

Units part ially in cover
Sometimes, a unit win only be partially in cover, with
some of its models in cover and some not. In this case
you must decide if the majority of the unit is in cover.
Mcxiels that are completelyout of sight areconsidered
to be in cover for this purpose.

If half or moreof the models in the target unit are in
cover, then the entire unit is deemed to be in cover and
all of its models may takecover saves.

If less than half of the models in the target unit are in
cover, then the entire unit counts asexposed and none
of its modelsmay take cover saves.

Of course being in coveror not often depends on the
position of the firer aswell as the target. If only one
model isshooting, it win be easy to tell how many
models in the target unit are in cover from the firer's
point of view. If multiple models are shooting, you will
need to work out how many models are in cover from
the point of view of the majority of the firing models
that are in range. If the majority of the firers havea
clear shot to the majority of the models in the target
unit, the unit receivesno save. Otherwise it does. This
may sound complex, but you will find that in reality in
most cases it is quite obvious if a unit is in cover or not.

In situations where it's not obviouswhether a unit is in
cover or not, the normal solution is to strictly apply the
majority rule above. and count how manymodels are
in cover from the point of viewof each of the firing
models in range. As th is process might prove to be
rather time-consuminq, for a faster (albeit less precise)
solution, the players may agree to treat these units as
in cover, but with a cover save of one less than normal
(for example a 5+ save if partially in cover behind a
building or another unit, which normally would offer a
4+ save). See the diagrams opposite for examples of
units partially in cover.

ModelA is i1sidEo thearN~;Mn <JI)(J so is ill COWf. Modf>I8 is not inside r~ arN ~-. bur is beMft¥I two~ts of rfldr iNN~ain (rhe SoiI7Il"

as " If wasbEo~ two model! of¥I itrtl'M.'ning~ so if is itr COI'Pf,~ C is not itr COWf.
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Unit in
ro_?
5+ save.

Unit in
ro_
4+ save.

Unit not
in cover.
No save,

~~Et..et..- @ In cover.

Units partially in cover

tht A isentirely in the open and so is the Trukk. The majorityof unit C is in the open. The majority of unit 8 is in rover
b«IIndorhet'models and the majority of unit Dis in coverinside area terrain. Unit E is a less obvious case. Theplayers can
te')' arefully count the Orks in cover from the point of view of each firer. Of give unit Ea coversaveof 5+ insteddof 4+.

'" caSE' A. the majorityof the firing SpaceMarine squad (i.e. threemodels out of five) havea dear shot to the majorityof me
models in the target unit (i.e. they havea dear shot to threeor fflCXf' Orts" out of five). Theart unit recf:'Nes no roverSoaI'e.

'" case 8,~Mo out of five Space Mdrlne$ havea dear shot to the majorityof the models in the ta~ unit. TheOrlc unit
receees a4+ coversave (as rocksare in the way).

'" case c:. two Space Marlrreshavea dear shot to the majority of the modelsin the target unit, and Mo Space Marines do
not. The playerscheck from the point of yjew of the model in the middle of the unit, and decide that is fXaeticaIty impossible
ro be sureif he hd5 a completely ckdr shot to at east three arts. In this CaSE', the players agree to give the Ork unit a cover
SoJVE' of 5+.



GOING TO GROUND
If warriorscome under heavy fire. they may decide
to keep their heads down and stay alivea litt le
longerwhile theywait for reinforcements.

After the enemy has rolled to hit and wound
against any of your units, but before you take any
saves or remove anymodels, you can declare that
the unit isgoing to ground. Torepresent this,
place a suitable marker next to the unit (you may
alternatively want to lay the models down).
Models in a unit that has gon e to ground
immediately receive +1 to their cover saving
throws. Units that are not currently in a position
that would give them a cover save can still go to
ground by diving to the floor (or some other
evasion technique) and receive a 6+ cover save.

The drawback of going to ground is that the unit
can do nothing unti l the end of its following turn.
At the end of its following turn the unit returns to
normal, the marker is removed and the unit is free
to act as normalfrom then on.

Whilst it has gone to ground the unit may do
nothing of its own volition, but will react normally
if affected by enemy actions(for example, it will
take Moraletests as normal). If the unit has to faU
back, it will return to normal immediately. If
assaulted. the unit will fight as usual, but gains no
advantage for being in cover because they are not
set to receive the enemy charge (see page 36).

"He th.t m.y still light. heal him.
He that may fight DO more,
give: him pe:ace:.
He that is dead.
take: from him the: Clnprer's due."

- M15I:a of tile ApoduuOOa Asioa MuT

MODELS WITH MORE THAN ONE SAVE
Sometimes, a model will have a normalarmour save
and a separate invulnerable save - a good example is a
Space Marine Chaplain who is protected by both
power armour and a Rosarius-generated force field.
As if thiswasn't enough the model might be in cover
as well. In these cases, the model only ever gets to
make one saving throw, but it has the advantage of
always using the best available save.

For example, jf the Chaplain described above was
standing in a fortified buildingand waswounded by an
AP3 weapon hispower armourwould be of no use, as
the shot's APis equal to or lower than hisarmour save.
The force field grants a 4+ invulnerable save. However,
the fortified building grants a 3+ cover save. Neither of
these saves isaffected by the APof the weapon so the
Chaplain uses the cover save to give him the best
chance of surviving.

If a unit can benefit from different types of cover, for
example being behinda hedge (5+ cover save) and a
low wall (4+), the unit uses the best cover save
available (in thiscase 4+).

MAXIMUM SAVE
Some models gain additional benefits from rules that
may increase any of their saves by +1 or +2. However,
no save (armour, cover or invulnerable) can ever be
improved beyond 2+. A roll of 1 always fails.

;REMOVECASUALTIES
Forevery model that failsits save, the unit suffers an
unsaved wouod. Of course this also includeswounds
againstwh ich no save can be attempted, such as those
from weapons with very high AP. Most models have a
single Wound on their profile, in which case for each
unsaved wound one model is immediately removed
from the table as a casualty. As long as all the models
in the unit have the same profile. special rules,
weapons and wargear, the player who owns the unit
canchoosewhich of his models is removed.

Note that any rnOOeI in the target unit can be hit.
woundedand taken off as a casualty, even models that
are completely out of sight or out of range of all of the
firers. This may seem slightly strange. but it represents
the fact that the real action on the battlefield is not as
static as our models. In reality the warriors. both the
firers and the targets, would be moving around and
real bullets have a nasty habit of ricocheting or simply
going through covering terrain!

Casualties arenot necessarily dead- theymaybe
merely knocked unconscious. too injured to carry on
fighting or incapacitated in other some way_ In any
case. theyare no longer fit to participate in the battle.
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COMPLEX UNITS

TAKING SAVING THROWS
Having allocated the wounds. allof the models in the
unit that are identical in gaming terms take their saving
throws at the same time. in one batch. Casualties can
then be chosen by the owning player from amongst
these identical models. If there is another group of
identical models in the unit the player then takes allof
their saves in one batch, and SO on.

THE RULES SEmON: The shooting phase 2S

the sparewound on a Space Marine with a boIter. and then
rv.o ncxma! wounds on E'VE'fY other model. He IS trying to
minimisethe datnagf'by a/wting both the worn wound
(the meltagun's) and the spare wound on the same model.

He goes on to roJI the four saves tot the Space Mdrinf's with
boIrers in one go, failing two. Hf' should rt't1IOK' thref'
models(rv.o un5iJved wounds plusone wound with no
armour save from the meltagunJ. but asthere are~ rv.o
models in this group of idtYItlCaI models, hf' just It'f1lOM2S

them both. Thm!lf' roIb the four SoM'S" fcx the Spare
Mdrines wM missilf! launchers in one go. failingone and
removing one of the rnodf'Is. Finally!If' rakes the Mo saves
for the ~reran StvyPant passing both.

(.~
~fi. .)

~~

The diagram below shows an example of how this
process works. You'll find that it isquite intuitive once
you have tried it a few times.

We find that the clearestway of doing this is to literally
pick up the dice that have scored wounds and place
them next to the models that they have wounded. It is
still important to know which weapon has caused
which wound. because they may negate the target's
save. so sticking with the same coloured dice used
when rolling to hit wiltreally help.

Finally. the player rolls separately for each model that
stands out in gaming terms. If one of these different
modelssuffers an unsaved wound. then that specific
model must be removed . Note that ifa modelcarrying
a differentweapon to the rest of the unit is killed and
removed. hissquad-members are not allowed to pick
up his gun. We can assume that he was the only one
trained to use the weapon, or that the weapon itself
has been damaged and is nowuseless.

Allocating wounds on complex units

This Spacf' Marinf! Dtovasratorcombat squad ronsist5 of five
rnot:kIs: MO Space Marines armed with boItffi. twoarmed
INittlmissile liJunchers and one~an 5efgeiJnr (v.1lohas a
different profilf! and wargfNN from the restof the squad).
7heyarehir by a volleyfroma neafby enemy squad and
suffer eleven wounds - ten WOIJflds from W&JPOflS v..OOse
AP IS not high enough to piefce rheK armour, and one from
a weapon tha t can (f'.g. an AP I meItagvn). Thisamounts to
tMIO~ per model anda~ sparewound.

Theplayercontrolling the 5poce fIAatines picksup the dice
tharSCOff!d a wound and uses them to shoN how he IS
goi'Ig to allocate the \IIoOUIlds (shown aboveJ. He a~tes

Me normal wound. the tnf!ftagun one (thegreydice) and

The player must allocate one wound to each model in
the target unit before he can allocate a second wound
to the same model .

Once all models in the target unit have onewound
allocated to them. the process is repeated and the
pLayef must allocate a second wound to all models in
the target unit before he can allocate a third wound to
a model. and so on. until all wounds from the firing
unit have been allocated.

The rules for taking saving throws and removing
casualties. as presented so far, assume that all the
models in the target unit are identical in gaming terms.
By thiswe mean they have the same profile of
characteristics. the same special rules and the same
weapons and wargear.

Once the numberof wounds caused by the firing unit
has been determined. the player controlling the target
unit must decide which models have been wounded.
allocating the wounds to the warriors of their choice.
Remember that any model in the unit can be wounded,
not just those in range or in view.

Of course manyunits include different models. and
when this is the case an extra step is needed to
determine which warriors have been hit by which
weapons. This is workedout as follows:



MULTIPLE·WOUND MODELS
Especially tough and heroic individuals such as Space
Marinecommanders. or horrendous alienmonstrosities
such asTyranid Hive Tyrants. can sustain moredamage
than ordinary troopers and keep 00 fighting. Toshow
this. they have more than one Wound on their
characteristic profile.

When such Cl multiple-wound model suffers an uoseved
wound. it loses one Wound from its profile. Once the
model has lost all of its Wounds, it is removed as a
casualty (so Cl model with 3 Wounds would only be
killed after it had been wounded threetimes). Keep
track of how many wounds such models have suffered
on a piece of scrap paper, or by placing a diceor
marker next to them.

INSTANT DEATH
Even though a creature might have multipleWounds,
there are plenty of weapons in the 4151Millennium
that are powerfu l enough to kill it instantly. If a model
suffers an unseved wound from an attack that has a
Strength value of double its Toughness value or greater,
it is killed outright and removed as a casualty. It can be
imagined that the creature isvapoudsed. burned to a
pile of ash, blasted limb from limb or otherwise
mortally slain in a suitably graphic fashion.

Example: a Space MarineCaptain is Toughness 4 and
has 3 Wounds. Ordinarily. he couldSUMve being
wounded twice beforebeingremoved asa casualty on
the third wound suffered. However. if he were to have
the misfortune to be woundedby a krak missile
(Strength 8 - normallyused for knocking out battle
tanks), he would become a casualty immediately
because the missile's Strength is double his Toughness.

Some models can gain improvements to their
Toughness by using warqear items like bikes, Chaos
Marks, etc. When it comes to instant death, such
bonuses do not count fie, riding a bike won't save you
from beingobliterated by a lascannon blastl). In these
cases two values will be shown for the Toughness
characteristicof the model. one of which is in brackets.
Use the lowest value for working out instant death.

BURN THE HERETIC!

KILL THE MUTANl1

PURGE THE UNCLEAN!
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UNITS OF MULTIPLE-WOUND MODELS
Unitsconsisting of models with multiple wounds on
their profile, such asTyranid Warriors and Ork Nobz,
arequite rare. Working out how to allocate wounds
and remove casualties from such units can be quite
complex, so if you don't have any in your army, feel
free not to finish reading this page!

If a unit consists entirelyof models that are identical in
gaming terms and havemultiple wounds, then take all
the saves for the unit in one go.

If the unit includes different models, first allocate the
wounds suffered. Then take saves for identical models
at the same time as normal.

Once you have determined the number of unseved
wounds suffered by a group of identical multiple­
wound models, you must remove whole models as
casualties where possible. Wounds may not be 'spread
around' to avoid removing models. Track any excess
woundswith a note or a marker as noted above.
Multiple-wound models in the unit that are unique are
rolled far individuallyand their unseved wounds must
be recorded separately.

Forexample, let us exiJmine a unit of four Ort Nobz.
which have 2 Wounds each. Three of the Nobzare
identical, while one has been upgraded with a better
we.3{XJfl. If the unit suffers nine wounds. the player
must allocate fwo 011 each model, ~ving a spare
wound that he will allocate on a norm3f Nob. The
player then rakes seven saves for the threenormal
Nobz, failing three. Hecannot put a single wound on
each Nob, but must removeone model as well as
recording that one normal Nob has suffereda wound.
He then takes the two saves for the upgraded Nob and
fails one, so he must record that the upgradedNob has
suffereda wound as well. The unit is then fired upon
by another enemy and suffersa single wound. This will
automatically kill the woundedNob and cannot be
allocated to the remaining healthy Nob,

If amongst the unsaved wounds therearesome that
inflict instantdeath, the player must first, if possible,
remove one unwounded model for each unseved
wound that causes instantdeath,and then proceed as
normal(this is done for each group of identical
multiple-wound models). This rule isdesigned to stop
players avoiding single wounds by putting them on a
model that has suffered instantdeath anyway.

In the example above, if one of the threeunsaved
wounds on the normalNobz caused instant death, the
playerwould remove one unwoundedNob for that
wound and then another normalNob for the remaining
two unsaved wounds. This would leave only one
normalNob and the upgraded Nob, whichsuffered
one wound.



WEAPONS
By the 41st Millennium, warfare has
spawned innumerable weapons, ranging in
capability from the simple but efficient
laspistol to the barely controllable energies
of the plasma cannon. In this section we
describe how characteristics and special rules
reflect the differences between different
weapons.

hery weapon has a profile that consists of several
elements. for example:

N.ilme Maximum Stre ngth Armour Type
Range Piercing

BoH:gun 24° 4 5 Rapid Fire

MAXIMUM RANGE
Ranges are all given in inches. If the weapon's range is
grven as 'Template' then the weapon firesusing the
teardrop-sha ped Flamer template (the exact method is
f'lPIa ined later).

STRENGTH
As explained in the Shooting rules. when rolling to
wound for shootinq hits. you use the weapon's
Streng th rather than the firer's.

ARMOUR PIERCING (AP)
Jhs value shows how good the weapon is at punching
~h armour. The lower the number. the better the

pon is at piercing armour. cancelling the target's
t save. See the Shooting rules for more on

iffTIOUr saves and APvalues.

ifYPE
weapons are classified as either Rapid Fire. Pistol,
utt, Heavy or Ordnance. These rules (found

at) are a measure of the weapon'sportability and
the way it can be fired in relation to the model's

"""",,,,,nt during that turn's Movement phase.

weapons such asstorm bolters and multi-lasers
multiple shots. Where this is the case the number

shotsa weapon fires is noted after its type. For
• a multi-laser fires threeshots in each Shooting

so its type is noted as Heavy 3.

""embeo that the player can decidethat any model in
unit is not going to fire its weapon. However, jf
does fire, it must do so at full effect and

redoce its weapon's firepower (for example, it
fire only two shots from its Heavy 3 weapon).

weapons may be able to fire in different ways.
ting different power seningsor different types
. Where th is is the case. there will be a
line in the weapon's profile for each.

ADDITIONAL CHARACTERISTICS
In addition to its type , a weapon may have some
additional characteristics that define the way they
won:.. These areadded to the weapon type in the
weapon's profile. and includecharacteristics like 'ge ts
hot !' or 'blast' . A weapon may haveany number of
these characteristics in addition to its type .

To a Space Marine. the boltgun
is far more than a weapon: it is an
instrument of Mankind's divinity.
the bringer of death to bis foes.
Its bowling blast is a puyer to the
gods of battle,

,
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WEAPONTYPES

RAPID FIREWEAPONS
Rapid fire weapons are very common and usually come
in the form of serni-eutometlc rifles. Their versatility
means they can be fi red effectively 'from the hip' when
a squad is advancing, spraying shots into the enemy
whenever they present them selves, or instead used for
aimed single shots against targets at greater distances.

Models armed with a rapid fire weapon can move and
fire two shots at targets up to 12" away_

ASSAULT WEAPONS
Assault weapons are fired by wa rriors as they move
forwa rd into the attack . They either fire so rapidly or
are so indiscriminate that you don't have to do much
more than point and shoot. For example, a flamer is a
weapon that fires a fan-shaped gout of burning fuel ,
so it's just as accurate whether you are moving and
firing or not . This means they are very good for moving
and assault ing things .. . hence the name!

Assault weapons shoot the number of times indicated ­
whether you move or not and regardless of range.

Models carrying assault weapons can fi re them in the
Shooting phase and sti ll assault into close combat in
the Assault phase.

If the unit has not moved. models armed with rapid fi re
weapons may instead fi re one shot at targets over 12·
away, up to the weapons' maximum range. If such a
unit is found to have f iring models both within 12" of
the target and further away, the fi rers within 12· will
fire two shots, while those further away will fire one.

Example
BigShoota

Range S
36" 5

AP Type

5 Assault 3

Models that shoot with rapid fi re weapons in the
Shooting phase cannot assault into close combat in the
ensuing Assault phase.

Example
Boltgun

Range S
24" 4

AP Type
5 Rapid Fire

Look to your wargearl

r

RAPID FIRE WEAPONS (firer may not assault)

Stationary~- - -- - - - - - - - - - - - - - - - - - - -- - - - - - - -..
-_ . - -- -- - - --- -- - - - - - - - - - -- - - - - - -~

• ~.- - - - . -- -- -- -- - - -- -- - - - - -- -- --.. Maximum range : 1 shot
Up to 12~ "' 2 shots

If a model usinga rapid fire weapon remains
stationary it can fire two shotsup to 12", but

Moving ~- - -- - - - - - - - - - - - - - - - - - - - - - - - - - - -.. only oneshot up to the weapon's maximum

--------------------------------.. range. If the modmmoves then it canonly
Up to 12~ = 2 shots fire two shotsup to a fange of 12".

ASSAULT WEAPONS (firer may assau lt)

Stationary

~; -----;;.~,::"::'~~::;.:.~~:- ------.. An assault weapon can always shoot the
aod numberof times indicatedand up to its

Moving maximum range, regardless of whether the
fire! movedor not.

HEAVY WEAPONS Iftrer may not assau lt )

Stationary~-- -- - - - - - -- - -- - - - - - - - - ~~::~:~:;;.:; :;:;:: - - - - - -- -- - - - - -- - -- - - - - - -- -..
If a modmwith a healY weapon remains

8
stationary it can fire the numberof times

Moving May not shoot
indicated and up to the maximum rangeof
the weapon. If the model (or his unit) moved,
however, it cannotshoot that weapon.
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AP Type
5 Assault 1

Range S
Template 4

The Space Marine playff posiOOm the
tpmplatE'so that it scores the maximum
amount of hits (Ill this case three).

Example
Rome.
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Multiple template wea pons
Ifa unit is firing more than one template weapon ,
resolve each shot, one at a time, as described above,
determining and recording how many hits are scored
by each template. Finally, fire any other weapon in the
unit, then add up alt of the hits and roll to wound.

Templat e weapo ns

Instead of rolling to hit. simply place the template so
that its narrow end is touching the base of the model
firing it and the rest of the template covers as many
models as possible in the target unit without touch ing
any friefldlymodels . Against vehicles. the template
must be placed to cover as much of the vehicleas
possible without also touch ing a friendly model. Any
models fully Of partially under the template are hit.
Against vehicles. use the direction of the firer to
determine wh ich armour facing is attacked. Because
template weapons bathe the area in burning fuel, cover
saves are ignored when resolving wounds. even by
models inside area terrain! Wounds inflicted by
template weapons do not have to be allocated on the
models actually covered by the template. but can be
put onto any model in the unit.

ADDITIONAL WEAPON
CHARACTERISTICS
These extra weapon characteristics are represe nted by
additional rules that are added to a weapon's type.

TEMPLATE
These are part icularly indiscriminate short-ranged
devices, such as flame throwers, wh ich affect a broad,
cone-sha ped area represented by a template (see
diagram). They are indicated by having the word
' template' for their range instead of a number.

Range S AP Type
72' 8 3 OrdnancE' 1­

la rge Blast

Range S AP Type
4g" 9 2 Heavy1

Rang e S AP Type
12 ' 4 5 Pistol

Eumple
Bolt Pistol

£urn'"
Banlt' Cannon

Example

tescanoco

PISTOL WEAPONS
Pistol weapons are light enough to be carried and fired
one-handed. but as they often have a less powerful
charge. their range is limited. On the plus side. they are
handy enough to allow a trooper to fight in close
combat with a combination of a pistol and sword , axe
or oth er close combat wea pon.

AD pistols are effectivelyAssault 1 weapons with a
range of 12' (unless differently specified in the ir
profile). In addition a pistol cou nts as a close combat
weapon in the Assault phase.

ORDNANCEWEAPONS
Ofdnance weapons are so huge and powerful that they
cannot be physically carried by infantry, but must be
mounted onto a vehicle Of be built into the structure of
• bunker or fortress. Their rules are covered in the
~ section on pages 58 and 60 .

tf a unit moves then it cannot shoot heavy weapons ­
they either move or shoot. but not both. Remember
that if any mode ls move, their whole unit counts as
having moved for tha t turn. and this will prevent
models with heavyweapons from firing even if those
specifIC models stayed still. When shooting. heavy
weapon s always fire the number of times indicated
regardless of range. Theyare very good for laying
down long range supporting fireor taking out tanks
and monstrous creatures. Units that fire heavy weapons
in the Shooting phase maynot assau lt into dose
combat in the Assault phase.

HEAVY WEAPO NS
These are heavy, man-portable weapons. such as
missile launchers. or lighter weapons that require
reklading between each shot. careful set-up or bracing
against their considerable recoi1.



TheSpace Marine playerrolled a hit so the blast maTter
is left in p4Ke, scoring three hits on theOfk unit.

Large blasts
There are two sizes of blastmarker: the normal one
(3· diameter) and the large one (5· diameter). This is
clearly indicated in the weapon's profile. Both types of
blast marker useexactly the same rules.

H"
" ), ".

'..'

"...,

~- _....-:._._-
\ @>

Blast weapons

When firing a blast weapon, models do not roll to hit.
instead just pick one enemy model visible to the f irer
and place the blast marker (see diagram) with its hole
over the base of the target model. or its hull if it is a
vehicle. You may not place the marker so that the base
or hull of any of your own models is even grazed by it.

BLAST
Blast weapons fire shells, missiles or bolts of energy
that explode on impact.

Next, check if the shot has landed on target. If the hole
at the centre of the marker is beyond the weapon's
maximum range, the shot is an automatic miss and the
marker is removed.

If the target is in range, the large areaaffected by the
blast means Ifs going to bevery hard to miss
completely. Nonetheless. the shot maynot land exaetly
where it was intended to. Roll the scatter dice and 106
to see where the shot lands. If the scatter dice rolls a
hit symbol the shot lands on target (ignore the 2D6). If
an arrow is rolled, the marker is shifted in the direction
shown by the arrow a number of inches equal to the
total of the 2D6 minus the firing model's BS(to a
minimum of 0).

For example, a 854 Space Marine fires a frag mi5sile
and rollsan arrow result on the scarter dice. The 206
roll isa 7, so the blastis moved 3· (7 minus4) in the
direction indicated by the arrow.

Note that it ispossible, and absolutely fine, for a
scattering shot to land beyond the weapon's rangeand
line of sight, representing the chance of ricochets, the
missile blasting through cover and other random
chance. In these cases hits areworked out as normal,
and can hit units out of range and sight (or even your
own troops, or models locked in combat).

Multiple blasts
If a unit is firing more than one blast weapon(for
example, four Space Marine bevestators fire four frag
missiles at an enemy), resolve each shot, one at the
time, as described above, determining and recording
bow many hits arescored by each blastmarker.
Finally fire any other weapon in the urut, then add all
of the hits together and roll to wound asnormal.

Blast weapons and re-rolls
If a model has the ability to re-roll its rolls to hit and
chooses to do so after firing a blast weapon, the player
must re-roll both the scatter dice and the 2D6.

If the shot scattersso that the hole in the centre of the
marker is beyond the table's edge, the shot is a
complete miss and is discarded.

Once the final position of the blastmarker hasbeen
determined, take a good look at the blast marker from
above - all models wnose basesarecompletely or
partially covered by the blast markerare hit (as shown
in the diagram).

Once the number of hits inflicted on the unit have
been worked out, the firer rolls to wound asnormal
and then the controlling player may allocate these
wounds on any model in the unit, not just the ones
under the marker.

Scattering blast markers
When rolling a scatter a dice to determine where
a shot lands, you may have to movethe blast
marker seYefal inches away from its intended
position. If thereareotherpotential targets
nearby (andthere often are!), it is quite normal
for players to disagree on exactly where the blast
markershouldend up. This isbecause sitting at
the opposite side of the table tends to give them
a differentpoint of viewon the relative direction
of the arrow on the scatterdice (and the wind
always seems to nudge the blast marker slightly
towardsenemy models...).

Example
Missile
Launcher (lr ag)

Range S AP Type

48· 4 6 Heavy 1,

"" 1

To reduce this 'parallax error' we find that it's
considerably morepractical to roll the scatter dice
as close as possible to the targetpoint!
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If a unit other than a vehide suffersany unseved
wounds from a pinning weapon, it must immediately
take a Pinning test. This is a normal leadership test.

As long as the tests are passed. a unit may be called
upon to take multiple Pinning tests in a single turn.
but if a unit has already gone to ground. no further
Pinning tests are taken .

If the special rules of a unit specify that the unit can
never be pinned, the unit always automatically passes
Pinning tests. Such units canstill choose to go to
ground voluntarily.

,

Range S AP Type
36" X 6 Heavy1,

Sniper
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Range S AP Type
24 · 6 4 Heavy 4,

Rending

Example
Sniper rifle

Example
Assault cannon

TWIN·L1NKED
Weaponsare sometimes linked to fire together in order
to increase the chances of scoring a hit through the
crude expedient of blasting more shots at the target.

Twin-l inked templat e weapons
Twin-linked template weapons are fired just like a
single weapon, but they can re-roll the dice to wound.
When fired against a vetude. you may re-roll the
armour penetration dice instead.

Against vehicles, sniper weapons count asStrength 3,
which, combined with the rending rule, represents their
chances of successfully hining exposed crew, vision
ports, fuel or ammo storage, etc.

Sniper hits wound on a roll of 4+, regardless of the
victim'sToughness. In addition, all sniper weaponsare
also rending and pinning weapons (see above).

SNIPER
These deadlyweaponscan be used to pick out Cl

target'sweak or vulnerable points.

Any roll to wound of 6 with a rending weapon
automaticallycauses a wound, regardless of the target's
Toughness, and counts as AP2 . Against vehicles, an
armour penetration roll of 6 allows a further D3 to be
roUed, with the result added to the total score.

Example: A Space Marine Land Raider is firing its twin­
linked hea-.yboItersat an enemy_It gets three shots (as
hea-.y boItersare Hea-.y 3) and may re-roll any to hit
dice which don't score a 3 or higher (which isa hit for
a Space Marine's85 of 4) because the weapons are
twin-linked.

RENDING
In the right circumstances, rending weapons have a
chance of piercing any armour with a hail of shots,
pinpoint accuracy or diamond-hardammunition.

A set of twin-linked weapons count as a single weapon
of that type, but to represent their fusillade of fire you
may re-roll the dice to hit if you miss(including twin­
linked blastweapons). In other words, twin-linked
weapons don't get more shots than nonnal ones, but
you get a better chance of hin ing WIth them.

Range S AP Type
24' 7 2 Rapid fire,

Gets Hotl

Example
PIasrna gun

Gets Hot ! and blast weapons
8iast weapons do not roll to hit, so you must always
toll a 06 before firing a Gets Hot! blast weapon to
check if the weapon overheats. If you roll a 1, the
weepon getshot, it doesnot fire, and the firing model
suffersa wound (normal saves apply). Otherwisethe
shot isresolvedas normal.

PINNING
Comi ng under fire w ithout knowing w here the shots
are coming from isextremely shocking. making
troopers throw themselves flat and hug cover asmuch
as possible. Sniperfire and barrages are the most
common causes of this.

Gets Hot ! and re-rolls
• a model hasthe ability to re-roll its rolls to hit
including because of as 6+), it may re-roll GetsHot !
J1!5U/ts of 1 without suffering a wound, unless the
reutt of the re-roll is a 1 aswell.

If the unit fails the test. it is immediately forced to go
to ground (as described on page 24). A$ the unit has
already taken its saves, going to ground does not
protect it against the fire of the pinning weapon that
caused the test (or indeed of any other weapon fired
by the same unit that phase) - it's too late!

GETS HOT!
·Gets hot! ' represents the penchant of certain unstable
weapons for overloading and badlyburning their user.
Roll to hit asnormal, except that you must roll to hit
e"o'efl if the target is found to be out of range. For each
result of a 1 rolled on its to hit rolls, the firing model
suffers a wound (normal savesapply), Because of their
additional cooling systems, weapons on vehicles are not
affected by this rule.



BARRAGE
Certain weapons launch thei r shells high up into the air
so that they plunge down upon their target. passing
OVf!r any intervening COYer en route and evenstriking
targets that are out of sigh t.

Note that in older Codex booksbarrage weapons were
identified by having oil G (guess) before their range (e.g.
Rallge: 648" ). This isthe same as having the word
'barrage' under their Type.

All barrage weapons useblast markers and
consequently use the rules for blast weapons, with the
fo llowing exceptions:

• To determine if a unit wounded by oil barrage weapon
is allowed a cover save, always assume the shot is
coming from the centre of the marker, instead of
from the firing model. Remember that models in area
terrain get their cover save regardless of the direction
the shot is coming from.

• Some barrage weapons havea minimum range as
well as a maximum range (e.g. Range: 12"- 48 ").
If the centre of the marker is placed by the firer
within the minimum range (before rolling for scatter).
the shot misses automatically and is removed.

• Death raining from the sky is a trulyterrifying
experience. thereforeall barrage weapons are
pinning weapons as well (see Pinning).

• Barrage weapons can fire at a target theycannot see,
but if they do this. the BSof the firer makesno
differenceand the blast markerscattersa full 206"
if an arrow is rolled on the scatter dice.

Onceall of the markersare in place, work out the
numberof hits scored for each blast marker as usual
for blastweaponsand then roll to wound as normal.

Multiple barrage weapons

0 r@1
~

<D W
, ~

<D :~:

The 00gin.aJ mdlier (1) scores a hit and fkJe5 not suttet;
while anows a rt? rolled faT the second QJand thUd (3)

marl:E'fS,. which are placed iKCORJing/y The nomber of hits

sa:nd IS 'Iri'OriIed out separareiy faT e.K!I rTJ¥ter. and i1 this

case the sao\<o scoresa tofdlof nine hits Of! the unit ! ff. for
~ a hit had bem rolled for the ItlHd matter insf'Nd,

the pJayPr couldI'ia\Ie placed it~ in COOf.K1'with Of

~m.rit'l'S 1 and 2. E'I'M c/ltl!CfIy on fOp of the firn
marker(as long as it causes the mosr hits on the targe r). ff
hedidso. the SilIKlwoo ld h.NP caused a fOfal of ten hits

irrSread of the nine CiJUSed in the example above.

Multiple barrages
If a unit has more than one barrageweapon, they are
all fired together in a salvo. as follows:

Example
tobba

Range S AP Type
48" S 5 Heavy 1,

Blast, Barrage

MELTA
Melta weapons are lethal. short-ranged 'heat rays'.
They roll an extra06 when rolling to penetrate a
vehide's ArmourValue at half range or less. If the
weapon is more than half its maximum range away. a
single 06 is rolled as normal. See the Vehicles rules
later fQ( more details on armour penetration.

LANCE
These weapons fire a coherent. focused beam that can
bore through any armour. regardless of its thickness.
Dueto their unique nature. lance weapons count
vehicleArmour Valueshigher than 12 as 12.

First place the blastmarkerfor the weapon in the firing
unit that is closest to the target. If the target is in
range. roll for anyscatter as describedabove.

Once the first markeris placed, roll a scatter dice for
each other barrage weapon fired by the unit. If an
arrow is rolled, place the marker in the direction
indicated so that it is adjacent and touching the edge
of the first marker placed (asshown in the diagram).
If a hit is rolled, the firing player places the markerso
that it touches any part of any marker in the salvo that
has already been placed. Note that it is perfectly fine if.
through this process, some markers areplaced
overlapping one another.
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Example
Meltagun

Example

Bright lance

Range S AP Type
12" 8 1 Assault 1......

Range S AP Type

36" 8 2 Heavy 1,
Lance



THE ASSAULT PHASE

,

DISALLOWED ASSAULTS
Unitsare not allowed to assault if:

Inaddition to the above, a unit that fired in the
Shooting phase can only assault the unit that it shot at
- it cannot assault a different unit to the one it
previouslyshot at. HOW'eVer. see the exception over the
page for multiple targets.
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• They are already locked in dose combat.
• They ran in the Shooting phase (see page 16).
• Theyhave gone to ground (see page24).
• They shot rapid fire weapons or heavy weapons in

the Shooting phase (see page 28).
• Theyare fall ing back (see page 45).

(QgLAREASSAULTS
The maximum distance most units can move during an
assault is 6- . As you cannot measure the distance to
the enemy before declaring the assault. if you misjudge
the distance and the unit is unable to reach its target.
then the unit doesnot move and that assault is
igoored. Bear in mind that models may have to expend
some of the ir movement to move around impassable
terrain or other models in order to reach their enemy.

ASSAULT PHASE SUMMARY

2 Defenders react
• The opponent picks one of his units that

have been assaulted.
• The opponent moves all of the models in the

unit into base contact with the enemy, or at
least into position to be engaged.

• Pick another unit and repeat until all
assaulted units have moved.

3 Resolve combats
• Pick a combat.
• Fight close combat. Engaged models roll to

hit and to wound in Initiative order. Their
opponents take saving throws as required.

• Determine assault results. Total up wounds
inflicted. The side that inflicted the most
wounds overall in the combat is the winner.

• lose r checks morale. The loser has to pass a
Moralecheck or faU back. If the loser passes
the test, go directly to pile-in.

• Sweeping advances, fall backs and
consolidations. Unitsfalling back from close
combat must test to see if they successfully
break off, if they fail they are destroyed. The
winners may then consolidate their position.

• Pile-in! If units are still locked in close
combat. then any models not engaged are
moved towards the enemy to continue the
fight next tu rn.

• Pick another combat and repeat until all
combats have been resolved .

I Move assaulting units
• Pick a unit.
• Dedere which enemy unit it is going

to assault.
• Move the assaulting unit.
• Pick another unit and repeat the above

until all assaulting units havemoved.

While firepower alone may be enough to
drive an enemy back from open ground or
lightly held positions. shjfting a determined
foe from a fortified bunker or ruined
settlement will need sterner measures . In an
assault. troops storm forward . screaming
their battle cries, eager to strike at their foes
with knives. claws, bayonets or gun butts in
a desperate dose combat.



,
MOVE ASSAULTING UNITS
Assaulting units must now move into closecombat
with the unit they have declared an assault against
A player must move all of the models in each assaulting
unit before moving on to the next unit. The assaulting
player decides the order in which hisunits will move.

MOVING ASSAULTI NG MODELS
All of the models in an assa ulting unit make their
assault move following the same rules as in the
Movement phase, with the exception that they may be
moved within l ' of enemy models. This means that
assault ing models may still not move through friendly
or enemy models. may not pass through gaps narrower
than their base, and maynot moveinto base contact
with enemy mocIels from Cl unit they are not assaulting.

Assaulting units must attempt to engage asmany
opposing modelsas possible with as many of their
models as possible - no holding back! Start each
assault by moving a single model from the assaulting
unit. The model selected must be the one closest to the
enemy (going around impassable terrain, friendly
models and enemy models in units not being
assaulted). Move the model into contact w ith the
nearest enemy model in the unit being assaulted, using
the shortest possible route. Roll for diff icult or
dangerous terrain if necessary, and if the model is killed
by a darqerocs terrain test. start the assault again with
the next closest model. If the closest model is found
not to bewithi n move distance to the enemy, that
assault does not happen and no model is moved.

If the enemy is within range, then the assault move
continues. After moving the first model in the unit, you
can move the others in any sequence you desire. There
are some constraints on their movement though:

• The most important one is that each model must end
Its assault move in coherency with another model in
Its own unit that has already moved.

• If possible, the model must move into basecontact
Mth any enemy model within reach that IS not
.weady in basecontact with an assaulting model.

• ,; trere are no such models in reach. the model must
...:Ne into base contact with an enemy model that is
ready in base contact with an assaulting model.

oil model cannot reach any enemy models, it must,., .0move wit hin 2 ' of one of its own unit's models
'''c' IS already in base contact with an enemy.

ASSAULTING MULTIPLE ENEMY UNITS
As you move assaultingmodels. you may find it is
possible to reach other enemy units that are closeto
the one you are assaulting.

As usual the closestattacking model must be moved to
contact the closest model in the enemy unit against
which the assault wasdeclared. Then remaining models
can assault models belonging to other enemy units, as
long as they keep following the rules for moving
assaulting models. Remember that the assaulting unit is
not allowed to break its unit coherency, and this will
obviously limit the potential for this kind of assault.

If the assaulting unit shot in the Shooting phasethen It
must declare its assault against the unit it shot at. but it
Can engage other enemies asdescribed here.

DEFENDERS REACT
When their comradescome under attack, the
remaining troopers rush forw ard to bolster the defence.

After all assault moves have been made, the player
controlling the units that have been assaulted this turn
must move any member of these units that is not yet in
basecontact with a foe towards the enemy.

These models move up to 6' in an anempt to move
into basecontact with an enemy. This touows the same
rules as moving assaulting models, except that models
are not slowed by difficult terrain and do not take
dangerous terrain tests. Also. this move may not be
used to contact enemy units that are not currently
involved in the assault.

FIGHTING A ClOSE COMBAT.'--,----c_
How effective creatures are in close combat depends
almost entirely on their physical characteristics - in
other words how fast. strong, tough and ferocious they
are. In dose combat, armour remains as useful asever
for warding off blows and shots, but ranged weaponry
becomes a secondary consideration - the best gun in
the galaxy won't help If your opponent is bashing your
brains out with a rock!

In dose combat. both players' models fight. Attacks in
closecombat work. like shots in shooting - each attack
that hits has a chance to wound. The wounded model
gets a chance to save, and if it fails is (generally)
removed as a casualty. How many blows are struck and
who strikes first is detailed later.

'oIo'N this sequence you will end up with all the
." the assaulting unit in unit coherency. having

..,..,.",," as many enemy modelsas possible with as
~oJltJng models as possible.

• is impossible. it must SImply stay in coherency. There may be several separate assaults being fought
simultaneously in diff erent parts of the battlefield.
If this is the case. the player whose turn it is can choose
the order in which to resolve the combats. completing
each combat before moving on to the next one. and so
on until all combats are resolved.
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Engaged models

11

~
Allof the Gretchin in base contact with a Space Manne,
and the ones within 2' of an Gretchin met is in base
contact with a Space Marine are engagedand can
thereforeattack. The remaining Gretchin, shown in d

lighter tone of gre~ cannot attack.

WHO CAN FIGHT?
Close combat is a swirling melee of troops leaping,
spinning, hacking and slashing at one another. Aswell
as fighting hand-to-hand, warriors wil l be f iring pistols
at point blank range at any target that presents itself.

All engaged models will fight in this turn's Assault
phase with the ir full number of Attacks and use any
special close combatattack they have. Any models left
unengaged because they are too far from an enemy
model cannot attack this turn . However, they can still
be killed by the enemy, and the result of the combat
wi ll still affect them .

Wo rking out which models are engaged in combat is
done at the start of the f ight , and will not change unti l
its end, but casualties may make it difficult to
remember as the fight continues, especially in a large
combat . To make the distinction clear, you may f ind it
useful to turn unengaged mode ls so that they are
facing away from their opponents. This will help you to
remember once the dice start rolling .

Units that have one or more model in base contact
wi th enem ies are said to be ' locked in combat' . Within
such units, the following models aresa id to be
'engaged' and must fight:

• Models in base contact with anyenemy models.

• Models within 2· of at least one model in their unit
that is in base contact with any enemy models.
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WHO STRIKES FIRST?
It's all in the reflexes when it comes to close combat­
slow. lumbering opponentscan be dispatched quickly
by a faster and more agile foe. Unfortunately, many
cumbersome opponents, such as Orks. are tough
enough to withstand a viciouspummelling and keep
coming back for more.

In close combat, a model's Initiative characteristic
determ ines who attacks fi rst. Work your way through
the Initiative values of the models engaged in the
combat, starting with the highest and ending with the
lowest Models make their attacks when their Initiative
value is reached, assuming they haven't already been
killed by a model with a higher Initiative! If both sides
have modelswith the same Initiativevalue, their attacks
aremade simultaneously. Note that certain situations,
abilitiesand weapons can modify a model's Initiative.

Forexample, a squadof Space Marines (Initiative 4)
including a Veteran Sergeant with a power fist (which
reduces his Initiative to 1) assaults a mob of Orks
(Initiative 2). The Space Marinesstrike first at Initiative
4, followed by the Orks at 2, then the Sergeant strikes
fast at Initiative 1.

"Let's sto mp some: 'umiesl"
Ghughkull Thn h

GRENADES
Grenades in Warhammer40,000 are generally used
as part of an assault . A well-placed barrage of
grenades can help immeasurably in the vital last few
seconds it takes to overrun an enemy and come to
grips. What follows aresomeof the most common
typesof grenades used in assaults. Any actual
damagedone by the grenade is assumed to be taken
into account in the unit's attacks in close combat.
but the unit using them gains the added benefit
described below.

Assault Grenade s
(e.g. frag grenade s, plasma grenades, and so on)
Assault grenades, like the ubiquitous fragmentation
grenades or the more advanced Eldar plasma
grenades, can be thrown at opponents in cover to
force them to keep their heads down during an
assau lt. The lethal storm of shrapnel (or the delayed
plasma blast) from these grenades will drive
opponents further under cover for a few precious
moments, allowing attackers more time to close in.
Modelsequipped with assault grenades don't suffer
the penalty to their Initiative for assau lting enemies
through cover, but fight as normal.
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ASSAULTING THROUGH COVER
If, tollowinq the rules for moving assaulting models (see
page 34), any model in an assaulting unit will have to
go through diff icult or dangerous terrain as part of its
assault move, the unit must take the relevant terrain
test before moving. This has two disadvantages. The
first and most obvious is that such tests might cause
the assault to fail altogether if the closest model cannot
make it into contact with the enemy. Note that if a
model stopped 1• awayfrom the enemy in the
Movement or Shooting phase, it can Assault even if its
unit rolls a double 1 on its diff icult terrain test.

The second disadvantage is that warriors who are
assaulting through cover aresubject to deadly salvoes
of close range fire as they slowly struggle to get to
grips with their foe and may be ambushed by foes that
are ready for them. To represent this, if an assaulting
unit had to take a difficult or dangerous terrain test
during their assault move, all of its models have their
Initiative value lowered to 1 when attacking, regardless
of other Initiative modifiers. Remember that assaulting
models must try to engage as many enemies as
possible - no holding back to avoid the test!

If all of the enemy units assaulted were already locked
in combat from a previous turn or had gone to ground,
this penalty does not apply asthe enemy warriors are
not set to receive the charge, and the unit assaulting
though coverfights at its normal Initiative.

Defensive Grenades
(e.g., photo n grenades, etc.)
An example of defensive grenades are the photon
grenades of the Tau, weapons that blind and
disorientate the attacker with multi-spectral light and
a sonicburst. Modelsassaulting against units
equipped with defensive grenades gain no Assault
Bonus attacks (see opposite). However, if the
defending unit was already locked in combat from a
previous turn, or had gone to ground, these
grenades have no effect and the attackers gain the
Assault Bonus attacks as normal.



NUMBER OF ATIACKS
As explained earlier, modelsattack in order of Initiative.
When their Initiative value is reached. modelswith that
Initiative who are still alive must att ack. It does not
matter if all the enemies that they were engaged with
have beenkilled - if a model was engaged at the start
the fight (and is still alive when its turn to attack
comes) it can still attack.

Each engaged model strikeswith the number of
Attacks (A) on its characteristics profile. plus the
following bonusattacks:

• +1 Assault Bonus: Engaged models who assaulted
this turn get +1 attack .

• +1 Twoweapons: Engaged modelsWIth two single­
handed weapons (typicallya close combatweapon
andlOl pistol in each hand) get an extra +1 attack.
Models with more than two weapons gain no
additional benefit - you only get one extra attack,
even if you have more than two weapons.

• Other bonuses: Models may have other special rules
and wargear that confer extra attacks.

Note that bonus attacksare an exception to the rules
for characteristics' maximum modifiers and may bring a
model's total attacks above 10!

Example 1: A unit of five Space Marines With bolters
normally roll five dice for their attacks in close combat.
If they were assaulting they would roll ten dice
(1 Attack +1 for assaulting =2 each).

Example 2: A unit of five Orks wi th two close combat
weapons normally roll fift een dice (2 Attacks + 1 for
two weapons). If they were assaulting they'd roll
twen ty (2 Attacks+' for assaulting +1 for two
weapons =4 each!).

ROLLING TO HIT
To determine whether hits are scored, roll a 06 for each
attack a model gets to make. The dice roll needed to
score a hit on your enemy depends on the relative
Weapon Skills of the attacker and the target. Compare
the WS of the attacking model with the INSof the
target unit and consult the To Hit chart below to find
the minimum score neededon a D6 to hit.

It is worth eKPlaining the mechanic behind the chart,
which is as tonows: if the target's WS is lower than the
the attacker's, he hits on 3+; if the target's INS is eq ual
or up to twice as high as the attacker's he hits on 4+.
and if it is more than twice as high he hits on 5+.

Where the same roll to hit is needed, attacks should be
rolled together, as this speeds up the game.

In the previous example. the ark player would
therefore roll all of h;s twMty attacks together.

Units with different WS
A few- units in Warhammer 40,000 contain models
with different Weapon Skill values. Attacks against such
units are resolved using the Weapon Skill of the
majority of the engaged models. If there is no majority
Weapon Skill, use the highest Weapon Skill of the
models engaged,

For example, a mob of 20 Gretchin (lNS2) led by an
ark Runrherd (WS4) are all engaged in a combat. Sif/{e
the Gretchin are in the majority, attacks against the
uni t are resolved using their WS of 2 - the Runth erd
can't prevent the Gretchin getting hi t, When the
models attack. they calculate their own scores required
to hit based on their individual Weapon Skill. 50. when
the Gretchin and Runtherd attack their enemies, the
Gretchin will hit based on a comparison ot their W52
and the enemy's WS, wh ile the Runtherd will compare
his W54 wi th the enemy's.

.I

TO HIT CHART
Target's Weapon Skill

1 2 3 4 5 6 1 8 9 10
1 4. 4. 5. 5. 5. 5. 5. 5. 5. 5..-

~ 2 3. 4. 4. 4. 5. 5. 5. 5. 5. 5.~

e 3 3. 3. 4. 4. 4. 4. 5. 5. 5. 5.0
~ 4 3. 3. 3. 4. 4. 4. 4 4. 5. 5.0• 5 3. 3. 3. 3. 4. 4. 4. 4. 4. 4.i:

.~ 6 3. 3. 3. 3. 3. 4. 4. 4. 4. ..
• 1 3. 3. 3. 3. 3. 3. 4. 4. 4. 4.~

v
~ 8 3. 3. 3. 3 3. • 3. 4. 4. 4.
;; 9 3. 3. 3. 3. 3. 3. 3. 3. 4. 4.

'0 3. 3. 3. 3. 3. 3. 3. 3. 3. 4.

NB, If a model hasWSO. all close combat attacks directed agoinst it will hit automatically.
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ROLLING TO WOUNO
Not all of the attacks that hit their mark will harm the
enemy. They may be parriedat the last moment or may
merely inflict a graze or flesh wound. As with shooting,
once you have scored a hit with an attack you must roll
again to see jf you score a wound and incapacitate
your foe. Consult the chart below, cross-referencing the
attacker's Strength characteristic (5) with the defender's
Toughness (1). The chart. which is the same asthe one
in the Shooting section, indicates the minimum value
on a D6 roll required to inflict a wound. In most cases,
when rolling to wound in dose combat. you use the
Strength on the attacker'sprofile regardless of what
weapon they are using. Some dose combat weapons
give the attacker a Strength bonus - this is explained
later in Special Close Combat Attacks.

In a unit containing models with diff erent Strength
values, roll their attacks separately (they'll quite often
have different Initiative characteristics too).

For example. in a unit containing Grerchin and an
Ort Runtherd, ire Grerchin 's attacks are made with
their puny Srrength of 2, but the Runtherd's attacks
use his Strength of 3.

Multiple Toughness va lues
Quite rarely, a unit w ill contain mod els that have
different Toughness characteristics. To keep things
simple, roll to wound using the Toughness value of the
majority of the engaged foe. If no majority exists, use
the highest value in the unit.

Know the mutant: kiJI the: mutant.

TO WOUND CHART
Toughness

1 2 3 4 S 6 7 8 • 10
1 4. 5. 6. 6. N N N N N N
2 3. o. 5. 6. 6. N N N N N
3 2. 3. 4. 5. 6. 6. N N N N

.s: 4 2. ,. 3. 4. 5. 6. 6. N N N-Cl 5 ,. ,. ,. 3. 4. 5. 6. 6. N Ne.. 6 ,. ,. ,. ,. 3. 4. 5. 6. 6. N~- 7 ,. ,. ,. ,. ,. 3. 4. 5. 6. 6.on
8 ,. ,. ,. ,. ,. ,. 3. 4. 5. ..
• ,. ,. ,. ,. ,. ,. ,. 3+ 4• 5.
10 ,. ,. ,. ,. ,. ,. ,. ,. 3. 4.

Norerlldt N 011 the chart me.lIlS the hit has no effect A tafg('t with the Toughness indicatedccmnot be harmed by a hit of
such punyStrength. Also note that a roll of , neverscores a WOund, regardless of ifSStrength.
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If both sides suffer the same number of wounds. the
combat is drawn and continues next turn .

J~EHRMINE ASSAULT RE~ULTS'--,-_
Assaults are usually decisive, one side or the othe r
quickly gaining the upper hand and for cing back their
foe . Good l eadership can keep a side in the f ight. but
the casualties that each side infli cts are usually the most
telling factor. To decide who has won the combat, tota l
up the number of unseved wounds inflicted by each
side on their opponents. The side that caused the most
is the winner. The losing side must take a Morale check
and will faUback if they tail.

I

The Orl:pJayer
~ CdSUdftiestrom -..­
rTlOdf?is. so that his
f!fII}d9f!d Gretehin
We to strike back_

Rem oving casua lties
in close combat

Allocating wounds
After determin ing the number of wounds inflicted
against a unit at a particular Initiative value. the unit
takes saves and casualties are removed as detailed
below Just like in the Shooting phase. if all the models
in the unit are the same in gaming terms. you can carry
straight on and roll all the saves in one batch, Otherwise,
wounds are allocated against the target unit by the
controlling player, exactly like the fire of a single enemy
unit during the Shoot ing phase (refer back to page 25).

TAKING SAVES
Models struck and wounded in close combat can
attempt armour saves to avoid becoming casualties.
Models usually get to save regardless of the attacker's
Strength. but some especially monstrous creatures and
powerful dose combat weapons will punch straight
th rough annour. Otherwise. the procedure for taking
saves is the same as the one described for Shooting.

Either way. all of the models in the target unit can be
hit. wou nded and killed. including those that are not
engaged. This represents the fact that each f ighter is
contributing his shots and blows to the swirling combat
wh ile warriors are rushing toward to replace their
comrades that fall under the blows of the enemy.
Indeed it is a good tact ic to allocate wounds on mode ls
that are not engaged. as it w ill often allow your
engaged models to survive long enough to attack
backI Remember to use diffe rent coloured dice or
otherw ise mark out the wounds that have different
special rules atta ched to them (like those inflicting
instant death or those that ignore armour saves), as
you wou ld do in the Shooting phase.

Cover does not provide protection in close combat as it
does against shooting. This means that models do not
get cover saves against any wounds suffered in close
combat, and for obvious reasons cannot go to ground.

Remember that even if the rules for a weapon or att ack
states that no armour save is allowed, an invuln erable
save may still be made.

REMOVING CASUALTIES
All of the rules for removing shoot ing casualties apply
Il"I dosecombat.

If a model becomes a casualty before it has an
opportunity to attack, then it may not strike back.
When striking blows simultaneously, you may f ind it
mo re convenient to resolve one side's attacks and
Simply lay wounded models on their side to remind you
that they have yet to attack back.

The Martyr's grave is the
foundat ion of the Imperium.

Of course, if one side destroys the enemy it wins
auto matically, even if it sustained more casualties!

Note that wounds that have been negated by saving
throws or other special rules that have similar effects
do not count. nor do wounds in excessof a mode l's
Wounds characteristic. only the wounds actually
suffered by enemy models (including all of the Wou nds
lost by models that have suffered instant death). In rare
cases certain models can cause wounds on themselves
or their friends - obviously these wounds are added to
the other side's tota l for 'Narking out who has won.

CHECK MORALE
Units that lose a close combat must take a Morale
check to hold their ground, w ith a penalty depending
on how severe the defeat was (see page 44). If they
pass, the unit f ights on - the combat is effectiv ely
draw n and no further account is made of the uni t's
defeat (apart f rom some good-natured taunting by the
wmnerf ). If they fail, they must abandon the fight and
w ill fa ll back. Morale checks and falling back are
covered in the Mora le section on page 43.
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SWEEPING ADVANCES
Wllen a un it fans back from combat. the victors make a
Sweeping Advance, attempting to cut down the
retreating enemies.

Both the unit falling back and the winnmg unit roll a
D6 and add their Initiative value to the result . Always
count the Initiative value from the model's profile
without any modif iers. In a unit with mixed Initiative
cbarectensncs. count the majority value. (l( the highest
If there is no majority.

They then compare their to tals.

• If the wi nner's tota l is equal or greater they catch the
fleeing enemywith a sweeping advance. The falling
back unit is destroyed. We assume that the already
demoralised foe is comprehensively scattered. ripped
apart or sent packing, its members left either dead,
wounded and captu red. or at best fleeing and
hiding , The destroyed unit is removed immediate ly.
Unless otherwise specified , no save or other special
rule can rescue the unit at th is stage; for them the
battle is over.

• If the falling back unit 's total is higher. they break off
from the combat successfully Make a fall back move
for the losing unit (see page 45). The WInners can
then consolidate as deta iled below.

DISALLOWED SWEEPING ADVANCES
If a victorious unit is still locked in combat with other
units that are not falling back, it does not get a chance
to execute a sweeping advance and the retreating
enemy falls back safely.

Some t roops, as deta iled in their entries, are not
allowed to make a sweeping advance - in such cases
the enemy always manage to disengage safely.

PILE-IN!
After the com bat been resolved, it might happen that
some models from units that did not fall back from the
combat are not in base contact With an enemy. These
models must make a pile-in move.

Just l ike when defenders react to being assaulted, these
models I'TlOVe up to 6 · in an attempt to move into base
contact with an enemy or, if not possible, in to a
position in which they all' engaged and will be able to
figh t. This fo lk::rws the same rules as moving assault ing
models, except that is not slowed by difficult terra in
and does no t trigger dangerous terra in tests. Also, a
pile-in move may not be used to contact enemy units
that are not currently involved in the assault.

When making pile-in moves, the player whose turn it
currently is moves first. If tor some reason (mass
carnage, usually), his model's pile-in moves are

insuff icient to move into base contact with any enemy
that was involved in that fight, the player must still
move them as dose as possible to such enemies. The
opponent w ill then execute his own models' pile-in
moves, back into contact with the enemies they were
fighting _If both units' pile- in fT'lOYeS combined (that's
more than 12" - very unlikely! ) would be insufficient to
bring the combatants back together, the assault comes
to an end and both sides may make consolidation
moves instead. as described below.

Wh ile a un it is locked in combat it may only make pi le­
in moves and may not otherwise move Of shoot.

CONSOLIDATION
At the end of a combat, if a unit's opponents are all
either destroyed or falling back, so that the victo rious
unit is no longer locked in combat with any enemy,
they may consolidate. This means that they may move
up to 06 " in any di rection , as the sudden victory may
leave the warriors raring to storm onward or flat-footed
and dumbfounded, according to the vagar ies of fate.

Units making a consolidate move are not slowed by
diffi cult terra in and do not trigger dangerous terra in
tests. A consolidation move may no t be used to move
into base contact with enemy models, as th is can on ly
be done with an assault move . Consolidat ing models
must therefo re stop 1" away fro m all enemy models,
including any tha t might have just fallen back from the
combat that the consolidating unit has fo ught in.

SHOOTING INTO &
OUT OF ClOSE COMBAT
Models belonging to units locked in combat may not
fi re weapons in the Shoot ing phase. Their attention is
com plete ly taken by the swirl ing melee, Likew ise, while
especially twisted and soulless commanders may wish
their warriors to fire indiscriminately into the middle of
close combats in the hopes of hitting the enemy, this is
not perm itted. The events in a close com bat move too
quickly and the warriors themselves will be
understandab ly hesitant about fir ing on their comrades.

Wh ile blast markers and templates may not be
del iberately placed such that they cover any models
locked in combat, they may end up ther e after
scatt ering and win then hit any models they touch
(friends and foes!).

Units that are locked in close combat do not have to
take Morale and Pinning tests caused by shooting; they
are considered to be much too focused on fighting to
be worried about being shot at!

There is DO substitute for zeal.
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MULTIPLE COMBATS
Combats that involve more than two units are called
'multiple combats' (see the diagram below for an
example). Because of the extra complexity, they need
some additional rules. which are provided on this page.

DEFENDERS REACT
If a unit that is already locked in combat from a
previous turn is assaulted by a new enemyunit. it can
react as normal. Its models mustbe moved into base
contact with models from anyof the units that they are
fighting, not just the enemies that just assaulted them.

ATTACKING
In multiple combats, when it is time for a model to
attack, the following extra rules apply:

• Models that were engaged with just one of the
enemy units at the beginning of the combat (before
any model attacked) must attack that unit.

• Models that were engaged with more than one
enemy unit at the beginning of the combat (before
any model attacked) may split their attacks freely
between those units. Declare how they aresplitting
their attacks immediately before rolling to hit.

ASSAULT RESULTS
When determining assault results in a multiple combat,
total up the number of wounds inflicted by each side
to see wh ich side is the winner. Every unit on the losing
side has to check their Morale (they all use the same
penalty, as described in the Morale section). After all of
the losing units have taken their Morale checks. any
winning unit that is now free to make a sweeping
advance rolls the dice and compares its total with the
total of each of the falling back enemy units it was
engaged with. Any that it equals or beats are
destroyed. Remem ber that winning units can only
sweeping advance if all of the units they were locked
with fait back or are wiped out in the fight.

Multiple combat

Gretchin

Ork Boyz

After assault resolution, all units that were involved in
that multiple combat must make pile-in moves towards
enemies that fought in that combat. If a unit's pile-in
cannot reach any such enemies, the unit must move as
close as possible to the enemy to allow them to pile-in
into contact. If it is impossible, both sidesconsolidate.

The Space Marines have charged the
Orks and Gret(hin. Spare Marine 1 can
cscose to attack either the Orks or the
Gretchin (or split his attacks). Space
Marines 6 and 7 can also choose to fight
either enemy unit (or split their attacks),
because they are within 2" of a member
of their own unit vvno is in base contact
with both enemy units.

Space Marines 2, 3, 4 and 8 can only
attack the units they're in base contact
with. Space Marine 5 can only attack
the Gretchin (as he is only within 2" of
members of his own unit that are in
base contact with the Grerchin).

,J
. '
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CLOS E COMBAT WEAPONS
On the battlefieldsof the 41st Millennium, close
combat remains commonplace- seasonedwarriors
often bear a deadly array of combat knives and frag
grenades, while specialised assault troops take pistols.
swords and deadly power weapons into battle . In terms
of rules, they areall grouped into either of the
following two categories:

NORMAL CLOSE COMBAT WEAPONS
Weapons like chamswords. rifle butts, combat blades,
bayonets, etc., do not confe r any particular bonus to
th e model using them. Remember that, in close
combat, pistols count as normal close combat weapons
and so the Strength and AP of the pistol are ignored.

SPECIAL ClOSE COMBAT WEAPONS
These includ e more complex and powerful weapons
that enhance the wielder's combat skills and confer
bonuses, and sometimes penalties, to the modelsusing
them. The most widely used are listed below:

Power weapon s
A power weapon is sheathed in the lethal haze of a
disruptive energy field, which eats through armour,
flesh and bone with ease. Models wounded in close
combat by the attacksof a model armed with a power
weapon are not allowed armour saves.

lightning claws
lightning claws are commonly used as matched pairs
and consist of a number of blades, each a mini-power
weapon, normally mounted on the back of the hand.
A lightning claw isa power weapon and it alsoallows
the wielder to re-roll any failed roll to wound.

fo rce weapons
These psychic weapons are described on page 50.

Poisoned weapo ns
Poisoned weapons range from blades coated in venom
to hypodermic claws. Theydo not rely on a comparison
of Strength and Toughness to wound - theyalways
wound on a fixed number, generally shown in brackets.
In most cases this is4+. Some venoms are so lethal that
the merest drop can kill- these maywound on a 3+,
or even 2+ (as described in the appropriate Codex),
In addition, if the Strengthof the wielder is the same
or higher than the Toughness of the victim, the wielder
must re-roll failed rolls to wound in close combat.
These weapons confer no advantage against vehicles.

Power fi sts
A power fist (or 'power claw') isan armoured gauntlet
surrounded by a disruptive energy f ield. A power fist is
a power weapon, and also doubles the user's Strength
(up to a maximum of 10). Power fists, however, are
diff icult and cumbersome to use, so attacks with a
power fist are always delivered at Initiative 1 (ignore
Initiative bonuses from special rules, wargear, etc.),
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Thunder hammers
Thunder hammers release a tremendous blast of energy
when they strike. A thunder hammer uses the same
rules as a power fist. In addition, all models that suffer
an unsaved wound from a thunder hammer and are
not killed will be knocked reel ing, reducing their
Initiative to a value of 1 until the end of the next
player's turn. Against vehicles with no Initiative value,
whenever a thunder hammer inflicts anydamage result,
it also inflicts a crew shaken resu lt (see page 61).

Rending weapons
If a model armed with a rending close combat weapon
rolls a 6 on anyof his rolls to wound in close combat,
the opponent automatically suffersa wound, regardless
of its Toughness. These wounds count as wounds from
a power weapon. Against vehicles, an armour
penetration roll of 6 allows a further D3 to be rolled,
with the result added to the total score.

Witchblades
These psychically attuned weapons are often carried by
Eldar psykers. All hits scored in close combat by models
armed with a witchblade inflict wounds on a roll of 2+,
regardless of the target's Toughness. Armour saves are
taken as normal. Against vehicles, the wielderof a
witchblade counts his Strength as 9.

FIGHTING WITH TWO
SINGLE-HANDED WEAPONS
Some modelsareequipped with two single-handed
weapons they can use in close combat, with the rules
given below for the different possible combinations. Of
course, if a model is using a two-handed close combat
weapon (such asa rifle's butt or a two-handed battle
axe), it may not use it together with another weapon.

Two normal close combat weapons
These models gain one bonusattack (see page 37).

Two of the same special weapon
These models gain one additional attack. All of their
attacks, including the bonus attack, use the special
weapon's bonuses and penalties.

A normal and a special weapon
These models gain one additional attack. All of their
attacks, including the bonusattack, benefit from the
special weapon's bonuses.

Powerfists, thunder hammersand lightning clawsare
an exception to this. Onlya second power fist, thunder
hammer or lightning claw can confer a bonusattack to
a model equipped with one of these weapons.

Two different special weapons
When it is their turn to attack, these modelsmust
choose which weapon to use that turn, but they never
get the bonusattack for using two weapons (such is
the penalty for wielding too many complex weaponsn.



MORALE
It is a fortuna te commande r who can always
rely o n his troops to pe rfo rm fearlessly. In
the chaos and confusion of ba ttle. troo ps can
easily become de morali sed , d isoriented or
simply terrified by th e viole nce unleashed
against t hem . To re present th is element of
the unknown, you r un its of t roo ps have to
check to see if their morale holds under
certain circums tances. As you will have
already gathered. particular events will
requ ire that your troops take a Morale check.
and a unit in particularly dire straits may be
forced to take several Morale checks in a
single turn.

Molale checksare Cl specific kind of leadership test .
Note that teeoerstsp tests areused to- other functons in
Warhammer 40,000, such asusing Psychic powers.

MORALECHECKS
Morale represents the grit . determination. or
(somet imes) plain stupid ity of warriors in action. like all
oth er Leadership-based tests. Mora le checks (also called
Morale tests) are taken by rolling 206 and comparing
the total to the unit's Leadership value. If the score is
equal to or under the unit's Leadership value, the test is
passed and the unit does not suffer any ill effects ­
their nerve has held. However, if the score rolled is
tuqher, then the test is failed and the unit will
Immediately fall back, as described over the page.

Some units have special rules perta ining to Moral e
checks that are detailed in the appropriate Codex. For
example, some particularly fanat ical uni ts may be
Immune to the effects of morale . Some units always
pass Morale checks, while a few othe rs always pass all
Leadership tests. This is a subtle but important
difference. For example, units that always pass Morale
checks will still have to test for Pinning.

-Wu riors of Ultramar! This is
where we make our stand. I! death
is to be our fate then we shall meet
it with the Emperor's word all our
lips and his light in our eyes. I! we
must die. we will die: but we shall
cever yield."

J,
MORALE CHECK MODIFIERS
Certain circumstances can make Mora le checks harder
for a unit to pass. This is represented by applying
Leadership mod ifiers to Morale checks, wh ich can
reduce the unit's Leadership value by -1, -2 or
sometimes even more.

INSANE HEROISMl
OCcasionally, warriors wi ll refuse to retreat even when
faced with impossible odds or part icularly harrowing
experiences. Somet imes you can push someone just too
far! A score of dou ble 1 on the 20 6 roll always
indicates the unit has passed its Morale check.
regardless of modifiers.
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TAKING MORALE CHECKS
Units normally have to take Cl Morale check in the
following situations:

A) Casualties
A unit losing 25% or moreof Its models during Cl
single phase must pass a Morale check at the end
of that phase, or else it will fall back. 00 not count
casualties caused by close combat attacks. as they
are covered late r in Cl l osing an Assault.

A unit that is locked in close combat does not have
to take Morale checksfor taking 25% casualties.

Example: A unit of five troopssuffers C\IYO casualties
from enemy shooting, so it takes a Morale check.
which it promptly passes. Next rum, the unit now
three strong. suffers Cl single casualty from
shooting, which is now enough for it to have to
take another Morale check.

B) Tank Shock
Units that are overrun by an enemy tank may wisely
decide it's t ime to abandon the ir position and fan
back. If Cl tank reaches an enemy unrrs position
then the umt must take a Morale check to see
whether or not It falls back. Fora more complete
explanation of how tank shock works, see the
Vehicle rules on page 68.
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C) losing an Assault
Units that losea close combat (ie, they suffer more
wounds than they inflict) must pass a Moralecheck
to hold their ground. If they fail, they must fait back.

Units taking this Morale Check suffer a -, ld
modifier for each wound their side has lost the
combat by.

Example: An Imperial Guardsoaeahas lost an
assault. They would normally require a 7 or less to
pass the Leadership test, but since they have lost
the fight by a difference of 2 Wounds (-2), they
now require a 5 or less to hold their ground.

NO RETREAT!
It's not uncommon for units to be immune to Morale
checks for losing an assault, Of to automatically pass
them for some reason (they may have the 'fearless'
special rule, be subject to a V(J\/II or some other special
rule). When such units lose a close combat. they are in
danger of being dragged down by the victorious enemy
despite their determination to hang on.

These units do not take Morale checks and wi lt never
fait back. Instead, these units suffer a number of
wounds equal to the number their side has lost the
combat by (allocated as normal).

All types of saving throws, except for cover saves, can
be taken against thesewounds.

Forexample. after all blowsare struck. a fearless unit
hGs lost the fight by a difference of 3. The fearless unit
does not take a Morale test but it immediatelysuffers
three wounds and will take three armour saves.

If none of the enemies involved in the combat against a
fearless unit can actually hurt it, the unit does not
suffer any wounds if its side is defeated in combat, and
simply continues to fight.

M A good soldier obeys without question.
A good officer commands without
doubt:

TlCliu. lmperium



FAll BACK!
A fall back move is a fighting wi thdrawal rather than
an out-end-out rout . Sometimes a fighting retreat in
the face of overwh elming odds is the only option left.
A wi thdrawal can give troops the chance to ret ire to a
stronger cosrnon, to regroup and mount a fresh attack.
or to hold back the approaching enemy.

FAlliNG BACK FROM ClOSE COMBAT
Models falling back from a combat w ill move through
all enemy models that were involved in t hat combat
(these enemies have already missed th eir chance of
catching the fall ing back unit! ). If any models would
end the ir move less th an 1· f rom one of these
enemies, extend the fall back. move until they are clear.

Units make a fall back move immediately upon failing a
Morale test. In each subsequent Movement phase, they
will make further fall back moves instead of moving
normally, unt il the un it reqroups. is destroyed or leaves
the table.

Units normally fall back 2D6 ' . Fall back moves are not
slowed by difficult terrain, but tests for dangerous
terrain are taken asnormal.

TRAPPED!
Somet imes a un it w ill fi nd its fa ll back. move
blocked by impassable terrain, friendly models or
ene my models (remember they have to stay 1· away
from enemy models). The models in the falling back
un it may move around these obstructions in such a
way as to get back to their table edge by the
shortest route, main taining unit coherency.

Each model in the unit falls back directlytowards their
own table edge by the shortest possible route. If
playing a mission where there is no 'own' tab le edge,
models fall back towards the closest tab le edge instead.

If the unit cannot perform a full fa ll back move in any
direction without doubling back, it is destroyed (see
diagram below).

• •.1
• •••-

As the Gretehin cannot fiJlIback8 " without running into
impassable terrain or moving to within /" of an ME'f7ly.
the entire unit isdestroyed!

Trapped !
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ihtop/dyerrolls a 6 on the 206 fallback move, so each
~ ismoved6' directly toward$ theirba5e edge.
~ lehmost modelhas to go aroundimpassable terrain.

If any model from a unit that is falling back moves into
contact with a tab le edge, the ent ire unrt is removed
from the game and counts as destroyed, as it scatters
and deserts the battle.

Falling back



FIRING WHILE FALLING BACK
Units that are falling back may not 90 to ground and
automaticallypass Pinning tests.

Troops who are falling back may continue to shoot. but
obviously count asmoving. Th@y may of course choose
to run instead of f ir ing, but if they do SO It must be
towards their own table edge.

ASSAULTS WHILE FAlliNG BACK
A unit that is falling back may not launch assaults.

If an enemy unit declares an assault against a unit that
is falling back and is found to be in range, the falling
back unit must immediately test to regroup (see right).
If the test is successful, the unit reg roups (without
moving), and from then on the fight continues as
norma l, starti ng with the enemy moving in his
assaulting models. If the test is failed, the unit is
destroyed and the assau lting unit does not move at all.

Sometimes a unit that is assaulting an enemy unit that
is not falling back can, as part of a multiple assault
move, also con tact mod els from a nearby enemy unit
that is falling back. As soon as one assaulting mod el is
found to be able to move into contact with the falling
back urut, test to regroup as described above. If the
test is successful, the unit regroups (wi thou t movi ng)
and the assault continues as normal. If the test is failed,
the falling back unit is dest royed and the assaulting
model must conti nue its assault move as if the falling
back unit was never there.

MORALE WHILE FALLING BACK
Troop s who are falling back automat ically fail all Morale
checks, except those to regroup (see right) .

•REGRO...U,-,PI""N"G-,,--:----,--,---,--,_ ---,--,_ ---,­
Just because a unit falls back doesn't mean it is out of
the fight. Cour ageous officers will try to inspire th eir
troops to rally. Warriors might regain their will to fight
out of honour, duty or sheer bloooy-mmdedress.

A unit fal ling back can attempt to reqroup by taking a
Reqroup test in the Movement phase just before they
move. This is a special type of leadership test , which
faUing back units cannot attempt if any of the
following conditions apply:

• The unit is below half strengt h.
• There are enemies wi thin 6' .
• The unit is not in coherency.

Units th at are assaulted while falling back must always
attemp t this test as soon as the enemy is fou nd to be
in assault range, and can do this regardless of any of
the above restricti ons (the alternative is just too bad!).

If the unit successfully passes its leadership test, it
stops fall ing back and reqroups. The unit can
imm ediately move up to 3" (this move is unaffected by
difficult terrain, but dangerous terrain tests must be
taken as normal).

Once a unit has regrouped, it cannot otbewse move
during that Movement phase, but otherwise it behaves
as norma l. For example, it can shoot (though it always
counts as moving on the tu rn it regroups) or run, and it
can even launch an assault If it gets the chance.

It the umt fails its l eadership test. (or cannot regroup
because of the restrict ions given above), then it must
immedi ately continue to fall back.
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CHARACTERS
CHARACTERS AS LEADERS_ --,------,----
Remember that a unit's Leadership tests are taken using
the Leadership of the model wi th the highest l d value
in the unit (see page 8 ). As characters normally have a
better l d than other warriors, this means that they
make very good leaders for other units in the army.

Veteran warriors. brilliant officers. possessed
prophets and ferocious war-leaders can
inspire the t roo ps to grea t feats of he roism
(or f iend ish bravery as the case may be) and
are often quicker. stronger and more skilled
in combat. In Warhammer 40.000 th ese kinds
of powe rful individua ls are called 'chara cters',

J,:HARACTERTYPES
Warhammer 40,000 armiesnormally include t'NO types
of characters:

• Independent characters are represented by individual
models.which fight as units in their own right. One
of the most useful ab ilities of indepen den t cha racters
is to join other Units in battle. so that they can move
in to bolster the batt le line where the fighting is
fiercest. If a model is an independent character, it will
have its own entry in the appropriateCodex. and its
rules will also clearly state that the model is an
independent character. Bear in mind that there are
other models that only ever fight asunits of one
model, but are not independent characters.

• Upgrade characters are fielded as part of units from
the start of the game, representing a squad leader or
unit champion, such asa Space Marine Veteran
Sergeant. They do not have an entry of their own
and are effectively just another trooper in their unit.
with enhanced characteristics and perhaps a wider
selection of weapons and wargear choices.

'What You See Is What You Get'
Character models in particular tend to havea lot
of oouons as to what weapons and wargear they
can use - given in the armylist of their Codex.
The rule is rhatsuch equipment must be visually
represenredon the mooelsoyour opponents can
clearly see what they are facing. Thisconcepr is
often referred to as WYS/WYG, which stands for
'what yousee is what you get'.

Of course, many garners enjoy trying out different
combinations of wargear in different battles.
50, for example, a player might decide met for his
next gamea model'spower sword willsimply
count asa close combat weapon, but he willalso
equip rhemodelwirh meltabombs . While some
tournaments maybe more strict aOOut this kind
of thing, mostop{XJflents arehappy re
accommodate a small degree of one rhing
counting as anorher, so long as you explain
exact.Y who has what at the start of the game.

INDEPENDENT CHARACTERS

MOVING INDEPENDENT CHARAaERS
Independent characters foUOIN the Movement rules for
models of their type, be it infantry, jump infantry, bike,
etc. In addition, independent characters can move
through difficult terrain more quickly and safely than
ordinary troops. All independent characters have the
'move through cover' and 'skilled rider' special rules
(see pages 75 and 76). This advantage does not extend
to any vehicles they may be travelling in.
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INDEPENDENT CHARACTERSJOINING & LEAVI NG UNITS

Independent characters are allowed to join other
unit s. They cannot. however, JOin vehicle squadrons
(see the Vehicles section) and units that always
consist of a single model (like most vehicles and
monstrous creatures). They can join other
independent characters though, to form a powerful
muln-cheracter unit '

• In order to join a unit. an independent character
simply has to move so that he is wi thin the 2·
coherency distance of a fr iendly unit at the end of
their Movement phase. If the character is w ithi n
2 ' of more than one unit at the end of its
Movement phase, the player must declare which
unit it is Joining. If a character does not intend to
(or cannot) jo in a unit. it must remain more than
2 ' away from it at the end of the Movement
phase. This is to make clear to the oppon ent if the
character has joined a unit or not. Note that aft er
a character joins a unit. that unit may move no
further that Movement phase.
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• Alternatively an independent character may begin
the game already wi th a unit. by being deployed in
coherency with them.

• While an independent character is part of a unit.
he must obey the usual coherency rules. The
combined unit moves and assaults at the speed of
the slowest model while they stay together.

• An independent character can leave a unit during
the Movement phase by moving out of coherency
distance wi th it.

• If an independent character moves and joins or
leaves a unit that did not move, the character
counts as having moved in the ensuing Shooting
phase, but the unit does not.

• An independent character may not join or leave a
unit during the Shoot ing and Assault phases ­
once shots are fi red or assaults are launched it is
too late to join in or duck out!

• An independent character may not join or leave a
umt while ether he or the unit is locked in combat
or falling back.

• If an Independent character joins a unit that has
gone to ground, he immediately goes to ground
as well, and vice versa. He may not leave as long
as his unit has gone to ground.

Special Rules
When an independent character joi ns a unit , it might
have different special rules from those of the unit.
Unless specified in the rule itself (as in the 'stubborn '
special rule), the unit's special rules are not conferred
upon the character, and the character's special rules
are not conferred upon the unit. In some cases
though. the independent character or the unit may
lose their special rules as a result of the character
JOIning the unit. For example, if an independent
character without the 'infilt rate' special rule joins a
unit of infiltrators dur ing deployment. the unit
cannot infiltrate (see the Universal Special Rules
secnon for more details).

Retinues
Some Codex books allow you to field characters
together with a special unit that they cannot leave
during the game (which isnormally called a 'retinue',
'bodyguard' or similar). Where this is the case, the
character counts as an upgrade character unt il all of
the other members of thi s unit are killed, at which
point it starts counting as an independent character
and it wi ll do so for the rest of the game.



INDEPENDENT CHARACTERS & SHOOTING
Shooting at independent characters
In the heatof battle it isoften hard to distinguish
individuals. and even harder to pick them out as
specific targets. Independent characters that have
Joined Cl unit are considered part of that unit and so
may not be pid:ed out as targets. If the unit they have
pined is hit, the controlling player can choose to
allocate hits against the characters just like the other
members of the unit. This givesyou some tricky tactical
choices as Cl character may be able to soak up more
damage than the normal troopers. but will bea serious
loss jf he is killed.

Independent characters that have not joined a unit can
be targeted as normal, being separate units.
Independent characters that are monstrous creatures
can always be picked out as separate targets, unless
they've joined a unit of monstrous creatures or a unit
with special rules that offer them protection.

Independent characters shooting
All independent characters shoot just like ordinary
troopers. although in many cases they will have better
Ballistic Skill or exotic weaponry that sets them apart. If
they have joined a unit, ether roll for them separately
or usedifferent coloured dice to differentiate their
shooting. However. they must still fire at the same
target as the unit they have joined.

INDEPENDENT CHARACTERS & ASSAU LTS
In the Assault phase, an independent character on his
own can assault into close combat jf within range of
the enemy as normal.

If a unit that has been joined by an independent
character assaults into close combat, the character
assaults too, as it is part of the unit. When the attacks
are resolved, however, independent characters are
always treated asa separate single-model unit (as
described under Multiple Combats on page 41), even
though they have joined the unit. This is to make them
stand out in the fight, as befits such heroic individuals.
and it meansthat they have to be in base contact with
the enemy to be able to attack. Beaware, though, that
this also means that independent characters can be
targeted separately by models that are engaged with
them! Once all attacks have been resolved, these
crerecters are once again treated as normal members

the unit they have joined (from determining assault
results onwards).

'Nhena unit is reacting to being assaulted, or maKing a
oo>e-in move, independent characters that have joined
rr-e unit must move before other friendly models in
oroer to get into basecontact With an enemy if at all
OOSSible (otherwise they will not be able to fight ). Using

own men asa screen in order to avoid the fight is
~ cowardly act. one that these great heroeswould
~considerl

Independent characte rs in combat

I

TheOrk Warboss (W) is an independent chafaeterand
so counts as a separate urn!. Space Mdrine (A) can only
attack the Warooss. Space M3"nes (8) and (Q can
attack either rile Warboss or rile Ork unit. Allof the
other SPiKe Marines can only attack the Ork unit, as
they are notengaged with the Warboss.

S pR IALCifARACTERS
The 41st Millennium is filled with famous characters
renowned as legendary heroes or infamous villains­
these unique individuals, who stand out from normal
characters because they have a personal name and not
just a title, are called 'special characters'. Special
characters are highly skilled and dangerous heroes who
have incredible traits or skills that make them
particularly valuable to an army.

Forexample. Commissar Yarrick is without doubt the
most respected Imperial Guard Commissar in the
lmperium, his inspiring presence securing the world of
Armageddon against two massive ark invasions within
the space of fifty years. An army led by him can expect
great benefits in terms of morale and leadership.
On the other hand, KhArn the Bettayer. an Exalted
Champion of the Blood God. is a mad slaughterer of
men. with no thought for anything other than personal
combat (at which. it must be granted. he excels).

UNIQUE
Special cherecters( an be either independent or
upgrade characters, but each one of them isunique. so
the player maynot include multiplesof the same
special character in an army (for example. Mameus
Calgar is the Master of the uttrerrannes Chapter of
Space Marines- you cannot field three of him!) .
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PSYKERS
Psykers a re warriors g ifted with awesome
men tal powers. which enable them to
channel t he bale ful e nergy of the Warp.

These powers varyfrom race to face and sometimes
from one individual psyker to another. The psychic
powers available to our models are not discussed
further here, but are described in detail in the Codexes.
where you will find complete rules for individual
powers. The following general rules explain how
psychic powers are employed. Exceptions to these rules
are covered in the Codexes.

Psykers can use one psychic power per player turn.
To use Cl psychic power successfully the psykee must
pass a Psychic test, which is Cl normal Leadership test.
Note that this test must always be made on the
psyker's own leadership value. Even where l eadership
testswould normally be taken on the value of another
model, tests for using psychic powers are always taken
using the psyker's own Leadership.
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PERILS OFTHE WARP
If the result of a Psychic test is either a double 1 or
double 6 this indicatesthat something horrible has
happened to the psyk.er. The forcesof the Daemon­
haunted Warp claw at the psyk.er's mind and threaten
to engulf and destroy him. The psykersuffers 1 wound
with no armour or cover saves allowed. Invulnerable
saves are allowed, but the power of the Warp is so
great that successful saves must be re-rolled. Note that
a psyker who rolls double 1 will still use his power,
even if he is wounded or killed as a result.

PSYCHIC SHOOTING ATTACKS
Psychic powers that take the form of shooting attacks
are very common. Using a psychic shooting attack
counts as firing a ranged weapon (an assault weapon,
unless specifiedotherwise). So, for example, the psyker
must be able to see his target unit. cannot be locked in
combat, or must not have run in the Shooting phase if
he wishes to usea psychic shooting attack. In the same
way, if a psvkertargets a Unit with a psychic shooting
attack, then he can only assault that unit in the ensuing
Assault phase. Even if a psykerhas a special rule
allO'Ning him to use more than one psychic power per
turn, he can use only one psychic shooting attack (as
models can fire only one ranged weapon per turn).
However, if he is allowed to fire more than one ranged
weapon per turn, he can replace the firing of any of
the weapons he is allowed to fire With a psychic
shooting attack (but still cannot use the same power
twice in a turn).

FORCE WEAPONS
Force weapons are potent psychic weapons used
exclusively by trained osvkers. They have the same
effects as power weapons, but also confer to the
wielder one additional psychic power, used in
closecombat. that can instantly extinguish the life
force of any opponent.

Roll to hit and wound as normal, allowing any
invulnerable saving throws the victim might have.
The psyker may then take a Psychic test to use the
weapon's power against anyone opponent that
suffered an unsaved wound by the weapon in
that player turn. The normal rules for using
PSYChic powers apply (remember that a osyker
may normally useonly one power per turn). If the
test is passed, the enemy model suffers instant
death, regardless of its Toughness value. This
power has no effect against vehicles, models that
are immune to instant death and any other model
that does not have a Wounds value.



UNIT TYPES
The armies of the 41st Mill ennium are
remarkably diverse and include many
specialist warriors and exotic creatures.

In this section. you will find the rules for each of these
unit types, namely monstrous creatures, jump infantry,
bikes & jetbikes. beasts & cavalry and artillery. Note that
vehiclesare also a different unit type, but they are so
vastly different that they have an entire section of the
rules devoted to them.

Except for the rulesdetailed in this section for each unit
type. these Units follow the same rules as infantry.

_MONSTROUS CRE~TURES,c-c-_ _
These terr ifying monsters tower over their opponents,
bUtchering all the enemies who face them and hurling
tanks out of their path. Greater Daemons, Eldar Avatars
and Tyranid Carmfexes count amongst their number.

MOVEMENT
All monstrous creatures have the 'move through cover'
soecal rule (see page 75). They simply bash their way
through trees and ruins!

SHOOTING
Insteadof firing a single weapon, monstrous creatures
can fire two of their weapons once per Shooting phase.
Theymust, of COUf5e, f ire both of them at the same
enemy target. In addition, monstrous creatures have
the 'relentless' special rule (see page 76).

Unless otherwise specified in their special rules,
monstrous creatures cannot go to ground, voluntarily
or otherwise, In addition, for a monstrous creature to
be in cover, at least 50% of its body(as defined on
page 16) has to be in cO'ler from the point of view of
the majority of the finng models. Also, standing in area
terrain does not automatically confer a cover save to
monstrouscreatures - the 50% rule takesprecedence.
Cover for them works eKactly as for vehicles (see page
62). As usual, If you cannot dearly teU if 50% of the
model's body is covered. modify its cover save by -1 .

ASSAULT
All wounds Inflicted In dose combat by a monstrous
creature ignore armour saves, just like those from a
power weapon. In addition, monstrous creatures roll an
additional 06 for armour penetration (2D6 + Strength)
when attacking a vehicle in dose combat.
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JUMPINFAN,~T",R,,-Y-,--,---,--,---,--,---,--,--_ _
Some special troops use devices that allow them to
moveat great speed across the battlefield. making
them especially good at assaultingenemy troops and
outflanking their positions. The Space Marines use
jump packs, which utilise high powered controlled
burstsfrom turbines to make bounding leaps across the
field of battle, jumping over terrain with ease. Other
racestend to have their own particular versions, such
as Orks. whose Stormboyz use rudimentary 'rokkit
packs' to close with the enemy, and Eldar, whose
Swooping Hawks soar elegantly on light wings
supported by gravitic motors. Sometimes the
te<hnology will be moreexotic, such as that used by
Eldar Warp Spiders. who utilise short-ranged teleport
devices for a similar effect.

MOVEMENT
Jump infant ry can use their jump packs (or equivalent>
and move up to 12" in the Movement phase. This is
optional and they can choose to move as normal
infantry if they wish. When using jump packs, they can
move over all other models and all terrain freely.
However, if a moving jump infantry model beginsor
ends its move in difficult terrain, it must take a
dangerous terrain test. Jump infantry models may not
end their move on top of other models or impassable
terrain, except that they can end their move on top of
impassable terrain if it is actuallypossible to place the
models on top of it. If they do that, however, they treat
the impassable terrain asdangerous terrain. All jump
infantry units may enter the battle by "deep strike', as
explained on page 95.

Fall back moves
Jump infantry fan back 3D6· , because they always use
their jump packswhen doing this. They move over any
terrain and models when falling back, but if they end
their move in diff icult terrain (or on top of flat
impassable terrain) they must still take a dangerous

JET PACKS
Some jump infantry are equipped with a special
type of jump pack, referred to as a jet pack. Jet
pocksare designed to provide stable firing platforms
rather than a meansof getting into closecombat.
The most frequent users of this technology are the
Tau. Jet packs differ from jump packs in the
following ways:

• In the Movement phase, they only move 6· when
using their packs, but are always allowed to move
6" in the Assault phase, even if they don't assault.
When jet packers move in the Assault phase and
do not assault. they treat difficult terrain just as
other jump infantry do in the Movement phase.

terrain test. Theycannot end their move on top of
other models. and must alter the direction of their fall
back move as littleas possible in order to avoid them,
just asa rormarunit would when falling back on foot.
If they cannot do this, theyare trapped and destroyed.

SHOOTING
Jump infantry follow the same rules as infantry.

ASSAULT
Jump infantry assault 6· like norma! infantry, This move
is slowed by difficult terrain in the same way asother
infantry, because the unit always covers the last few
yards of an assault on foot.

Different Unit Types
50 far the rules have just dealt with troops thot
move around on foo t - infantry. Thissection
covers different unit types, and these not only
add new tactical eements to your games, but
also more complexity to the rules. These unit
types have different rules for the way they move,
how terrain affec rs them, how far they can
assault, and so on. You will find that Codexes
often add even more changes and exceptions for
specific models, In any given situation during a
battle. if the Codex doesn' t say any different.
follow the rules for the appropria te unit type, and
if those rules don't sayanything different follow
the basic rules for infantry.

If you're just starting out, you may find it easier
to use just infantry uni rs in your first game or
two, while you get used to the basic rules. On
the other hand, if you do want to jump straight
in, we suggest that you just read those unit type
rules that apply to models in your collection.

• Models with jet packs have the 'relentless' special
rule (see page 76).
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Fall back moves
As bikes are so fast moving, they fall back 30 6", rather
than 206 " . Remem ber that they treat all difficult
terrain asdangerous.
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All Eldar jetbikes (including Dark Eldar ones) are
allowed to move 6 " in the Assault phase, even if
they don't assault. When Eldar jetbikes move in the
Assault phaseand do not assault, they treat difficult
terrain in the sameway asother jetbikes do in the
Movement phase.

ASSAULT
Bike assault movesare not slowed down by difficult
terrain. However, each model entering or moving
through diff icult terrain, or assault ing an enemy who is
standing in difficult terrain or behind an obstacle, must
take a dangerous terrain test.

• When falling back, jetbikes move over any terrain
and models, but if they end their move in difficult
terrain (or on top of flat impassable terrain) they
must still take a dangerous terrain test. They
cannot end their move on top of other models,
and must alter the direction of their fall back move
as littl e aspossible in order to avoid them, just asa
normal unit would when falling back on foot.
If they cannot do this, they are trapped and
immediately destroyed ,

Eldar Jetbikes
The Eldar are the undisputed masters of enti-qrav
technology, and their jetbikes form swift moving
attack forces that are justif iably feared by any who
have faced them. Their favourite tactic is to suddenly
emerge from cover, open fire and then dive back
into cover before the enemycan retaliate.

Bikes have the 'relentless' special rule (see page 76).

SHOOTING
Bikes cannot run in the Shooting phase.

Each bike in a unit may fire with one weapon for each
rider on the bike. Thus a Space Marine Attack Bikewith
a driver and passenger in sidecar can fire two weapons.

MOVEMENT
Bikescan move up to 12" in the Movement phase.
Bikes are not slowed down by diff icult terrain.
However, they treat all difficult terrain asdangerous
terrain instead.

Bikesalso have the 'turbo boosters' special rule (see
page 76).

• In the Movement phase, lett nkes can move over all
other modelsand all terrain freely. However, if a
moving jetbike begins or ends its move in difficu lt
terrain, it must take a dangerous terrain test.
Jetbikes may not end their move over other
models or impassable terrain, except that they can
end their move on top of impassable terrain if it is
actually possible to place the models on top of it.
If they do that, however, they treat the impassable
terrain asdangerous terrain.

ADDITIONAL PROTECTION
Bikes are large, solid constructions, and are often fitted
wrth protective armour and shields to deflect and
absorb incoming fire. Bike riders benefit from the
orotection offered by their bike, which increases their
Toughness characteristic by 1. Note that this increase
does not affect the model's Toughness for the purposes
of instant death (see page 26).

JETBIKES
Jettnkes are powered by anti-gravitational technology
that allows them to hover a few metres above the
ground and make powered boostsover obstacles.
They are ideal for making raids on unsuspecting
enemies, hitt ing hard and then using their superior
speed and handling to escape ,

Hope IS the beginning of unhappiness.

Troops mounted on bikes excel at hit-and-run attacks.
They are able to use their high speed to strike deep
Into enemy territory, complete their mission and escape
before an enemy is able to react A skilled commander
will recognise the benefit of having bikes at his
disposa l, and is able to use them for advanced
-econnatssance. aswell as to outflank a slower enemy.
Indeed, in open ground, bikes are easily capableof
outrunning all but the fastest vehicles. Riding through

eavyterrain can be somewhat dangeroushowever,
out many riders take great pride in their superior
driving skills and daring. These warriors are often
recaroed as dangerously hot-hea ded risk-takers, but
their effectiveness cannot be denied.

Jetbikes are the same as bikes, w ith the follow ing
exceptions:

BIKES

• In the Assault phase, jetbikes are treated like
normal bikes when assaulting, as they must move
close to the ground in order to fight.



BEASTS & CAVALRY
Aswell assquads of warriors fighting on foot, and the
armoured bulk of vehicles, many armies of the
41 st Millennium make use of fearsome predators and
beasts, such asWarp Beasts and Flesh Hounds, to
augm ent their forces. Other warriors ride to battle on
horses, grunting boar-like monstrosities, daemonic
steeds and countless other stra nge crea tures. These
unit types are referred to as 'beasts' if they have no
rider, or as 'cavalry' if they do. Theyboth. however,
follow the rules given in this section.

When closing on their enemies, they are able to move
at far greater speeds than warriors on foot. and as such
are able to launch deadly charges and count er charges.

MOVEMENT
Beasts and cavalry move like infantry.

fall back moves
Beasts and cavalry fall back just like infantry, except
that they move 3D6· due to their speed.

SHOOTING
Although beasts generally do not shoot. cavalry
frequently can. They follow the samerules as infantry
when they do so,

ASSAULT
Beasts and cavalry have the 'fleet' special rule (see
page 75).
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Beasts and cavalry are capable of making an especially
fast assault to charge their enemies. INhen assaulting
they move up to 12 · .

If assaulting through cover, beasts and cavalry are
slowed by difficult terrain - roll for the distance they
can move just asyou would tor infantry, but double the
result of the highest scoring dice.

Otherwise, they assault Just like infantry.

UI have seen war ID all its forms .

I have seen feral world savages braining

each other with stones. and I have seen

the death of a whole planet at the

hands of a virus bomb. I have seea

Space Marines drop to certain death.

and win. I have seen Titans crush whole

platoons underfoot. But there is no

more stirr ing sight in war than the

charge of massed cavalry."

DnviD Gn tl
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MORALE& FALL BACK MOVES
For the purposes of Morale and other Leadership tests,
and for combat resolution, always ignore the gun
models, as if they were not there. Because they need at
least one crewman per gun in order for the unit to
move, if an artillery unit does not have one crewman
per gun when it is fo rced to fall back, the gun models
without crewmen are abandoned and immediately
removed. The rest of the unit then falls back as normal.
If an artillery unit is forced to fall back from close
combat and the enemy is free to make a sweeping
advance, then the artillery unit automatically loses the
Init iative roll and is caught and destroyed by the victor.

If they are assaulted, move the assaulting models in
base contact w ith the crew and guns asnormal, but
from then on the guns are ignored. All engaged
enemies roll to hit and to wound against the crew (even
if they are only engagedwith guns). Engaged crew
modelscan of course fight back, but the guns do not.

ASSAULT
Artillery units may not launch assaults as long as they
include any gun models.

THE UN IT
Artillery units consistof a number of crewman models
and the gun models themselves. These units arequite
complex as they include some vehicle models and some
infantry models. The gun models are treated asvehicles
with an Armour Rating of 10 (see the Vehicles section).
Any glancing or penet rating hit will destroya gun - do
not roll on the Vehicle Damage table, the gun model is
simply removed . If all the crewman models are killed,
the guns are immediately removed as well.

MOVEMENT
Artillery units are slowed by difficult terrain like infantry,
but gun models must also take dangerousterrain tests
when they pass through it. There must be at least one
crewman per gun to allow the unit to move - if there
are fewer than this, then the unit may not move.

SHOOTI NG
Unlike other vehicles (see next section), the gun models
cannot fire if they moved at all in that turn's Movement
phase. Any crewman that is with in 2· of a gun in the
Shooting phase can fire it. The crewmen firing the guns
may not fire any weapons they are carrying, while the
other crew members (and any independent character
tnet jcmed the unit) are free to fire their side arms, and
can even shoot against a different unit than the one
targeted by the unit's guns. The guns themselves
cannot split fire When firing the guns, there must be a
Itne of sight to the target from both the gun model and
jle crewman firing it (unless they are barrage weapons,
of course). Ranges are measured from the gun model.

,. an artillery unit goes to ground, this has no additional
protective effect on the unit's guns.

AnJllery units cannot run in the Shooting phase.

Sometimes the player has the choiceof adding leaders
or addit ional models to the crew of an artillery unit.
These models are part of the crew in all respects and
may operate the guns as normal, even if they are
otherwise slightly different from the restof the crew.
Independent characters that join the unit, however, do
not count ascrew and cannot operate the guns.

\',!hen firing against an artillery unit, roll for each hit
Inflicted: on a 1-4 a gun is hit. on a 5-6 a crewman is
~,t Roll to wound the crewmen and to penetrate the
guns' armour separately.

Some weapons are so large and powerful that a single
man could not hope to carry them by himself. They are
more usua lly mounted on vehicles, but are sometimes
utilised by infantry artillery teams, particularly if the
batt lefield's terrain is not suitable for vehicles. These
mighty artillery weapons are mounted on wheeled
supports or on anti-gray platforms. as they are simply
too heavy to lug across a battlefield.

-ARTILLERY



VEHICLES
Because vehicles do not fight in the same
manner as crea tures of flesh and blood. the ir
rules d iffer from other mod els in a number
of ways, detailed here.

VEHICLE CHARACTERISTICS
Vehicles have characteristics that define how powerful
they are in a similar way to troops. However, their
characteristics are different. Shown here isone example
of a vehicle's profile:

front Side Rear
Name Type Armour Armour Arm our BS

ARMOUR VALUE
The Armour Value of a vehicle tells you how hard it is
to damage. Vehicles have separate Armour Values to
represent the prctecton on their front, sides and rear.
Armour Values typically range from 10 to 14,
depending on which side of the vehicle is being
attacked, usually with the lightest armour on the rear
to represent vulnerable fuel tanks, engine
compartments, etc.

BALLISTIC SKILL
Vehicles have a as value just like troops and it
represents the accuracy of the crew asthey blast away
at their enemywith the vehicles weapons.

TYPE
The different types of vehicle are : transport . tan k.
open-top ped, fast. skimmer and walker. These types
(an be comb ined to def ine. fo r example. a fast
skimmer Of an open-topped wa lker, in which case the
vehicle has all of the rules for all of its types .

temen Russ Tank 14 12 10 3
VEHICLES & MEASURING DISTANCES
As vehicle models do not usually have a base, the
normal rule of measuring distances to or from the base
cannot be used. Instead, for distances involvinga
vehicle, measure to or from their hull (ignore gun
barrels, dozer blades, antennas, banners and other
decorative elements).

The first part of this section presents the rules common
to all vehicles. Then, each of the vehicle types has a
separate entry, listing their unique rulesand any
exceptions to the normal vehicle rules (walkers being by
far the most different).

There is however a notable exception, a vehicles
weaponry. When firing a vehicle's weapons, ranges are
measured from the muzzle of the firing weapon, whilst
line of sight is determined from the weapons mounting
point and along its barrel(as explained later).
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VEHICLES AND MOVEMENT
The distance Cl vehicle moves influences th e amount of
weapons it may fire and how easy Cl target the vehicle
will be if assaulted, as described later.

• A vehicle that remains stationary will be able to bring
its full firepower to bear on the enemy.

• A vehicle that travels up to 6" is moving at combat
speed. This represents the vehicle advancing slowly in
order to keep firing, albeit with reduced firepower.

• A vehicle that travels more than 6 " and up to 12 ' is
moving at cruising speed. This represents the vehicle
concentrating on moving as fast as possible without
firing its guns.

Moving a maximum of 12· may seem relatively slow
for a vehicle, but it represents a cross-country speed
rather than travelling on a road.

Vehicles can turn any number of timesasthey move,
Just like any other model. Vehicles turn by pivoting on
the spot about their centre-point, rather than 'wheeling'
round. Turning does not reduce the vehicle's move. This
means that a vehicle maycombine forward and reverse
movement in the same turn providing it does not
exceed its maximum move. Pivoting on the spot alone
does not count as moving, so a vehicle that only pivots
in the Movement phase countsas stationary (however,
immobilised vehicles may not even pivot). Justlike other
units, vehiclescannot moveover friendly models.

Crash, bang, wa llop
Oneof the greatest pleasures to be had in the
Warhammer 40,000 game is zooming vehide
models about the battlefield, unleashing the
firepower of armoured behemoths and, conversely,
blowing up those vehides that belong to the enemy.
The destruction of a vehicle is usually a spectacu lar
event that can totally change the course of the
game, and vehicle wrecks become important pieces
of terrain unto tremsetves. But how best to
represent such high-octane carnage?

Some like to demons trate their vehicular misfortune
by turning a destroyed tank onto i ts top or side, A
few go even further and sculpt battle damage
underneath the vehicle to complement this
approach. However, many vehicles have delicate
parts on top, so players often object to treating their
beautifully-painted tanks in such a rough and ready
manner, and adopt a different solution. We know
several gamers who use cotton woo l to represent
the smoke billowing from destroyed vehicles, a
visually pleasing solution and doubly handy if
someone spills their tea,

TERRAIN EFFECTS
Vehicles attempting to movethrough broken terrain are
not slowed down like other units, but risk becoming
stuck, bogged down or damaged.

Vehicles are not slowed down by difficult terrain, but
treat all difficult terrain as dangerous. Roll a D6 for
everyvehicle that has entered, left or moved through
one or more areas of dangerous terrain during its
move. A result of 2-6 on the dice means that the
vehicle can carry on moving. A result of 1 means that
the vehicle halts immediately and suffersan
Immobilised damage result, so if it was attempting to
enter diff icult terrain it stops just outside.

When discussing terrain at the beginning of the game,
it is perfectly fine for players to agree that some terrain
has different effects on vehicles than it does on other
units. For example, players may agree that tank t raps
are dangerous or even impassable to vehicles. but clear
terrain for other units. Similarly, you could agree that
vehicles (or Just certain vehicle types) treat barbed wire
asclear terrain, and so on.

ROADS
Vehicles, with the exception of walkers and
skimmers, that moveat Cruising Speed following a
road for their entire Movement phase may move
up to an extra 6 ' .

Battle damage
As you read on you will find that there are some
damage results that debilitate rather than destroy
vehicle models. Tanks can find themselves
immobilised by a thrown track, have their weapon
systems crippled or shot off altogether, or be
stunned into inactivity for a turn. Marking these
events is a little more difficu lt. Some players leave
the weapons and turrets on their models unglued so
that they can be carefully removed during battle.
This helps with ease of transport and is a great way
to represent Weapon Destroyed results - just take
the relevant weapon off altogether.

A different approach is to place a dice on or next to
the vehicle, showing the number that corresponds
with the appropriate damage result. You could even
invest in a set of damage markers. These have
specific icons fo r each of the damage results, so you
just need to place the relevant marker on or next to
the vehicle when damage is inflicted. As with many
aspects of the wargaming hobby, there is no 'righ t
answer' - just make sure that your opponent is
happy with whatever convention you decide upon.
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VEHiClES SHOOTING
When a vehicle fires. it normally uses Its own SS
characteristic and shoots like other Units - all its
weapons must fire at a single target unit.

MOVING AND SHOOTING
VEHICLEWEAPONRY
The number of weapons a vehicle can fire In the
Shooting phase depends on how fast it hasmoved in
that turn's Movement phase. asdetailed below.

In addition, the normal penalties of movement on
shooting rapid f ire and heavy weapons do not apply ­
when fired from a vehicle. these weapon types always
fire as if the firing model had not moved. regardless of
whether it aaually did or not. Note that vehicles
cannot run .

• Vehicles that remained stationary may fire all of their
weapons(remember that pivoting on the spot does
not count asmoving).

• Vehicles that moved at combat speed mayfire a
single weapon (and its defensive weapons, as
explained below).

• Vehicles that moved at cruising speedmay not fire.

There are a few exceptions to these rules: ordnance,
ordnance barrage, detensve and optional weapons.

Defensive weapons
Any vehicle weapons of Strength 4 or less (or with no
Strength value) are classified as 'defensive' weapons.

A vehicle that moved at combat speedcan fire all of its
defensive weapons in addit ion to the single weapon it
is usually allowed to fire.

Ordnance Barrage weapons
Differently from other unit types, vehiclescarrying
ordnance barrage weapons can choose to fire them
either directly or as a barrage - declare before you fire.

If fired directly at the target. they are treated exactly
like normal ordnance weapons (ignoring the minimum
range in the weapon's profile).

Alternatively, the vehicle may fife these weapons asan
ordnance barrage. In this case, the crew must carefully
calculate the firing trajectory, so only vehicles that
remained stationary may fire an ordnance barrage
weapon (and may, of course, fire no other weapons
that turn).

Just like normal barrages, ordnance barrages may have
a minimum range (SE'(' therr profile), they cause Pinning
tests, and their targets work out their cover save asH
the shot came from the centre of the blast marker.
If fired at a target that is out of sight, the 8S of the
firer makes no difference and the blast marker scatters
a full 206 if an arrow is rolled on the scatter dice.
In addit ion, ordnance barrages are even more terrifying
than normal ones - Pinning tests caused by ordnance
barrages are taken with a -1 Ld modifier.

VEHICLE WEAPONS & LINE OF SIGHT
Just like infantry, vehicles need to be able to draw a
line of sight to their targets in order to shoot at them.
When firing a vehicle'sweapons, point them against
the target and then trace the line of sight from each
weapons' mounting and along its barrel, to SE'(' if the
shot is blocked by terrain or models. If the target unit
happens to be in cover from only some of the vehicle's
weapons, then work out if the target gets cover saves
exactly as if each firing weapon on the vehicle was a
separate firing model in a normal unit.

Opt ional weapons
Some vehicles have, among the options of their army
list entry. the possibility of buying addit ional weapons,
such as one-shot missiles and pintle-mounted guns.
f lntlg one of these addit ional weapons counts as firing
one of the vehcie's normal weapons (unless they are
oeteosve weapons, asoescnbed above).

Ordnance w eapons
Flnng a maswe ordnance weapon requires the
attention of all the gunnersof the vehicle, so no other
weapons may be fired that turn (not even defensive
weaoonsu. In return, they are better at penetrating
armour (see page 60). Unless their profile specif ies
otherwise, all ordnance blast weapons use the large
blast marker.

Vehicle weapons
& l ine of sight

The Emperor asks ooly that you obey.
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The Predator is firing at the rrukk. The W&lpon on the
right sponson cannot draw a line of Sight to the cho5en
target and so it cannot be fi~.



On some models it wi ll be actually impossible to literally
move the gun and point it towards the target, because
of the way the model is assembled or becausethe gun
has been glued in place. In this case, players should
assume that the guns on a vehicle are free to rotate or
sw ivel on their mountings. In order to make clear how
much any gun is supposed to rotate, refer to the
vehicle's entry, whe re each weapon has been classified
as either turret -mounted, pintle-mounted (or 'bolt-en'),
sponson-mounted or hull-mounted. Then apply the
following guidelines:

• Turret-mounted weapons can usually rotate 360".
tog ether with the ent ire turret , unless the design of
the model prevents this.

• Hull-mounted weapons can f ire in a 45° arc from
their mounting point (see diagram).

• Sponson-mounted weapons vary great ly, as some can
cover the full 180" of the flank they are mounted on
(or even slightly more), whil e oth ers are more limited.
This is determined by the shape and position of the
sponson's mounting (see diagrams).

• Pintle-mounted (or bolt-en ) weapons can either fire
in a 360" arc, if they are mounted on the vehicle's
turret; or can fi re in a 45" arc from their mounting
point, if they are mounted on the vehicle's hull.

In the rare cases when it matters (your tank might be
target ing a sniper high up in a bell tower), assume that
guns can swivel vert ically roughly by 45°, even if the
barrel on the model itself cannot physically do that!
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Sp?ce Marine Predat9r,
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Imperial Guard Leman Russ
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Hull-mounted w eapon s ere of sight, ', ,, ,, ,, ,
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Space Marine Vindicator

"What I cannot crush with words

I will crush with the tanks of the

Imperial Guard."

Lord Solu MlChu ius
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SHOOTING AT VEHICLES
When a unit firesat a vehicle it must be able to see its
hull or turret (ignoring the vehicle's gun barrels.
antennas, decorative banner poles, etc.). As the whole
umt must fire at the same target. often this mea ns that
some of their weapons can't damage the target
vehicle. sowe assume that the other members of the
squad areproviding covering fire. bringing forward
ammunition for heavy weapons or simply keeping their
heads down.

If the target vehicle is in range, roll to hit as normal. If any
hits are scored, roll for each to see if they penetrate the
vehicle'sArmour Value, asexplainednext.

VEH ICLE FACING AND ARMOURVALUES
Not all veboes ere equallyarmoured. Some massive
tan ks are protected by countless layers of reinforced
adamant ium and ceremrte plates. whi le other lighter
vehicles rely more on their speed to avoid incoming
fire. As such, each different type of vehiclewill have
different Armour Values, representing not just the
thickness and slope of its armour, but also how difficult
a target it is because of its size and speed, how tough
and numerous its crew are, and so 00. Armour Values
for individual vehicles also vary deoendinqon which
facing of the vehicle the shot comes from - its front.
sides, or rear, as explained in the diagram.

ARMOUR PENETRATION
Hitt ing a vehicle is no guarantee that you will actually
damage it. Once a hit has been scored on a vehicle, roll
a D6 and add the weapon's Strength to it, comparing
this total with the Armour Value of the appropriate
facing of the vehicle.

• If the total is less than the vehicle's Armour Value,
the shot has no effect.

• If the total isequal to the vehicle's Armour Value, the
shot causes a glancing hit.

• If the total is greater than the vehicle's Armour Value,
the shot scores a penetratmg hit.

Example: A lascannon shot hits the front of a soece
MarinePredator (Armour Value 13). Rolling a 06, the
player scores a 4, and addsthis to the lascannon's
Strength of 9, for a total of 13. Because this equals the
Predator's Armour Value, it inflictsa glancing hir.

Ordnance weapons and Armour Penetrati on
Ordnance weapons (including Ordnance Barrage) hit
with such force that the target's crew are turned to
mush. When you roll to penetrate a vehicle's armour
with an ordnance weapon, roll two dice instead of one
and pick the highest result!

If a unit hasfiring models in two different facings of a
target vehicle (some models in the front and some in
the side, for example), shots are resolved separately for
the two facings.

Vehicle,
armour
facing \ ,,

,,

f ront Armour

/001
l..!....!JO

Rur,,",,_

Template and Blast weapons against vehicl es
If a vehicle is even partially under a template weapon,
it is hit on the Armour value the firer is facing.

When firing a blastweapon against a vehicle, place the
markerwith the hole over any part of the vehicle's hull
and then roll for scatter as normal. In the case of
multiple blasts, place the hole in the centre of the first
marker on the vehicle's hull. If the markersscatter so
that they're not over the vehicle at all, then obviously
the vehicle is not affected. If a marker endsover the
vehicle, it makesa big difference if the hole in the
centre of the marker is over the vehicle or not:

• The centre of the blast marker ends over the
vehicle's hull, In this case the shell or missile has
hit the vehicle and exploded on it. The armour
penetration roll is resolved against the Armour value
facing the firer, regardless of the position of the
marker, using the full Strength of the weapon.
Hits from barrage weapons, however, always hit the
vehicle's side armour (representing its top armour).

• The centre of the blast marker ends outside
the vehicle. but part of the marker covers its
hul l. In this case the shell or missile has missed the
vehicle, and only some shrapnel clanks against the
vehicle's armour. The armour penetration roll is
resolved against the Armour Value facing the centre
of the marker, regardless of the position of the firer,
and the weapon'sStrength is halved (round down).
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DAMAGE RO LLS
A hit on a vehicle can have a variety of results. A
vehicle's armour could be completely pierced, yet
merelyresult in giving the crew a nastyshock.
Alternatively, a lucky shot could detonate ammunition
heldwithin the vehicle, resulting in an explosion of
titanic proportions. If a vehicle's armour is breached,
you needto determine what damage iscaused. Roll a
D6 for each shot that glanced or penetrated the
vehide's armour, apply any appropriate modifiers (they
areall cumulative) and look up the resulton the Vehicle
Damage table below.

Glancing hits
If the shot has Q(lly caused a glancing hit. the damage
to the vehiclewill not be so severe. Apply a ·2 modifier
to the dice result.

'AP- ' weapons
While some weapons are especially good at cutting
through heavily armoured targets, others lack the
penetratingpower to destroy a vehicle easily.
Penetrating and glancing hits inflicted by a weapon
shown as 'AP- ' suffer a modifier of -1 to the roll on the
Vehicle Damage table.

'AP " weapons
Some weapons are so destructively powerful that they
can penetratea vehicle's heavily armoured hull with
ease. If an AP 1 weapon, such asa multi-melta, scores
a glancing or penetrating hit, add a modifier of +1 to
the roll on the VehicleDamage table.

Other modif iers
Specific weapons and vehicles may have special rules
that apply further modifiers to the damage roll.
For example, hits on open-topped vehicles receive a +1
modifier, as explained on page 70.

DAMAGE RESULTS

1 Crew - Shaken
The vehicle is rocked by the attack, but no serious
damage issustained (or perhaps the crew have
decided that it is nme to quickly relocate). The
vehicle may not shoot until the end of its next
player turn .

2 Crew - Stunned
The vehicle's crew is knocked about by the attack.
or perhaps all of the vehicle's targeting and steering
systems are temporanlyscrambled (or maybe the
crewhave decided to temporarily bailout and take
coversomewhere nearby). The vehicle may not
movenor shoot until the end of its next player turn.

Note: Additional stunned and shaken results are not
cumulative. so if a vehicle is shaken three times it is still
only unable to fire in its next Shooting phase, not its
next three Shooting phases!

3 Damaged - Weapon Destroyed
One of the vehicle's weapons (chosen by the
attacker) is destroyed - ripped off by the force of
the attack. If a vehicle hasno weapons left, treat
this resultasan 'immobilised' result instead. This
can include vehicle upgrades that function as
weapons, such as pintle-mounted storm bettersor
hunter-killer missiles.

4 Damaged - Immobilised
The vehiclehas taken a hit that hascrippled a
wheel. track, grav plate, jet or leg. It may not move
for the rest of the game. An immobilised vehicle
may not turn in place but its turret may continue to
rotate to select targets, and other weapons retain
their normal arc of fire. Further 'immobilised' results
count as 'weapon destroyed' instead.

,

VEHiClE DAMAGE TABLE

Modi fiers :
Glancinghit
Hit by 'AP-' weapon
Hit by 'AP1' weapon
Target is open-topped

0 6
1 or less
2
3
4
S
6 or more

RESULT
Crew - Shaken
Crew - Stunned
Damaged - Weapon Destroyed
Damaged - Immobilised
Destroyed - Wrecked .
Destroyed - Explodes!

-2
- 1
+1
+1

Note: A vehicle that suffers either Damaged result
when it hasno weapons left and is already immobilised
treats the result as 'Destroyed - Wrecked' instead.

5 Dest royed - Wrecked
The attackcriticallydamages the hull and internal
systems- the vehicle is destroyed. The model is left
in place and becomes a wreck (see page 62),

6 Dest royed - Explodes
The vehicle is destroyed, as its fuel and ammo
detonate, ripping it apart in a spectacular explosion.
Flaming debris is scattered 0 6 " from the vehicle.
and models in range suffer a Strength3, AP- hit.
Thevehicle is then removed and is replaced with an
area of difficult ground representing scattered
wreckage or a crater (if you have one).

Note: Vehicle drivers, gunnersand other crew are killed
if their vehicle sufferseither Destroyed results.
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WRECKS
Wrecked vehicles are left on the table and effectively
becomeCl pieceof terrain, counting as bothdifficult
and dangerous terrain, and providing cover. Players
must clearly mark that a vehicle hasbeen wrecked in
any way they considersuitable. For example. they can
turn the vehicle or just its turret upside down (and not
sideYolays to gain extracoven). place Cl marker or cotton
wool on it to represent smoke and flames. and so00.

VEHiClES AND COVER­
OBSCURED TARGETS
Vehicles do not benefit from cover in the same way as
infantry - their sheer size and bulk mean they cannot
take advantage of cover as well as infantryand other
smaller, more agile troops. Theycan, however, position
themselves in such Cl way as to make it harder for the
enemy to hit them in a vulnerable location. The
difference from the way cover works for other models
is represented by the following exceptions to the
normal rules for cover:

• At least 50% of the facing of the vehicle that is
being targeted u.e. its front, side or rear) needs to be
hidden by intervening terran or models from the
point of view of the firer tor the vehicle to claim to
be in cover. If th is is the case, the vehcle issaid to be
obscured (or 'hull down'). If a squad is firing at a
vehicle, the vehicle is obscured only if it is 50%
hidden from the majority of the firing models (do not
count models that cannot hurt the vehicle). Just like
with units of several models, if you're not sure
whether the vehicle is 50% in coveror not, simply
modify its save by -1 .

• Vehicles are not obscured simply for being inside area
terrain. The 50% rule given above takes precedence.

• Obviously, vehicles cannot go to ground, voluntarily
or otherwise.

If the target is obscured and suffers a glancing or
penetrating hit. it may take a cover save against it,
exactly like a non-vehicle model would do against a
wou nd (for example, a save of 5+ for a hedge, 4+ for a
building, 3+ for a fortification, and so 00). If the save is
oessed. the hit isdiscarded and no roll is madeon the
WhlC!e Damage table.

.. a special rule or a pieceof wargear conters to a
~ the ability of being obscured even if in the
open, this is a 4+ cover save, unless soecneo otherwise
111 me Codex.

may rarely happen that the firing unit cannot see any
Pdrtof the fadng they are in (front, side or rear), but

can still see another facing of the target vehicle.
~ this case they may take the shot against the facing
1tley can see, but to represent such an extremely
angled shot. the vehicle receives a 3+ cover save.
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Pkture t . more than 50% of the RhinO'S Side is hidden
by the building - the Rhino is obscured.
PIcture 2: less than 50% of the Rhino 's side is hidden by
the building - the Rhino is norobscured.

SMOKE LAUNCHERS
Some vehicles have small launchers mounted onto
them that carry smoke canisters (or a more
sophisticated equivalent in the case of somealien
vehicles). These are used to temporarilyhide the
vehicle behind concealing clouds of smoke­
especially useful when moving out into the ooen.

Onceper game, after completing its move, a
vehicle with smoke launchers can trigger them (it
doesn't matter how far it moved). Place some
cotton wool or other suitable marker on Of

around the vehicle to show it isobscured. The
vehicle maynot fire any of its weapons in the
same turn as it used its smoke launchers, but will
count asobscured in the next enemy Shooting
phase. receiving a 4+ cover save.

After the enemy's Shooting phase, the smoke
disperses with no further effect. Note that a
vehicle maystill usesmoke launchers even if its
crew are shaken or stunned.

It is worth pointing out that somearmies might
usedifferent versions of smoke launchers, which
have slightly different rules. As normal, the rules in
the Codex take precedence.



VEHiClES-AND ASSAUlTS
Vehicles can be both verydangerous and very
vulnerable at close quarters. On one hand. massively
armoured vehiclescan scatter infantry before them, as
no one in their right mind would wish to be caught
beneath the tracks of an eighty-tonne tank bearing
down on them! On the other hand, a stat ionary vehide
can often be very easily destroyed, as individuals
clamber over it. attaching all mannerof grenades and
shooting into vulnerable spots.

ASSAU LTING VEH iClES
Infantry can pose a grave threat to vehicles if they get
d ose enough. They can wreck a vehicle by shooting
through vision slits. planting explosiveson fuel tanks.
tearing open hatches to attack the crew Of committing
some other equally imaginative act of mayhem.

launching an assault
A unit ( an assault a vehide in the Assault phase.
The assault /TlO'I€ is conoucteo just the same as
assaulting other enemy units. As normal, all engaged
modelswill attack.

Rolling to hit against vehicles
As the vehicle has no WS. the score needed for a hit
dependson the speed of the target, as follows:

At the conclusion of a round of closecombat against a
vehicle there is no combat result, and so there are no
sweeping advances, no pile-in and no consolidation
moves. The vehicle and the enemy remain where they
are and are fre€ to simply move away in future turns.
In a mult iple fight including enemy vehicles and other
unit types, the result of the fight is worked out as
normal against the tatter, ignoring the vehicles.

Successive turns
If a vehicle that has been assaulted, and hassurvived,
does not move in its successfve Movement phase,
enemy modelswill still be in base contact with it during
its Shooting and Assault phase. Enemy models that are
in basecontact with a vehicle are not locked in combat
and can therefore be shot during the Shoot ing phase.

If the vehicle pivots on the spot (to shoot at its
attackersfor example), move these models out of the
way as you shift the vehicle and then place them back
into base contact wi th the vehicle.

Units that still have models in base contact with a
vehicle in its Assault phase may attack it again, just as
in a normal ongoing combat (including all models that
would count asengaged in a normal assault),

T<lrg e t

Attacking a vebc'e that is
immobilised or was statooery
In itsprevious turn.

AttacKing a vehicle that
moved at combat speed
In its previous turn.

06 roll needed
Automatic hit

4.

GRENADES
A well-placed grenade can often achieve a kill on
a vehicle. Specialist tank-hunting troops are
frequently equipped with krak grenades (a special
type of high-explosive grenade designed to stop
vehicles in their tracks) or even melte bombs
(fusion based charges that can reduce a battle
tank to a burnt-out wreck in milliseconds),

Combat results
Combats against vehicles are very different from those
among other unit types. For a start. whilst vehiclescan
be assaulted, they cannot be locked in combat.

Note: when assessing how far a vehicle has moved,
only take into account the actual distancecovered from
Its original position. Moving backwardsand forwards or
driving around in circles does not help!

Armo ur penetration in close combat
Armour Penetration is worked out in the sameway as
for shooting (0 6 + the Strength of the attacker). In
dose combat. however, all hits are resolved against the
vehlcle's rear armour. to represent the chanceof
attackIng a vulnerable spot.

Defensive and assault grenades 4+06

6+06

8+206

Krak grenades

Melta bombs

VEHICLES AND MORAl"'-E _
Vehicles never take Morale checks for any reason.
It is assumed that in all cases the vehicle'screw has
unshakeable faith in their vehicle and their orders.
Any occasional lapses that do occur are represented by
crew shaken and stunned results on the Damage table.

Grenades have to be clamped or placed so as to
inflict enough damage, so each model using them
can only ever make one attack, regardless of the
number of Attacks on their profile and any bonus
attacks. Against vehicles. grenades havethe
following armour penetration:

6Attacking a vehicle that
moved at cruisingspeed
In its previousturn.
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UNITS OF VEHiClES - SQUADRONL
Most vehicles fight as individual units and are
represented by a Single model. However, some small
vehicles. like Ork Warbuggies and Eldar Vypers. operate
in units of more than one vehicle, known assquadrons.
These follow the rules for normal uMS, with the
following exceptions:

MOVEMENT PHASE
When a squadron moves, all of its vehicles move at the
same speed (Le. they all move at combat speed, at
cruising speed, etc.). All of its vehicles have to maintain
coherency, just like ordinary units, but vehicles in a
squadron need only to remain within 4 ' of each other
to be in coherency, rather than w ith in 2' .

SHOOTING PHASE
When shooting, a squadron of vehicles f iresall of Its
availab le w eaponry at a single enemy unit. Like other
units, vehicles in squadrons can seeand shoot through
members of their own unit, Just as jf they were not
there. This represents the vehicles manoeuvring around
each other in a weu-orecuced battle format ion.
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When a squadron of vehicles is fired at, roll to hit and
for armour penetration against the squadron's common
Armour Value (which is normally the samefor all
facings, and in most cases is 10). If the vehicles in the
squadron have different Armour Valueson different
facings, use the Armour Value of the facing of the
closest visible vehicle.

Once all of the armour penetration rolls have been
made, the player controlling the squadron allocates the
glancing and penetrating hits to squadron members as
he would allocate wounds to members of a normal
unit. Then he takesany cover saves available to the
squadron - use the rules for vehicles to determine if
each squadron member is in cover (ignoring other
members of the squadron. as if they were not there).
and then the rules for normal units to work out if the
entire squadron is in cover or not . After cover saves are
taken, make the damage rolls for any remaining
glancing and penetrating hits. The effects of damage
results on vehicle squadrons are slightly different than
on normal vehicles, as described below.

OAMAGE RESULTS AGAINST SQUAORONS
The mutual support of vehicles in squadrons makes
them resilient to damage results affecting the crew. On
the other hand, the CTe'NS are under strict orders to
abandon immobilisedvehicles and disable them, not to
leave them asspoils of war for the enemy.

To represent this, treat all immobilised results as
destroyed (wrecked) and all stunned results as shaken.
If a squadron consists of a single vehicle when an
enemy unit firesat it. it reverts to the normal rules for
vehicle damage results.

For example. a squad of Space Marine Devastators
opens fire against a squadron of three Eldar Vypers,
scores several hits, and rolls for armour penetration
against the squadron 's Armour Value of 10. This results
in three penetrating hits and three glancing hits.
TheEldar player allocates two penetrating hits on one
~ two glancing hits on another and one
penetrating and one glancing hit on the last \1tPer.
He then takes the coversaves for his \1'PE'rs (4 +, for
example). saving one of the glancing hits and one of
the penetrating hits. Finalty the opponent rolls for
damage for the rwo glancing and two penetrating hits
thot are left. and the results are immediatelyapplied on
the vypers that suffered trem.

ASSAULT PHASE
When engaged in close combat against a squadron.
enemy models roll 10 hit and for armour penetration
against the squadron as a who le. Damage results have
the same effect as described above. and are allocated
against the squadron at each Initiative value, in the
same way as a normal combat. As usual for combats
against vehicles. there is no defenders' reaction.
combat resolution, pile-in moves, consolidation. etc.



VEHICLE TYPES

Transport vehicles
Transport vehicles aredesigned to carry infantry
squads around the battlefield. They offer to the
warriors either the protection of an armoured hull to
shield them from anti-personnel fire or a much
higher movement speed, or might even combine
both advantages, as in the case of Eldar transports.

Tanks
Tanks are cl common sighton the battlefields of the
41st Millennium. Most races field some kind of
heavily armed and armoured vehicle, from the huge
and lumbering leman Russ battle tanksof the
Imperial Guard. to the sleekand sophisticated qrav­
tanksof the Eldar. Tanks areoften fitted for multi­
role capabili ty. which wi ll commonly include troop
transportat ion, tank-h ontinq and infantry support.

Open-topped vehicles
Some vehicles are not fully enclosed. but expose
tner crews to a hostile universe. There are many
reasons for this - to give reconnaissance units a clear
f,eld of vision, to make embarking and disembarking
passengers easier. or it maysimply be impractical to
enclose the crew. While crews and embarked
passengers on open-topped vehicles have more
freedom of movementand better arcsof vision, the
lack of an enclosed crew space inevitably means that
:he vehicle is more vulnerable to incoming fire.

,
•

Fast vehicles
As the namesuggests, fast vehicles aresignificantly
quicker than most. Many fast vehicles arealso
skimmers, however, a few wheeled or tracked
vehicles arealsocapable of high speeds, mostly due
to either their light weight or extremely powerful
engines. This type of vehicle hasthe additional
advantage of being able to fire weapons while
moving at higher speeds.

Skimmers
While most vehicles travel across the ground on
wheels, tracks or legs, someadvanced machines are
fitted with jets or anti-gravity drives that enable
them to swoop and hover a few metres above the
battlefield, This is not true flight. but rather a limited
version of it. Often skimmers will also be categorised
asfast vehicles but this is not always the case.

Walkers
On any battlefield, there are places where
conventional vehicles cannot go - built-up areas,
dense forests, narrow tunnels, and so on. For this
reason, many armies usevehicles that are propelled
by two, or sometimes more, mechanical legs, These
vehiclesare usually capable of carrying as many
weapon systems as a tank on a significantly smaller
and lighter chassis. Theycombine the resi lienceof a
tank with the manoeuvrability of an infantryman,
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TRANSPORT VEHi ClES
Some vehicles can carry infantry across the battlefield.
providing speed and protection. Of course if the
transport is destroyed, the passengers risk being burnt
alive in the explosion.

Transports have several additional characteristics:
Transport Capacity, Fire Points and Access Points.

TRANSPORT CAPACITY
Each transport vehicle has a maximum passenger
capacity, which can never be exceeded.

A transport may carry a single infantry unit and/or any
number of independent characters (as long as they
count as infantry), up to a total of models equal to the
vehicle's transport capacity. The entire unit must be
embarked on a transport if any part of it is - a unit
may never be partially embarked Of spread across
multiple transport vehicles.

Only infantry models may embark in transports (it is
worth sped fying that this does not include jump
infantry), unless a Codex book states otherwise.

Some larger infantry models may count as more than
one model for the purposes of taking up a transport's
capacity. and this will be specified In the transporting
vehicle's rules(for example, each Space Marine
termmator counts as two models).

Sometimes, there will be constraints on which types of
modelscan embdrk on a particular vehicle, and this will
be specified in the vehicle's entry. Space Marine
Terminators, for example. cannot embdrk on a Rhino or
Razorback, although they may be transported by a
lan d Raider.

FIRE POINTS
A transport vehicle may have a number of fire points
defined in its entry. A fire point is a hatch or gun slit
from which one or more passengers inside the vehicle
can fire (or usea psychic power).

Unless specified differently in the vehicle'sentry. a
single passenger may fire out of a fife point and the
other transported models may not fire. Ranges and line
of sight are measured from the fire point itself.

Models firing from a vehicle count as moving if the
vehicle moves, and may not fire at all if the vehicle
moved at Cruising speed that turn .

ACCESS POINTS
Each vehicle capable of carrying passengers wilt have a
number of accesspoints defined in its entry. These are
the doors, ramps and hatches that passengers use to
get in and out of the vehicle. Models can embark or
disembark with in 2· of an access point.

66 THE RULES SECTION: Vehicles

EMBARKINGAND DISEMBARKING
Models can only voluntarily embark or disembark in the
Movement phase, and may not voluntarily both embark
and disembark in the same player turn. However, they
may embark and then be forced to disembark if their
transport is destroyed.

Embarking
A unit can embark onto a vehicle by moving each
model to withi n 2 · of its access points in the
Movement phase. The whole unit must be able to
embark - if some models are out of range, the unit
must stayoutside. When the unit embarks, it is
removed from the table and placed aside, making a
note or otherwise marking that the unit isbeing
transported (we find that placing one of the unit's
models 00 top of the transport works well! ), If the
players need to measure a range involving the
embarked unit (except for its shooting), this range is
measured to or from the vetnde's hull,

• If the vehicle moved before its passengers got
aboard. it may not move any further (mcluding
pivoting on the spot).

• If the vehicle has not moved before its passengers
got aboard. it can move asnormal.

O.ly ID death does duty end.

Embark ing

ANof the Space Marines have mowd to within r of the
rriJllSlXlff'$ access points. The squad fI1iJy embark.



o

of the Space Marines haw:- disembarked within 2 ' of
mE' transpoft'saccess points.

I
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The only limitation of a dedicated transport is that
when it isdeployed it can only carry the un it it
was selected w ith (plus any independent
characters). After the game begins, it can th en
transport any friendly infantry unit, subject to
t ransport capacity and other special exdusioos. as
explained in the vehicles entry (it might no t be
able to t ransport Terminators, for example).

The unit and the independent characters may, in a later
Movement phase, disembark together as a single unit.
They can also disembark separately by either the unit or
the characters disembarking while the oth ers remain
onboard. or even disembarking at the same t ime using
di ff erent access points (but they must end their move
more than 2' away from each other). If the vehicle has
yet to move , bo th un it and characters can disembark
together and in coherency, but then the characters can
leave the unit as they move, as roemal.

DEDICATED TRANSPORTS
Sometimes a unit entry in a Codex w ill include a
transport option. allowing a vehicle to be selected
together w ith the unit. These 'dedicated
transports' do not use up a slot on the force
organisation chart. Other vehicles may also have a
transport capacity, but they are chosen separately
as normal and occupy a fo rce organisation chart
slot of their own (fOf example, the mighty Space
Marine Land Raider).

Destroyed - exp lodes!
The urat suffm a number of Strength 4, AP- hits equal
to the number of modelsembarked, treated Just like hits
from shooting. The surviving oessercers are placed where
the vehicle used to be and then take a Pinning test.

Weapon d estroyed & immobilised
These results have no effect on passengers.

EFFECTS OF DA MAGE
RESULTS ON PASSENGERS
Crew shaken & crew stunned
Passengers may not shoot from the vehicle in thei r next
Shooting phase, but are otherwise unaffected.

Destroyed - w recked
The passengers must immediately disembark and then
take a Pinning test . Any models that cannot disembark
are destroyed . After this, the vehicle becomes a wrec k.

Note: remember that all models In a single un it fire
Simultaneously, so a squad cannot take out a transport
with its tascannon and then mow down the occupants
w ith their betters. However, if a tr ansport is destroyed
(either resul t) by a ranged attack, the unit that shot it
may assault the now disembarked passengers, if it is
allowed to assault according to the assault rules.

.. ~

'"

• If the vehicle has not yet moved, then the
passengers may disembark and move normally.
The vehicle can also then move normally.
The disembarked models may shoot (counting as
moving), and may assault as normal.

kldepend ent cha racters
ttnbark ing and d isembarking

ifI\ edeoenoent character (or even more than one)
a unit are both embarked in the same vehicle, they

ik.Itomatically joined, just as if the character w as
2' of the unit. If either an independent

ecter or a unit is already in a vehicle. the oth er may
:nem by embarking too (assuming, of course, that

IS enough scece left).

Disembarking
A unit that begins its Movement phase aboard a vehicle
can disembark eith er before or after the vehicle has
moved. When the unit d isembarks, each model is
deployed within 2' of one of the vehicle's access
points, and within unit coherency. Models cannot
dIsembark within l ' of an enemy. If any mode ls canno t
dIsembark because of enemies or because they would
end up in impassable terrain, the unit can perform an
'emercency disembarkation' - the models are deployed
anywhere within 2' of the vehicles hull. but the unit
can't do anything else for the rest of the turn. If even
mis disembarkation is impossible, they can't disembark.

• If the vehicle has already moved (including pivot ing
on the spot). the passengers may disembark, but
not move any further in that Movement phase.
Once the models have disembarked, the vehicle
may not move any further (includ ing pivoting on
the spot ). After disembarking , these models may
shoot (cou nting as moving). but maynot assault .

Dise mbarking



TANKS
Tanks ere the most common vehicle type found on the
battlefie lds of the 4 1st Millennium, where their armo ur
and flreoower are an invaluable asset for any army.

Tanks fo llow the normal rules for vehicles, wi th the
add it ions and except ions given below.

Once the vehicle has been 'aimed ' and the speed
declared, move the vehicle straight forward until it
comes into contact with an enemy unit or it reaches
th e distance declared - no other changes of d irection
are allowed during a tank shock. If no enemy unit is
reached, just move the vehicle straight ahead for the
distance declared and no special attack takes place.

TANK SHOCK!
Tanks may decide to use their mass as cl weapon,
drivingright into and through densely packed enemies.
This often throws the opposing battle line into disarray,
as having some monstrous metal behemoth coming
straight at you is unnerving for anybody.

Whenmoving a tank, the player can declare that the
vehicle isgoing to attempt to make cl tankshock attack
instead of moving normally. This is an exception to the
rule that enemy models cannot be moved through.

Remember. though, that friendly models still cannot be
moved through. so cl tank shock cannot be attempted
if f riendly models are in the way. Also, tank shock
cannot be attempted against enemy Units that are
locked in combat, as the risk of harming friends in the
sw irl ing melee is too high .

To make thi s kind of atta ck, f irst tu rn the vehicle on the
spot in th e direct ion you in tend to move it and declare
how many inches th e vehicle is going to move. The
vehicle must move at least at combat speed. Note that
because pivoting on the spot does not count as
moving, this is no t enough for a tank shock .

If an enemy unit otter than another vehicle IS reached
(including any model in an artillery Unit). the unit must
teke a Morale check and Will immediately fan back if it
fails it . If the test is passed the unit will simply let the
tan k move through, as if it was not there . Regardless of
the result of the test, the vehicle keeps moving straight
on, possibly tank shocking more enemy uni ts until it
reaches its final posit ion. If the tank accidenta lly mo ves
into contact with a fr iendly mo del or comes to within
1· of an enemy vehicle, it immediately stops moving.

If some enemy models in the enemy unit would end up
underneath the vehicle when it reaches its final position
(it makes no difference whether the Unit is falling back
or not), these models must be moved out of the way
by the shortest distance , leaving at least 1· between
them and the vehicle and maintaining unit coherency.

If the tank moved slow ly enough during the ta nk shock
attack, it may fire as normal in the Shooting phase.

My armour IS contc:mpt.

Tan k Shockl

Tl'Ic6retchin
fall bid

tow Mck their
0Wft t"ble eodge

Mor"le

'H'
f" ileod

•• ••

'"
'"

,,,,
t.­•••••••

, .
•• •

Mor"le lest p"ued

The Preddtor tank~ until it's in contact Wtth the Orks. which pass thetr Morale test.
The Ort Nob attempts it DNth 0( Glory! attitCk wrth his powerclaw, but rollspoorly.
failing to slop ex destroy the tank, and is removed. The Predator finishes its move,
coming into contactWIth the Gretchin, which fail their Moralecheck and fall back.

T.nk ShCKk dist . nu t r"nlled-_ ._-._. _-._--_._---_._--_._----_ ..-----_....--_._--_.-_...-------..._ - ~
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"lrno.ewers rowards the Trukk. and tll(W("S 10 full inchesbefore hirring the Trukk. As the Rhino '! front armour is 11, the
~ 5 (... , for annour, ...3 for speed and +1 for being a rank). so the Trukk suffers a Strength 5 hit on its side armour
" IS 10), In retum. the Rhino suffefsa Strength 3 hit on its Front Armour.

..

+ 1

+ 1

+1

• Speed . Each full 3· moved that turn
by the rammer before impact:

• Annour. Each poin t of armou r
above 10 on the poin t of impact:

• M ass. If the vehicle isa tank:

Each vehicle immediately suffers a hit against the
armour facing whe re the other vehicle has impacted (so
the rammer always uses its front armour ). The Strength
of the hits will often be different for different vehicles,
and is cakulated as follows for each vehicle:

Ramming is a special type of tank shock move and is
executed the same way, except that the tank must
always move at the highest speed it is capable of . Units
other than vehicles in the way of a ramming tank are
tank shocked as normal. However, if the ramming tank
comes into contact with an enemy vehicle, the coll ision
is resolved as fo llows .

For example: a Land Raider rams an Or*. TruH:, hitting ir
in the side. The Land Raider has it front armour of 14
(4 points over 10, for a totst of +4), has moved 10·
before reaching the Trukk (for an extra +3) and is a
tank (+ 1). The to tal is 4+3+ 1, which medns that the
TruH: suffers a Strength 8 hit against its side armour.
At the same time, the Land Raider suffers a Strength 3
hit against its front armour (+0 for the Trukk's side
armour of 10, +0 becau~ the Trukk is not it tank and
+3 for the Land Raider's own speed).

Both players roll for armour penetration against their
enemy vehicle and any result is immediately applied. If
the vehicle that is rammed is not removed, the rammer
halts. However, if the rammed vehicle is removed
because it suffers a 'destroyed - explodes!' damage
result , the rammer continues its move, until it reaches
its maximum move distance or another enemy (which it
will tank shock or ram again!).

ve model successfully managed to stun, destroy or
ihse it , the vehicle grinds to a halt directly in

of the heroic individual (or blows up tneren.

RAMMING
lng is a rather desperate manoeuvre and means

051 the tank must concentrate on moving at top speed
erds one enemy vehicle. This means that it may not
t In that tu rn's Shooting phase, making it an

activechoice fo r vehicles that have no armament
t, Of are shaken.

:..r ry units may attempt a Death or Glory! as we ll,
'h either a crewman (resolved as above) or a gun

. If a gun mode l does ttus and fails to stop the
0;. both the gun and one crewma n are removed.

Ramming

, "he att ack fails to stop the vehicle, then the tank
k. continues as normal, except that the brave (but
os rather foo lish) glory seeker is crushed by the

le grinding over him - the model is removed ,
I'f9iIrdless of Wou nds, saves (invulnerable or not), or

other clever way of staying alive they can think of.

Deat h or Glory !
a unit that has been attacked by tank shock passes

ts Moral e test, one of its models in the vehicle's path
can stand and attempt to destroy it rather than move
~t of the way (this is potentially a rather suicidal thing
10 do !). The model nominated for th is heroic duty
tl"lakes a single attack against the incomi ng tank .
Even if the weapon used is assault 3, for example, or
"he model is normally allowed more than one attack ,

one attack is ever resolved in this case. The attack
can be either a shot from a weapon carried by the
no::Iel , or a single dose combat attack using any

'EdPOn carried, including grenades. Wh atever form it
...es. the attack hits automatically, so resolve the hit
~cllnst the vehicle's frornarmou r (using the front

r even If the model uses a close combat attack),
~ Immediately apply any damage results.



"Why do we ride ;ltop these elegant

craft? The better 10 bear the screams of

our prey as we ride them down. to
savour the [ear etched 0 0 their Iaces. to

taste the tantalising u ng of their blood
in the air as an appetiser before the
[east. But most of all we ride them so

that the slaughter may begin as sooo as
possible,"

Dturiiq BWfd0ll8~ ~N.I of ,bf; Pic:rt td Eye

FAST TRANSPORT VEHICLES
Passengers may not embark onto or disembark from a
fast vehicle if it has moved (Of is going to move) flat
out in that Movement phase.

ASSAUlTING FAST VEHiClES
f ast vehicles that moved 'f lat out' in the previous turn
and are not immobilised are hit on a 6 in assaults
(exactly as if moving at cruising speed).

Fastvehicles moving f lat out may fire no weapons.

fast vehicles that move at combat speed may f ire all of
their weapons, just like other types of vehicles that
have remained stat ionary (including ordnance barrage
weapons, which cannot usually be fi red on the move).

FASTVEHiClES FIRI NG
Fastvehicles may move and fire more ettecuvelv than
othe r types of vehicles.

Fast vehicles that move at cruising speed may t ire a
single weapon (plus all defensive weapon s, just like
other types of vehicle moving at combat speed).

FAST VEHIClE.",S---c-c---:--:---

MOVING FAST VEHICLES
Fast vehicles are capable of a thi rd level of speed, called
'flat out' . A fast vehicle going f lat out moves more than
12 " and up to 18 ' . This represents the fast vehicle
moving at top speed. without firing its guns and is
treated in all respects exactly the same as moving at
cruising speed for a vehicl€ that is not fast (except
where noted otherwise). f or example. a fast vehicle
moving flat out 00 a road maymove up to 24 ' .

Fast vehicles follow the normal rules for vehicles. with
the additions and exceptions given below.

DAMAGING OPEN-TOPPED VEHICLES
Whenever a damage roll is made against an open­
topped vehicle. add +1 to the result .

OPEN-TOPPED VEHIClES.---,--,_ -:-=c-

OPEN·TOPPEDTRANSPORT VEHICLES
Open-topped vehicles do not havespecific fire points.
Instead, all passengers in an open-topped vehicle may
fire. measuring range and line of sight from the hull of
the vehicle. Open-topped vehicles do not have specific
access points. Models can embark 01disembark with in
1 " of any point of the vehicle. The passengers of open­
topped vehicles may assault, even if the vehicle has
moved before their dlsembarkauon . As it is much easier
to bailout from an open topped transport. the
Strength of hits inf licted on passengers by explod ing
open topped transports is one point lower than it
would be in a normal transport (i.e. Strength 3).

Somevehicles ere much less armoured than tanks. This
means they are more vulnerable to damage beca use of
their lightweight construction and the fact that their
crew isexposed to enemy fire. However, passengers
(an fire out and disembark much more easily than
normal. Typical examples of open-topped vehicles are
Ork Trukks and Dark Eldar Raiders. Open-topped
vehicles follow the normal vehicle rules, with the
additions and exceptions given below.
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immer that is also fast and is moving flat out can
up t0 24 " .

S( mmers fallOY.! the normal rulesfOf vehicles. with the
,P::litoos and exceptions givenbelow.

J
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leqe jsitor ClCYlk, Aclmo mitioDs IDcI PottcDls

"Listen Dot (or thc approach of the

Eldar. nor look to the skies for the ir
coming. Their craft are silent as

midnight. swift as dawn. and bring
naught but death to the enemies of that

Iorlom race.

RAMMING A SKIMMER
Skimmers may try to dodge out of the way of tanks
attempting to ram th em (as long as the ramming tank
is no t also a skimmer). The ramming tank stops in
contact wi th the skimmer as normal. but then , if the
player con trol ling the skimmer wants to dodge, he
rol ls a 06 . On a 1 or 2 the collision proceeds as normal.
On a 3+ the skimmer avoids the tank , neither vehicle
suffers any damage, and the ramming tank stops in its
tracks (IiterallyH. its crew confused and disappointed.

.-nrrI(>I'S can move over all terra in, ignoring all
mes for difficult terrain and tests for dangerous

ilJl. However, if a moving skimmer starts or ends its
In difficu lt or dangerous terrain . it must take a

';90'''''' terrain test . A skimmer can even end its
over impassable terrain if it is possible to actua lly

e the model 00 top of It , but if it doesso it must
a dangerous terrain test.

SHOOTINGAT SKIMMERS
rs moving at high speed are very difficult to hit .

snmer that is not immobilised and has moved flat
I') Its last Movement phase counts as obscured

save of 4+) when fired at.

II"I"ll'l"lef is immobilised or wrecked , its baseis
. if poseble. If th is is no t possible (the base

!"Ia>Je been glued in place. for example), don 't
about it. The skimmer's enu-qtav field is obviously

If'ig and an immobi lised skimmer will simply
I'1overing in place, incapab le of any further

t (mcluding turning on the spot); a wrecked
row a f loating, burning wreck. Note that it is not

.ed to remove the flying stand other than in the
above, as normally skimmers cannot land in

conditions.

MOVING SKIMMERS
• wnmerscan moveover friendlyand enemy models.

t they cannot end the ir move on top of either. Note
t a skimmer must be set down on the table and left

Dlclce at the end of its move - it cannot be left
n9 in mid-air!

other hand, having your eng ines stall when
at high speed has its consequences, so a skimmer

15 Ifnmobilised immediately crashes and is destroyed
00) If it moved flat out in its last turn. If it moved

suffers an immobili sed result as normal.

MEASURING DISTANCES
unl.ke other vehicles, skimmers have transparent 'flying
cases' under their hull. As normal for vehicles. distances
.-f' measured to and f rom the skimmer's hull. with the
e-cecnons of the vehicle's weapons. access points and

e points, which all work as normal. Theskimmer's
base is effectively ignored. except when assaulting a

snmer, in which case models may move into contact
... :h the vehicle's hull. its base or both.

Some highly advanced vehiclesare fitted w ith anti­
gravtty drives that allow them to skim swiftly over rough
'errain and intervening troops.

'SKIMMERS'--,---;-c:-----,,--:-,-;-,-;-_



Walkers move in exactly the same way as infantry, so
they can move up to 6· in the Movement phase and
assault up to 6 ' in the Assault phase.

Diff icult terrain affects walkers just as it does infantry
Difficult terrain only counts as dangerous terrain for
walkers if it would do so for infantry. If walkers fail a
dangerousterrain test, they are immobilised.

MOVINGWALKERS
While other vehicles can only move in the Movement
phase, walkerscan also run in the Shooting phase and
assault in the Assault phase, just as infantry can.

ADDITIONAL CHARACTERISTICS
Walkers havea Weapon Skill. Strength. Initiative and
Attacksvalue, representing their ability in dose combat
and reaction speed. in the same way that they do for
models that aren't vetndes. Shown here is an example:

WALKERS"-----_---,---_~_,__,_-~
Walkers are a very unusual type of vehicle, Instead of
wheels or tracks they havemechanical limbs that allow
them to stride forward. ploughing through densely
packed terrain with ease in order to bring their
weapons to bear. Because of this they use some of the
rules for normal infantry.

•

Armour
TypeWS B5SFS R IA

Dreadnought Walker 4 4 6 12 12 10 4 2

Unlike infantry, a walker hasa facing, which influences
where it can fire (see below) and its Armour Value
when fired at.

MEASURING RANGES
If a walker hasa base. measure ranges and distances to
and from its base, asyou would for an infantry model.
If a walker does not have a base(like the Chaos
Defiler), measure to and from its hull (including its legs
and other limbs), as norma! for vehicles. Firing the
walker'sown weapons is an exception to this, as
explained later on this page.

WALKERSSHOOTING
Walkers can moveand fire all of their weapons, just
like a stationary vehicle.

Alternatively, they can choose to run like infantry, and
this prevents them from firing and assaulting that turn,
as normal (though they can still trigger their smoke
launchers, if they have any). Obviously they cannot run
if they are stunned or immobilised.

When firing a walkers weapons, pivot the walker on
the spot so that its guns are aimed at the target
(assume that all weaponsmounted on a walker can
swivel 45°, like hull-mounted weapons) and then
measure the range from the weapon itself and line of
sight from the mounting point of the weapon and
along its barrel, as normal for vehicles. Thispivoting in
the Shooting phase doesnot count as moving and
represents the vastly superior agility of walkers in
comparison with other vehicles. Keep in mind however
that the walker will probably rema in facing in this
direction until its next Movement phase, so its facing
will determine where its rear armour is going to be
when the enemy returns fire!

SHOOTING AT WALKERS
When firing at a walker. work out which of its Armour
Values to useasyou would for any other vehicle, based
on the position of its body. Walkersthat are locked in
combat cannot be shot at.

MWC pray for our brethren who pilot

the Dreadnoughts. Though they take
new form. their souls. and their weapon
mounts. remain pure."
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WALKERS AND ASSAULTS
Walkersassault like infantry models. meaning that they
make assault moves and can be locked in combat with
enemy units. Walkers can make an assault even if they
fired heavy or rapid fire weapons. However, like normal
infant ry, they can still on ly assault the unit they fi red at.

RAMMING A WALKER
If a walker is rammed by a tank, it can choose to either
brace itself for the impact, in which case the collision is
resolved as normal for a vehicle, or it can attempt a
'Death or Glory! ' attack in the same way as infantry (it
cannot do this, however, if it is rammed in its rear arc).

,.1
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YEHICLEMOVING & SHOOTING SUMMARY CHART

Statio nary Combat Speed Cruising Speed Flat Out

All (except Fast & Walkers) All Weapons 1 weapon- No Weapons N/A

Fast All Weapons All Weapons 1 weapon - No Weapons

Walker All Weapons All Weapons N/A N/A

us all defensive weapons.

DREADNOUGHT
CLOSE COMBAT WEAPONS
Walkers are often armed with huge close combat
weapons - hammers, wrecking balls, claws, etc.
A Dreadnought close combat weapon is a power
weapon and doubles the walker's Strength in
close combat (up to a maximum of 10).

SQUADRONS OF WALKERS
Squadrons of walkers follow all normal rules for vehicle
squadrons, except in assaults. They assault and react to
being assaulted in the same way as units of infantry,
moving to engage their attackers before attacks are
rolled. Damage results are resolved as described for
vehicle squadrons, however, and they attack back,
perform sweeping advances, pile-in moves and
consolidations like walkers (see Walkers and Assault).

If it chooses 'Death or Glory!' and its attack fails to
stop the ramming tank, the walker will not be ready for
the impact and is hit on its rear armour in the collision.

If the walker suffers a weapon destroyed result
and the player chooses the close combat weapon,
the walker loses the bonuses conferred by the
Dreadnought close combat weapon (and any
other weapon built into the same arm).

If a walker is armedwith two or more close
combat weapons, it gains one bonusattack for
each additional weapon over the first. If one of its
additional weapons is destroyed, one bonus
attack is lost.\alkers make sweeping advances, pile-in moves and

consolidations unless they arestunned or immobilised,

Immobilised end/or stunned walkers fight in close
combat with one less attack than usual (to a minimum
of 1), but otherwise attack normally, no matter how
many immobilised and stunned results they suffered.

Eech rou made on the Vehicle Damage table against a
walker counts as a single wound for the purposes of
"M:lrking out who won the combat.

Shaken damage results do not affect the way a walker
f>ghts in close combat.

In close combat, walkers fight like infantry models.
However, any hits scored against them must roll for
armour penetration and damage asfor a vehicle.
Models hitt ing a walker in close combat always roll for
penetration aga inst its front armour. This is because the
walker is not a static target like othe r vehicles and
rampages through the melee, turn ing to face its
enemies. Consequently a walker is quite capable of
tearing apart its foe in close combat. while only the
specially armed (or monstrously powerful) will have any
hope of destroying a walker up close.

Defeated walkers do not take Morale checks and are
not affected by the No Retreat ! rule,

Grenades and metta bombs can be used against a
walker. A model will only manage to score a hit with a
grenade against a walker on the roll of 6. However, if a
walker is already stunned or immobilised at the start of
the Assault phase, the attackers roll to hit based on the
normal comparison of WS. Remember that models
USing grenades against vehicles only make one attack.



UNIVERSAL SPECIAL RULES
COUNTER-ATTACK

ETERNAL W",A,-,RR",'.O" "R~--c--,--,---

Thisrule cannot be used if, when assaulted, the unit
was already locked in combat from a previous turn.

The model is immune to the effects of the Instant
Death rule.

Torepresent this, when a unit with this rule is assaulted
by the enemy it must take a leadership test. If the test
is successful all models in the unit get the +1 assault
bonus to their attacks. exactly as if they too had
assaulted that turn .

Troops with this skill believe that attack is always the
best form of defence. If assaulted. they will spring
forward themselves and ferociously counter-erteck the
charging enemy.

The special rules marked with an asterisk ('*) are
automatically lost by an independent character joining
Cl unit that does not have the same special rule.
These rules are also lost by a unit that is pined by an
independent character that does not have the same
special rule.

As this isjust Cl summary. if anyof the Cooexes include
one of these special rules and the rule is different, the
one in the Codex takes precedence (representing how
the general special rule applies to that specific race).

Many unit s of models in Warhammer 40,000
have un ique specia l rules. There are,
however. quite a few special rules that are
shared by severa l units, even across d ifferent
Codex books . These are called 'universal
special rules' and are listed in this section for
ease of reference.
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In the right circumstances, stealthy troops have the
ability to work their way into a forward posit ion on the
battlefield or outf lank enemy lines.

dangerous terrain. It may not be used to move into
contact with the enemy. If there are units with this rule
on both sides, roll-off to determine who goes first and
then alternate disengaging them, If the last of these
ends up no longer in combat, it consolidates instead.

INFILTRATE_*-------,,-c-------,,-

Fearless troops automatically pass all Morale and
Pinning tests they are required to take, and will never
fall back. They can however go to ground voluntarily.
This special rule is gained by any independent character
joining a fearless unit. However, as long asa fearless
character stays with a unit that is not fearless. he loses
thisspecial rule. If a unit that is falling back suddenly
gains this rule, it will automatically reqroup at the
beginning of its next Movement phase, regardless of all
normal restrictions on regrouping.

FEARLESS

FEEL NO PAIN
Some warriors are so blood-frenzied or tough that they
can ignore injuries that would incapacitate even a
battle-hardened Space Marine. If a model with this
ability suffers an unseved wound, roll a dice. On a 1,2
or 3, take the wound asnormal (removing the model if
it loses its final Wound). On a 4, 5 or 6, the injury is
ignored and the model continues fighting. This ability
cannot be used against wounds from weapons that
inflict instant death (by having a high enough Strength
or a special rule to that effect; even if the model is an
eternal warrior). Neither can it be used against wounds
fmm APl and AP2 weapons, power weapons and any
other wound against which no armour save can ever be
taken (like wounds from power fists, Dreadnought close
combat weapons, rending weapons that roll a 6, Perils
of the Warp, failed dangerous terrain tests, etc).

Unitsw ith this special rule are deployed last, after all
other units (friends and foe) have been deployed. If
both sides have infiltrators, the players roll-off and the
winner decides who goes first, and then alternate
deploying these units. Infiltrators may be set up
anywhere on the table that is more than 12" from any
enemy unit, as long as no deployed enemy unit can
draw a line of sight to them. This includes inside a
building (see page 83), as long as the building is more
than 12· from any enemy unit. Alternatively. they may
be set up anywhereon the table that is more than 18·
from any enemy unit, even in plain sight.

If a unit w ith this ability is deployed inside a transport
vehicle, it cannot infiltrate. Infiltrate alsoconfers a
special outflank move to units of infiltrators that are
kept in reserve (see page 94).

FLEET*
There are many variants of this rule: Fleet of Foot, Fleet
of Claw, even Fleet of Hoof. Tit le aside, all models with
these abilities are treated the same. A unit with this rule
may assaultin the same turn in which it hasrun.

MOVE THROUGH COVER*
Some units of infantry are especially adept at moving
through diff icult terrain. Units w ith this rule roll an extra
D6 when rolling to move through diff icult terrain. In
most circumstances this will mean that they roll three
D6 and pick the dice with the highest score.

Some warriors are able to predict the moves of the
enemies they are used to fighting. In close combat, they
have developed special techniquesthat enable them to
counter such enemies more effectively. Such troops can
always re-roll their rolls to hit in close combat against
their preferred enemy. This ability does not wor k when
att acking vehicles without a Weapon Skill characteristic.

PREFERRED E"CN,,"-EM"-'-'-Y-,,---,-----_ ,-----_

NIGHT VISION/ACUTE SENSES'c----,-,--c-
Warriors in certain parts of the galaxyhave developed
nocturnal tendencies by fighting in perpetual night, or
perhaps carry equipment that gives them such abilities.
When the Night Fighting mission special rule is in use,
such models may choose to re-roll the test to determine
how far they can see, but must abide by the new result.
Characters with this rule confer it onto any unit they
Join, as long as they are part of the unit Units w ith this
rule confer it onto any characters joining them, as long
as they are part of the unit.
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Models with this skill are known for the wild ferocity of
their assaults. In a turn in which they assaulted into
combat they add +1 to both their Initiative and Strength
characterist ics when attacking in close combat (note
that this has no effect on the Initiative tests for
sweepinq advances).

Units with this ability that are locked in combat may
chooseto leave close combat at the end of the Assault
phase. The unit using the hit & run ability must take an
rlltlat ive test. If the test is failed nothing happens and
r-e models remain locked in the fight. If the test is
passed, the unit breaks from combat and immediately
moves up to 306 " in a straight line in any direction,
'9"Oring the units they are locked with. No sweeping
advance rolls are made. Enemy units that are no longer
Ioded in combat may consolidate. A hit & run move is
not slowed by difficult terrain, but is affected by

FURIOUS CHARG E_-,-----,-----".,..,---~

-HIT & RU"Nc-c* -----,,_ -----,,--,-,----,-,--__



RAGE

Swarms represent creatures that are too puny to be an
individual threat on the battlefield, but when operating
as a sea of dozens of creatures they can destroy much
larger enemies. All swarms have the 'stealth' and
'vulnerable to blasts/templates' special rules. In
addi tion, intervening swarms never offer any cover save
to mo nstrous creatures or vehicles.

STUBBORN

The ability to make maximum use of available cover has
saved many a warrior from discovery and death. All of
the unit's cover saves are improved by +1.

STEALTH

umt he joi ns to move at his speed (and vice versa) as
units have to move at the speed of the slowest model.

Stubborn resistance against impossible odds is a featu re
of some races. When taking Morale tests, stubborn
un its atways ignore any negative leadership modif iers.
Independent characters that are stubborn confer the
ability onto any uni t that they join.

Note tha t a relentless independent character must st ill
abide by the assault ing limi tati ons of any un it it has
joined. if the unit is not itself relentless.

Unlike common infantry, some powerful warriors like
monstrous creatures. jet packers and bikers can
eovarce lNhile firing thei r weapons at full capacity.
Relentless models can shoot wi th rapid fire and heavy
weapons counting as stationary, even if they moved in
the previous Movement phase, and are also allowed to
assault in the same turn they f ire them.

RELENTLESS~~~~~~~

Some warriors are li ttl e more tha n mindless killing
machines, incapab le of rat ional thought and on ly
interested in gen ing to grips with the enemy as soon as
possible. In the Movement phase. units subject to rage
must always move as fast as possible towards the
closest visible enemy. In the Shooting phase, they are
free to decide whether to run, but if they do they must
run towards the closest visible enemy. In the Assault
phase they must always consolidate towards the closest
visible enemy. Whilst falling beck. embarked on a
transport, or if no enemy is visible, they ignore this rule.

Tank hunters are especially skilled at f ind ing and
exploiting weaknesses in the armour of enemy vehicles.
They add +1 to their armour penetration rolls whenever
they hit a vet ude (both at range and in close com bat).
In add ition, they automatically pass Morale checks
caused by tank shock.

TANK HUNTE'-!.RS,,-::--ecc-,-.,.--,,-_ -,-_
Scouts are used to reconnoitre ahead and are always in
the vanguard of the army. To represent ttns. after both
SIdes have deployed (including inf ilt rators), but before
the fi rst player beg ins his f irst turn , any scouts may
make a normal move. This is done exactly as in their
Movement phase, except that during this move , scouts
must remain more than 12· away from any enemy.

SCOUTS*

.lUI!-B9-BO_OSTERS"cc*.,.--,,-_ _ .,.--,,---,----
Units mounted on bikes and jetbikes may utilise turbo­
boosters to move at extreme speed . W hen using their
tu rbo -boos ters they may move up to 24 · in the
Movement phase. Controlling the ir bike at such speeds
takes an their concentration and skill, however, so they
cannot move through difficult terrain. shoot, launch
assaults or execute any other voluntary action in the
same turn. In the fo llowing enemy Shooting phase. the
bike benefits from a cover save of 3+ to represent th e
difficulty of hitting such fast-moving targets . In that
enemy Shooting phase, however, bikers lose th e ability
of going to ground, and automatically pass Pinning
tests. A unit using turbo-boosters must end its move at
least 18 · aw ay from its starting po int to claim this
cover save, as it relies on f1at -out speed.

SKILLED RIDER

If a unit wi th this ability is deployed inside a dedicated
transport vehicle, it confers the scout ability to the
transport too .

The rider IS highly practiced at moving though peri lous
warzones. It may re-roll the dice fo r failed dang erous
terrain tests as long as its unit type is bike or cavalry.

If bo th sides have scouts, th e players roll-off and the
w inner decides w ho goes fi rst, and the n alternate
mo ving these units.

This rule also confers a special outflank move to units
of scouts th at are kept in reserve (see page 94).

---~=,--------

2!-OW AND PURPOSEFUL
Models w ith this special rule are relent less (see above).
However, they atways count as mo ving th rough difficult
terrain (including in assaults). Remember tha t a slow
and purposeful independent character will cause any

VULNERABLE TO BLASTSITEMPLATES
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BUILDINGS AND RUINS
The buildings of th e Warhamm er 40,000
universe range from the small, primitive
structures built by tribesmen on feral
planets, through to huge futuristic
skyscrapers, crystalline spires, hardened
adamantium bunkers or glistening
biostructures. In addit ion, many of the
structures on a battlefield have been reduced
to ruins. Coping w it h this variety of different
structures, or even the rather smaller numb er
of types you are likely to see on the average
wargames tab le, can cause problems.
Generally at the most inopportune moment,
w hen the battle is raging at its fiercest,
a player w ill discover his oppo nent had an
entirely different take on how the rules
apply to a particular building. To help you
deal with these problems, and hopefully
confine the bloodshed to the tabletop,
we've put together the fo llowing guidelines.

DEFINING BUILDINGSAND RUINS
As with any type of tabletop terrain, it is worthwhile
discussing with your opponent what effect each
different structure will have before the battle begins.
This need not be a time consuming process;
In fact it will probably only take a few minutes, and
each structure can be as complicated or as
straightforward asyou and your opponent wish it to
be, There is no right or wrong way to choose how your
buildings and ruinswork - they can even behave
differently in different games!

BUILDINGS
This category includes all those intact buildings in
which playerscannot physically place their models,
because they are solid pieces of terrain. This includes
military buildings like bunkers and barracks, but other
intact structures aswell, such as the hardened control
centres at a spaceoort, for example. On the battlefield.
intact buildingscan be used not only as cover to hide
behind, but you can imagine your models entering
them and using them as a firing position from which to
repel the enemy. Buildings use aspects of the transport
vehicle rules allowing squadsfrom both sides to occupy
and fire from them, or try to destroy them.

Impassable buildings
Some buildings in your terrain collection may look
impossible for models to enter (fortif ications with
barred doors, solid metal cubes, imprisonment facilities,
etc.) or that it makes no earthly sense for models to
enter (gas storage silos, white-hot smelting cauldrons,
thermonuclear reactors, etc.). Any of these buildings
can be deemed impassable terrain.

RUINS
These structures have taken a hammering from shells,
explosions and rampaging war machines. They are
normally composed of badly damaged walls sitting
amongst piles of broken rubble. Ruins can also have
one or more floors partially intact. As they areoften
lacking large chunksof walls and roof, ruins are the
easiest for gaming purposes, Playerscan place their
models inside and move them around to show their
position. No abstractions are required - both players
will be able to see the modelsfor themselves.

This Space Marine command post is
built to withstand attack- it could
te a treated as a building.

This Tau power relay is bursting with
radioactive hazards - it is best
considered impassable terrain.

This batteredadministratum
structure is a perfectexample of
a ruin.
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Forexample, if you have any ruins, you should
agree exactly how to use them. One player may
prefer to treat them simply as area terrain so that
he can concentrate on his grand plan, while
another may like the additional story-telling that is
cres ted if mode ls canno t move through solid walls
or climb up levels wi thout stairs or ladders. Yet
another player may have written a house rule
where an elevator is activated ifyou also have
models next to the powergenerator on the other
side of the table! No single approach is righ t or
wrong. as: long as both players have agreed
before the game.

What sort of game?
Warhammer 40,000 players like many different
things about the game. Some see It as a purely
competitive, tactical exercise, some prefer to focus
on telling an exciting story as the battle unfolds,
while others just love writing their own rules ­
devising new missions, creating special characters
or even changing the main rules of the game!
Obviously, players that meet regularly, at
someone's house or a club. quickly learn what
sorts of games their friends like to play.Ho~
when you are gaming against someone new, it's
always worth spending a f€'IN minutes before the
battle talking about the game.

A shrine of me Adepta Sororiras.

Impassable bu ildings and movem ent
If a bUilding is agreed to be impassable at the start of
the game, it follows the normal rules for impassable
terrain, and models cannot go inside it for any reason.
This is not to say that models wi ll not interact wi th the
build ing - it w ill of cou rse block line of sight and
provide cover for models sheltering in its lee.

Some bun ker or bastion models may be fitted wi th
thee own weapons. These weapons cannot be used to
shoot unless previously agreed with your opponent, or
unless there are special rules for that tenam piece o r
the mission you Intend to play that specif ically say
otherwise. It is generally a good idea to assume that
these weapons w ere abandoned long ago, and that
they no longer work.

Wh ich pieces In your terrain conecton count as
buildings is up to you and your opponen t, but they can
range from unprepossessing w ood en shacks to stone
dwellings and ceramite bun kers to ancient alien hab­
complexes and battle fortresses.

BUILDINGS
The bloody battles of the 41st M illennium often
envelop ctes, towns, defence lines, research outposts,
hab blocks. pumping stations. army barracks. mining
colonies. space ports, tnber forts. ancient tombs, sacred
shrines and countless ot her types of building. In the
middle of a war zone, such structures are generally
deserted. and as such they can be usedas defensive
positions for t roops from either side. Depending on
their size, buildings can house anyt hing from a small
squad to an ent ire army.

Rememb er that if it is possible to physically place
models on top of an impassable bu ild ing, jump
infantry, jetbikes and skimmers are allowed to end the ir
move there. treating it as dangerous terrain . As usual.
a brief discussion with your opponen t about the
building before the game begi ns is well worthwhile.

Buildings of all types use aspects of the transport
vehicle rules. The main difference between them and
actual vehicles is that they can't move, and units fro m
eith er side can go inside.

IMPASSABLE BUILDINGS
There are times when a player's collecti on may include
txnldinqs that makes no sense for warriors to enter ­
huge storage tank s, vast solid monuments and the like.
In game terms we refer to these st ructures as
impassable build ings.

Not all buildings need be designed w ith a military
purpose in mind - they merely need to be intact
structures (preferably wi th thick w alls and good arcs of
fI re) that troops can use as a defensive position against
an oncoming foe.
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BUILDINGS ARMOUR CHART

1

Armour Value
14
13
12

"10
9

Buildin g
Bastion or bun ker
Stone-wall ed palace
Concrete city building
Brick house
Log cabin
Corrugated iron or wooden shed

Bunkers and bastions have an Armour Value of 14 all
around. The Armour Values of other buildings may vary
between 9 and 13 (see the chart below for some
examples), The players must agree at the start of the
game on the Armour Value of all buildings in use.

Whe n shooting at a building, roll to hit and for armour
penetrat ion norma lly (in close combat they are hit
autom atically, just like stationary vehicles). Buildings
treat stunned , immobilised and weapon destroyed
results as shaken results instead (weapon destroyed
may work as normal if you have agreed to use the
wea pons mounted on the building, of course).
Wrecked buildings are treated in the same way as a
wrecked vehicle, and therefore become difficult and
dangerous terrain. If one is available, players may like
to put down a ruin in its place. Buildings that explode
can be replaced with an area of rubble or a crater.

manner as units inside a transport vehicle should the
building be damaged , and so may suffer damage
and/or be forced to 'disembark',

All Space Marines in the squad have moved re within 2" of

the building access poim, so that rhe unit can 'embark ' into it

FIRING FROM BUILDINGS
Just like some transport vehicles, buildings have fire
points that allow units inside to f ire out. These could be
the fire slits on bunkers and bastions or the windows
on oth er build ings. Players should agree beforehand
wh ere these fi re points are. Unless the players agree
otherwise. up to two models may shoot th rough each
hre point of a build ing . Note that all of the models in a
unit firing from a building can only target a single
enemy unit, as normal.

AITACKING BUILDINGS
The best way to kill enemy troops in a fortified positio n
1$ usually just to destroy the fort ified position. Units
may shoot at or assault an occupied bui lding just as if it
was a vehicle. Units inside a building may not be
attacked directly, but will be affected in the same

You'll f ind that some structures won't have obvious
doors or stairs allowing access, but you w ish to use
them as buildings, rather than impassable terrain.
For example, we've got some Orky buildings that
Include little watchtowers - unfortunately they lack any
visible method fo r actually getting up to the
watc htower! In cases like this the players can simply
agree to assume that there are internal doors or ladders
whi ch allow access to the building.

Models enter ing a bui lding are removed from the table
- you can either note down where they are on a piece
of paper or use another suitable reminder. Units of
jump infantry, jetbikes and skimmers cannot land on a
bUilding that is occupied by enemy units.

OCCUPYING BUILDINGS
Mo dels can enter or exit a building through a doorway
or other opening that the players have agreed to treat
as an access point. Players should decide what the
access poin ts are befo re deployment, in order to avoid
anypossible confusion on this matter. This aside,
moving into or out of a building works the same as
embarking or disembarking from a vehicle (including
emergencydisembarkations),

All of the norma l rules apply, so only one infantry unit
(plus any independent characters that joined them) may
occupy a build ing at one time. The 't ransport' capacity
of a sma ll bunker might be ten models. while a large
bastion could hold anynumber of models from a single
unit. Again , this (an vary according to what you and
your opponent agree on before the game begins.
Often, a Codex specifies that a certain infantry unit
made of rather large models may use transports, but
will count as more than a single mode l (Space Marine
Terminators, fo r example, count as two models each).
These rules should also be used whenever such units
enter a building (so, to continue our former example,
up to five Terminators could occupy a bunker that the
players have agreed to have a capacity of ten models).
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Template weapons
Template weapons such as tlamers are designed to
attack enemies hidden behind defensive terrain. and
can attack models even jf they are inside a building.

To represent this, If one or more of the f ire points on
a building fall under a template, the unit occupying th e
Duilding suffersD6 hits from the template weapon.
The building itself also suffers one hit. as normal.

TheOrk ishittlf'lg the umr occupying the ooilding by firing his

bumaat the firepOOl!.

Parapet

" ~. ...-~
" ..

PARAPETS AND BATILEMENTS
Many buildings are constructed so warriors can be
positioned on the roof and fi re from behind fort ified
parapets or batt lements. This allows extra models from
th e unit to f ire. but leaves th e building more vulnerable
to attack. If any models from the unit are placed on a
parapet , they can f ire in addit ion to those using f iring
points . They still count as being in the building though.
so cannot be shot or assaulted directly. However, if a
Damage roll is made against the build ing wh ile some
occupiers are on the roof, add +1 to the result .

Use your imagination!
Some players may want to use a vety large
building, such as a fonress, which could include
tOW'efS, battlements, bunkers and so on, each
with different capacities and Armour Values. You
maysimply want to deploy a unit inside a building
and another on the roof. You may even want to
come up with rules for jump packers assaulting
enemies on parapets. Inventing extra rules like this
isgreat fun, and will make for a very diffe rent
game. Players will have to agree before the game
how will models mo ve between two adjoining
elements, and other details. You may even want
different elements of a fortress to be rreereo as
several types of structure - perhaps one section is
ruined, ano ther impassable, whilst the rest is
tregted as one ormore bu ildings - seeopposite
for an example . As with most other things that
we have discussed in this section, the only limits
are the buildings you own and your imagination.

Example:

From appearances, this Ork hut might be
considered a corrugated iron shed,
However. we're assuming that an Ork
Mekboy has -fixed it up good an' P"OP3­
by welding scavenged armour throughout
its primi/Ne frame. Accordi~ it hasbeen
assigned an Atmour Value of 12 - as much
asa concrete building!

We 'V!:' a:;signed the structuff' a capacity of
thirty - enough for a big mob of Qrk Boyz
to take shelter.

There ;sa j/Igged doorway on evef)' side of
the building (WE' decided to tffi3t eachone
as both an access point and a fire poinV
while the wide roof will allow plenty of
extra Boyz to shoot.

Access/Fire point Accesstfire point
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Paraper

Fire

1'0.0'

Example:

This bdstion is a hardenedstructure, purpose
built for war, and so hasbeenassigned an
Armoor value of 14. It's li terally as tough as
they come.

The bdstlOn hasonly a Single access point, bu r
sevf!(al fire points - one on edCh fiKing. As it
is a Idrgestructurewith mult~~ _'~

decidedth.1f the bastioncan hoJda unit of
any size,

There are SfNffal f,¥ed·rrl(xmt he.l~ boIters on

the bastion, but_'~ assumed that they are
too ancient and decayPd to do much else than
.bot 1Tl€¥loJCing. Ofcou~ players could agree
thar the hea~ boIterscanbe fired. Similarl):
_ COflSider the antenna array on the roof to
be f'Ur@ly dE'cofat~, but in SQm(> games)QJ
could allow a bonus to reserve rolls for rhe
SIde thar 0CClJPIes the buildIng. 8edr in mind
th<Jr If you did use the hea~ boilers and
anrMfId array, rhen the side ocrupying the
bas tlCll'l would gain a conSKkrabJe advantage,
and ir wovld likelybecome the !oar.;-of fierce
fighting In your battles.

we dgte<'d 1""1 IIlfo forrrej.l1$only

oKcess,ble from rhe 9dreho~ This is

counted dSdn AV '1 building with d

CdPM'ry of 20, Models ,nsidP rhe

gatehouse canusea turn'smowmenr

reenrer PIt""" of rllfo rower bunk"".

we r:ho5e to tre.JI the lcinlhedpar~

~ a _dIe buotDng TIOOPS /11 the

b<.JN:~~ CdIl fNd! the~ b)i

spendfng d /lJffl dimbng a hKkifon

~laIlWdi' Modei'i on lhe Pd'''f>el wn
~ rhe WIIIrlwind miWIe4Junc1>er

We d«:lCied rerINr rhe rower bunke.... dS

AV ' 4 00"(1<1191 A5 Ihey if ....q", re small,

rhey h,t~ ~n dSSlgl1f'd a cifpa6ry of 10

models. Models ill ee rower bunkerCdn

(>ptrdle fhe hN>y boiler .....th,n,

This glorious building is an extreme example of the fun you can have with the rules for buildings. While such a
structure is complicated and likely to dominate any game it appears in, it'll certainly give you a batt le to remember!
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RUINS
This section concentrates on ruins - the ones tha t
players can actually place their models inside, The extra
height and multiple levels of ruins require some extra
clarifications to explain how certain rules work. For
example, it is useful to explain how unit coherency, and
blast markers and templates work in this environment.

These rules are based on the height and area of the
plastic Warhammer 40,000 city ruins. They w ill work
just as welt with ruins of your own creation, so long as
their dimensions are roughly simila r.

RUINS: THE BASICS
All ruins are area terrain (providing a 4+ cover save)
and diff icult terrain. Players mayalsoagree at the
beginning of the game to treat some ruins as
dangerous terrain as well, representing unstable
structures on the verge of collapsing or that arestill on
fire. Of course, the nature of ruins means that the
boundaries of the area terrain can be somewhat
indistinct. The best way to counter this is to ensure that
both players are clearon the limits of each ruin before
the game begins.

Ruins with bases
A ruin may be mounted on a base, decorated with
rubble, collapsed wallsand other debris. in which case
it is best to treat the base exactly the same asthe
upper floors - as area terrain (provid ing a 4+ cover
save) and difficult terrain.

Ruins without bases
If the ruin hasnot been mounted on a base, then the
ground floor is not counted aseither difficult terrain or
area terrain. Of course, units will still have to take
difficult terrain tests if they move through the wallsor
if they climb to the upper floors (see opposite).

COPING WITH DIFFERENT HEIGHTS
With units in ruins you will often need to measure
weapon ranges between models on different levels and
at different heights. Measure the distance from base to
base, holding your tape measure at an angle as
necessary. Sometimes a wall of rubble or an exposed
stanchion will get in the way and you'll find it difficult,
or impossible, to accurately measure the distance.
Should this happen, it 's more than acceptable to
estimatebased on what you can measure.

UNIT COHERENCY
In the course of movement, it is possible that several
modelsfrom the same unit mayend up spread across
two or more levels of a ruin. When this happens, the
models in the unit maintain unit coherency as long as
any part of the body of a model on a lower level is
with in 2" of the base of a model that is higher up.
This meansthat you measure up 2 ' from the head of a
model on one level to the base of the model on the
next level up, and so on. Players should be generous
when measuring for very short models, like swarms,
which otherwise may be unable to spread over several
levels of a ruin (give them a break - they're only little').

An example of a two-5torey ruin mounted on a OO5e.
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MOVINGWITHIN RU INS
Only certain troops are capable of clambering to th e
upper levels of ruins. Accordingly, only infantry, jump
Infant ry, jetbikes, monstrous creatures andwalkers may
move on the upper levels of Cl ruin - and only if the
model can physically be placed there. Othe r units may
only move on the ground level of the ruin.

Infantry. monstrous creat ures and walkers
Even though different building models can vary in this
respect. w e assume th at every level of a ruin is 3 · tall.
A model moving on foot in a ruin therefore needs 3 ·
of its movement to go up or down a level. As ruins are
difficult terra in, this means that jf a 1 or 2 is rolled . Cl

model may not make any vertical movement (but may
stIll move horizontally on its level). If Cl 3 is rolled, the
mod el (an either move up to 3· hoozontally or simply
go up or down Cl level without any horizontal
movement . If a 4 or 5 is rol led, a model can either
move horizontally up to the maximum rolled or go
up/down a level as well as moving its remain ing 1" or
2' horizontally. On a result of 6, the model will be able
to go up/down two levels if it does not move
horizontally at all, or move one level upJdown and
horizontally for the remaining 3" .

Jump infantry and je tbikes
Remember that jetbrkes, and jump infantry that are
USing their packs, are not hindered by difficult terra in,
and may move over any terrain as part of their move
Withou t penalty.

However, if these models start or end the ir move in
o.ttcutt terrain (such as a ruin !), they must take a
dang erous terrain test. All surviVing models are then
Simply placed within 12 ' of their starting point,
Including on a di ff erent level of a ruin (as shown in th e
diagram on the right).

Wall s, doors, ladders and lat eral t hinking
Should troops be able to move through walls if there is
no doo r? That's really down to wha t you and your
opponent decide. It's perfectly acceptable to assume
"he combatants on both sides have brought plenty of
cutting tools, acidic disinteqrators or naked ferocity to
muscle their w ay through any w an so foolish as to
b60ck their path. Indeed, the normal ru les for movmg

rough difficult terra in allO'Nyou to do just th is.
Eaually you cou ld decide that models can only pass
trom one side of a wall to th e other if they walk
around, or if th ere is a door, window, grate or similar
handy openin g.

The same is t rue of ascend ing and descending levels
wrhm a ruin. It's just as valid to assume that the
comba tants should be able to climb the few feet from
e-e floor to the other as it is to disallow models from
o.mblng higher in a ruin that has no ladders.

remember that the more involved your rules for
I\J ns are, the loo ger the game will take .

The scece Marine's difficult terr.lln roll of 5 .lllows him to
move 2" horizontdlly .lOO one levelup (3").

The jerbil<e haspd55eC1 itsdangerous terrain test and can
rherefore move up to 12' through the ruin.

"A fortress is a living thing: the
commander its brain. the: walls its bones.

th e: sensors its eyes and cars. the: troops

its blood. their we:apons its fists. This
te:lls us two things: If one: organ fails.

t he: whole: dies. And if the whole dies.
no single organ can survive: alone."

Mordia Bur
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TEMPLATEAND BLAST WEAPONS
Multi-level ruins require certain conventions and
clarifications to ensure that template and blast
weapons behave in a consistent fashion , and to keep
the game moving .

When firing template or blast weapons at models in a
ruin: it (an be tricky to physically place the marker or
template over the models in question. The bestway to
gauge which models are actua lly under the template is
to simply hold the template above the entire ruin, and
look down th rough it. This is illust rated below.

The method for placing templates and markers over
ruins requires a degree of trust between players.
especia lly when intervening floors obscure your view of
the affected models.

Remember that once you have used the template or
blast marker to work out how many models are hit,
casualties can be removed from anywhere in the squad,
including models completely out of the firer's sight.

It is easiest to holdblastmarkers and templates above the ruin
and look down.

"There Can be no bystanders in the
battle for survival. Anyone who will not
fight by your side is an enemy you
must crush."

Scnprcrus Munificmtus
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Blast wea pons
When fir ing a weapon with a blast marker into a ruin ,
declare which floor you are aiming at. and cont inue as
norma l. If a blast weapon scatters, it can still only hit
models on the level declared as the ta rget.

The Space Marine player has declared that he is targeting the
Genestea/ers on the ground leyel. and so those on the higher
levels areunaffected, even though theyarebeneath the marker

The Tau Empire player declares that hIS Hammerhead tank is
targeting the Genesrea'es on the first level. The shotscatters, and
although there are still models under the marker. noneare on the
level declared as the targe~ sonohits are scored,



Barrage weapons
age weapons work by lobbing munitions high into

_ aIr, bringing death to the enemy from above. The
o-antage of these indirect fire weapons is that they

be used to engage target s beyond the limited lines
• SIght. The disadvantage is that they explode the

-eenent they strike a structure, meaning warr iors can
ter deep within the ruin.

B.arrage weapons always stnke the highest level that is
IP'lder the hole in the centre of the marker. Only
-eoeis on this level and under the template are

ually hit

Template weapons
When targeting a unit in a ruin, template weapons

as a flamer) may on ly affect models under the
late on a single level. This can be on the same
as the firer, or one level higher or lower. The f irer

ioJSt declare wh ich level isbeing targeted before
the template.

sommer, jump infantry or jetbike model that f ires cl

plate weapon may target models on any sifl<}le level
O' ee rum.

RUINSAND ASSAULTS
e an assault begins. both friendly and enemy

l""lIOdels can end up scattered all over the ruin . For the
~~e of simplicity, the same princip le described for unit
:oherency is used to determine which models are

IIPnqaged in an assault. That is to say, distances between
els on different levels are measured between the

/wads of the models on the lower level to the bases
1 the models on the upper levels (see page 82).

some cases the ruin might genu inely be unstable or
weven. or the space could be very limited on a

«uta r level, making it impossible to move assaulting
'!I"llX!t'ls Into base-to-base contact with the unit they

to esseult. When this happens, it is perfectly
ceptable to place models as close to their foe as is

safely possible, including the level below or above,
~Ing that you place the assaulting models as close

posSIble to their opponents and you make clear to
r opponent which of your models are in base-to­

contact with hrs models. We find that directly
Of above works well , representing them charging

or down a f light of stairs.

"There win be no retreat
fr om Hades H ive.
Wc will light to the cod:

As the hoW in me markerMs tM UpPff~ first only one
model is hit by the barrage WN,POfl.

The middle level is declared as the target of the flamer and
therefore only tINO Genestealers are hit. Note tret the top
1f'Vf'1 is not a valid targer as It is reo high up.

All of me models If! me pkru~ ere~ and con {KJht
except frx models A and B, which dre not w;thin 2" of a
member of their unit that is in base contact with theenemy..
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ORGANISING A BATTLE
Now that you've learned the rules for moving, shooting and fighting with your army,
we'll look at how to organise a game of Warhammer 40,000, including how to
choose your forces, how to set up the battlefield and how to select a mission to play.

ORGANISING A BATTLE

1 Agree poin ts limit & choose forces

2 Prepare the Battlefield

3 Se lect a Mission

4 Deploy Forces

5 Start t he ga mel

AGREE POINTS LIMIT
& CHOOSE FORCES
A game of Warhammer 40,000 can use as many
models asyou can collect. The army lists included in
the Warhammer40,000 Codex books specify the
precise characteristics and abilities of each troop type,
detail the maximum and minimum size of each unit
and provide Cl points value for each model. The better Cl

combatant is, the more points It will cost. Normally a
soldier will have Cl basic cost, which is then Increased If
you upgrade his equipment or abilit ies.

The most popular approach to playing Cl game of
Warhammer 40,000 involves both you and your
opponent selectinq forces to Cl previously agreed points
limit. A limit of 1.500 or 2.000 points per Side produces
a well-balancedgame that can be cond uded in a few
hours. A 500 POints game is still very entertaining,
feeling like a clash of patrols. and normally lasts less
than an hour. Largergamestake proportionally longer.
and you might expect a 3,000 points game or more to
take the entire day - perfect for a rainy Sunday!

As you build up your armies and become more
comfortable with the rules. you will no doubt crave
opportunit ies to get your entire figure collection onto
the battlefieldand play with bigger points values.
Don't be in a mad rush to play huge points-limit
games. It is easier to start small and gain familiarity
with the rules rather than trying to master everything
at once. You will inevitably forget things in your first
few games, so it w ill help to play a number of small.
quick gamesto learn the ropes before moving up to a
larger battle.
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The first thing players need to do when arranging a
game is to decide what points limit they are going to
use. For example, they may agree to play a
1,000 points game. in which case the total value of all
models in each player force must come to 1.000 points
or less (it will often be a few points short. but it stili
counts asa t.oco points game).

FORCE ORGANISATION
Once they have agreed a points limit, the players will
pick their forces. The best way to do this is to use the
full army lists in the relevant Codex book for each army.
but players just starting out can useany models that
they have in their collection. As detailed in each army's
Codex, all the forcesyou can useare ceteqonsed
broadly by categories that tell you something about the
role they play in the army. These rolesare normally:
HQ, Troops, Elites, Fast Attack and Heavy Support.
Occasionally, a Codex might introduce new categories
or give them alternative names, which better reflect
their role In the army in question, but such exceptions
will be clearly explained in the Codex's army list section.

HQ
A Headquarters urut might be a single heroic
commander or fearsome monster. ThE'SE' models are
amongst the most powerfu l in the game. as leaders will
generally have access to more special equipment than
everyone else. They are not invincible, but can provide
a powerful spearhead for an attacking army, and a
strong core for a defensive one. Every army contains at
leastone Headquarters unit to command it.

Troops
These represent the most commonly available soldiers
in an army. Thisdoes not mean they are poor fighters
though; the category includes such troops asSpace
Marinesand Ork Boyz, both formidable adversaries.
These are the warriors that make up the bulk of an
army, and every army will have at least two such units.
These units' main tactical role is that of consolidating
the gains of the army and defending the objectives that
have been taken by the army's more specialised units.

El it es
Eli te units are normally powerful but expensive.
They are the best soldiers an army has to offer, but
there are never enough of them. In some cases they
will be specabsts. while at other times they will be
more experienced versions of the recutar soldiers.
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Fast Attack
Fast Attack units are generally (surprise. suronset) faster
than their comrades and are masters at manoeuvre.
Often they are responsible for reconnaissance and
scouting. while at other t imes they are assault troops
relying on speed to strike at the heart of the enemy.

Heavy Support
Heavy Support units are literally the big guns of the
army. In thi s section you wi ll f ind the heaviest items of
equipment and the toughest creatures. However, these
units are also very expensive in points. SO an over­
reliance on them might leave you badly outnumbered .

FORCEORGANISATIONCHART
The minimum and maximum numbers of each of these
types of unit fo r each army are detailed on the force
organisation chart of each army Codex book . Shown
()(l this page is an example of one such chart . which is
the one used by most armies for standard missions
u.e. the three mssons presented later in ttus section ).

One box on the chart allows you to make one selection
from that part of your army list. Dart: boxes are
compulsory selections. As you can see. normally you
will have to take at least one HQ selection and two
Troops selections. These compulsory choices ensure that
wh atever else you select. your force will have a core
WIthin it that is representat ive of that army. This is
rarely a disadvantage and many players often use the
maximum number of Troops selections.

Somet imes a single choice on the force organisation
chart will allow you to select more than one unit. This
will always be explained in the appropriate Codex. so
be sure to read it carefully,

M ultiple detachment games
As your collection of miniatures grows, the urqe to use
them all at once wi ll become hard to resist. Above a
total of 2.500 points . the force organisation chart
deliber ately becomes a very limitin g factor. The chart
allows you to bu ild the minimum sized force that can
reasonably be expected to complete a mission. On a
larger scale. an army will consist of many such
detachments. each perfo rming separate missions. If you
want to play an especially large game then . as we ll as
agreeing a points limit, you should also agree a
maximum num ber of detachments. Each detachment
will be a separate army, using its own force
organisation chart .

Ded icated tran sports
Dedicated transport vehicles sit outside the Force
Organisat ion structure. as they are attached to the uni t
they are bought for, When this distinction is called for
ttor example in some missions or deployment types).
dedicated transport vehicles coun t as being from the
same force organisation category as the unit they were
bought for. For example, a Rhino bought fo r a Space
Marine Tactical Squad (Troops) counts as a unit of
Troops. but if it was bought for a uni t of Veterans
IElites) It counts as Ehtes .

Ot her exceptions
QUite a few Codex books include units that. much like
deocated transports. are not part of the army's force
org anisation chart . This may be because they are too
puny. specialised support units. or simply not part of
me main fighting fo rces of that race. Often labelled
.'VIth terms such as 'supernumerary' or ' insignificant' ,
inese units normally do not count towards the number
of choces the player can make from the force
organi sation chart and have rules that wi ll clearly tell
'he player how many can be induded in his force.

Non-standard mi ssions
Players may of course make up their own missions.
varying the way units are deployed, the victory
conditions. the terrain. or even adding their ow n
mission special rules to represent artillery barrages.
volcanic erupt ions, alien teleportaton devices or
anything else you can think of . They may also decide to
vary the force organisation chart. to represent different
forces, more suitable to their missions. They may want
to cbanqe the compulsory/optional units, or increase.
decrease or remove altogether one kind of unit (no
Heavy Support and two compulsory FastAttack units.
representing a rapid insertion force. for example).
More examples of non-standard missions can be found
on page 266 and In other Warhammer 40.000
supplements (explained on page 274 and 278).
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PREPARE THE BAITlEFIElD

THE GA MING SURFACE
Standard missions are designed to be played on a 6'x4'
gaming surface. with each player sitting behindone of
the long tableedges ('his own' table edge, see diagram
below). The concept of 'own' table edge is important,
because when units fall back, they will always fall back
towards 'their own table edge ' . We assume this is in
the direction of the ir base of operations. The remaining
two edges of the gaming surface are referred to as the
two 'short table edges', which do not belong to any
player, as shown in the diagram below.

If you are playing Cl game w ith a very large or small
points limit, you may want to consider larger or smaller
gaming surfaces Whatever the size and shape of your
table. it is important to establish the different table
edges as described.

The Gaming Surface

SETIlNG UP TERRAIN
Setting up a well-modelled. interesting battlefield will
enhance the enjoyment that you get from playing a
game of Warhammer 40.000. Many players will co llect
several armies before considering the possibility of
investing in some good terrain. This is a shame. as a
new set-up for your games can breathe fresh life into
the most heavily played armies and missions.
Adapting your tact ics from fight ing in rolling woodland
to capturing buildings, ruins and other heavily
defended positions is both challenging and fun.

It is best if the players place the terrain together,
ensuring that the set-up is acceptable to them both.
Alternatively, you may ask a third person to set up th e
terrain in a fair mann er. A third common way of setnnq
up the terrain is fo r the player hosting the game (or
arriving first at the club) to set the terrain up, and for
the other player to automatically win the roll to choose
who deploys first (see missions). In tournament play,
terrain will normally be pre-set by the organisers.
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HOW MUCHTERRAI N?
As a general rule in Warhamme r 40,000, the more
terrain, the better the gaming experience. If you use
too little terrain, games w ill be short and not very
satisfactory, with too much advantage going to the
player who gets to shoot first. For a balanced game,
where close combat troops have a chance to get into
contact with the enemy without being completely
blown away in a couple of turns, we expect that about
a quarter of the total playing surface should have
terrain on it. The assumption here is that if terrain
pieces are roughly 12 · by 12 · , th en six or seven pieces
are needed to ful fil the 25% recommendation on a
standard 6'x4 ' table (of course these dimensions are
approximate and terrain features like woods should not
be square, as irregular features look much better!).

In your terrain collection there should be a good
mixture of types. An equal division between terrain
which interferes with line of sight and provides cover
(such as woods o r ruins), terrain w hich provides cover,
but does not block line of sight (such as barricades,
craters, scrubland and low rubble) and terrain which
blocks line of sight complet~ (such as hills, rocky
outcrops, bUIldings, etc.j makes for good tactical play. It
is best to build your terrain collection with th~ in mind,
otherwise the game balance could be seriously
affected. Terrain that com pletely blocks line of sight is
particularly important. Too much of It and your ranged
f irepower w ill be seriously impa ired favouring assault
t roo ps; too little and the game will turn into a shooting
match, with very little movement or tact ical choices.

DEFI NE THE TERRAIN
Before continuing, you should agree with your
opponent hOVoI to def ine each piece of terrain you are
using (see pages 13 and 77 for more details). This
doesn' t take more than a few minu tes, but it is
important to do before the batt le starts - otherw ise it
has a tend ency to cause confusion and arguments in
the middle of the game. Of course if you are playing
with your usual adversary on the same terrain that you
always do, this will be as simple as saying·Just like last
nme. okayr However with a less familiar opponent. or
if you are playing over some new terrain, remember to
clarify the following:

• Which terrain pieces are area terrain , d ifficult
terrain or d angerou s terrain (or a combination)?

• Which terrain pieces are impassable terrain ?

• Which terrain pieces are ru ins?

• What cove r saves do different terrain pieces confer?

• Wh ich building s are impassabl e?

• What are th e Armour Val ues, fire points , access
points and capacity for any buildings'



EXAMPLE BATTLEFIELDS

Hillsprovide good vantage
poin ts for shooting.

vehicles can move
fasteron a road

•

A fomfiecj bdstiotl is
sure to be me focusof
fierce fightIng,

Wilderness o utpos t
The battlefieldon the right has been
based around the wargaming terrain
staples - woods and hills - with the
addit ion of some other elements to
provide the Warhammer 40,000 flavour.
The players have taken turns to place the
'wilderness' elements of the terrain. and
because neither knows yet where hisarmy
will be deploying, they have both taken
care to ensure there is an even spread
over the table. This means that wherever
their forces end up, there wilt be some
cover nearby.

The use of a bastion makes it clear that
the batt le is set in the 41st Millennium.
Becausewhichever side occupies this
building will have a useful advantage, the
players have agreed to place it in the
centre of the table - the armies will have
to fight to gam Its protection . The road
will allow micles to cross the board
quid:.Iy. in order to transport passenger;
or contest objectives themselves - plus It
really adds to the look of the batt lefield.

Smdl/squads can
she/ter from enemy
fire wi thin craters

,

l arge pilesof rubble
break up the line of
sight across the table.

I

War-torn settlement
In the exampleon the left. one player has
set up all the scenery, arranging it to
represent a small settlement. blasted and
ruined by years of war. His opponent will
then get to decide whether to deploy first
or second, thereby choosing the best
angle of attack.

The various ruins wi ll block models' views
across the table, forcing units to
manoeuvre and advance on the enemy.
Of course models in the upper levels of
the ruins win have a great vantage point.
so thesestructures will be tactically
important - especially if objectivesare
placed within them. The pilesof rubble
and barricades provide cover for wemors.
as do the craters. Squads that run from
one piece of terrain to the next will be
able to stay protected from enemy fire.

BarriciJdes will offer
protection while troops
closeWith the foe.

Upper IevE4s of the
ruins provide great
firing positions.

Serve th e: Emperor today.

tomorrow you may be: dead.
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STANDARD MISSIONS CHART

SELECT A MISSION
Missions definehow to work out which side has won,
dictating the tactics that the players wi ll have to
employ during the battle. The three standard missions
in this section are the most common way Warhammer
40 ,000 battles are played. They are relative ly simple,
and do not require an army that is designed specifica lly
towards a single style of play You can either agree with
your opponentwhich mission to play, or roll D6 and
consult the chart below:

SCORING UNITS
During a military campaign the most powerful and
specialised units assault the objec tives and take them.
They then forge ahead to the next objective, engag ing
the enemy with liqhtninq-tast assaults and irresistible
armou red thrusts, It is left to the grunts. the squads
making up the bu lk of any f ighting force, to dig in and
consolidate any territorial gains, defending the
objectives from any enemy counter-attack,

WIPEOUT!
Regardless of the victory conditions, if at the end of
any standard mission you r enemy has no units left on
the table, you win the game!

MissionD6

Seize Ground
Capture and Control
Annihilation

The concept of scoring units is central to the f irst two
standa rd missions, which are won or lost by controlling
more objective s than the enemy (see those mission's
victory conditions), and only scoring units can do that.

ENDING THE GAME
Standard missions lest a random number of game turns
- betw een five and seven. At the end of game turn 5,
a player must roll a dice. On a 1·2 the game ends
immediately, on a 3+ game turn 6 is played. If this is
the case, a player will roll another dice at the end of
game turn 6, and this time on a 4+ the game
continues and game turn 7 is played. At the end of
game turn 7, the game ends automatically.

In standard missions, as soon as the game ends and
before working out victory conditions , all units that are
fall ing back are removed and count as destroyed.

An army's scoring un its are all the units that come f rom
its Troops allowance. The presence of other units may
deny an objective to the enemy, but only Troops can
control it. There are a few exceptions, however, when a
unit of Troops does not count as scoring :

• If it is a vehicle.

• If it has the Swarm special ru le.

• If it has a special rule specifying it never counts as a
scoring unit.

Unit of Troops embarked in a transport can control
objectives (measure the distance to the ir vehicle's hull ).
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SEIZE GROUND
The battlef ield is strewn with discarded equipment.
wounded comrades. suppliesand other detritus of
war that. for venous reasons, you wish to recover.
You must fi ght off the enemy while scouring the
field to secure as many of theseVItal objectives as
you can.

Victory Condit ions
Before deciding deployment zones (see next section
- Deploy Forces). the players must determine the
position of 03+2 objectives. Thewinner of Cl roll-off
chooses a point on the table to be an objective (by
placing Cl counter on it, choosing Cl detail of Cl terrain
feature. Of any other method tha t isequally clear).
Then the opponen t does the same, and the players
alte rnate choosing Cl ocmt on the ta ble unti l the
position of all th e objectives has been determined.

CAPTURE AND CONTROL
Both sides are attempting to captur e the enemy base
of operatio ns or another similarly vital objective,
whilst defending th eir own.

Victory Conditions
After deciding deployment zones. but before
deploy ing any unit (see next section - Deploy
Forces), start ing with the player that w ill deploy first.
each player chooses a point in his own deployment
zone to be an objective (by placing a counter on it.
choosing a detail of a terra in feature, or any other
method that is equa lly clear). These objectives may
not be in impassable terrain o r within 24 ' of the
other objective.

ANNIHILATION
Some battles are fought with only one goal - find
your enemy, crush him utterly and take away his
means to mount further resistance.

Vi ct ory Conditions
At the end of the game, each player receives
1 'kill point' fo r each enemy unit that has been
completely destroyed .

If a character has a retinue, the character and his
uni t are wo rth 1 kill poin t each.

The player with the highest total of kill poin ts
wins. If the players have the same total. the game
IS a tactical d raw-

These objectives may not be in impassable terrain,
nor within 12" of a tableedgeor anotherobjective.

After posit ion ing the object ives, deployment of the
forces begins, as described in the type of
dep loyment being used.

At the end of the game you cont rol an objective if
there is at least one of your scoring units, and no
enemy unit (any unit. whether scoring or not).
wi thi n 3· of it. As different objectives vary in shape
and size, It is import ant to agree at the beg inning of
the game exactly where this distance will be
measured from.

The player controlling the most object ives wins.
If th e players control the same number of objectives.
the game is a tact ical draw.

After positioning the Objectives, deployment of the
forces begins, as described in the type of
dep loyment being used.

At the end of the game you control an objective if
there IS at least one of your scoring units, and no
enemy unit (any unit. whether scoring or not).
wi thin 3· of it. As different objectives vary in shape
and size. it is important 10 agree at the beg inn ing of
the game exactly where th is distance will be
measured from.

The player controlling the most objectives w ins.
If th e players control the same number of objectives.
the game is a tactical draw.

"Strike fast and suddenly. Attack

without warning. Secure victory before

the foe is aware of the danger.

Remember always. a war is easily won

if your enemy does not know

he is fight ing.
w

Mu i".., of Lord Cuml Sobr r>.bd uriu

I
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DEPLOYMENTTYPE CHART

- --
DEPLOY FORCES
Sometimes battles occur betwe en forces that have
been in place fOf weeks, carefully preparing their
positions. while at other times cl skirmish between
patrols escalates into cl major engagement. With
reserves pouring in from other sectors. You can either
agree with your opponent which type of deployment to
use for your armies, or roll cl 06 and consult the chart:

SEIZE THE INITIATIVE!
In war, no plan survives contact with the enemy. In
any standard mission, just before the player that
should go first begins his first turn, the opponent
can decide to try to steal the «utenve. catching
the enemy flat-footed . If he decides to do so, he
rolls a dice. On a result of a 6. he will go first
instead, immediately bf!9lnning his first turn (and
no, the opponent cannot then try to seize the
initiative back again!).

INFILTRATORS AND SCOUTS
In all three types of deployment, the sequence is the
same. First the players deploy their forces (apart from
any unit left in reserve or that chose to use their
'infiltrate' special rule). Then they deploy their
infiltrators (as described on page 75), and finally they
move units with the 'scouts' special rule (see page 76).

MISSION SPECIAL RULES
All standard missions and deployment types use the
following mission special rules, detailed on pages 94
and 95: 'reserves' and 'deep strike'.

MUlTIPLE UNIT CHOICES
Note that occasionally the Codexes allow the player to
include several units in his army at the cost of a single
force organisation slot (like dedicated transports, etc.).
Apart from being bought asa single choice, these units
operate and count as separate units in all respects.

Deployment ty pe

Pitched Battle
Spearhead
Dawn of War

D6

1-2
3-4
5-6

A NOTE ON SECRECY
To keep thingsfair. you should always allow your
opponent to read your force roster after cl game. In the
same spirit, always makeclear to your opponentwhich
squads are embarked in which transport vehicle.
However, before start ing to deploy their armies, it is cl

good idea for players to agree whether or not they can
read the opponent's force roster before and durmq the
game. Someplaytm prefer full disclosure (wh ich is the
norm in tournaments, for example), as they want to
concentrate on outmanoeuvring the enemy rather than
springing a secret trump card on them. Others prefer to
leave a feel of secrecy around their lists, asbluffing can
make a game reallyentertaining. The choice is yours!

PITCHED BATILE - LDng Table Edges
In the most classic style of engagement, the two
opposing forces deploy in battle formation and
advance head-to-head, guns blazing.

The table is divided lengthways into two halves, by
drawing an imaginary line through the middle of the
short table edges. Forexample. a 6'x4' table would
have two 6'x2' halves.

The players roll-off , and the winner chooses to go
first or second. The player that goes first then
choosesone of the long table edges to be his own
table edge. He then deploys his force in his half of
the table. with all models more than 12" away from
the table's middle line (this is his 'deployment lone'),
His opponent then deploys in the opposite half.

Deploy any infiltrators and make any scout moves.

Start the game! Once deployment has finished. the
player that chosehis deployment lone first starts
game Turn 1 with his first player tu rn.

,,,,,,,,,,,,,,,. '.. 12 .. • 12- ..,,,,,,,,,,,,,,,,
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SPEARHEAD - Table Quarters
Both armies are trying to outflank me enemy. when
contact is made and battle erupts.

The table is divided into four quarters, formed by
drawing two imaginary perpendicular lines through
the centre point. So a 6'x4 ' table would have four
3'x2 ' quarters.

,,,
---1"-1-2~'

: '\,,

The players roll-off and the winner chooses to go
first or second. The player that goes first then
chooses one of the long table edges to be his own
table edge. He then deploys his force in one of th e
two table quarters on his side the table, more than
12· away from the centre of the table (this is his
'deployment zone'). His opponent then deploys in
the diagona lly op posite quarter.

Deploy any infil trators and make any scout moves.

Start the game! Once deployment has finished. the
player that chose his deployment zone first starts
game Turn 1 with his first player turn .

DAWN OF WAR - Table Halves
A cl.3sh of patrolsesceeres into a majorengagement
as the sun risesand reinforcements begin to pour in.

The table IS divided lengthways into two halves.

The players roll-off. and the winner chooses to go
first or second. The player that goes first then
chooses one of the long table edges to be his own
table edge. He then can dep loy up to two units from
his Troop s selections and up to one unit from his HQ
selectio ns in his half of the table (this is his
'deployment lone'). His op ponen t then does the
same in the oppos ite half. but must positio n his
three units more than 18 · from enemy units.

Troops and HQ units th at can infiltrate. can do so. as
long as at the end of deployment the player still has
a maximum of one HQ and two Troops units on the
table. lastly, players make any scout moves.

Start the game ! Once deployment has flnished, th e
player that chose hISdeployment zone fIrst starts
game Turn 1 with his first player turn.

All units that were not deployed, and were not
declared to be in reserve during deployment. must
enter the game in the Movement phase of their f irst
player turn by moving in f rom thei r own tabl e edge.
Just like uruts moving in from reserve.

During game Turn 1 the Night Fighting mission
special rule is in effect.

Eumple: plaj'ff A wins the roIkJff and deploys an

infantry umt from his Troopsand one fflOIlSrr0u:5

creature from his HQ, in IUs half of the tabk. '*also
dedaff'S dldra secondinfantry unir from his TroopswiU

useifSInfilUate ability In his half of the table, player 8

then deploys a uni t of Troops. already embarked into

their dedicated transport (which is his second umt of

Troops). ~ then deploys an independent character from

his HO, joming the unit emw rked in (he rranspon.

Finally. playerA deploys his in filtrating umt.
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RESERVES
Reserves are forces in the same sector as the units on
the battlef ield who can be called in to reinforce them
at relatIVely short notice.

Prepar ing reserves
When deploying their army. players maychoose not to
deploy one or more of the units in their army and
instead leave them in reserve. Units in reserve will
become available in later turns of the game.

During deployment. when declaring which units are left
In reserve, the player mustdearly explain the
organisation of his reserves to the opponent.

First he must specify to the opponent if any of his
Independent characters left in reserve are join ing a unit,
in which casethey will be rolled for and will arrive
together, or not in wh ich case they w ill count as a
separate unit when rolling for reserves.

Similarly. the player must specify if any transport vetucle
in reserve is carrying any of the infantry units anGlor
independent characters in reserve. If they do, the omt
and the transport wi lt be rolled for together and will
arrive together. Remember that a dedicated transport
can only be deployed, and consequently can only be
kept in reserve, either empty or transporting the unit it
was selected with (plus any independent characters).

If units in reserve have the 'deep strike', 'scout' or
'infiltrate' special rule. the player must declare to his
opponent, during army deployment, whether they are
going to use their special rules to deep strike/outflank
or they are going to enter from his own table edge
when they will become available (see Arriving from
Reserve). ThIS decision may not be changed later.

Rolling fo r reserves
At the start of each of his Movement phases except the
first, before moving any unit, the player must roll a dice
for each of his units in reserve. Depending on the tu rn
in cuesuoo. a certain result will mean that the unit has
arrived. For example, on Turn 1 no reserves arrive, on
Turn 2 the player needs a 4+ for a unit to arrive, and so
on until Turn 5, when any units left will arrive
automatICally (see the Reserves table on this page).

Once all of the uruts have been rolled for, the player
picks any one of the units arriving and deploys it,
moving it onto the table asdescribed later. Then he
picks another unit and deploys it, and so on until all

94 THE RU LES SECTION: Organising a Battle

RESERVES TABLE

Turn Unit arrives on a roll of:

1 NlA
2 4+
3 3+
4 2+
5+ Automatic

arriving units are on the table, The player may then
proceed to move his other units as normal.

Note: you must roll for reserves assoon aspossible and
must bring them onto the table as soon as they are
available. You may not delay making the dice rolls or
keep the reserves hanging around off -table until you
decide you need them!

Arri vi ng f rom reserve
When a reserve unit arrives, it must move onto the
table from the controlling player'sown table edge
(unless it's deep stnking or outflanking). Each model's
move is measured from the edge of the batt lefield, as if
they had been positioned just off the board in the
previous turn and moved as normal. This means It is
incorrect to place a model on the board touching the
edge and then move it - this would mean it moved too
far, especially in the case of large vehicles.

If a unit hasa special rule forCIng it to fl"I()I,'E' in a
specific dnecton (such as 'rage', for example) or that
could stop it from moving, the rule is ignored in the
phase when it arrives from Reserve.

Certain rare units are permanently immobile. jf a unit
like this cannot be deployed (for example in the Dawn
of War deployment), or the player decides to keep it in
reserve, It wil l enter the game by deep strike. This
represents the immobile unit being airdropped or
telepcrted into battle.

Outflank
During deployment players lThly declare that Units with
the 'scout' or 'infiltrate' special rules are attempting to
outflank the enemy. This means they are making a
wide sweeping move to come at the foe from an
unexpected direction. When an outf lanking unit arrives
from reserve the controlling player rolls a dice: on a 1-2
the unit will come in from the short table edge on the
player's left; on a 3-4 they will come from the right. on
a S-6 the player can choose left or right. Models move
onto the table as described for other reserves, above.
Note that if such units are picked from their army list
together with a dedicated transport, they may outfl ank
with their transport, but jf they do so they must move
onto the table embarked in It.



DEEP STRI KE
Some units' special ru les anow them to enter play via
tunnelling. teleportetlon. flying, or some other
extraordinary means. If you wish to use this 'deep
strike' option, then the units in question must begin
the game in reserve(even jf you are playing a special
mission where the 'reserves' special rule is not being
used). Roll for arrival of these units asspecified in the
rules for reserves and then deploy them as follows.

Fir..t place one model from the unit anywhereon the
tab le. in the position you would like the unit to arrive ,
and roll the scatter dice. If you roll a hit the model stays
where it is. but if an arrow is shown this determines
the direction the model is scattered in. If a scatter
occu rs, roll 206 to see how many inches the model
moves away from the intendedposition.

Once this is done. the unit's remaining models are
arranged around the first one. Models must be placed
in basecontact with the original model in a circle
around it. lNhen the first circle is complete, a further
circle should be placedwith each model touching the
circle inside it. Each circle should include as many
models aswill f.t.

Models arriving via deep strike treat all difficult terrain
as dangerous terrain.

In the Movement phase when they arrive, these units
maynot move any further, other than to disembark
from a deep striking transport vehicle. Units deep
striking into ruined buildingsare placedon the ground
floor, They may not deep strike directly msde a
transport vehicle or a buildIng, which will count as
impassable terrain as normal.

In that turn's Shooting phase, these units can fire (or
run) as normal, and obviously count as having moved
In the previous Movement phase . Vehiclescount as
having moved at cruising speed .

In that turn's Assault phase, however, these umts may
not launch an assault (even if they have the 'fleet'
special rule), unless dearty stated in their scecet rules­
they are too disrupted by their deep strike move.

Note that some units always have the option to deep
strike, while others may only arrive in this way in
missions where the deep strike special rule is used.
Of courseall the standard missionspresented here do
use deep strike, so normally you won't need to worry
about thisdstmcnon.

Even a man who has nothing
can still offer his life.

Deep strike mishaps
Teleporting or dropping onto a crowded battlefield may
proveextremely dangerous, asone may arrive miles
away from the intended objectiveor even inside solid
rock! If any of the models in a deep striking unit
cannot be deployed because they would land off the
table, in impassable terrain, on top of a friendly model.
or on top or within 1· of an enemy model, something
hasqone wrong. Thecontrolling player must roU on the
deep strike Mishap table and apply the results.

DEEP STRIKE MISHAP TABLE

06 Effect

'-2 Terr ible accident! l eleporting troops are
lost in the Warp, deep striking jump infantry
are shot down with their transport, or some
other suitably dramatic event occurs. The
entire unit is destroyed1

3-4 Misplaced. Were the coordinatesslightly
inaccurate, or has the enemyjammed your
instruments? Youropponent may deploy the
unit anywhere on the table (excluding
impassable terrain, but including diff icult
terrain, which of course counts as
dangerous for deep striking urutstj. in a
valid deep strike formation, but without
rolling for scatter.

5-6 Delayed. Because of mechanical failure or
enemy ecnon. the reinforcements are
delayed. The unit is placed back in reserve. If
the unit is unlucky enough to roll this result
in turn 5 or later and then the game ends
while it is still in reserve, it sadly counts as
destroyed.

NIGHT fiGHTI NG
It is much harder to accurately identity enemy units at
night warriors must be sureof their targets before
opening fire, and tend to be more cautious than
normal. After selecting a target, but before a unit fires,
a check needs to be made to see if the firers can clearly
spot their target through the darkness. Roll 206 and
multiply the result by 3, then measure the distance
between the two units (remember that distances
to/from vehicles are measured tolfrom their hull, and
not their guns), If the distance between the firing unit
and their target is higher than the total rolled, the unit
cannot fire at all in this Shooting phase, as they search
the dark for a target that never appears.

Barrage and ordnance barrage weapons can still fire at
targets in the dark, but if they do and fail to roll a hit,
they add an extra 06 " to the distance scattered.
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DARK MILLENNIUM
For 10.000 years. the galaxy spanning lmperium of Mankind has
endured. surviving disasters, heresies and invasions from alien races
intent on the extinction of humanity. Thetide of the Empel'Of's enemies
is only held back by the vigilance of the Imperial fleets and the weapons
of humanity'S armies. Millions of soldiers fight over a thousand worlds
against every conceivable type of foe: from the all-<onsuming Hive
Fleets of the Tyranldsand the rampaging invasions of the warmongering
Orks to rebellion and insurrection from withrn.

To be a man in such times is to be one

amongst untold billions. It is to live in the

cruellest and most bloody regime imaginable.

This is the tale of those times.









It is the 41 st millennium and Mankind stands on the brink of extinction.

-

THE IMPERIUM OF MAN

Masses of pi/gn'ff15 arrive each day Many havE'
travelled their entire lives to set foor upon Terra.
Many are trampled to dE'dth by their fellows during
the journey from shrine to shrine, othersare
executed by the grim ludges of the Adeptus Arbires
for straying into restricted areas. Those thar survive
can expect only a future of penury and wasting
dE'd th, for the Impenum wastes no resources on
those who refuse to help themselves. Yet still the
pilgrimscome, believing it better to die within sight
of r~ Imperial Palace than to live any.'llhere else.

The spiritUdI t een of rhe Imperium is ancient
Terra, cradleof the human race. Terra isa

sprawfinghhteof towering metal spires. gorhic
cathedrals and ancient ruins Untold billions shuffle
through the polluted air; mindles:sJy f!'king out their
mlSefa~ existence benedrh the empty gaze of
gargoyfes and weeptngangels. Numberless scribes
toil by the candlelight of vaulted scriptoria, collating
crucialventies and statisticdlbibelotsof rimes long
since past for fFdSOflS long since lost.

Even on a world chokedby gothic structure and
arcane spires. the Imperial Palace dominates the
skyflne. It is a sp1awling complex of cathedrals.
fortresses andpalaces. where perry functionaries of
all ranksscurryto perform the business of empire.
Ten rhoosandheroes gUdrd the appt'OiKh to the
Imperial Palace's walls. ten thousandst<ttues as
cOOssa/ in stature as they are in memoty. To speak
their names is to invoke the gfFdtest moments in
human history Dam the UnwaverIng. Maldorus the
Pure, Dracas the Conqueror- the lisr goes 00. In
another rime and place these men would havebeen
gods. for their deeds del~ Mankind from the
blackest of days. Here they are rerainers, watching
over in death the Emperor they served in life.
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If the Emperor fails then the Daemons of Chaos will
flood into the galaxy. Every living human will becomea
gateway for the destruction of Mankind and the stuff
of Warp space will submerge the galaxy, There will be
no physical matt er. No space. No time. Only Chaos.

rotted carcass, kept alive by the mysteries of ancient
technology. His immense psychic powers envelop and
protect Mankind across the entire galaxy_His
consciousness wanders through Warp space, warring
against the Daemons that inhabit it, keeping d osed the
doors between this world and the next.

Four hundred centurieshave passed since man stepped
out into the cold of space. Forty thOuSand years. An
q so 1009 that its history liesshrouded in legend.
'Nho knows how Mankind came to be scattered across
a million disparate worlds? Who remembers the wars
that split the Earth asunder and dragged humanity
down to the level of brute beasts? Who would
recognise the namesof Earth'sanoent ruins, of nations
destroyed and peoples long since crumbled to dust? To
mese questions there can be no answers. From those
umes come only whispers of horror and death.

thousand yearsago the Emperor lived and
breathed as a mortal man, but his physical life has long

e ended, crushed out of him by Horus. the Great
Enemy, in the final battle for Earth. Today, as for the
last ten thousands years, the Emperor lives only by the

e of his supreme will. His broken and decayed body
preserved by the stasis fields and psi-fusion reactors

of the Golden Throne. His great mind endures inside a

THE EMPEROR
This is the time of the Emperor, the Age of the
Imperium . It is an epoch of war already ten thousand
veers old. In this war mere survival is justly hailed as a
l'ICtOl)'. Defeat can only lead to the irrevocable end of
hUmanity and to the destruction of the very fabric of
• e universe. It is a war waged across the galaxy - in
::he darkness of space, on a milliOfl wooos, and within
:he depths of (!Very human soul. There can be no
peace, only the stillness of oblivion.

Over one hundred centuriesago the Great and
Beneficent Emperor of Mankind ascended to the
Golden Throne of Earth. l egends hint darkly at the
temble wars of the Horus Heresy, of the battles that
'aged across the galaxy, and of the final victory of the
Emperor over the thrice-damned Horus and the forces
0' Chaos. The truth lies buried under millennia of
superstition, submerged beneath myth and locked
Dehlnd adamantine doors sealed with ancient runesof
power. The Oflly man who might remember those far­
or. days is the Emperor himself, and none can guess

t thoughts revolve inside his undying skull.

From the palacesof Holy Terra, the High toros of the
Imperium watch as their domain crumbles. Armies and
"eets fIght on with the valour of heroes, calling for
reinforcements that do not exist. In shattered
cathedralson a million worlds, Imperial CItizens pray
WIth the desperat ion of the damned, begging their
enmortal Emperor for a salvation they shall never see.
As the linesof battle draw ever closer to Terra, the light
of the Emperor fades and darkness swallows all.
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THE ADEPTUS TERRA
The Emperor has not spoken nor moved since his
iocarcerano n in the arcane mechanism of the Golden
Throne. His material body is to all intents dead, and his
psychic mind is wholly preoccupied within Warp space,
f ighting for the preservation of Mank ind . All that is left
of the Emperor is consciousness dreorced from the
mater ial world, incapable of ordinary communication
with his billions of devoted servants.

The Imperium is ruled in the Emperor's name by the
incalculably vast Adeptus Terra, the ancient Priesthood
of Earth, whose masters are the High l ords of Terra.
The Adeptus Terra numbers billions upon billions of
individuals on Earth alone. Its offices span the galary
and its powers extend to every human worl d. No man
is free from its influence or from the strictures of its
rule. The Emperor has become a god and saviour to
sprawling Mankind. Supersti tion and dogma have
become the rituals of worship.

The Adeptus Terra is a huge and mutu-tacetec
organisation. It is divided and subdivided into countless
subordinate organisations, millions of offices each with
awesome pc1'NE'fS over the common man. Indeed, the
Adeptus Terra is so vast that no one can say with
certainty how many divisions work under its banner,
nor what their purpose may be. Ten thousand years of
endeavour has built an entce that reaches Into the
heart of human society. Information isgathered; facts
areaccumulated: taxes are levied. like an ancient and
ponderous dock, the wheels of bureaucracy grind
slowty forward, carried by their own momentum,
without thought or consideration. Only a very few of
the most important of these vast organisations are
known to the average citizen - it is doubtful anyone
knows the full extent of the Adeptus Terra.

50 vast is the Imperium, so colossal are the distances
and delays in communication betwe en branches of the
labyrinthine hierarchy that centralised rule and accurate
census are impossible. Billions of citizens die every day,
t iny embers lost against the backdrop of the stars, their
passing unnoticed for a thousand years or perhaps not
even noted at all. Orders issued by the High Lords must
run the gauntlet of the Imperium 's ponderous
bureaucracy, passing down through 5egmentum
commanders, sector and sub-sector admin istrators
before reaching planetary governors who must enact
those edicts . Such communications are prone to
alteration, so the orders a governor receiveswill often
bear little resemblance to those that were issued . Pleas
for aid or darification may not be acted upon for
centunes, whilst the request plies its uncertain path to
a functionary senior enough to take action . Indeed, it is
not uncommon for fleets and armies to arrive at a war
zone to discover the conflict they were despatched to
wage has long since concluded. So it is that some
worlds fall into anarchy or are abandoned to a terrible
fate through simply being forgotten, having slipped
through the cracks of the Imperial bureaucracy.



- . ,

AN EMPIRE AMONG THE STARS
The Imperium of Man comprises Cl million inhabited
woods. stretching from the furthest reaches of the
Eastern Fringe to the distant Halo Stars. Although this
IS Cl huge number of planets. It is as nothing when
compared to the immensesize of the galaxy itself. The
tmperium is spread very thinly across space: its worlds
are dotted through the void and divided by hundreds,
If not thousands of light years. It IS therefore wrong to
thmk. of the Imperium in terms of Cl terntory which
extends across the galaxy. The truth is far more
complex. The Imperium'sholdings are scattered far and
WIde by the vagariesof Warp travel and spatial drift.
One Inhabited system may be separated from its
nearest neighbour by alien civilisations. unstable
Warp storms, dimensional cascades or unexplored
space, Indeed, Mankind's ignorance of his environs far
exceeds his meagre knowledge, for humanity hasyet
to explore much of the galaxy. Who knows what
ancient secrets lie undiscovered and undisturbed
amongst the stars?

The pattern of human settlement throughout the
galaxy owes much to the nature of space travel. All
Interstellar travel is undertaken using Warp drives that
launch a spacecraft into the alternative dimension of
Warp space. Within Warp space a srup can cover the
equivalent of many thousands of light years within a
relatIVely short nme. dropping back into real space far
away from its starting point. The unpredictable and
turbulent nature of Warp space means that some parts
of the galaxyare harder to reach than others. Some
zones are eternally isolated by swirling Warp storms,

dichotornic turbulence and violent currents within the
ether. Other areas can only be reached by difficult and
dangerous routes. or are accessible only during lulls in
the fierce fluctuations of the Warp. Some parts of
Warp space act asdimensional vortices, ensnaring
spacecraft and tearing them apart With impossible
forces. In others, time flows disjointedly with the
material realm. Days become nanoseconds. minutes
stretch into years, and the future spIrals into the past.

"You might as well throw a traveller

into a sea of sharks and tell him
to swim home as send him through

the Warp unprotected."

Fn S, lr' DC, 5th iiclc 10 Niviguor Di d

The Imperium's masteryof Warp space is born of three
factors, The first is the maintenance of ancient
technology by the Adeptus Mecbamcus - the Tern
Priests of Mars who preserve the lore of ancient science
on behalf of the Adeptus Terra. Without the
tectmolonce ! advantageof eff icient Warp engines It
would be impossible for the lmpencm to defend its
scattered planets. The second factor is the existence of
human mutants known asNavigators - cl race apart
which traces its origins to theuncertain times of the
Dark Age of Technology.
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Warp space is an altem.:ttiV'e dimension composed
of erJ€'rgy. as opposed to the physkal matter of

the fNterial universe. There are dangers within the
Warp which can wreck spacecraft and carry them off
course, unexpected turbu lence, Warp storms and
dirnensiondlloops tfldt can trap d ship for eternity.
Theseperils, though calamitous, are asno thing
compared to the profound dnd unirTldginable ddngers

tfldt lurk in the Warp .

Tounderstand these dangers it is necessary to reslise
two important teas about the natu re of rhe Warp.
Firstly. Warp space is composed enri rely of emotion and
psychic energy. Indeed. it is the same psychic energy
which a human psyker draws upon to use his~

to send telepathic~ hurt ling from world to
world, or to propel a psychic bolt of energyagainst a
foe. 5econd1y. Warp space is no t empty. bu t infldbi ted
by many strange and dangerous beings, the most
dangerous of which are the Great Gods of Chaos and
their terr ible legions of Daemons.

Odemons Im t after the flesh and bloodof living
credtures. They Wdnt only to destroy Mankind. to drag
the souls of men back to their shadowy rN/m. to

Only a Navigator can pilot a ship th rough Warp space.
His swo llen cranium houses a mind wh ich is sensit ive to
the tides and currents of the Warp , enabling him to
guide his ship through Warp space to its eventual
destination. The th ird factor whICh makes Warp travel
possible is the immeasurably powerful beacon of tbe
Astrooomican. Broadcast from holy Terra by a choir of
psykers and guided by the Emperor's Will , th is beacon
reaches out through Warp space, where Navigators
follow its gu iding light. It is the Astronomican that
allow Navigators to use thei r powers to the full .
Wi thout it. not even th e most powerfu l of thei r
numbe r could pilot tns ship over the immense voyages
required in service to the Imperium.

W ithout command of Warp space and the ability to
manoeuvre its military forces across the gulf of space,
the lmperium would be unable to function as a whole.
It would w ither and die, torn apart by internal uprising
and alien aggression.

Everywhere, the foes of humanity stand poised to
exploi t weakness and infirmity. Some are traitors from
within - rebel governors and corrupt commanders who
have turned from the Emperor 's mercy for their own
selfish ends. Other foes are alien in thought and deed .
Barbarous Orks descend upon world after world,
plun dering and destroying, leaving death and
destruction in their wake. long do rmant Necrons stir in
the dust of a thousand dead wo rlds, implacable of will
and merciless in nature. Voracious Tyranids sweep
though the galaxy like a plague of locusts, laying bare
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obIlrerate the fNterldl universe and engulf It WIth in the
roiling energy of Warp space. Fortundtely. this isnot
easy ques t to accomplish. Daemons cannot exist for
long in the material univef5e and they need to find
psychk g<Jteways in order to leave the Warp. Such
g<Jteways exist - they are rare, but not sorare tfldt their
thredt can be ignored. The most I/tJlnerable portals of
all are the souls of psykers. A psyker's powers open up

a path belM'en rN/ity and the Warp, a parh wh ich a
Daemon may discover and fol low ro the mind of the
psyker himself .

Such are the dangers of the Warp - at once a boon and
protector, and an unirTldg;ndblehorror. Without the
abili ty to travel through Warp space, the Impeflum

would certainly co/lapse and Mankind woo ld fall victim
ro the thousand perils tre t threaten to d€'5troy it.
Wirhout psykers. the whole~tem of esoo­
telecommunication would be utterly non -existent.
It would be impossible to guide the Imperium 's armies
and fleets against its many enemies. For these reasons
at least Warp space is essential to the Imperium'Svery
existence. Yet at the same time, Warp space harbours
teeoa sogreat ddngerssofXofound, that much of the
Imperium's effort is sPent in combat against them .

whole star systems before moving ever onwards . The
upstart Tau press upon the impertum's boundaries, their
deceptive and iniquitous ideals of common cause as
dangerous as their military advance. From their
wondrous Craftworids in the void, the enigmatic Eldar
cast meddlesome influence across all, tugging at the
fate of other races to assure their ownsurvival.

Yet even these foes are as nothing beside the horrors
tha t lurk beyond the veil of the material universe. From
th e shifting seas of the Warp come Daemons, entities
whos e bodi es are fashioned not of flesh and blood but
unadulterated power, whose food and drink is the
terror and ambition of man . Creatures that draw hatred
and greed for breath, and that will not rest wh ilst a
single man lives.

THE GATHERING DARK
Though the Imperium is surrounded and alone in the
host ile galaxy, it is far from defenceless. The
superhuman Space Marines, the innumerable Imperial
Guard, the ster-conquerinqvessels of the Imperia l Navy
and the mighty machines of the Titan legions, all stand
as a bulwark against threats both within and wi thout,
combating the encroaching darkness WIth f ire and
courage . Yet the Emperor's light grows drmand his
domain dwindles, planet by planet and system by
system. The enemies of Mank ind gather like carrion
and a t ime of endless night presses in . There is no
peace, no respite, no hope of victory.

There is only war,
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SCIONS OF THE IMPERIUM
The Emperor is the strength of Mankind, and Mankind is the strength of the Emperor.

The Impenum is home to countless billions of lost
souls. The teeming masses of humanity throng the
stars, but few have time to appreciate the majestyof
the heavens. For the greater part of the human race.
their only concern is a desperate stru99te for survival.

All servants of the Imperium have a vocation that
defines their existence, often allotted before they are
even born. Pallid citizens toil dayand night at thankless
and futile tasks forced upon them by uncaring
superiors, blind 10 the terrible truths that threaten
Mankind from the void. ObliVIOUS, they sacrifice their
dreams on the altar of false hope, giving their all for
the continuing survival of a decaying ovihsenon that
cares not if they thrive or if they are ground to dust.

In the hab-comptexes of the civilised worlds, the shuffle
of sore-ravaged feet and the scratch of thermoquil
upon vellum is punctuated by the thunder of distant
war. Hunchbacked factotums and aged hcksprttles slave
endlessly under the unforgiVingvigilance of Judrciar­
Prelatesand Titheproctor Suoerans. Only a few hours'
sleep is permitted each night, and even that is plagued

by the grind of constant industry, for the incessant
wars of the lmperium demand a heavyprice. Drooling
Ideosavants trade gibberish with Pendanncum.
natastave and Stasis Clerk in a babel tongue which
none tru ly understand. Even death is no escape; the
remains of the faithfu l are reincarnated asserve-skulls
so that they might serve the lmperium for eternity.

In the streets outside the bao-blccks and
rnanutactorums. the Arbitrators enforce their
unforgiving rule upon the desperate and homeless.
Feral children fight over the dead flesh of the fallen,
their struggles lit only by flickering luminasset into
crumbling masonry. scapegoats, lepers, and pilgrims
press and push in great queues that will last a lifetime,
desperate in mer quests for absolution they will never
receive. Through this SIckly gruel of f lesh stride the
pnvileged few, untouched by disease or the ravages of
eodc rain. It is they who maintain the status quo for
their own hidden ends, they who guide humanity itself.
Some are pure of intent, some embody the corruption
at the heart of the lmperium, but one thing is true of
all • they care not fo r the fate of the common man.

S o u my is big eecugh 10 eOfl<j uer
the gduy. But h ith alcee tlfI

evenu re the universe.

In the billing furnl,e of battle
we shall forge IlIew the iroe .... ill

of a yet stronger race,

Ollly those du t follow the
guidillg lighl of the Emperor mlY

Sil VC their souls.

108 DARK MILLENNIUM; Scions of the Imperium



All Iuil the nurtyrs! On their blood is our Imperium
fouDded. iD their remembn DCc do .c: bODour ourselves.

Thy .ho £US! to~y do so iD igDOnDcc of their
mortll ity. Tomorro. Ihey must die or d UDgc-
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BY THE EMPEROR
Thot. shah n1clld 10 lhy work u the Ippoiolcd hOUf.

Thou slull kIlO' thy Duties.

Thou slull Obey thy MmcT ill 111 matters .

Thou shah rejoice III lhy Service.

Thou sh~h be gTIle!ul of Ihy M.sters f,vour.

Tho u shah Dol mike improper use of thy Masler's ccmm-links, nor his hs-Iiees, ecr his OpliCOD either,

Thou shalt be gild of thy M.ster', Pueishment, for il i5 deserved .nd i' improves thee.

•
"

" Thou slull Dol spu k hut Pu ise of thy MlSltr.

Thou stuh DOl look Upoll tbe .clrks of the Heretic IlOf spe.k of the m.

E.:dourclW r-npc_ MCX\' lI l\' . /

Wc must be .5 Illlslccpiog in
vigil.nce.. swift in judgement.

merciless in deed.

The Priesthood of Mus m.illuin

our Emperor s throne. Thusly do
they underpin the Impcrium cnti re.

Whit feu of dClIth luve we who
know there is immoml ity in the

greal and noble deeds of men?
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THE ENEMY WITHIN
Adestiny unfolding, marred by weakness and mutation

Despite the constant alien assaults and incessant wars
wracking the Imperium, the greatest threat to the
survival of the huma n race comes from wi thin .
Mutation sweeps across the lmpertum like a galaxy­
wide plague. twisting body and soul into ever more
deviant forms. Mankind is on the verge of an
evolutionary change tens of thousands of years in the
making . If humanity can survive the birth trauma, the
mundane shackles of its current form will be thrown
off and a new epoch of wonderment and psionic
mastery ushered in. That Mankind w ill survive is by no
means certain. In all but a very small handful of cases,
mutants are a danger to the wi der lmperium. Feared
and shunned for th eir deviances and deformities.
mutants SWiftly become an unoerdass far from the
sight of 'ordlnary' folk. destined to be hunted with
steel and purged through fire.

Widespread and calam itous though mutation of the
body may be, the mind of man has ever been more
dangerous than ought else at his command, and of a
mu tated mind this is doubly true . Psychic mutants, such
as precoqnsncs. tetepatbs. pyrocesters. projectors,
suoderers and the hke, are far more dangerous than
those whose aberrations are purely of the body.

Most psykers are innocent of the scope and implication
of their abilities, but there are some blessed or cursed
with awa reness of their gif t. A few even actively court
the dreadful attenti ons of Warp ent ities, tempt ing the
most terr ible of fat es for morsels of knowledge and
power. In so doing th ese psykers inevitab ly damn
themselves, and all who associate WIth them, to a grisly
end. For Mankind is but a nascent power and easy prey
for old and hungry spirits.

The most devi.tnt mind is
often concu lcd in UI

unblemished body.
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The minds of psykers appear as bright flames In the
ether of the Warp, ripe sweetmeats for a
pandemonium of ptanestufters. enslavers. Daemons
and other astral predators. An untrained psykers only
chance of survival lies in going unnoticed - he cannot
hope to defend himself against a hungryWarp presence.

If ensnared. a psyker is gradually transformed into a
portal through which streams of Warpspawn begin to
manifest. This begins slowly, but each entitythat
eer rsts the portal forces the gateway a litt le wider,
granting passage to ever greater numbersof Warp­
fiends. Needless to say. th is process is quite fatal to the
luckless psyker who is consumed In both body and
seen. He is normally only the first amongst countless
billions of such deaths. Horrific atherworldlycreatures
rampage across the world in search of fresh souls. their
mere presence destabilising the structure of all actuality
The Imperium has to be ever vigilant, lest the hellish
denizens of the Warp overrun real space at Mankind's
unconscious beckoning

Such is the true threat of the enemy WIthin.

-

In the search for acceptance and protection,
mutants of all kinds often fall prey to the honeyed

promises of the secretand devolvPd cults hidden
amid the strata of Imperialsociety Some cults are
trivial things, their members little more than rabble­
rousers and panjandrums railing ineffectuallyagainst
the confinesof Imperialdietar. More deadlyand
iniquitous by far are thosecults drivenby madness
.md ambition to acquire (JO'IVef and enslave their
fe/lawmen.

In their quest for dominance many suchcuft5 turn to
the WOfShIPof the ChaosGods. sacrifidng their
untainted and immortal souls for ephemeral povver.
So do cults of Chaos spring into life on world after
world. Millions upon millionsof humans- mutant
and 'normal' alike - dn'ven into damnation's embrace
through hatred. jedlousyand fedr Organisations of
this kind redCh into aI/levelsof the Imperium,
counting adjudicators, military comma~ and even
planetary governors amongst their number.

• • .I •

' . '..

The rewu ds of tolerance are
trn.chery , nd bCluyJI.
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THE WORLDS OF THE IMPERIUM
A million worlds, unnumbered souls, perils beyond counting.

In the 41st Millennium, Mankind is spread throughout
space. each planet separated from the next by the void
anda history of regression and rebuildinq. Many
human worlds form loose alliances for trade and
mutua! defence. Others have become primitive and
barbarous. often as Cl result of periodic Isolation. New
human worlds are discovered all the time, and there
are an unknown number which have lain forgotte n for
hundreds. if not thousandsof years. Even so. these
human wOOds represent only Cl tiny proportion of the
stellar systems in the galaxy.

HIVE WORLDS
Hive worlds such as Armageddon. venebeim and
Minea are the production centres and priniclple
manutectorums of the Imperium. Centuriesof
industrial production have left Cl hive world's surface
inhospitable, with toxic fumes and parched soil. Each
hive world is home to many hundred billion citizens,
crammed into towering urban conglomerations, known
as hives, and working to provide the Imperium with
much-needed ores, alloys and massproduced items. So
vast are their populations that few hive worlds are self­
sufficient, and often subsist on colossal imports of food
and water from other woods.

AGRIWORlDS
Agri worlds are given over entirely to hydroponics,
animal breeding and crop cultivation. Small human
popureuons work thousands of acres of farmland and
battery farms, to feed the countless billions who toil on
barren and diseased hive worlds, or serve with deep
space fleets. Without the verdant fields of Kabaal H,
Delphenia, ( hires and a thousand others, the Imperium
would starve.

FERAL AND FEUDALWORLDS
These worlds are broadly considered to be backward
planets, separated mostly by a mastery (or lack thereof)
of gunpowder weaponry. Such a world iseasily
dominated, as strength of arms has long replaced any
civilised structure of governance and the regressive
inhabitants are normally cowed by any display of
advanced technology. Though feral and feudal planets
are generally poor worlds monetarily, the warrior skills
bred on them more than compensate for the paucity of
tithes. Att ila, Trysia and Fenris in particular have proven
fertile recruiting grounds for the Adeptus Astartes and
other military units, although there is a!'Naysan
element of culture shock: to be overcome before
crattees can function in their new environment.
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MINEA
Imperial Reference 13420561gbcl54032.11.21K
[ha class hive world, Ultima Segmentuml

Cross-reference: ArmagfNldon. AveJlorn. /Char lY. Kada,
Lastrari, Vdfldheim

Gehenno Bastion Popula tio n:
Approx. number of hive worlds
in the Imperium:

ARTIFICIALWORLDS
The Imperium maintains many orbital stations, esterotdel
emplacements and other const ructed facilit ies. These
range from listening posts and research laboratories to
military space stations and doomsday bastions.

154 billion

3.238 x 10"

35 months

Exaetis Extremis
Banedax Ore, Pho5gene Gas
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DEATH WORLDS
Death worlds are planets deemed too dangerous to
support widespread human settlements. Such wo rlds
are nearly impossible to colonise, but have some
intrins ic value - either strategi c or mineral - that
necessitates the provision of outposts or other facilities .
The exact nature of a death world's threat varies tram
planet to planet. Cetachan is infamous for its continent
spanning jungles and myriad forms of carnivorous hfe,
wh ile Praxeti is a barren and blasted rockscaoe. riven
with ion sto rms that st rike with enough force to shatter
rocks. Other death world threa ts are stranger still - the
living planet of Croatoe. th e psychic storms of Sycorax
or Kragadam 's mdestrucnbte crystalline fauna, to name
but a few. From the end less deserts of Luther Macintyre
to the burn ing sulphur f ields of Jjojos, any population
able to scratch out an existence on a death world will
have to overcome th reats far beyond the imagination
of most Imperial citizens. Such hard-bitten to lk are ideal
recruits for the Imperial Guard, a detail that more than
justifi es the sett lemen t of a death world recardless of
other teeters.

GHOST WORLDS
These were once thr iving planets, but now have
minimal or non-ex istent life as a result of ecological
catastrophe , unchecked warfare, Imper ial Exterminatus
or some other, unknown cause. Most ghost worlds are
of limited value to the lrnperiurn, but can make tor
excellent military training grounds, providing whatever
killed the original population does not arise once again.

Information believedaccurate 798.M41

PRODUCTION
Tithe Grade:
Chief exports:
Average Warp Travel
durat ion f rom Terra:

MILITARY AND GOVERNANCE
Aestimare (st rateg ic value):
Imperial Fleet Presence:
Governors Capltal:
Planetary Garrisons:

01 46
Moderate

Brimstern Hive
Fortress Calista

Gehenna Bastion
Imperial Garrison Strength: 2.000,000 men
Planetary draft: 1,249,000 per annum
Closest Space Marine Cha pter: Crimson Scions
Prefix Inquisitoria: Stable

Bninsrem Hive

Drevkarn mines

Fomess
Ca/isra

QUARANTINED WORLDS
Somet imes a world proves too difficult or dangerous
for settlement, but the potentia! for exploitation is too
tllgh to become subject to an Exterminatus order. Ttus
IS true of the dead cities of Proxima Trantor, the
artifici al moon s of Jagram and the hollow world of
Hdxan Prime. For now the secrets are out of reach,
wreathed in acidic vapou rs that can dissolve
adamantium in seconds, eldr itch auto-defences or
chrona! tiuxes. These worlds are placed under blockade
to prevent intruders getting in or the secrets they
con tain getti ng out , until such a t ime that the

cenumcan properl y exploit them.

FORGEWORLDS
rs, Goethe Majoris, l ucius and their sister planets

are all fo rge worlds, the sovereign domains of the
sceptus Mechanicus. Forge worlds are planet -wide
tectooes. hom e to closely guarded technolog ical secrets
and essential for the supply of mundane Of arcane

pment tor the Imperium's combat forces. A forge
's every process and system is watched over and

~lred by shuff ling teen Priests and edeots who
.;one the blessings of the Omnisseh with every strike
tre hammer or turn of the wrench.







AN EMPIRE UNDER SIEGE
There is no mercy amongst the stars, only an eternity of war in the Emperor's name.

The Age of the lrnpenum is an epoch of total war.
Mankind's everydeed is tccussed on a never-ending
struggle for survival against the most terrible odds.
Only by force of arms and unnumbered daily acts of
desperate valour is the Imperium held together, for the
threats that assail Mankind are as multitudinous as they
arewidespread.

A DIMINISHI NG EMPIRE
The sheer scale of the Imperium means that no method
of control can ever be foolproof. Worlds inevitably fall
into disorder through neglect. forgotten by the massive
inertia of the Administratum and left to fend for
themselves in a hostile galaK)'_More troublesome are
those worlds that purposefully deny the wi ll of the
Emperor. Many are the paths to heresy of this kind:
greed, pride. alien influence. worship of dark. and
terrible gods. Such trartorsand malcontents are
amongst the gravest threats to the secuntvof the
lmperium. This is not becauseof what they themselves
can achieve- a dozen planets, more or less, makes
litt le difference to a realm of a million worlds. The
threat lies is their perf idious example.
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Thousands of worlds teeter on the brink of anarchy,
maintained only by the ineluctable truth that they
survive only with the protection of the wider Imperium.
To successfully confront this truth and endure is to
encourageothers and fan the flamesof rebellion.
A single breakaway planet left unchallenged sparks a
broader secessoo. Each planet that secedes then
increases the number of psykers freed from the
righteous restraints placed upon them, which in turn
feeds the burgeoning psychic turbulence of anarchy.
If unchecked, the building psychic emanations of the
frenzied population will draw forth the gazeof
Daemons and so doom not only that world, but bring
untold suffering onto the entire region.

"So me may question your right to
destroy ten billion people.
Those: who understand realise that

you have no right to let them live."

III EXlcrmillollus EXlremis

Such drastic threats require drastic soknoos. and so to
raiseeven the slightest dissent with Imperial decree is
to invite a swift and brutal response. This may seem
unnecessarily harsh. but the 41st Millennium is no time
for half measures. If millions must be sacrificed to
preserve the livesof billions. then so be it.

THE ALIEN MENACE
Mankind is not the only race to tread the stars. There
are dozens, perhaps hundreds, of civilisations whose
destiniescross those of humanity amid the star-strewn
pathwaysof the galaxy. and countless other nsing
cultures whose threat is contained only through
Imperial might. Someof theseracesare ancient beyond
Mankind"; reckoning ....mile others are nascent powers.
reaching forth their grasp for the first t ime. All must be
fought tooth and nail, for the rmperium learnt long ago
that an accord with outsiders is worthless unless fo rged
through the threat of a vast and bloody retribution. The
actions of aliens throughout the galaxyhave reinforced
that most ancient of lessons: nature abhors frailty - the
strong prosper and the weak: are devoured.

Of the galaxy-spanning foes, the ancient Erdarare the
most enigmatic. Their technological and scce tet
attainment far outstrips that of humanity. yet they are
capricious and vexatious beyond belief, as likely to side
with Mankind as they are to inflict murder and
devastation upon it. For the moment, the Imperium



mostly refrains from aggressive action against the Hdar.
This is partly because the Elder are numerically amongst
the smallest galactic th reats, partly because they are
allies almost as often as enemies, but largely because
tne last Imperial assault on an Eldar Crettworlo ended
with the disaster of Blood Nebula and the loss of an
ent ire secto r f leet. It is better to fend off a single wasp
than to provoke the entire nest.

"C ontact with alien races always

renews one's faith in Humanity.

It is my belief that foreign travel

narrows the mind wonderfull y."

Hdem Bosch

()- ",s are an all-pervasive alien threat. They cannot be
:lOWl}<l lned with, for they do not wage war for territory,

Ith or glory - the figh t is its own reward . Mercifu lly,
power of the Orks waxes and wanes. A single
paging Ork Waaagh! has the power to bring ruin

count less systems but, given t ime, inevitably
pses into several violen tly squabbling fact ions,

ng nrre for an opponent to reqroup and strike
k. Should the Or1c.s ever truly unite, they will sweep

before them in a tide of unremitting slaughter.

Both Orks and Eldar are ancestral foes that have
besieged humanity since it first took to the stars. But
the alien menace has intensified without precedent
over the last millennium, with more territory lost each
year. In the galactic east, Tyranid Hive Fleets descend
upon worl d after world, devouring everythin g in their
path and growing stronger wi th every batt le. The
sepulchral Necrons. long believed extinct, arest irring
once more on a thousand worlds.

A threat growing in strength is that of the rapidly rising
younger races. Worlds that once tremb led before
Imperial wrath are casting off their shackles and
looking to carve their ow n empires among the stars.
The Draxian Hegemony, the Tau Empire, the
Worl dweave of the Noisome Reek, the ulumeatbic
League, the Church of Dracolith - the list goes on .
Individually these upstarts cannot hope to challenge
humanity's dominance, but if their encroachments are
taken as a whole then their containment promises to
drain valuable military resources.

Throughout the Imperium, priests and zealots preach
that the rise of so many alien foes is Mank.ind's
pun ishment for heresy. for straying from the Emperor's
light. Elsewhere. in darkened chambers and scnptoca.
Inqu isitors and their peers express a deeper fear;
Mankind's time is drawing to a dose , and these new
powers have risen to f ill the inevitable void that the
Imperium wi ll leave behind .
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DEFENDERS OF THE IMPERIUM
United by faith, proud heroes do battle for Mankind's survival.

Thousands of years of constant warfare have honed
Mankind's military might to the galaxy-wide struggle
for survival An Imperial commander can call 0fI many
diverse organisations in his pursuance of the Emperor's
Will, and eecn of the Imper;urn'smilitary forcesbrings
its own tactical specialisation to the ever~tlng wa r
effort. Some organisations. such as the mighty Space
Marines, the sta lwart Imperia l Guard or the pious
battle-Sisters of the Aoepta Scrontas are peraoeo as
heroic savou rs, their efforts lauded and praised by the
common man. Others. such as the shadowy operatives
of the Officio Assassmorum. dwell in the darkness,
proponents and practitioners of more sinister arts.

The lmperium draws great advantage from the
unbEolievably huge weight of manpower It can bring to
bear.I~. the soIdtef"5 of the Imperial Guard
outnumber the enure population of most alien empires
all by themselves. Yet the lmperium also draws upon
the strengths of machineryand arcane technology ­
the mighty Titans of the Adeotus Mechanicusand the
gargantuan star-treading vessels of the Imperial Navy
amongst them. It is undeniable that the frnpenurn's
diversityof military forces is its greatest strength.
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Though the forces of the lmperium are myriad and
diverse, they all work to a single shared goal: enforcing
the Emperor'S divine will , and thus ensuring the
contsued survival of Mankind.

THE IMPERIALGUARD
The Imperial Guard is the galaKy''s largest cohesive
fighting force, comprising planetary defence forces,
militia units and colossal armiesof conquest. Relying on
devastating urepower first and attrition second, the
Imperial Guard fights wars for decades if it must,
thrOWing ever more bloody grist into the mill of
warfare until victory is achieved.

THE SPACE MARINES
What the Impenal Guard cannot overwhelm, the Space
Marines. destroy. tf the Impenal Guard are the shield of
Mankind, the Space Marinesare the sword, carrying
the fight to the foe with precision. skill and terrifying
swiftness. Though they are few in number, the valour
and dedication of the Space Marines is as without
measure as the superhuman might they wield ­
without them humanity would have long since fallen
into darkness.

"A single m.1D with [aith can
triumph over .1 legion of the
faithless. Untold billions of the
faithful can never be opposed,"

The Sermces of Scb••1UDThof, VoL XI. Ch'pler IV

THE SISTERS OF BAITlE
TheAdepta Sorontes. or the Battle Sisters of the Orders
Mihtant as they are otherwise known, are the mainstay
of the Adeptus MIOIStorum armies. Utterly dedicated to
the protectco of the imoenum. the Battle Sisters are
trained and equipped to the highest standards.
wherever there are foes of the Emperor, the Sisters of
Batt le will be found fighting to the last.

There are three major Ordersof Adeota Sorontas. the
fighting strength of each numbering several thousand
warriors, aswell as many lesser seternoccs comprised
of around a hundred or so Battle Sisters An Order's
warriors rarely fight asa umt, but instead are
commonly spread throughout the galary in various
battle zones. Nevertheless, the Sisters of Battle rank
amongst the Imperium'smost trusted defenders, for
their unshakeable faith can overcomeall but the most
terrible foes.



THE GREY KNIGHTS
The GreyKnights are Cl Space Marine Chapter like no
other, and the lmperium's foremost defence against the
daemonic threa t. Working in dose co-operation with
the Ordo Ma lleus. the militant arm of the Inquisit ion.
the Grey Knights can be found wherever the daemonic
forces of Chaos wax strong. combating un imag inable
horrors WIth resolute faith. unshakeable determination
and the f inest weapons the Imperi um can produce.

"For every battle honour

a thousand heroes die alone.
unsung and unremembered."

Proverb

THE OFFICIO ASSASSINORUM
A single death can prevent Cl war that would claim a
billion lives. Such is the credo of the Officio
essessirorum. the Imperium's shadowy brotherhood of
assassins. Imperial Assassins are the ultimate tool of
destruction and diplomacy, able to quell rebellions.
silence demagogues and change the COUf}E' of history
WIth a few well chosen murders. Alien warlords .
traitorous beretcs, ambitious officials and misguided
separatists: none are safe from an assassin's kn ife.

TT

THE ADEPTUS MECHANICUS
The Adeptus Mechanicus are the keepers of ancient
knowledge. It is these Tedl Adepts who const ruct the
awesome technologies that feed the Impenal
armouries, who preserve the operations of the
Emperor 's Golden Throne , and operate the fo rge
worlds tha t supp ly an ever-hungry lmpe rium. Through
mystic ntes, intricate invocatoos and arcane
ceremon ies, the Tedl Priests mainta in the Standard
Template Construct systems that allow the mass
production of vital tools, mechan isms and w ar
machines. W ithout the Adeptus Mechanicus, Mankind
would swiftly fall once more into a technological dark
age, and the Imperium would collapse soon alter.

THE TITAN LEGIONS
A Titan is a towering mechanical behemoth wi th an
armoured carapace tha t shelters a devastaunq array of
w eapons. The pinnacle of imperial battle-technology,
Titans are emblematic of the Imperium's military might;
cumbersome perhaps, but nigh unstoppable. Titans are
manufactured on forge worlds, util ising arcane
technology from earlier times . There are many patterns
of Titan, from the agile Warhounds to the earth­
shalong Warlords. Many Titans ha....e proud histories,
sometimes stretching back to the beginning of the Age
of the Imperium. Such leviathans are revered as much
for the ir long service and past deeds as they are for the
apocalyptic fury they un leash upon the foe.

THE INQUISITION
The mysterious Inquisitors are utterly ruthless in their
defence of Mankind. They seek and annihilate the
enemies of the Emperor whether they can be found
- without, within or beyond. No conspiracy or
rebellion of mind or body is beyond the purview of
an Inquisitor, no matter its scale or form, its allies or
its defences. Though the Imperium is the greatest
stellar realm ever known, no being - man or alien ­
can evade the stern gazeof the Inquisition, nor
evade the stern j udgement it metes out. Inquisitors
are ceaseless, unfailing and untiring, thought by
many to be the mortal embodiment of the Emperor's
rationa liry and wisdom.

Each Inquisitor isa peer of tre Impenum, one of a

finire elite who hold u/rimare authoriry (MO(

Mankind. As such. an Inquisitor can recruir any
military or civilian force in the pu rsuit o f Imperial
duties, from hive world secunry details through to
entire Space Marine Chapters, Titan Legions and
~ of the Imperial Navy Yet the Inquisitor has in
hIS arsenal one weapon like no other: Exterminatus,

an orbi tal bombardment of caraclysmic proportions
that employs virus bombs, cyclonic torpedoes and
seismicmissiles to scour all life from a planet, leaving
It a dead and ruin ed shell.
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THE AGES
OF

MANKIND ;v

DARK AGE OF TECHNOLOGY
Mankind realises Itsdestiny amongst the stars. colonising
world after world at a rapacious pace. Warp space is
tamed and the first alien races subjugated . An age of
expansion and plenty begins. Psykers emerge amid the
race of Man, and the attention of the dread powers is
drawn towards humanity.

, .MJI THE GREAT CRUSADES
The Emperor emergesfrom the anarchy of

sufldefed Terra .loll ceetes the flm Space

Mamle~ Through campaigns unnumbered

and stnte untold the Elnp@fOf'5~ions orute
M.Jnkmd under hisbeneficent~, So

5 born the tmpenum of Man ,

AGE OF STRIFE
A time of barbarismand collapse. Mankind's
holdingsare fragmented and isolated by Warp
storms of unprecedented ferocity. Brother wars
against brother for the control of humanity's
dominions. Weakened through over-reliance on
technology, civilisation collapses into anarchy.
Mankind is mercilessly beset. Untold thousands of
planets and colonies are destroyed by Daemons or
subjugated byaliens.



AGE OF THE IMPERIUM
Humanityendures through the Emperor's sacnnce.
Psykel'$, traitorsand mutants arise in evergreater
numbers. and ooly eternal vigilance preserves
Mankind from annihilation. The AstrooomlCiln. Cl
greatpsychic beacon steered by the rrnperors
immortal mind. allows Mankind to harness Warp
travel onceagain. and many worldsare reunited

-th the Imperium. However, all is not well in
humanity's domain. Without the Emperor to guide
them, the children of Terra quarrel amongst
themselves and must be restrained and defended in
equal measure by the High lords of Terra,

Survival is DO birthright. but a prize
wrested from an uncaring galaxy
by forgotten heroes.

Proverb

, .MJI THE HORUSHERESY
The Empt>ror's most trusted WfII,Jnt, t~
V'larmastE1' HOf\.IS, marehe's upon Tl'ffil

WIth a third part of the hostsof ne

IiI'TlOerium wI'Iich he hiJd seduced to hiS
purpcxe . Horus IS slain, but the Etnpe!Or ~

'TIOfta1ly v.Q.ll'lded and reignsl!Yer1"I'll:n

ffl)I"Il th@o bf~ng Golden Throne

TIME OF ENDING
As the dark days dose in. Mankind stands before the
precipice. NOVoI is the time of judgement. where faith
shall be tested in fire. and courage put to 1t5 very
lTlIt5. Secession and rebellion are nte in all corners

at the Imperium. Sensing weakness. alien empires
In from all sides. The Space Marines and

Imperial Guardareat war as neverbefore. defending
humanity from threats within. without and beyond.
ThIs is humanity's darkest hour.

,

,
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THE AGE OF THE IMPERIUM

I·M3! THE HORUS HERESY I
.M31 THE SCOURING
The campaign of vengeance In which those traitor;

who sulVived Horus' fall are dfr.rer1 Into the E~ of

TNI'Of. Fora time the tmpenum kfl<Ml5 peacefrom the
COl1'Uplel! follow,ers of the Dark Gods,

I544M32 THE BEAST ARISES I

1 91O.M32 THE FIRESTORM I

I077.M.l.l THE WAR OF THE CONFESSORI
131J M.l.l SIEGE OF ETERNITY'S GATEI

615.M33 THE BLADE OF INFINITY
Thepre-Heresy cruiser, the Blade of Infinity,

emerges from the Warp, twenty thousand reins

after 115 departure.

B3IM.l.l
THE YEAR OF GHOSTS
The honoured dead rse up to ~a1
the terrors of the.Warp

5~6.M32 THE BEHEADING
The mtemecmepolitics of the Imperium lake a
calamitous turn when the High Lords of Terra

are- slain to a man at the ordersof Drakan

Vangonch, the GrandM~ter of ee Officio

~norum. A Space Manne retnbutoon

force drawn from the Halo B~hren. Impenal

FISts and Sable Sword'> Chaptom tracks the

Gland Mastet to an Ass.asSlf1O(urn temp~ . The

commal'ldel' of the stoke fore!' ISassaSSl.,..ted

as soon <IS he nW:es pI.ml'tfaN. bullhe

Brother M.lnnes Commel'l<:e their clttad
~ Within the temple they are

i1SSilOled by a hundred £ver;or AsWSSlOS

A W19le soeceManne survivE's to reach the

Grand Master and delIVer theE~

ludgement WIth his OOItgun. The Impenum

eesceoos «ucanaichy.

IsaS.M32 THE ASTROPATH W.\RS I
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265.M33
THE LAST VOYAGE OF ADMIRA L USURS
Admiral Usurs is cast down by the HIgh to-os of Terra ~ is loo

poeertclto execute .....,thout invitmg civil war, 50 is msteed

despatched on en exporeto- mlS~ to the interg<lladK gulf

beyond, For the loIlowll1iJ decade, USurs' repom reach Terra,

detaIlIng thE' conqueong 01 new systems lot the glory01 the

Emperot After \WO eececes, thl'CommuniquesCNW. ContactIS

~ m.Jde WIth the systems menooned in Usurs' reports.

401.M.14 THE HOWLING
Black. 1@rnplaf Space ManoesE'Od the CatlMXIS liE'fesy by

e~l'CU1ln9 the CacodomlOllS. an alK:-n cyborg who!ot'lormidablf'

psychIC oeseoce allowed n to control the populaceof thirteen
hundred p1anetilry systems. Alas, the Cacooomtnus' death >_
scream echoes and amplifIesthrough tbe Warp, bormng out the

minds 01 a billionesnocetns and dIStorting thE' si9na1 of the

k.troooml«ln, MIllions upon milllOOS of shIp" are ~t in the

r!!'Sultlng upheavaland entire sub-sectors slideInto barbansm

WIthout the ecars of the Adeptus Terra to guide them.



OJ4MJ8 THE BLOODTlDE AWAKENS I
,

995.M40
THE MACHARIAN CONQUESTS

- The Cbime of Eoas
Carbo Mojaro

Tet:.bPCIllUgos of tbe Adeptus Met:.!ullicus

lord Commander Solar Machanus musters the

greatest army the galary hasevenseen. In five

years MiKharius reconqoers a thOlJ'>Ond worlds

on the 'NE'Stern re~ and hiS glory tarTlE"S

Nrn 1010 tht> darkest sectoes, places~ the
EITlpM)r's light had _ before been seen.
Upon hiSdeath. the wI'IoiE' Imperium weeps for

the fallen commander, but Machanus' temlorle5

sooncollapse into !Walry and war. The

Mact enen Heresy. as this tsn e has come to be

knOWfl, lasts for seventy yearsand is ooly ended

through the comtared efforts of one I'IUndll'd

Space Marine Cneotees.
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As all men must thank progenitors
obscured by the past. so we must
endure the present that tho se who

come after may continue the
greater work."

"A mu ma.y die yet sti ll endure if

his work enters the grea.ter work.
for time is carried upon a current

incepred by forgotten deeds.

19.16.M37 HEAVENFAll MASSACRES I3ZI.M37 THE ABYSSAL CRUSADE
The Judgement of Saint ~111\JS . Thirty Space Marine

Chapt ers are fou nd WdrlMg. The gu ilty embark upon

a crusadl! into the E)'l! of Terror. to pu'ge those

'Mlrids stoi@rl by the-bInh of the D.Jrk Prince

55O M37 THE OCCLUSIAD
The noethwestern fringe IS ravaged by the Apostlesof The Blind

Kmg, rogue teen Priests who view humanity asan affront to the

Mach ne God . TheApostles uncOVt'f wondl"OU5 artefacts lost In

the DaI1: Age of Ted1no1ogy that allow the cee tce of

superTlOIIal' from the heartsof living !>OIlS. Constel\otlClmare

foreYe!' changedas the Apostles pur9E' the outer Segementurn
~ Wilt rages for a decadE'. unt~ the Nav1golor .Jo'1fe
~an (iISCowrs the ~warsh lp of the BflnO King hidden in

a fold 01we-psosce. Escaping WithhiSkflOWledge, Milefan

guIdesthe Ernperor-<Iassbattleship DominusAstra to lh{>

peiece'sicce tce. The Blind King is killed when the Dominus
4srra's lancebetteres oerc e the palace-warship'!. hull. and

'Mthout his cresceoce the Apostles areSWIftly /JYIefCome

975.MJ5 THE CATACLYSMOFSOULS
ThE- Eccles.archy t>egu'IS to retnnd th~ sundered lmpeflum as a
lehglQus state that transcends ootincet dlfferlmces MllliQns die in

religiousWolf'> when the ur-ccooct of Nova terra reject the

Eccl('Siarchy's teachings

.M36 THE REIGN OF BLOOD
Goge Vaf'ld,ll!'. f cdesiatchand High Lord 01 the

Adm,nistralum, tails from the Emperor'$ light and

sparks a civi l war that lasts for seven decades.
Onlywhen loyal cuuens rally to the banner of the

preacherSebastian Thor IS the stnfe ended Though

V.lf'ld're's bloodhas long SlIKe been washed away. his
memory stees the Empe!OI''s Palace st,U.

I310.M36 THE PLAGUE OF UNBElIEF I
OZOM37 THE GREAT CUll
10 the l' mercy. the High lords of Terra

in a 5 lem3!1C exterm'l\oJl lOfl.



THE TIME OF ENDING
The Emperor's light is fading, yet Mankind shall not pass quietly into damnat ion.

Dat ing (ode Events

744.M4t Taggarath. the seerof Comnto.
proclaims the approach of the End
Times. He prophesiesa time of
unprecedented upheaval. in which
even the light of the Emperor is
swallowed in darkness. Taggarath is
swiftly executed for heresy.

745.M41 The Tyranids enter the galaxyand the
Tyrannic Wars begin. Hive Fleet
Behemoth destroys the lmpenum-held
Tyran and Thandros systems. l ater that
year, Hive Fleet Behemoth descends
upon the realm of uttramar, laying
waste to several planetsand
decimating the tntramannes. The
threat of Hive Fleet Behemoth is finally
ended under the guns of two entire
Imperial battlefleets, Imperial
commandersacross the Ult ima
5egmentum look at their borderswith
increasing unease.

An uprising in the Krandor system is
put down by the Cadian 23rd.

5everallmperial listening posts in the
Catacban and Ryza systems are
attacked by Elda r pirates under th e
command of Prince Yriel.

EJdrad Ulthran, Farseer of urtbwe.
foreseesan Imperial exotoretor fleet
unwittingly awakening a Necron tomb
complex on the dead world of
Maedrax. Striking swift ly, the Eldar
destroy the Imperial ships before
descending on Maedrax to purge the
Necron presence. As the Eldar
withdraw. they are brough t into
conflict with Space Marines of the
Blood Angels Chapter dispatched to
investigate the disappearance of the
explorator fleet.

795.M41

766 .M41

783.M41

First recorded incidence of the Zombie
Plague occurs on Hydra Minoris.
Quarantine is imposed, trapping 23
billion uninfected Imperial citizens
alongside a rising tide of the undead.

757 .M41

THE MARCH OF TIME
This timelme 1$ e.pre-;\.ed u~ing the datmg srslem of the

Impenum, though it should be expressed thott the events

themselves m.ly 90 unrecorded - Of recorded WIth con5lderable

b,as - with,n the Impenal archives. Indeed, lmpen;tl 'ecord<.; on

dlfferenl v.oonds may vary greatly '" thew reprewn talOon of the

lacn, Theea tes and events noted hen>can be cornidered to be

tl\lt"!rnOfar as such thIogsare powble

Arl Irr!pfnal date is " dale 'Anno Donw'li' , but e~ In

doffe<ent te<msto those _ ~ \Md 10. The~ nolJce.Jble

cI\angf 15~ suffix 'M'f~ by oil numbet'. Thos 15 the

tTIlIlfnnium !\Umber. In Imper1aII te<ms /II'Iy dIlle between 2001 and

3000 would be !>Uffil<ed by M3. The w-rent millennium In the

WoIlrtwrnmer 4O,lXXI~ ISthe forty·f,~t at M4t . lnOdentally.

this suff.. is fIOl'll'\3Ily~ by oil full stop fOf dIlnty.

A typKal dal lng code. such as you WIllfInd in th6 book, is

0 150935.M4 1. The M4 1 me"nswe aredNling Wltl'I oil fOf'ty first

m;llenntum oete The other r'l umbelS tell u~ the year, the friKllOO

of the year and me i1CcuriKY of the dotle,

Y~ar: The la~t three digits ale the year WIthin the mlllerlOium

runnir.g from OOl.()()(l (one thousand ) 01 50931J1'M31 isthe year

930 of the thirty-second millennium, desc"bed as the year

3193OAO. When r~erring 10 a year in general terms. ar'od where It

1$ not ne( e'SSilry to lOdude the year fraet>on at check number, It is

acceplable 10 wtre 'year 931J1'M31'.

Y~ar f racti on: for ad.",mstr atM:'put'pOSl!'S lhe standard year is

dMOed..,to llXX1 equ.aI segmtnts; 001-000, This is a purely

~a\JVe corwentoon <lI"Id not part of..-yday U5a9l'.

o..<k nu~r: The firstdogjt irI !hi' SorqUfnC~ is~ datinq

ft'ferencf at ctleck nwber. "Thi!;check nurnl:lf< is 1"Il'C~ due to

temporal distort.oons which affect VllJIS '" Warp \PoKe as __ as

wonm~ are fl.'fnOte. at &lIated. from faith. Its presenct'

ouahfoes!hl' aa:uraq of the dale givt'n In each cese. Note INt as

ttus lIme1ine is a record of absolute fact. rathef than oil

p'l!Sl:'f1 tal lOO of Imperi(ll recces, thefe 1$ no check numbe<on

entres - the folloWIng is thefefore apJ)l'IIdl'd oot of compll'tel"ol'S~

oIlnd lOO' the satisfaction of curiosity.
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797.M41 The Siege of Zalath ras. Memeus Calqar, 891 .M41 The Long Midnight. The worlds of the
Chapter Master of the Ultramarines, Persya sector suffer countless attacks
holds the gate alone against the from Elder pirates. Using ancient
greenskin horde for a night and a day_ technology, the raiders swathe their

targets in utter darkness and then
801.M41 An unprecedented flicker in the pillage and slaughter at will . The

Astronomican throws thousands of vicious raids continue for half a year
ships off course. dooming them to untillmpenal Patrol PraxlOl'l arrives to
destruction in the Warp. drrve off the raiders.

822 .M41 The Chaos Warmaster Abaddon raids 897.M41 The fortress-convent sanctuary 101,
the Maiden world of IIdanira. He is and all Sisters of Batt le within, is
ult imate ly driven off by fo rces from destroyed by the Necrons. There are no
Ala-tee Craftworld. survivors and few tangible proofs of

the perpetrators.
849 .M 41 All contact is lost with outposts on

Birmingham, the Btack Planet. 901.M41 Luglt Huron, master of the the Astral
Subsequent investigations of the Claws chapter, declares himself the
massacre indicate it to be the wor k of Tyrant of Badab and announces the
Dark Eldar raiders. system's secession from the Imperium.

Eleven years of inter-system war
850.M41 Ordo xenos Inqu isitor Lck leads his follows, wreaking havoc on shipping

expedit ion to the Anphelioo system. lanes and embroiling more than a
dozen Space Marin e Chapters. Huron is

863 .M 41 The Saint Cyllia Massacre. The eventually defeated, but escapes into
Adamant Fury Titan Legioo turn away the M aelstrom.
from the Emperor and fall to Chaos.
They turn their guns on loyalist 913.M41 DIsciples of the Chaos Sorcerer
regiments of the Planetary Defence Ahr iman sack the Librarium on Jollana.
Force before making their escape.

920.M 41 Eldar pirates attack the troopsh ip
888.M4 1 The Crusade of Wrath. The Black Emperors Faithful as it exits Warp

Templars Space Marine Chapter inflict space in the Thanas system. The ship is
heavy losseson the Word Bearers boarded and then disappears, taking
Chaos Space Marine Legion and wi th it a complement of 5.000,000
reclaim several systems in close Imperial Guardsmen and 200,000 men
proximity to the Maelstrom. of the Imperial Navy.

Prl'f I X~ \ to B mdcare widl'oing 'g rey areas' of a glV1!n item of

data 's surroun d ir>g the orig,ns . Prefix 9 is !lightly dlffl!«'l1t . It's

used wtlf' n, !or Im taOCl', a source reporting from a wor1d tnat

~rn l6I' Impefial dat ,ng, reeds to mak~ a reteerce 10 that

world' hOSlory The hIStorical cere woukI CdrTy the pI'~'" 9 ,

6 Non-fl'fe'enced 1 yea r.O No psy<hiccontact with a cla~~ 1-5

SOUfCe wt1enthe reference is made. The r~fer~fKe does

bl!'lorlg 10 I sequeece beginning Of ~ndlng WIth a eete with a

class 1-5 SOUfCl' The unsoufCed tlln~ penod is less than 1

stanOilrd YN' .

Of 1 farth ~andiJrd eete Refem ng to an~t ....llIch happened

WI1hm me SolSYUI.'fTI.

2 DIrect So::J<ne Ifl dlrea psym.;; ~ta('l ......Ih Eart/'I wnero datl'

-ereeece was made

) lndIrea Thesoun:~ is in (\Ire(t psychic~taeI wM a oess 2

sourc~, but no t Earlh .

.. COl'fllboraled. The scece ISin dirEct psychiccontael with a

d.M ) source, but not a cess 011 or 2 soun:e

1 NcwHefl'fen<:ed 10~, ThISos an UflSOUfCed da te," me

loil!l"ll' way as a cess 6 dete . but ...AA an IJflSOUrced perIOdof

1·\0 1l!in,

8 NorK.t~ed more than 10)'N'\ This is an unsoun::ed

dal~ as for 1. but for an unsourced~ 01 more than

10 1l!ilf1i.

9 A appl'Ounal@'d eete wrtIl no fueel coordlfWltes at t'Ither end

01 a wquMC~. or a eate drawn from non- Impenally dated

refe«'l'lCes.

,
Yea'

fxa mple ' 0 150 935 .M4 1, (or the year 40 ,93S AD)

Che<k Numbef~r::.L;;;:----CO
S Sub<orroborated The source isin dlffa psychO( (Ofl tac:l Wlltt

Mly corroborated sccrce.
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92S.M41 Contact is lost with eighteen planets in 97S.M41 The alccdtturster Skarbrand
the Vidar sector, including the forge materialises on the Cadian to-tress-
world tentrer Prime. planet of t utons Epsilon. His berserk

rage infects the garrison and soon the
926.M41 TheVa:-;hallian genocides. In less than a fortifications are knee-deep in blood as

month, Chaosrenegades, known as the Guardsmen tear each other apart
the Purge, slaughter fourteen billion in crazed bloodlust.
Imperial citizens.

98S.M41 Rumoursabound in the Underhives of
928.M41 Arha and Ke rendres. opposed Phoenix Cethone 11 concerning shadowy

Lords of the Striking Scorpions, duel for warriors that steal away gangs and
seventeen days amongst the shattered families. Broken Elder weapons are
ruins of ancient zendros. discovered. Word reaches the upper

levelsof the hive and a punitive force
937.M41 InquiSItor Prarux leads five companies of several hundred of the Imperial

of the Space Wolves Chapteraswell as Commander's personal guard is sent to
units of the Cadian 301st and the deal with the elusive invaders. None of
Tallarn 14th in an attempt to reclaim the hive ruler's men return.
the nine Hollow Worlds from the vile
clutchesof Huron Blackheart and the 989.M41 Waaagh! Snagrod rampages across the
traitorous Red Corsairs. loki sector, culminating on a

devastating assault on Rynn'sWorld
941.M41 Waaagh! Ghazghkull descends upon that leaves the Crimson Fists Chapter

Armageddon. TheOrksare defeated battered and bloodied.
only by the extreme stubbornness of
the defenders and the combined might
of three Space Marine Chapters.
Thought dead by his foes, Ghazghkull
himself escapes into space.

944.M41 Commissar vamrk, hero of the Battle
for Armageddon, hears rumours that
the ark Warlord Ghazghkull sun lives. 99S.M41 Tau fleet units strike at the shrine wor ld
l eaving retirement, Yarrick sets off in of Ghola's Hope.
pursuit of his nemesis. vowing to bring
Ghazghkull to jusnce. 992.M41 Raiders from ultbwe Craftworld strike

at Cadian holdingson Aurent, only to
963.M41 The ultramennes clash with a Tau be utterly defeated through the genius

expedit ionary fleet for contra! of the of l ord Castellan urserkar Creed.
cursed planet of Malbede. When the
conflict awakens the Necron Tombs 993.M41 The tntremarines quash rebellion on
hidden on Matbede. the ultremerines the industrial world of Ichar IV, only to
and the Tau join forces to defeat the find themselves in the forefront of a
emerging necrons. In the wake of the desperate defence against Hive Fleet
battle, Marneus Calgar initiates Kraken. Elsewhere. the Eldar
j xtermlnetus on Malbede. but Craftworld Iyanden is ravaged by other
generously allows the Tau to evacuate tendrilsof the Kraken. Two Space
before the planet is destroyed. Marine Chapters- the Scythesof the

Emperor and the la mentors - are all
969.M41 The plagueship Terminus Est is reported but wiped out and hundreds of

in the Cando system. The Zombie Imperial worlds are lost to the Tyranids
Plague sweeps across the system in the before the incursion is blunted.
following months.

995.M4 1 Pirates of the Red Corsa irs capture the
971.M41 The Ork outlaw w azdekke Gutsmek SpaceWolves cruiser 'Wolf of Fen-is'.

sets in motion his plan to create an
interstellar suoa 'eyeway through the 138997.M41 The twin tendrils of Hive Fleet
Warp. His intent is to ride his l eviathan strike at the underbelly of
kustomised bike from one side of the the Imperium, cutti ng a swathe of
galaxy to the other, slaughtering destruction through Segmentums
~rythin g he findson the way. temcestus. Ultima and Solar.
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221997.M41 TheImperial world of Piscina IV is 978999.M41 Dark Eldar raiders cripple the Imperial
invadedby Orksunder the joint Navy's mooringsat Bakka.
leadership of Ghazghkull Thraka and
Nazdreg. Master Belial of the Dark 980999.M41 A massive Chaos Space Marine fleet.
Angelsdefends the planet until under the command of Huron
reinforcements can arriveand end the Blackheart, emerges from the
Ork threat. Maelstrom and brings the Chogoris.

Kaetas and Sessec systems under siege.
509997.M41 Elements of the t ntramenres and

Mort ificators Space Marine Chapters 982999.M41 The Great Awakening. A npple of
make a stand against one spur of Hive psychic activity passes through the
Fleet leviathan on the world of Tarsis Imperium. awakening the dormant
Ultra. Thedefenders defeat this tendril powersof latent psykers. The resulting
with a biological plague. but the backlash creates innumerable Warp
remainder of Hive Fleet l eviathan rifts and a thousand worlds are lost to
rampages on unabated. daemonic incursions.

601997.M4 1 Commissar Yarrick and Warlord 986999.M41 Tech Priests of the Adeptus Mechenkos
Ghazghkull finally come face to face on discover failures in the mechanisms of
the battlefields of Golgotha. Yarrick is the Golden Throne that are far beyond
captured. but ultimately released by their ability to repair.
Ghazghkull as the Warlord is planning
to invade Armageddon once more. and
wants a good fight .

622997.M41 Dark Elder raiders slaughter GoIgothan
refugees 00 the moon of Jagdor.

977997,M41 TheTau Empire beginsa third phase of <0,

expansion. Theycapture several
Imperial wor lds on the Eastern Fringe
and show no sign of slowing.

757998.M41 Ghazghkull returns to Armageddon at 987999.M41 Necron raids strike the Cypra Segentus
the head of a new. even greater, system - the first activityof its kind
Waaagh! Imperial commanders, having within 2,000 light years of Terra.
learnt from the previous invasion, do
not hesitate to commit ever greater 989999.M41 The Ultramarines 3rd company liberate
numbers of troops to this new battle the l agan system from the Tau Empire.
for Armageddon. Several months into
the siege, Ghazghkull grows bored 990999.M41 Eldar from the Biel Tan and Saim Hann
with the grinding stalemate and, Craftworlds devastate Imperial and
leaving his generals to continue the Ork-held worlds surrounding the
fight.. begins the conquest of nearby Octaviussystem with the intent of
worlds. Upon learning of the Warlord's denyingcrucial bio-resources to Hive
departure, Commissar Yarrick joins a Fleet leviathan.
Black remplerscrusade to finally end
the menace of Ghazghkult. 992999.M41 TheNight of a Thousand Rebellions.

Uprising and discord strikes countless
718999.M41 Hive Fleet Leviathan invades the Ork. planetsacross the Imperium, including

empire in the Octavius system. War the supposedly secure worlds of
between Tyranid and Greenskin rages Enceladus, Darkhold and Minisotira
on with no sign of stopping. It remains Contact is lost with large swathes of
to be seen if the victor wilt emerge 5egmentum Pecficcs.
stronger than ever, and an evengreater
threat to the lmperium. 995999.M41 Warmaster Abaddon launcheshis 13th

Black Crusade. Thearmiesof Chaos
975999.M41 The light of the Astronomican grows invade Cadia and many surrounding

dimmer. Contact is lost with Ultima worlds. Imperial forces counterattack,
Macharia, and is intermittent at best but there appears to be no end to the
with Macragge and Cypra Mundi. forces of the Dark Gods.
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THE SPACE MARINES
They are the Adeptus Astartes, the Angels of Death, the Saviours of Mankind.

The Adeptus Astartes are the most powerful of all
human warriors. In many respects they are not really
human at all, but superhuman beings forged by genetic
rroortc encn, arduous training and the rigoursof strict
cscpbne. Space Marines arethe embodiment of the
Emperor's 'Hill - their roaring boltguns bnng death to
the enemies of Mankind, their presence in battle the
c treeoc e between life and death. They are the Angels
at Death, and none can stand against them.

Soace Marinesare organised into independent armies.
caI'ed Chapters, of which there are roughlyone
' "lOUSoclnd spread throughout the galaxy. Each Chapter
ees t5 own ships, its own heraldic uniformsand its
own cstoct identity and traditions. Unlike other
m "ary formations with in the Imperium, cl Space
'-Atnne Chapter is entirely self-sufficient, with its own
lorges, warships and support facilities.
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Most Chapters operate from a Chapter Ptanet-. a
world within the Imperium. owned and governed by
the Space Marines that maintain a base there. Some
Chaptersare not otanetbouno at all; their baseof
operationscan be a vast space fleet. an orbital asteroid
or a space station. As. someChaptersrule entire
planets. systems or sub-sectors. a Space Marine
Chapter Master may ad as the head of lJOVE!rnment as
well as a marshal of war.

All the Space Marines in a Chapter belong to its warrior
cult. These warrior cults preserve traditions and
practices that date back to the earliest days of the
Emperors reign. Space Marines from a single Chapter
are therefore spintual brothersaswell asbrothers-at­
arms. This dual existence as physical and spiritual
warriors is what forges the SpaceMarines into such
dedicated and determined warriors.



Although the re is less than one Space Marine fo r every
planet in the Imperium, they are sufficient to the task.
The superhuman abilities of the Space Marines allow
them to fight wi th a tenacity that lies far beyond the
capabilities of lesser men. laying down a lethally
accurate hail of better fire until the foe lies broken and
beaten . The Battle-Brothers of the Adeptus Astartes
cannot rest behind walls or torufcanoos - th is they
leave to the Imperial Guard. Seek. st rike, secure - th is is
the combat doctr ine of the Space Marines . They
conduct the most dangerous and crucial of assaults.
leading lightning raids behind enemy lines. seizing vital
pos itons and slaying enemy warlords to render
ooposnq troops leederess.

ORBITAL ASSAULT
A Space Marine attack is heralded by the screaming
approach of Drop Pods - armoured capsules launched
from near orb it at speeds imposSIble to track or
intercept Supplied with coord inates by Space Marine
Scouts. the Drop Pods deploy squad after squad of
power armoured warriors into the very heart of the foe.

Such offensives are normally over in mere hours. for
few armies can contend with the full fury of the Space
Marines. On those rare occasions wh en an assault
stretches out into days Of weeks, the Space Marines
press the assault with valour and determination.
carrying bolter, chemsword and lascannon against the
enemy long after lessermen wou ld have given up
hope . Only when the foe is beaten, when the catered
ground is hidden beneath a carpet of enemy dead and
the area secured, do the Space Marines move on .

It may take one, two or a dozen such stnkes to bring a
campaign to a victor ious end. but victory is never in
doubt. Wh ilst a Space Marine draws breath he wi ll
fight, and wh ilst a Space Mar ine fights. triumph
remains Within his grasp. A half-company of fifty Space
Mar ines is sutnoent to end the rebellion of thousands.
while a fu ll Chapter of a thousand or so battle brothers
can decide the fate of an entire sub-sector. Many foes
have urderesnmeted the sheer determination and
valour of the Adeptus Astartes. but not one has
survived to repeat that grave mistake.

Whi le Tactical. Assault and Devastator Squads secure
the init ial beachhead. Thunderhawk Gunships swoop
low over the battlefield. deploying land Raider or
Predator tanks to the fray. Nigh inviolable in their
Terminator armour. veteran Space Marines teieport
on to key objectives. shredding enemy soldiers with
assault cannon fire and smashing tanks apart with thei r
power fists.

With victory won, the Space Marines remain planetside
until fresh units of the Imperial Guard and local
defence forces arrive. Scarcely is the betnezone secured
when the Space Marines embark once more on fresh
campaigns. They are the saviours of the jmpenurn,
made stroog through faith and refined in the crucible
of war. For such heroes there can be no rest - only an
eternity of battle in the Emperor's name.
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CHAPTERS OF THE SPACE MARINES
One thousand bastions of strength and valour, fighti ng for the survival of mankind.

ULTRAMARINES
First Fou nding

TheUttramarines are the exemplars of the Space
Marines, the purest and noblest of all of the Adeptus
Astartes. It was the founding Primarch of the
uttrerrenres. Roboute Guilliman. who established the
Codex Astertes . the august tome that laid the
foundation for the Space Marine Chapters. Many
hold the uttramannes to be the rightf ul heirs not only
of Guilliman, but of the Emperorhimself.

"Wc arc the U ltramariees. the Sons of

Guilliman. Whilst we draw breath. we
sh od. Whilst we stand. we fight.
Whilst we light. we prevail. Nothing
shal l stay our wrath."

ShouIrJf!r p/;Jles b&Jrmgsquad UttrilfTli.JfIfleS Chapler baMf'l"
.md Ch.lpter fTliJrl<ings

- MUDtUS ulgu
C hl ptCT Mn ter of the Ultumu ints

,.,,,,,, '""""
Blood Angels 3rd (0fflIW1)'

BLOOD ANGELS
First Founding

The Blood Angels strive for absolute perfect ion in all
things. Theirmartial disciplinesare practiced
unceasingly over long and vigorous lives, their rituals
and doctrines asflawless in executionas they are
wondrous to behold. Yet for all their outward nobility,
the Blood Angels aredeeply marred. Each carries a
curse wi thin his blood. a dormant flaw that inevitably
awakens to madness and blood rage. This is the
legacyof their Primarch, Sanguinius, and it hes
doomed the Blood Angels to be fearedand
mistrusted by those they protect.

SPACE WOLVES
First Founding

Made feral in thought and appearance by their
genetic heritage, the Space Wolvesare the most
ferocious of all Space Marines. They areare also the
most unorthodox, having forsaken the Codex Astartes
in favour of the Teachings of their own Primarch.

The Space Wolves have little patience WIth the
fawning suoerstrnons of other men, preferring the
ancient wamor-treditions of their home planet Perms.
Each strives to perform great deeds worthy of ~ng,

caUing upon the Emperor only to witness the living
and to judge the slain.
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IMPERIAL FISTS DARK ANGELS
First Founding First Founding

The ImperialFistshave
earned battle honours
against manymajor alien
races and been instrumental
in holding the Imperium
together through the
beekest of times. They also
performed a pivotal role in
the defence of the Emperor's
palaceduring the dark days
of the Horus Heresy.

The Dark. Angels stand first
amongst the Space Manne
Chapters, as they have done
since their very inception.
Theirs is a proud Chapter,
with traditions and rituals
that date back to the earliest
daysof the Imperium.

SALAMANDERS WHITE SCARS
First Founding First Founding

Born out of darkness and
fire, the battle brothers of
the salamanders Chapter are
tenacious in the extreme,
refusing to yield battle even
when other Space Marines
would fall back.

White Scars are the proven
masters of reconnaissance
and of the hit-and-run
attack. Theyare hunters and
raiders without peer in the
armed forcesof Imperium.

The fanatical Black Templars
have no Chapter Planet. They
are a fleet-based Chapter,
divided into many Crusades.
The Black Templars have
modified the Codex Astertes,
and each Crusade is led by a
Marshall whose ad hoc
company is assembled to
pursuea particular goal.
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Se<:ond Found ing (Imperial Fist s Successors)

The Crimson Fists are a
Chapter on the edge of
extinction. Yet they fight on,
bearing the blows of a cruel
fate with a stoicism that has
become legend across the
Imperium.

BLACK TEMPLARS

CRIMSON FISTS

Second Founding (Imperial Fists Successors)

The Flesh teerers are subject
to a terrible blood-rage .
driven to win victory in dose
assault where they can
sunder the foe with
chainsword and power fist.
Such is their bloodlust that
many other forces of the
Imperium are wary of calling
upon the Flesh reerers in all
but the direst need.

The Silver Skulls believe that
the Emperor guides their
purpose. They take to the
battlef ield only when
portents demand it, fight ing
with valour that haswon
them great renown across
the lmperium.

FLESH TEA,~RE~R~S:....-,--_.,--__.,--_
Second Foundi ng (Blood Angels Successors)

Unknown f ounding

SILVER SKULLS





ASSAULT ON BLACK REACH
Twomonths after the invasion of Waaagh! Zanzag,
safvatlOO came to Black Reach. At Ghospora HIVe,
Orkish attacker and Imperial defender alike turned their
eyes towards the wail ing skies as the Ultramarines'
stnke cruiser Va/in's Rf!IIeflge began its bomberdrreot.
Plasma blast after plasma blast rameo do'oNn from orbit.
detonating amid the ark lines with the fury of an
e-.:ploding sun. Orksdied by the thousand, rendered
unto ash by the onslaught. Thousands more were
knocked sprawling by the shockweve, their
Battlewagons and Buggies sent tumbling into fiery
oblivion as the ground shook and roared under the
strike cruiser's guns. Before the echoes had fully died
away. Drop Podsslammed into the c-atered earth, their
hulls glowing red from the heat of re-entry. The
Ultramarines' Second Company had arrived, and there
would be Cl reckoning.

FM! thousand, ten thousand, perhaps even twenty
thousand Orks fell to the wrath of the tntremannes
that day, and when the storywas recounted on Black
seach in future years the number vvould grow ever
Larger with each fresh telling. The Orks fought WIth all
the maddened fury of their race, but the tntremenoes
'ought like heroes born. Neveronce did they falter,
ohough the enemyoutnumbered them two hundred
:rnes and more. With boItgun and chainsword they
scoured the Greenskins from Ghospora'swalls. but still

SPACE MARINE DREADNOUGHTS
When a Space Marine suffersmortal harm, the like of
which even his physique cannot endure, his body is
borne from the battlefield with reverence. Most die
swift ly from their wounds, or receive the Emperor'S
Mercy from one of the Chapter'S Apothecaries. But the
mightiest fallen, those within whom the spark of life and
honour still burns bright though their body be rent and
torn, are preserved from final rest. Forsucha man the
battle is not yet done. His skills. his wisdom and his
fIghting spirit must continue to serve the Emperor, even
If It must do so in another form. Thehero'scrippled body
IS installed in the cyborganic web of an armoured
sarcophagus, his dimmed senses bound to electro-fibre
Implants. So doeshe cast off a frail mortal frame for
something greater and more difficile. So does he become
a Dreadnought.

A Dreadnought is a truly massive fighting machine.
weIghing several tons and standing two or three times
the height of a man. As the Dreadnought strides into
battle, incoming fire spatters like rain off his towering
adamantium and ceramue hull. Fiery death roars from his
weapons and his great metal fists churn through all who
stand before him.

the Orks cameon. With tascanoon and missile they
destroyed Banlewagon and Stompa, but still the Orks
cameon. Ten thousand lesser men could not have
hoped to prevail against the tide of rage that ebbed
and towed before the wallsof Ghospora that day. but
the Ultramarinesstood firm. They fired until their guns
ran dry, then cast themselves at the Orks with blades
and fists, neveronce falling back, neveronce
despairing at the odds.

Wherever the Orks threatened to overcome their
disorder, wherever a Warboss rallied his warriors, there
could Captain Sicanus be found. No blade tasted more
blood that day than his, for Stcanus met the fury of the
Orksand matched it with his own. TheCaptain and his
entourage cut a bloody swathe through the Greenskm
lines, his blade severing heads and limbs even as his
eyes sought the Warlord whose will drove this
conquering Waaagh l

There, finally, amid the breached wallsof Ghospora, did
Scanus find his prey. With the Terminators of Squad
Heuos to his left and the unstoopabieDreadnought
that was Brother utt rexes to his right, the Ultramannes
Captain hurled himself into battle with Zanzag's
retinue. Only one could walk away from that terrible
struggle - the victor would dictate the final fate of
Black Reach and all who dwelled upon it.
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THE IMPERIAL GUARD
The Conqueror. the Unstoppable. the Hammer of the Emperor.

The Imperial Guard is Mankind's primary and most
numerous defence. It is the Hammer of the Emperor,
numbeClng billions upon billions of soldiers divided into
mtIIions of regiments. Even the pepartmento
MUniloourn hasno idea of the numberof troops under
arms. as the continuous toll of casualties and influx of
recu ts may run to millions in a single day. With
thunderous barrages and crackling volleys, of las-tire.
tre IlTlperial Guard attacks in endless wavesunt il
'IlCtOf'y IS woo. It is warfare at its most brutal. where
ndMdlJcl1 soldiers areirrelevant and only the mettle of
countless forgonen soldiers decides a worlds fate.

An Impenal Guardsman can never possess the battle
prowess of a Space Manne, but there are millions of
such Guardsmen for each Space Marine, sufficient that
t~ CAn be expended for the smallest of goals or
cowtvtteo to the most desperate of defences. Where
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the Space Marinescan be likened to a surgical blade,
striking swiftly and precisely, the onslaught of the
Imperial Guard is akin to a sledgehammer. cumbersome
but unstoccabie. Its doctrines focus on training soldier}
to aim steadyand stand firm when faced with the foe.

REGIMENTS OF THE GUARD
Each 'NOrId of the Impenum is obliged to raise
Regiments of Imperial Guard, and theseare shipped all
across the galaxy to conduct endless war} in the
Emperor's name. The sizeof these regiments is by no
meansfixed. Indeed, depending on the population of
the world from which it is raised, the number of men in
a new regiment can range from a few hundred to
several tens of thousands. Troops regard themselves as
belonging first and foremost to their regiment, which
consists of comrades from the same world who speak
the same dialect and practice the same customs.



Many Imperial Guard regiments are recruited from the
savage urban environments of hive worlds, such as
Moltova, Armageddon or Coronis Agathon, planets
where fami ly or corporate-based warfare is endemic.
Such troops are battle-hardened long before they are
draf ted into the Imperial Guard and are regarded as the
best raw material for a fighting regiment; although
summary executions and wh ippings are oft en needed to
instill a little discipline, of course.

Other favour ite recruiting grounds are worlds such as
Kaledcn. Shodrax and xanak - the feral or medieval
planets where warrior castes and mart ial brotherhoods
thrive. Primitive recruits are not discouraged from native
practces such as head-hunting, the taking of scalps and
other such trophies. Thesecustoms are regarded as
perfect ly acceptable for the battle-spirit they awaken in
the troops and for the fear provoked in the foe. Such
warriors must be trained to use modern tools of war,
although the weapons employed by the Imperial Guard
are deliberately straightforward and durable to ensure
that even the most backward members of the human
race can wield and maintain them.

Once a regiment has been raised, it is shipped to its
posting, often receiving further training in transit. While
regiments are normally posted straight to the heart of a
conf lict, they are occasionally assigned to a world that
borders a warzone, both to reinforce that outpost's
defences and to give the inexperienced guardsmen
sight and smell of the enemy Sometimes a regiment
will be posted to a new ly conquered or liberated world,
inevitably leading to conflict w ith linger ing pockets of

resistance. More often than not, the new garrison will
find itself consolidat ing control of an entire planet from
litt le more than an initial dropzone. This is very much a
bapt ism of fire, forging a hardened fighting unit from
the raw troo ps or damning them to certain death on
the beachhead.

THE WEAPONS OF WAR
Imperial Guard regiments vary enormously across the
galaxy, and include disciplined ranks of infantry, glorious
cavalry, fearsome artillery as well as earth-shaking tanks
and war enqmes. Each Imperial Guard regiment is
largely uniform in its composition. An infantry regiment
will contain nothing in the way of heavy artillery, wh ilst
an artillery regiment will contain little else. As a result,
the Imperial Guard are at their strongest when formed
into an army drawn from several regiments . This is a
deliberate organisational procedure set in place to
prevent large scale rebellion occurring - one of many
painful lessons the Imperium learnt in the dark days of
the Horus Heresy.

The cruel tru th is that manpower is the cheapest of the
Imperium 's myriad currencies. Commanders of the
Guard spend the lives of their men in the search for
victory as carelessly as other armies expend
ammun ition . It is through th is, the inexorable and
overw helming appl ication of power onto a single
strategic point, that the Imperial Guard w ins its bloody
victor ies. Though ponderous, it can field an unending
tide of infantry, supported by armoured vehicles and
artillery. It is a strategy of att rition, and few foes can
endure its mighty onset.
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IMPERIAL GUARD REGIMENTS
The nameless heroes who live and die so that the Imperium might endure.

CADlAN SHOCK TROOPS
Cadia hasalways been Cl fortress world. charged with
guarding Cl narrow corridor of space known as the Cadian
gate - the one and only safe passage between the Daemoo
worlds of the Eye of Terror and Earth. Cadia itself is
therefore one of the most strateg ically important planets in
the galaxy, and Its defence is vital to the survival of the
lmperium. As a result of this, Cadia is Cl fortress. first. last
and always. Its entire population is destined for Cl military
life. The birth rate and recruitment rate are synonymous, and
the death rate is not so very far separated.

Cadian Regiments are swift to deploy, with excellent morale
and unswerving loyalty. Such is the heroism the Cadians
display that even the superhuman Space Marineshold these
guardsmen as important allies. Cedan commanders believe
that it is discipline, and discipline alone, that makesa good
soldier. While this view" is perhapsa litt le narrow, it is
impossible to argue with the impressive honours lavished on
the Cadian high command by a grateful Imperium. Such is
the reputation of the Cedens that many other regiments
utilise the same pattern equipment, although specific
fight ing stylesand regimental credos may differ.

CATACHAN JUNGLE FIGHTERS
The planet Cetachen is a death world on which the climate,
animal life and plant life is all inimical to humanity. On
Cetachen. daily survival requires skill and courage undreamt
of on other worlds. It is not surprising therefore that the
men forming the CetachanRegiments are tough, resourceful
and uncompromising warriors, as deadly from afar with
mortar and tescannon as they are from ambush with lasgun
and flamer.

In the jungle, Catechen warriors areunsurpassed. Each is
easilyworth five men from any other regiment, and those
sk.ills learnt in the jungle are easily adapted to other war
zones. Indeed, most Cetachans claim that even the most
suicidal of military engagements are as nothing to a day in
the lethal jungles of their homeworld. This gung-ho
enthusiasm is often mistaken for bravado by Guardsmen
from other regiments. The fad remains that Cetacban jungle
fighters remain the most uncomplaining, determined and
valouroussoldiers of the Imperial Guard, whether assigned
to drudgerous garrison duties or a hopeless assault upon an
impregnable fortress.
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MORDIAN IRON GUARD
The Mordian Iron Guard are
superbly drilled and accoutred
soldiers from a world bathed in
perpetual night and cursed with
the attentions of Chaos.
In battle. the Iron Guard present
a solid wall of brightly·
uniformed. flawlessly-formed
troops, cutting down the foe
with precisely timed volleys from
behind a hedge of polished
bayonet points .

VAlHAlLAN ICE WARRIORS
Regiments raised in the frozen
hive cues of Valhalla have a
formidable reputation for
unwavering courage when in
oeteoce. Normally the only way
to capture ground held by
Vathallans is to wipe them out to
the last man. When attacking,
the ice wemors combine massed
artillery barrages with endless
Infantry wave assaults - few foes
can withstand such tactics.

TAlLARN DESERT RAIDERS
The tanam are guerrilla fighters,
evasive and opportunistic. They
are especially renowned for hard­
fighting Sentinel squadrons and

"'''III~ reconnaissance operatives. Every
tanam is an accomplished rider,
and they will often use riding
beasts to move from battle to
battle, or to charge into the th ick
of the fray where knives and
hunting lances can do their
wicked work .

ARMAGEDDON STEEL lEGIONS
Fully mobile in their Chimera
transports, the Steel Legions are
able to overrun the enemy lines
with swift-moving infantry

';J"ii... formations. Recruited from the
great industrial hives of
Armageddon, Steel Legion ranks
are thick with conscripted
Armageddon hive gangers ­
a fact that goes a long way to
explain the fabled brutality of the
Steel Legions.

ATHONIAN TUNNEL RATS
Governance of Athonos isvied
for by a dozen rival families. The
resultant gang warfare- fought
in the streets and sewers of the
hydroponic gardens - is brutal
and unending. Such is the
recruit ing ground for the
Athonian Tunnel Rats. They are
masters of urban combat and
amongst the most determined
dose-quarter fighters of the
Imperial Guard.

VOSTROYAN FIRSTBORN
Vostroya's regiments are
conscripted from the first born
sons of every family on the planet.
The arms and armour of Firstborn
regiments are directly supplied
from the c1amourous
manfactorums of their smog­
shrouded homeworld. Each
weapon is a family heirloom,
passed down from Firstborn to
Firstborn, and worth considerably
more than the man who carries it.

THEDEATH KORPS OF KRIEG
Krieg was laid to waste when
rebellion led to a 500 year
campaign of atomic purging. The
Death xorps now seek to make
amends for their earlier heresy by
rnartyring themselves to the
nJperial cause. The Death xcros
fMJht without fear of death,
grinding their enemies down In
battles of attr ition, disdaining
retreat and surrender whilst
VI(1.ory is still in Sight.

KAlEDON HUNTERS
The complexwarrior clansof
Kareoon are an invaluable
recruiting ground for the Imperial
Guard and contribute several of

";I1'lI~ the toughest. if least disciplined,
regiments in the jmpenum. Each
regiment is drawn from a single
clan and Kaledoni regiments
inevitably fight all the harder to
prove their superiority over a
regiment recruited from a
different clan.
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THE KIELDAR OFFENSIVE
A rebellion systematically crushed beneath the weight of the Imperial Guard.

The Kieldar rebellion of 956.M41 began with a
declaration of independence and flagrant rejection of
the Imperial Creed. Shortly thereafter all those deemed
a threat to the newly 'independent' Fortress world ­
including representatives of the Ecclesiarchy and
militaryadvisors from nearby Cadia were executed.

OAYS 1 to 1
rteee i1nempu 10 §«;UIe

a drop SIte on the' northl"m
oont'nl!nt ale dfoff'<lled Thfo
fourth dflVl"; tM @f1emy
from the beach-heed.

(asu<alt~ inflicted
Modera le
Casua/tIes SOSUilnoed:

""""

"­
~-

TACTICA CONTROL
Regimental commandersof the
Imperial GlJGrd are expected to INd
their men from the front; to enfoKe
dlSClp/lfI(> and set an ellilmpk to the

common soldiers. By contrast, offic~
iM'Io0\0'E'f'SE'E' the wider strategies of
the batt!egroup are too II<JIuabIe to be
commonly exposed to thE> voIati/E'
theatres o f operation . A high

commander of this kind directs the
bombardments. entrenchmentsand
assdults of th~r numberless soldiers
from tM relativesafety of a Pro teus­
dasscommand bunker OfOfblting
starsi'Hp HMi! a coterie of aides,
senortats dIld a5lropaths keep him

abfNsl battlefield deveIopment'4
and an t"H:'I"~ilanr Lord Comm/1SiJr
ensttfl'S ma! his duties are discharged
Ctlm.'Cl'~ and Wtttlout weilkness.
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Unbeknownst to the rebels, an Astropath attached to
the Cadian delegation was able to send warning of
Kieldar's uprising. Fearing that misrule would spread ­
especially to the nearby, and vital agri worlds of the
Dinorwyc duster, an Imperial Guard task. force was
assembled and ordered to crush the Kie!ddr rebellion.

DAY 18
BlltZO::lieg asldUIt on outer dl>f~l' linE>
Thundefboll fJghtE'l'S~ a« cccer

htilTldled caw allteS,nflkt ed: Keavy
Infantry casceaes sustained: Light
F,ght,ng vehicles eescenes susUl ine-d Modl-fatl'



THE lEMAN RUSS
The Leman Russ is the chief battle tank of the Imperial

Guard. Over the miJny cen turies the dBign has been in
use therehave been many fundamental changes in
construction and even in appearance, but the capabilities
of the vehicle h.3ve changedverylittle. The Leman Russ'
ruggedconstruction hasprovedtime and again that it
can infl ict and sustain heavy damage. No other tank ­

human or alien - of the Leman Russ' size can m<Jteh its
firepowef. At the same time the solid and durable
design the tank to endure a variety of lethal
environments, as well as the field modifications
of often less-rhdn-expert crews and repair teams.

DAYS 60 TO 93
TheSi~ of Darkridge.
The Oarkridge Hold
tortllKillions are red uced la
rubble by thirty days of
ccntmuous bombardment .
Kieldar rebel defence units
fall back ~f(l(e infantry
eovence. Taskforce Ironw'nd
cuts enemy line of retrea t.
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CHAOS SPACE MARINES
Cruel Marauders, Ruthless Overlords - Traitors all .

The Chaos Space Marines wage war for glory, for
adulat ion, for the joy of batt le, fo r worl dly power and
spiritual release; and for other reasons too dark fo r the
faithfu l to comprehend. ChaosSpace Marines were
once the Imperium's greatest defenders but are nQIN
deadly warriors bent on anarchy and destruction. They
serve nothing but their own desires and the Gods of
the Warp that grant them the power to fulfil their
depraved ambitions . A warrior of the Chaos Gods holds
allegiance only to those more powerful than he is.

Chaos Space Marines are gene-engineered behemoths
of war, dad in formidable power armou r and wielding
weapons forged from human technologyand blessed
by daemonic patronage. Along with their physiques
and unparalleled battlecratt. the Chaos Space Marines
areblessed with the gifts of the Dark Gods, and many
haveotherworldly abilities and strange mutations.
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TRAITORSAND RENEGADES
Throughout the war-torn history of the Imperium.
Space Marines have strayed from their service to the
Emperor and turned to the Chaos Gods. Such a
betrayal caused the cataclysmic events of the Horus
Heresy at the birth of the Imperium. Entire Legions of
Space Marines. tens of thousands-strong. betrayed the
Emperor. The Traitor Legions have since broken into
hundreds of roving warbands. As well as these
warners. indIVidual Space Marines. squads. companies
and whole Chaptershaveturned renegade and sworn
themselves to Chaos. These are the most loathed of all
the Emperor'senemies, for they are traitorswho have
forsworn their oathsof allegiance and turned their
backson duties held deerer than life. The Chaos Lords
are the most powerful of these warriors, capable of
welding together coalitionsof these disparate forces
long enough to enslaveand despoil.



HIDDEN LAIRS
At the heart of the Imperium lies the twisting morass of
the Eye of Terror Warp storm. Here, sterstups cannot
easily forge their way through the swirling energies of
the Warp. and so within the Eye are found the greatest
Iastnesses of Chaos. preserved from Imperial retribution
by the power of their dark masters. Yet the Eye of
Terror is alsoa prison. for its tempestuous energies trap
the Chaos Space MarinesWithin.

Time fIO'NS strangelywithin the Eye of Terror. While a
month or day passes in the material universe. an hour
or a century may pass amid the swirling Warp rifts of
the Eye. Thus the Chaos Space Marineserupt forth on
sporadic raidsas the chance flooNs of energy allow.
rampagmg across worlds and star systems before
returning to their strongholds. Occasionally the Eye of
Terror opens fully. allowing the multitudinous hordes of
Chaos to burst forth in devastating incursions known as
the Black Crusades.

Chaosrenegades and TraitorLegioonaires d\.vell not
only in the Eye of Terror. but alsowithin other Warp
storms such as the Maelstrom and the Well of
Shadows. Warbands stalk their prey from the
wilderness space between Imperial sectors aboard
sterships. on hidden moonbeses and within drifting
space hulks; there is no target beyond the reach of the
Chaos Space Marinesand no world that does not feel
their coming.

DEADLY WARRIORS
The Chaos SpaceMarinesare highly trained and
motivated by greed, lust and glory. Many havedecades.
centuriesor even millennia of combat experience. won
on countless corpse-riddled battlefields. All are highly
skilled in every manner of weapon and war. Heavy
weapon SQuadsknown as Havocs lay down blistering
covering fire. while jump pack-equipped RaptorSQuads
swoop down on their enemies. Themost fearsome and
experienced warriors advance dad in archaic Terminator
armour. Some renegades dedicate their lives to a single
god and a single purpose. wholly surrendering their
humanity Io- the glQ(ies of their patron. foremost
amongst such warriors are the Khorne aerzerkers. who
are gripped by a bloodthirsty battlelust and hurl
themselves at their foes with pistols and chain-axes,
and the Plague Marinesof Nurgle. dedicated to
spreading pestilence and decay.

A few ChaosSpace Mannesallow Daemons to possess
their bodies. exhibiting destructive Warp-based powers
that consume their host assurely as they do his foes.
The mysterious Obnteretors havemade strange pacts
with the Ruinous Powers and are capable of
transforming their bodies into living weapons. These
warriors fight alongsidewar machines that have seen
ceaseless battle for centurieson end; icon-encrusted
battle tanks, psychopathic Dreadnoughts and Daemon­
possessed Defilers. Such are the forces of the Chaos
Space Marines. Such is the doom of Mankind.
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THE FALL OF VILAMUS
The piratical band of renegade Space Marin es known
as the Red Corsairs regularly raid the Imperium from
lairs WIthin the Warp storm known as the Maelstrom.
Most of these attacks target shipping, but there are
some raids, those led by the dread commander Huron
Blackheart, that go rnu<:h further in their daring, and
the Fall of vnemus was one such attack . In the last
years of the 4 1st Millennium, Huron set out to steal a
large amount of gene-seed - the raw qenetc material
his Apothecaries require to make more Space Marines.
vilemus was the fortress-monastery of the Marines
Errant Space Marine Chapter. It was Cl formidable

Night lords Veterans
Huron stl'lKk a dedi wrrh sever'" warriof'; of t~ Night Lcxds
Legion, infamous /or their ilmbushes and S1Ialk artiICk toKt>a.
These Night Lon:Jo; formed a vanguard Having been dropped
onto rneworld under rover of a cosmiI:: o;torm, they infiltrated
the defences of Vilamuo; viapoorlydefendoo 'It'fl tilation 'ihil ft5
and ma,nren.:mce tunnM . OncE' inside the IortIPSS-monao;tery
they d'sabled the generatorum, shutting down the teleport field
iJflddefence lasers.

target. protected by the greatest warriors of the
Imperium, throbbing power shields to prevent
teleporting, and armou red bastions equipped wi th
lasers capable of blasting targets ou t of orbit , The f irst
of these defences, the Space Mannes, was relatively
straighdorwafd to negate. Over the cou rse of two
years the Red Corsairs performed ever more daring
attacks on shipping in the sector, draWIng more and
more of the Marin es Errant out on patrol and counter­
piracy missions. Eventually, th is left Vilamus garrisoned
by only 120 Space Marines, supported by numerous
Chapter serfs.

Termin ator Assault
WIth the defence Ia~rs out of commiuion. Huron'o; cruisero;- and
stoke craft were able to entE'r low orbit , From~. Huron's
Termindffirl - highly eq>enenced iJfldhNvily-armoured warriors
- wereable to teIeport dit'PCI/y into Vilamus. The;rmain targer
W(IS the power reldys thar 5tIU fed energy ftlthe defence
bimiono;. Once thesewE're St'Vffed. the Termind t~ diverted
their artMk to the iIpOrh«arion where rhl' ChaplPr"; gene-vaulr
W(IS to be found

Huron 's Victory
W,f/'l Vilamus' oJIJromated
ckfer« rllm'lli deprillPd of
(J(YWf!f ¥Id rhe 1orfIPSS­
/'IIOI'loJSteoYs g¥rison
COIl'Ibatmg rllp Termioolton,
Huron deIn.wed tllp killitlg
blow Ht> IMMl M54<JIt
~fI'ISl m."""" chapel.
whichcontl#'lf!d m.tI1)' 01tt..
(hapfE'l"'o; most~
¥Te/«.n, JOm~
proll'UIng rr- ~!It!ed

¥Id rr- Clwpter reM:s. ,lip

M¥inoe1 £rr."r~ dMded.
¥ld Ihus NStIr~
Huron escaped wrf/'l~ ..
oIlfwoOwpfE'l"'o; ~!It!ed.

doot7WIg m.~ ErrMlt
ftl • skIwdtmfsp





THE ANTECANIS MASSACRE
I/v'hen the Chaos Space Mar ines attacked , Astrooatbs
had broadcast warnings and calls for aid. Space
Marines of the Silver Skulls Chapter were the f irst to
respond. They harried the Chaos fleet with daring hit­
and-run attacks that robbed the warriors on the surface
of orbital support. The Silver Skulls were but the first
warriors in the Imperium 's response as the
peoartmento Munitorum gathered forces and raised
regiments for all-out war. Abaddon kne-w that once the
lim itless numbers of the Emperor's armies were
committed, Antecenis would become a cauldron of
battle from which the re would be no escape. He
resolved to swiftly end the siege of Monarchive.

Perhaps the greatest of all the bloodthirsty warlords of
Chaos is Abaddon, wermeste r of the Black legion . It
was during Abaddon's9th Black Crusade that the
world of Antecanis felt his ire. At the start of the 37th
Millennium it wasa heaving hivewOOd With a
population in the tens of billions. Its principal export
was people. most of whom were sent to labour in the
nearby Naval dockyard of Cencephelus or to crew the
warships built there. Knowing that the Imperial Navy
docks were heavily defended. Abaddon chose to strike
at its most vulnerable point - the world from which its
workers came. Without a supply of millions of
labourers, Cencephalus' manufactories and shipyards
would fall silent.

Abad don promised great riches and coun tless slaves to
his warriors. making pacts With the frenzied Space
Marines of the World Eaters, the darkly zealous Word
Bearers, reneqades from the Purge and the Apostles of
Minthras, and dozens of smaller warbands. The might
of the Black Legion and theIr allies fell upon Antecan rs
in 165.M37 . A space battle erupted around the orb ital
defences, but the defence moni tors and Imperial Navy
space stations could do lrnle against the battle barges.
grand cu sers and batttestaos of Abaddon'!. fleet. After
seven days. fusion bombs and vortex torpedoes rained
down from the heavens onto the towering citade ls of
Antecanis ' hives. M illions died as glisten ing towers
toppled under the orb ital barrage . In the wake of this
devastation, dropships poured onto the surface.
disgorging hundreds of ruthless killers.

Abaddon's lieutenants and allies had divided the spoils
and set about attacking their tarqe ts. Abaddon
focussed upon Monarchive, the seat of the Imperia l
Commander. At the vanguard of Abaddon's attack
strode DhafLeth, a Daemon Prince who had fought for
the Night Lords during the Horus Heresy, but who now
swore allegiance to the Warmaster. Dhar'tetn's assault
was relentless; fo r screen days the Daemon Prince and
his Black Legionnaires burned and butchered the ir way
through the lower levels of Monarchive. Refugees fled
in the tens of mill ions, but still columns of slaves
hundreds of kilometres-long trudged across the wastes
to the Black teclon's tenders.

Abaddon led the final assault on the capital, attacking
with his bodyguard of Black Legion Terminators. They
slaughtered squads of Adeptus Arbites, whole platoons
of planetary defence troopers and the elite Oath
Wardens of the Imperial Commander's personal guard .
The sacrifices of the defenders were in vain, for it took
Abaddon a mere two days to breach the fInal defence
line and storm the inner sanctum of the Imperia l
Commander. With Monarchive now under his cootro .
Abaddon sent his forces to kill or capture as many of
the hive'!. populace as possible. Those too old or too
infi rm to slave for the Warmaster were executed, wh ile
millions of others were transported to captured haulage
and merchant ships waiting in orb it .

When Abaddon received word that the first Imperial
Guard transports had broken from Warp space, he
ordered his lieutenants to Quit Antecanis . To his allies,
he gave no warning, knOWing that they would be
forced to fight and would delay Imperial pursuit. With
the holds of his ships crammed full of loot and slaves,
Abaddon departed Antecans, dropp ing a dozen
cyclonic warheads onto the ruins of Monarchive as a
last contemptuous gesture. Breaking through the
cordon of Silver Skulls warships, the Black legion
moved on to the ir next target.

Imperial Guard regiments from Cadia, tostek and
Second Hubris arrived at Antecan is in the following
weeks and months, and the Chaos Space Marines left
behind fought grimly. Some escaped the tightening
Imperial noose. others fought to the last in battles
marked more by bloody slaughter and defiance than
tactical acumen. As Abaddon had planned,
Cancephalus gradua lly stopped its construction works
and within a year was unab le to ref it even the smallest
naval warsh ips. Unmolested by the Imperial navy.
Abaddon's f leets were able to ravage the sector at wi ll

For seventeen years, battles cont inued for possession of
Antecan is, from which the world never recovered. The
ruins of its hives loom darkly over the ash wastes like
the skeletons of gargantuan beasts.

148 DARK MILLENNIUM: The Chaos Space Marines





CHAOS DAEMONS
Scions of the Warp, Doom Given Form, the Children of Madness.

Daemons are destruction mcemete. Whena daemonic
army IS 00 the march, anarchy is rife. reason collapses
and carnage consumes whole planets. All fear the
Daemons of the Chaos Gods. for their mere presence
can permanently alter reality itself.

TheWarp IS a perversion of the material dimension, a
bottomless mirror-poo l hidden only by the delicate veil
of ~nIty. WIthin the Warp dwell unholy terrors formed
of purest malevolence and murderous intent. They
watch the rnetener world from anotherplane of
ecstence. lifelesslysearching for a weakness in the
barrier between piares that will auow them access to
the mortal realm. These vile denizens are
mamtestatons of all that is twisted and dark in the
human psyche. They are hatred and violence given
form. twisted lust and perfidious envy come to life.
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HIdden wi thin the shift ing tides of the Warp. the
Daemons watch the realms of humanity. their souls
burning with an eternal thirst that can only be
quenched in blood and havoc. It is the Daemon'ssole
desire to possess and pervert the works of man.
Though there are many factions amongst the Daemons
of the Warp. they are all united in a single quest: to
make the mortal plane a playground for their hateful
needs and to slaughter and punish every living creature
they can find.

DAEMONIC ASSAULT
There are many ways for the Daemon to invade reality
The psyker's gift. most common of the Daemon's
meansof entry, thins the walls of reason and allows
otherworldly assailants to penetrate the veil. Whilst
traversing the Warp, many an Imperial crew will watch



in hor ror as their ship's protect ive shields collapse, and
w hen the vessel eventually drifts from the fickle tides of
the Immaterium it is filled with fiends instead of men.
Sometimes a stellar t rauma wi ll tear the fabric of reality
itself, leaving a permanent lesion from which daemonic
invasions of unprecedented size spill forth . There are
even those planets that have been consumed by arcane
power, transformed into Daemon worlds that defy
reason to bett er echo the whims of their mad lords.
whatever its source, once a Warp rift is fully open, the
doom of any nearby worlds is nigh .

THE HOSTS
Daemons are an extension of the will of the ir parent
deity, splinters of tile Ruinous Powers made sentient .
Each Daemon resembles its vile progenitor, at least in
part, and when the hosts march to war they do so as a
coruscating cavalcadeof unreason that can unravel the
mind of a mortal man. Unimaginably sickening
P1aguebearers shuffle and plod towa rd their foes,
noxious slime pool ing in their deliquescent wake as
they drone monotonous catalogues of disease.
Iridescent Horrors cackle and cavort, wreaking mutation
and ruin wi th hysterical glee. Bloodletters stalk forward.
long black tongues fl ickering around hell-forged blades
in their eagerness to claim more skulls. No lessdeadly
are those known as Daemonettes, the writhing
handmaidens of Staenesh, their hypnotic movements
alone enoug h to beguile a man. Yet these are but the
most common of the abhorrent forms in the daemonic
host; those closest to the comprehension of mankind.

Amon gst the ranks of the Daemon soldiery are ent it ies
far more exotic and terrifying. When the rift in space
has dilated suffici ently the host's war-beasts will attack,

creatu res possessed of animalist ic intelligence but
hideous strength. Scaled hounds the size of stallions
and sinuous Daemon-steeds race alongside brass­
armou red behemoths and swooping terrors of the sky.

But within the ranks of the daemonic legions none are
more powerful than those known as Greater Daemons.
These monstrosities epitomise all that is unholy,
looming over their nightmarish min ions as a mighty
predator towers over its young , A blow from a Greater
Daemon can tear apart a platoon, shred a tank, even
split open a duralium vault. Tostand in defiance against
a Greater Daemon is to risk an eternity of torture and
damnation . At their whi m, reality is reforged . At thei r
command, the Daemon armies punish and slaughter
the populations of entire systems.

WARWITHOUT END
Though Daemons can be dr~ back to the Warp with
unremitting force and a will of steel, ult imately this
hellish grotesquerie can only be slowed, not halted. The
destruction of a Daemon's physical form will banish it,
but not put an end its existence, The malefic presence
will gradually reform in the Warp, nursing its grudge
over long and painfu l decades. When It gets a chance
to return to the material plane, its revenge will be
bloody indeed. Worse still, once a breach in space has
allowed a daemonic host to bleed through, it remains a
weak point in reality that may split open again wi thout
warning. As more and more individuals dabble wi th the
Warp, so does the power and frequency of daemonic
assault increase. Though the common man knows little
of such th ings, those who have studied the Daemon
believe it the greatest of all enemies, for they are the
doom that comes from with in.

THE CHAOS GODS

NURGl:E

Khorne ISthe Blood God. the god
01battle, a god whose bellowsof
irrsatreble rage echo throughout
lime and soece. Hesus upon a
mighty throne of brass atop a vast
mound 01 skulls. A sea of splintered
bones exteoosIrcm him In all
di-ecncns. the remains of those
slain by his many ch<lmpions,

rzeentcn is the Great Sorcerer. the TZEENTCH
god 01 magic and master of the
time stream He is the Changer of
Ways. the one who erects the fate
of the umveese. Only taeeotcn can
see the trails of potential futures
Wl!'aving forward In time like muttl­
coIourM threads H~ plans reach
past temporal bounds and carry
through untold cemuees.

Slaanesh IS !he' youngest of the SlAANESH
Chaos Godsand is k.nown 215 the
Dark Prmet' Of all the Dart Gods.

he alone IS nely' Deautrful.
Slaanesh is sedtKtrve only an
immortal can be He: cmrses
excess in anearthly tti , aod
seecs out mortalspo5~ of
beauty and charm.
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THE GHEISTOS CATACLYSM
In the early years of .M41, upon the agri-world of
Gheistos, an abattoir wo rker no older than a dozen
summers began to suffer from crippling headaches.
Though he had been schooled by the quadrant's
Proctor about the dangers of harbouring the unholy,
the youngster was reluctant to report the migraines to
his overseers. or the strange voice that accompanied
them. He knew full well that if he confessed to what
the voice had been suggesting he would be taken from
the eqn-compiex, perhaps for good.

One day, the boy w as taken to the abattoir by the
shiftmaster, and beaten severely for failing to attend
the bloodmachines with proper diligence. The boy, in
the thrall of Cl particularly severe headache, lashed out
with Cl strange curse that even he did not understand.
For a moment, reality buckled and split. and his words
coalesced into thousands of tat-boded flies.

Within seconds both of rnortals were beset. The flies
shrouded the boy and lifted him off the ground. The
shrttmester choked as dozens slimy and bristled
osectod bodies fo rced thei r way into his throa t and
lungs . In their pan ic. neither victim noticed that each of
the fl ies had the boy's face, nor realised that their
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maddening buzz was a droning prayer to Nurgle. With
a sickening popping of bone, the farmh and opened up
like a gory flower. Someth ing terrible began to push its
way through from the Warp.

THE BLACK POX
The gurgling screams coming from the barn brought
many of the older labourers runn ing. They were
greeted by a repulsive sight. Greenish-grey Daemons
were pulling theIr w ay out of the mewling womb-thing
th at was once the young worker, chanting ceaselessly
in a maddening monotone as th e fli es swarmed around
them. Though most of the workers turned tai l and ran,
their fate was sealed . Each had been tou ched by a
Daemon-fly. Each had been infected with the Black Pox.

Within a matter of hours, the victims began to putrefy
and severe bouts of coughing brou ght up not only dark
phlegm, but also more daemon-flies. They returned to
their hab-bocks in panic, and the Black Poll. spread,
taking a terrib le toiL Before dawn, much of the
quadrant's livestock had withered away to black sludge,
and the workers and their families had been replaced
by disease-ridden parod ies of th eir for mer selves. The
tco tsoldie rs of Nurg le we re on th e march.

A DARK REVENGE
Due to the vigilance and efficiency of a local Arbites
patrol, the infected eqn-comotex was Quickly
quarantined. Hundreds of Planetary Defence Troopers
were scrambled to combat the emergent menace,
along with a detachment of pure-beerted Adepta
Sororitas from the local Ecclesiarchy garrison.
Eventually, With flame and fauh. the Imperial soldiery
drove back the Daemons and reduced much of the
infected complex to ash.

Father Nurgle was not pleased by this turn of events.
Wrathful and with a desire for vengeance wracking his
fetid heart, Nurgte, petit ioned his brother gods for aid
against the upstart defenders of Gheistos. Though
subtle Slaanesh declined and inscrutable rzeentcn
ignored the P1aguefather'splea, Khorne the Blood God
was only too pleased to jo in the excess of slaughter
that Nurgle had in mind.

Combining their powe r, the gods forced the nascent
Warp rift wider until a glowing portal had opened
within th e ruins of th e een-comorex. This time, the
Daemons that pushed through the Warp nttcame by
the dozen rather than in ones and twos. This time.
gore-hungry Bloodletters marched toward the Imperial
barracks aloogside pustutent P1aguebearers and
chattering Nurglings. The butchery th at ensued was the
worst that Gheistos had ever seen and the trenches
soon ran red and black with infected blood. But the
planet's nigh tmarish fate had yet to fUlly unfold.



With the agents of disease abroad, it was not long
before Gheistos was in the grip of the Black Pox once
more, Maggots swarmed through the blood-slicked
streets. Shored up in his airt ight dome-fortress, the
Planetary Governor ordered his Astrcoath to send out a
hymnal of distress, The governor was fortunate indeed,
for the message was received by the Vorpal Swords
Space Mar ine Chapter.

The Adeptus Astartes attack struck like lightning, but
fo r the populace it was too late. The world was riddled
wi th infection. Reality shimmered and split in dozens of
locat ions, leaking pustulen t matter that congealed into
more of Ncrqte's dreadful children. Worse still, to
ensure his plans came to fruition, the Father of Plagues
had reached an accord w ith Slaanesh.

Despite their init ial victor ies the Space Mar ines were
met by a daemoni c horde of terrifying size. The battle
raged fo r days and both sides suffered horrendous
casualties. Despite the heroism of the Astartes troops
and the unrelent ing fury of the daemonic host, neither
SIde could gain the advantage.

THEFLOOD OF GORE
«rome was incensed that Nurgle had turned to f ickle
SIoanesh for aid. In his rage, the Blood God took up his
legendary blade and slashed a mighty wound in the
~ above Gheistos. Through the wound came a

gushing torrent of boi ling blood, a t idal wave of
crsnson that swept away Daemon and defender alike,
Only the scions of Khorne and the Adeptus Astartes
;ood true.

The once-peacefu l planet of Gheistos began to
resemble a slaughterhouse as more and more of
<borne's footsoldiers poured onto the planet . A hail of
skulls plummeted from red-hoed clouds, screaming in
praise of the Blood God as they hammered down.
Those few natives who survived the deluge quick ly lost
their minds under th is fell barrage, clawing at their eyes
in horro r and desperation .

The Vorpal Swords, suffering casualt ies at an untenable
rate, called for reinforceme nts. Three weeks later, the
Grey Knights, daemonhu nters beyond compare, had
added their might and expert ise to the battle
consuming Gheistos. The Daemons of Khorne began to
lose ground, the ir blood-hungry frenzy shrivelling under
the flames of the Grey Knights ' fury.

Though Gheistos was eventually cleansed of daemonic
presence, it was judged tainted beyond all hope, and
the Inquisitors of the Ordo Malleus were left no choice
but to enact Exterrninatus. At the behest of the
Inquisition the strike cruisers of the Grey Knights
scoured the planet clean with an unrelenting barrage
of cyclonic torpedos.

Though a mere matter of months had passed since the
original Warp rift had opened, Gheistos was no more.
Nurg le was most displeased, fo r he had been denied
the breeding ground for his newest plague, and both
Khorne and Staanesh felt they had been cheated of
victory. rzeentcb. the Great Schemer, watched his
brother gods squabbling and f ighting amongst
themse lves and smiled.
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THE ELDAR
Wielders of Fate, Lords of the Void Above, First Amongst the Stars.

Subtle and mysterious, the Eldar are enigmatic aliens
possessed of incredible skill. Before Mankind's
ancestors had even crawled from the cold womb of
the rer-an seas, the shining constellations of the Eldar
empire already spanned the galaxy. The whims of the
Eldar moulded history, and the greatest amongst them
created worlds and quenched suns.

The Eldar'spride ultimatelyproved to be their undoing.
Their civilisation was ripped apart by a terriblecataclysm
that permanently scarred the heavens themselves. Now
the Eldar race isan but extinct, the lastfragments of its
shattered civilisation in a constant battle for survival.

The Eldar are at first glance physicallysimilar to
humans, though they areall slender-limbed and
dextrous, possessing fine featuresand an ethereal
grace. It is in their extraordinary minds that the true
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differences lie. The Eldar mind is innately psychic,
possessing a capacity for experience and thought that
scales heights of ecstasy unthinkable to a human or
Tau . This potential for joy isequalled by their capacity
to feel anger, bloodtestand even hatred. No creature,
not even an Eldar, can taste such rich fruits in an
uncontrolledway Without consequence. For an Eldar to
yield absolutely to his desires would destroy him. Such
was the fate of the ancient Elder, whose depravities
brought about the birth of a vicious and obscene god,
and the fall of the Hdar race itself.

THE TRUE PATH
Since the dark days of the Fall, those few Eldar who
survived struckout upon a different path. They became
isolationist and cautious in the extreme, flitting like
ghosts within great spacefaring cities called
Craftworlds. Fearful of fatting into the same spiritual



malaise as their forefathers, the Eldar practice but one
discipline at a t ime to the exclusion of all others. Their
focus is so intense that each skill becomes a complete
way of life, a sphere of experience that they explore
completely before adopting a different path. In this
way, the Eldar master dozens of facets of existence
during their centur ies-long lives.

In the dark days of the 41st Mi llennium, the most
renowned path is that of the Warrior. This path in turn
is subdivided into several facets called Aspects. Each of
these warrior factions is modelled after an aspect of
the Eldar war god Khaine. and each shrine has its own
cultures, wargear and supernatural skills. The Aspect
Warriors are feared throughout the galaxy, for none
can match them in their chosen fields of batt le. The
Path of the Warrior is dangerous for the soul as well as
the body, for all the branches of the Warrior path lead
to the same dark place - a twilight existence where the
spirit becomes unable to escape from the bonds of its
own rage. It is there that the Exarchs dwell, those who
are trapped forever upon the Path of the Warrior in an
eternal cycle of bloodshed and str ife.

THE WAY OF VIOLENCE
Despite all they have lost, the Eldar wield technology
so advanced that, to the uncivilised races, even their
militia appear as masters of powerful magics. A small
force of Eldar is capable of method ically destroying a
far larger army wi thou t the loss of a single drop of
Eldar blood . This is due in part to the manner in
which the Aspect Warriors fight. The sharpened skills
of each unit interloc k and complement those of their
comrades, weaving ind ividual acts of battl e into a
symphony of destruct ion. The orchestrators of the
Eldar w ar efforts are the Autarchs. those warriors who
have worshipped at the Aspect shrines for centuries
and yet never succumbed to the deadly fate of the
txarchs. and the rarseers, who divine all possible
futu res to better guide their people to success.

The elite infan try of the Eldar armies, though integ ral
to the survival of their race, are but one facet of a
much larger war machine . They march to battle
alongside elegant bipeda\ war wal kers and arcane
artillery platforms capable of tearing apart reality.
Above the werbost the sleek prows of qrav-tanks
glide gracefu lly th rough the air, casting their
distinctive shadows over dartin g strike forces of
Guardians. Heavily-armed Jetblkes speed around the
f lanks of the Eldar warhost in blurs of bright colour.
At the heads of the armies march the immortal
Phoenix Lords and the incandescent Avatar, a god of
war incarnate. Their numbers are few, though, and
for all its pageant ry and pride the grand warhost still
bears the mark of the Eldar's plight. Alongside the
living march the ghost warriors, the dead heroes of
yesteryear wre nched from their rest and compelled to
fight again. Such are the acts the Eldar are forced to
commit in order to ensure the survival of thei r
dwindling race.

THE f ALL Of THE EWAR
The doom of the Eldar, when it came, took a form
far more subtle and dangerous than ciV!1 war or alien
invasion. The Eldar's pursuit of perfection in all things
led them do wn the path of decadence until their

society fell to a terrible sickness of the soul.

Some heeded the portents that haunted their
dreams. building great Craftworlds on which to flee
to safety Most glutted themselves on the pursuits of
the depraved. Before long. brother fought brother
and sadistic killers stalked the shadows.

Amidst the swirling psychic energy of the Empyrean,
the corruption of the Eldar became manifest. What

an unimaginably foul and sickening being it was that
the Eldar raised unknowingly in the Warp. No
creature was ever birthed that was as terrible or
perverse as the Chaos God Slaanesh, She Who
Thirsts. the Doom of the Eldar incarnate .

With a howl of raw power Slaanesh rose into
supernatural life, and a psychic implosion tore at the
universe. The epicentre lay wi thin the gilded heart of
the Eldar realms, leaving a pulsing afterbirth of raw
Chaos in its place. Within the space of a single
breath the Eldar had become a doomed people,
knowing that their nemesis had been born and that
it would hunt them for the rest of eternity.
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A, Helm variants from
tne lliaq Insurrection

AUTARCHS
The Autarchs are the
commanders of the Eldar
warhost. gifted in
strategy as W€1I as in
persona l combat. They
take their wargear from
the Aspects that they
have mastered over
centuries of battle.

GUARDIANS
The Eldar Guardians ere "'I:r
those who do not follO'N ::!)
the path of the Warrior
or Seer. but who take up
arms to ensure tber
race's survival. Such IS the
level of Eldar technology
that they are potent
combatants nonetheless.

THE LAST HOPE

..... Dire Avenger
Aspecr Armour

Bannff of the ~

Sdble Helm ShnM

.i AvengerShurikenCatapult

DIRE AVE NGERS
The Dire AI/engers embody the
Aspect of Khaela Mensha Khaine as
noble warrior, and are the most
common of all the Aspect Warriors
In the Craftworlds.

They are armedwith the deadly
shuriken catapult the weapon that
most readily characterises the Eldar
at war. Theshuriken catapults of
the Dire AI/engers are the pinnacle
of their kind, and are far more
edvenced than those entrusted to
the Guardians.

STRIKING SCORPIONS
TheStriking Scorpions are the
strongest and most violent of the
Aspect Warriors. They excel in rugged
terrain, silently stalking the shadows
to spnng ambusheson their prey. The
mand:blastm bUIlt Into their he lmets
fire deadly enerqy charges. making
the SCorpions much-feared dose
assault speoeusts.

... Striking SCorpiofl
A5pect A rrrKlUr

Stn'k:ing Scorpion
Exarch Armour
incorpotaring
sensor rnane and
'5cotpfon'SClaw'
Exarch artefact.
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FIRE DRAGONS
The Fire Dragons embody the
wanton destruction left in the wake
of the Eldar war god . Clad in armour
the colour of flame. they carry fusion
guns that can reduce even the •
heaviest battle tanks to pilesof
molten slag. Fire Dragons ere highly
aggressiveand nothing less than the
total annih ilation of their enemy will
suttee. If a squad of Fire Dragons
manages to close with an enemy
fortification it will be destroyed,
ether by fusion gun or rretta bomb.

_.­
pennant

A Fire Dragon Aspect Armour

'FiN'pIke'
fusion nflE>---

HOWLING BANSHEES
Predominantly female. Howling Banshees are
swift and highly mobile troops who excel at
close quarter fighting. They derive their name
from a legendary spectre whose call heralds
the deat h of those who hear it. The Banshees
emulate this call, usingpsychosoruc amplifiers
contained in their Banshee masks. Thosewho
are exposed to tbrs psychic scream suffer
almost total paralysis, making them easy prey.

ElDAR WRAITHlORDS
The towering
Eldar 'Ghost
Warrior'
constructsare
crewed by the
spirits of dead
Eldar heroes.
None can
stand before
their might
and survive.
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THE ORKS
The Beast, t he Sta r-savag es. the Wrathful Green Tide.

The On:s area barbaric and brutalalien race that infest
the gala~ from end to end. Greenof skin and violent
of temperament. they liveonly to fight. kill and conquer.

Orks are hulking creatures that have more in common
with a great savage ape than a man . They have long,
slab-muscled arms that end in powerful taloned hands
perfect for throttling and gouging. Their fang-toothed
maws gape and snarl when they bark out their guttural
language, and their porcine eyes glower from sunken
hollows in their thick skulls. An Ork'sskin is wrinkled
and tough. covered in pock-marks. betttescars and
colonies of paras itic grubs .

orts prefer to dwell in filth and squalor. saving their
energy for mer killing sprees. A numerous race, the
Orks are never truly beaten. tor when an ark is finally
killed he releases thousands of spores that settle in
dank places and eventuallymature into yet mare Orks.
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A CULTURE OF VIOLENCE
All qreenskms are naturally violent creatures, from the
bulkiest Ork warrior to the scrawniest Gretchin slave.
They need conflict just as human beings needsfood
and drink. Stranger still, they become physically larger
and more powerful every time they assert their
dominance. An Ork is never happier than when he is
maiming, burning, or killing.

Should all the warbends. clansand tribes of the Orks
ever truly unify, they would drown the galaxy in a
torrent of mindless violence. But the Orks'
unquenchable need for battle is their downfa ll as well
as their strength. They will frequently indulge in bloody
wars with their own kind just for the thrill of battle. In
this way the Orks establish their own hierarchy, for they
firmly believe that might makes right. The largest and
most belligerent Orks rise to the status of Nob. Boss or
even Warlord, bullying and stealing from anyone
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smaller than them with impunity. Similarly, the most
powerful tribes subsum e smaller wartands until they
become barbaric hordes that number in the hundreds
of thousands or even millions.

THE GREAT WAAAGH!
The we rtano s a nd clans of the Orks spend most of
the ir time fractured and disorga nised. warring amongst
themselves to ensure that only the strongest survive.
When an Ork population has swelled to untenable
proportions, it reaches a kind of critical mass. Bythis
time the strongest and most dominant Ork will have
fought his way to the top of the horde, enforcing his
rule with an iron fist to keep a semblanceof control
over his bellicose kin.

On occasion. this Ork will be a visionary aflame with
plansof galactic conquest. He imparts hisvision to his
fonowers. usuallyvia the medium of repeated blowsto
the head with a blunt object, As word travels. the Ork
tribes put aside their differences and begin to unite.
Great war machines are built from scrap metal, often in
the image of the warlike ark gods. Nearby planetary
pcputauons are enslaved to provide ammunition and
war mete-let for the coming conflict.

As the excitement of imminent conquest reaches fever
pitch, the Warlord at its heart attains the status of
prophet and warmonger. Other tribes flock to fight
under the ascendant Warlord'sbanner, eager for a

piece of the action and the chance to excel in the eyes
of their brutal deities. When the a rks canwait no
more, they take to the stars in great ramshackle fleets,
roaring towards their unwitting victims in a great
armada of surpassingly ugly attack craft. This crusade
of violence is known as a Waaagh!; a holy war that
gainsa terrible momentum until it drowns whole star
systems in a tide of anarchy and bloodlust.

THE STORM BREAKS
When the ar ks make planettall upon the worlds they
invade, a great muster takesplace. Thousands upon
thousands of growling vehicles and tanks belch
poisonous fumes into the atmosphere, their grilles
painted to resemble fierce animals from the a rk home
wor1ds. Solidly-built walkers clank into position, great
mobs of Killa Kansand Deft Dreads supported by
cathedral-sized Gargants, metal-skinned effigies whose
tread shakes the earth like the footfall of the gods
themselves. Great hordes of Ork warriors take up their
position, blackening the honzon from end to end wi th
their numbers, their warcriesaudible for miles around.
Batteries of Big Gunz, bizarre energy weapons and
forcefield generators crackle and buzzamidst the
green throng. Speed Preeks impatiently rev their
engines. and the Boyz at the heart of each army fire
their guns into the air. Here the power of the Waaaghl
is palpable asa wave of raw aggression. With an
almighty bellow the a rks surge forwards, and another
world is plunged into unending war.
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THE CONQUEST OFVORSK
Thi!. is I sur t tyrt depicting the progft'SS of
W' Mg h' Gr~".tz. In Ork UlISadeo that
dlNoIA'l~ the Vorsk subs«tor in M41 · .
Gr~'s invasion forc!' bPgan as a f_
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Big Bosses of Orgu" , for ming <1
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THE LAST HOURS OF VORSK
The snowstorm had given the Orks cover enough to
close the distance, and the promise of slaughter hung
heavy in the air. Gragnatz da Killa licked his blackened
lips in anticipation, his foul-smelling breath frosting as
he took a moment to assess the battlefield anew.
Hundreds of corpses littered the arctic wasteland,
human and Ork in equal number, and the blanket of
snow underfoot was sta ined with violent streaks of
gore. Ahead, the Imperial troops were formed up into
neat lines in the ice-choked pass, denying the Orksthe
advantage of superior numbers. Blistering volleys of Ias­
fire flickered out into the greenskin ranks. Undaunted.
a horde of Boyz crunched along behind Gragnatz's
mob, gathering speed as they reached firmer ground.
Gragnatz didn't like the fact that the pass was still
occupied by the runty humans and their precious tanks.
It made him mad.

'Oil Zogdeg!' he shouted, firing his slugga into the air
to get his rival's attention, 'tell yer pansy mates ter
keep up, we shoulda been up to our guts in blood by
now! ' He turned back, grinning savagely as he heard
the stream of crude invective coming from Zoqdeq's
direction, and led his Boyz in a loping run towards the
enemy position.

A low grinding filled the air and squinting, Gragnatz
could just about make out a column of Imperial artillery
rumbling into place behind the human infantry. He spat
a curse as the first of the artillery shells began to
hammer into the Ork ranks. The ear-splitting
detonations sent vast plumes of icy water into the air,
each impact killing dozens of Orks and send ing many
more to their death in the freezing waters below. Still
the greenskins came on.

Around the flanks of the chanting, stomping Ork
infantry, a ramshackle fleet of Warbuggies careeneo
and skidded across the pack ice. Volleys of Ork rokkrts
corkscrewed into the air, some even hitting the Imperial
tank squadrons ahead. Behind the Warbuggiescame a
group of six giant Battlewagons, their chain-wheeled
tyresand spiked dethrones biting great chunks out of
the ice. The ground shook as the gun-beasts returned
fire with their killcannon, incandescent explosions
breaking apart the Imperial battle tanks ahead. As if in
reply, more and more Imperial artillery thundered into
the howling mobs of Warbikers leading the charge.
Gragnatz barked a guttural laugh asone of the bikers
blossomed into a fireball and stewed into a snowbank
with a hiss.

The human batt le line was within reach and Gragnau
f lexed his claws as he strode forward. The Ork
footsoldiers in his wake opened fire w ith their own
weapons, scything down the human defenders in a
storm of solid slugs. To their credit, the Imperials held
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their ground. The fusillade of las-fireaimed towa rds
Graqnatz's mob was becoming too intense to ignore.
Occasionally one of the greenskins dropped, felled by a
clean head shot. Enough is enough, thought Greqnetz.
trs killing time.

Throwing back his head, the Ork Warboss bellowed his
warcry at the top of his lungs. A great 'Waaagh!' went
up from the Ork horde, drowning out all but the crack­
boom of the Imperial artillery. The roars of the
greenskin horde seemed to intensify as Graqnatz's pet
Weirdboy jo ined in, magnifying the noise threefold
until the very valley itself seemed to shake with
elemental rage. With majesterial slowness, a hundred
thousand tonnes of snow sloughed away from the
upper reaches of the pass ahead, silencing the Imperial
artillery beneath.

Gragnatz lowered his horned helmet and charged,
closing the last few metres with the human battleline at
a headlong sprint. The sheer force of the giant Ork's
charge bowled over the ImperialGuardsmen arrayed to
stop him. Sharp bayonets punched into his belly and
neck, which just made Gragnatzeven angrier. The
Warboss swung his great chain-axe in wide,
decapitating arcs, kicking out with his steel-capped
boots at any who got inside his reach. Behindhim the
Boyz were alsogetting stuck in. Spittle, blood and ice
water filled the air as the Orkstore apart their prey in a
berserk frenzy.

Without warning, the thunder of iron-shod hooves
announced the Imperial cava lry's counter-charge from
their hiding place behind an icy escarpment. A well­
aimed las-round caught Gragnatz in the chest, and he
tossed the human soldier he had been pounding into
the ice to one side, squaring up against the new threat.
Ahead, a fur-clad rider was charging straight at him
with a long, explosive-tipped lance lowered.

Gragnatz dropped, uppercutting the human'smount
with such force that both rider and beast collapsed
onto the ice in a tangle of limbs and entrails. Gragnatz
hauled the beast up by its reins and swung it bodily
into the line of Guardsmen charging him, jumping over
the horse's flailing limbs to plough into the rest of the
startled humans. The Guardsmen fell back in disarray,
caught off guard by the sudden violence of the Ork
w erboss's attack

'Stand and fight, ya runts!' screamed Gragnatz, his
chain-axe rising and falling in gory arcs, 'I got plenty
for the lot of va!'





THE TYRANIDS
The Great Devourer, the Star-Swarms, the Hive Mind Incarnate.

Beyond the range of humanspacecraft and the most
strident asnctetepethy lies the unspeakable cold of the
tntergalaetic void. It is the great barrier that divides
galaxy from gala)('f. a place where vistas of time and
space conspire to hold the stars apartwith
mcooceivable distances.

Yet the void is not empty. An immeasurably ancient and
Implacable intelligence movesthrough the darkness, its
many eyes fixed on a galaxyrich in life. The Great
Devourer drifts between the stars, hungering for the
warm flesh of all who lie before it This greatorganism,
this monstrous entity, men know as the Tyranid race.

THE GREAT DEVOURER
The Tyranids are the most alien of races to infest
Impenal space, for they come from the void itself.
Their chit inous bo-srups drift from star system to star
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system in broo(i!ng silence. Behind the Hive Fleets lie
the barren husks of a dozen galaxies already
consumed. Once the remorselesslyhungry !Jloals of
bo-smcs detect the presence of a prey world. they
begin to teem with life. closing upon their target like a
set of impossibly large jaws. There can be no escape
from their fatal embrace. Forthis reason the Tyranids
are known as the Great Devourer.

THE HIVE MIND
The Tyranid race is highly psychic. linked by a dread
sentience known as the Hive Mind. On the battlefield,
the leader-beasts of the Tyranid swarm channel the
Hive Mind's raw psychic power. strengthening the lesser
Tyranid organisms and sapping their prey'swill to fight.
It is the Hive Mind that guides the invading Tyranid
armies. nightmarish tides of many-limbed horrors that
have evolved purely to kill. Every organism in the



swarm is a separate Tyranid. from the microscopic
spores that choke the planet 's air to the symbiotic gun­
beasts used by the larger warrior organisms. Regardless
of size or function they are united as one by the Hive
Mind's hunger to subjugate and devour. Though the
individual beasts can be killed, the Hive Mind is
immortal, fo r it exists outside of space.

THE SHADOW IN THE WARP
Each Hive Fleet has a smothering psychic signature
known to Imperial Astrooams as the Shadow in the
Warp. It is as if the darkness of the void has been made
Incarnate. bleeding into the consciousnessof all who
lie before it and causing even the strongest minds to
unravel with despair. Worst of all, the Shadow in the
Warp is capable of blotting out even the sacred guiding
light of the Emperor himself; the Astronomicen. Thus
do the Hive Fleets isolate and destroy all in their path .

The Hive Fleets devour worlds just as a human might
consume a rneat-beest. The process is swift and grisly_
At first, the Tyranid presence consists of feeder-probes
whose role it is to detect centres of biomass. Should
the world be rich in prey, these assassin-scouts will
send psychic signals into space. Slowly, a tendril of the
Hive Fleet wi ll advance, its billions of component
ent it ies hyperactive with an enen hunger that will not
be denied

INVASION
Once the prey world has been prepared for
consumption the Tyranid assault becos in earnest.
Gigantic hunks of gristle and cartilage known as
mycetic spores plummet through the skies like a living
hailstorm, splitting open to reveal broods of ferocious
weapon-beasts. Swarm after swarm of chittering
scythe-limbed aliens flow together into a living tide.
falling upon the enemy defences in an avalanche of
unremitting violence gu ided by the immortal Hive
MInd. Each brood has evolved the ideal tools to
butcher their prey. from diamond-hard talons to
weepon-ssmbctes that SPit acid or burrowing feeder­
beasts. Roaring alien behemoths batter against the
enemy defences. breaking down fortifications so the ir
brethren can slaughter any prey inside.

The final horror of a Tyranid invasion is only realised
once the planet's defenders have been overrun . The
lifeforms of the prey world are harvested by billions of
feeder organisms. rendered down into a thick genet ic
gruel and channelled back to the bio-ships. The planet's
entire biomass is then used to create even rnor-e
advanced Tyranid organisms. In this way the Tyranids
constantly evolve and replenish their innumerable
hordes. Unrelenting and all but unstoppable, the
Tyranid race represents the eventual doom of every
other species that inhabits the galaxy.
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THE DEVOURER OF WORLDS
WherI Cl Tyranid invasion begins in earnest they attack in great waves, each more terrible than the last. Though these
may seem like discrete armies unto themselves they usually bleed into each other in Cl great mass of killing machines
that falls upon the foe in a stabbing, tearing frenzy.
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"There IS a cancer e:ating at the: Impe:rium. We: have: glve:n the: horror
a name: to salve: our fe:ars: we: call it the: Tyranid race.
If it is aware: of us at all it must know us only as Prey."
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THE TAU
Children of the Greater Good, Vibrant Upstarts, Sparks of Life in a Dying Galaxy.

The aliens known as the Tau inhabit an areaof space
near the eastern fringe of the galaxy. A dynamic and
inquisitive race. the Tau utilisehighly advanced
technology in all fields, from medicine to warfare.
Though less than two thousand yearsold. this fledgling
empire is rapidly expanding into space and
encountering the elder races of the galaxy.

The Imperium's exoloretors encountered the Tau just
prior to the Ageof Apostasy, finding a race little more
than savannah-roaming primitives and a world ripe for
cleansing and colonisation. Vet. the Imperiurn's seeding
ships were 311 1051upon arrival in the region, the dense
cluster boiling with tumultuous energies. These storms
raged for long millennia. the Tau undergoingdrastic
change all the while. When the stormssubsided. the
Tau had evolved beyond recoqnmon . Within centuries,
a newborn Empire was expanding across the stars.
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Tau civilisation is based upon a rigid system of castes,
each forming a distinct sub-speces within the race .
Each relates to one of the four elements of nature ­
fire, water. air and earth - and each dictates a Tau's
particular role Within society, be it warrior. bureaucrat.
pilot or worker. The members of the Ethereal Caste
bind the other castes together; the inviolate commands
of the Council of the Highest guiding the entire empire,

The Tau Empire is underpinned by the concept that the
individual must set aside personal desires and work for
the Greater Good Most Tau aremOll. livedcompared
to other races. with a htespan of around forty years
being the norm. It has been noted however that key
individuals haveattained greater age. as if their
lifespans were linked to the manifest destiny of the
race itself. It may be said that the Tau's boundless
energy is the direct result of such a short lifespan, as rf



the race were compelled to expand and drive onwards
in ever wider phases of advancement, to achieve the
greatest amount possible in the comparat ively short
time allotted. The Tau mature qu ickly; infirmity comes
suddenly, and death soon after, so that none linger
overlong at the end of a life fully lived. The fruits of a
Tau'S labour will be known only to the next generation.
To burn brightly, yet brief ly, is the purest essence of the
Greater Good .

TH ETAU AT WAR
Tau military doctrine dictates a highly mobi le style of
warfare , in which overwhelming fire superiority is
brought to bear where and when it is most effective.

The basic military unit used by the Tau is the cadre, a
combined arms force able to face enemies several t imes
its numerical superior. But the Tau style of warfare
bears little resemblance to that of any other army, tor
each cadre is a supremely flexible force, its members
able to change roles and equipment as the situat ion
dictates. Each cadre maintains a large stock of vehicles,
weapons and other equipment, meaning it can be
f ielded in greatly val)'lng roles, f rom covert infil tration
to armoured breakthrough.

It is the Fire Warriors of the Fire Caste that provide the
f ighting strength of the Tau military. Thesestoic
individuals are exceptionally well disciplined and well ­
versed in the use of sophisticated battle field weapons
systems. Foremost amongst these are the various types

THE MANTLE OF THE HERO
Each Tau battlesuit carries a number of weapons
systems, dependent upon its role and class. Lighrer suits,
suchas the XV-17 and XV-16, sacrifice firepower for
speedor agility while heavy fire support models. such as
the Broadside, are ponderous, yet carry weapon S)1'tems
equivalent to those of a rank.

In addition ro its weaponsand armour, a battlesuit may
carry an array of support systems. Some, suchasshield
generators. drone controllers and rarget locks, are
common to all variants. Orhers. suchas rheablative
'integrated interfacearmour' fitted ro the space-going
XV-B6 are unique to rhe role in which the suit is
intended to function.

Thepilor of a battlesuit isprotected by armour made

from dense, nanocrysralline structured merals. In
durability. suchmateridls exceed the armour of many
other races. and are ohen many rimes lighter. Each
model of battfesuir isa perfect baldnce between
offensivecapability. armouredprotection. speed, agility
and utility Ir is therefore little wonder only the most
sUIed of Fire Warrro are promored to the rank of
battlesuitpilor. to wage war from the W'I'Y leading edge
of the Wa~ of Expansion.

--
of bat tlesutt, piloted more than wo rn by the most
experienced Fire Warriors. Tau battlesuits range from
the lightweight Stealth Suits, each of which contains a
pow-erful stealth f ield generator, to the awesome XV-BB
Broadside suits, each carrying a pair of mighty rail guns.
The mainstay battlesuit is, however, the xv-a 'Crisis'
SUit, a highly versatile system capable of being fitted
wi th a wide variety of weapons and support
equipment. Crisis suits can be configured to engage
any foe, from massed hordes of Tyranidsto lumbering
armoured vehicles.

THE EMPIRE
Unlike many alien races, the Tauare not overt ly hostile,
though their armies will fight f iercely to protect those
territories daimed. The sheer dynamism of the race is
pushing the empire further Into occupied areas of the
galaxy and this has inevitably brought conflid with
both humans and other races. As the Tau Empire
expands outwards, new and previously unknown races
are inevitably encountered, and to each an offer of
allegiance is made. There are many aggressive, arrogant
and selfish races in the galaxy, and first contact often,
sadly, results in nothing more than another bloody war.
There are other races, however, who readily accept the
message of the Greater Good . The Carnivore xmoreds
of the mercenary Kroot frequently fight alongside Fire
Warriors, as do the Stingwings of the insectotd Vespid.
The warriors of many such races have foun d a place in
the Tau military, fighting With honour and skill beside
the warriors of the Fire Caste.
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THE CYTHERIAN ANNEXATION
In the Tau Empires ThirdSphere Expansion. an
expeditionary forcewasassembled and dispatched
from the Bork'en Sept. tasked with the annexation and
colonisation of the world of Cvtbera. Expecting stiff
resistance, the force was amply supplied for a hard­
fought and taxing campaign.

An outlying Imperial world. Cythena's rugged dry plains
were interspersed by dense alien jungle . Although
sparsely populated, the planet was home to Cl valuable
Adeptus Mechankus research facility. As Cl result,
Cytherie's defences werereinforced by seven regiments
of the Cetecban Imperial Guard; three standard
infantry, two veteran light infantry, and two armoured .

The Taus landing Si tes were cleared by Stealth Teams
and spearheaded by Bartlesuus. Despite initial success,
the operat ion took heavy casualties. Phase two was the
eradication of enemy armour, wh ich wa s highlighted by
the destruction of the entire Cetechan 97th Armoured
Regiment by Tau Hammerhead 'Elimination Groups' on
the thi rd day of the invasion. As the Tau gained the
upper hand, the Cetachens withdrew to the jungles for
a protracted guerrilla war. In the th ird phase of the
campaign the Fire Warr iors quickly found themselves
outclassed in the dense terrain. sensing a loss of
momentum. Tau Ethereal,> redirected the attack to the
Herzen Ridge research and communic ations zone.
ulMlately fomng the Catachans to give batt le.
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r:onli§lura!lOn was used
ex!l'mM'ly by ~ fim
>WO'!!' olSSokl/t cildra
T7le battleswts'
m;moevvrdb"',ty, speffl
dnd v.wpons fir out­
milfd1ed f!Wfl me ece
5('(I /,ne/ 5qlJadrons of
f/lE' C<lfach,in XXVI

'Fireknife' configuration
XV8 Crisis Ban lesuit
Modified desert patt ern camouflage

Sl.tstd<Jm.Jge.
ifldicarM!of the
cUngerotJS flo1fufE'
01ckIsP riJfl9l' anti­
armour tectcs.

1he 'F~ /(flIfe '

conf9lrallDn was
lJfIIisl'd by CmiS rPdmS
in support oIlhP
Armour E/rmin,)!ion
Groups. Though
wtCPS5fu1, I~ CmiS
rNm5 5us rillnOOhigh
CaSWlrfP5 in these
crucial balrle5.

EKh~ .. the
groupbNl's It. sym/X)I
of W Bor'kan Sepr
Each~ rext that rlMd5
'for file GfP<Jler eoca: a
rommorl5kJgan on Tau
vehkle5

Arll'lOUf' Ellmlntitlon GroY P K22
28 con firmed .rmour kill,

XV25 8lackwrr
fiIWr5. used in
~ nighr time

"""""

Armourwrlac:e i$ malle blade in
~ modP.. oJIId.tdcpts
c.h¥nf!/eoI'Iic p.lrtem III ac:TM! fI'I(I(je .

5epr C'l:lIcus ¥Id other m¥t1l'lO}S iJtf!
~ \OISibIe in PMSiw modP.

XV2S Stealth Banlesuit
Passive mode

Mattmgs indicate
~ fNm INcRr 01.""­""""",,-.

172 DARK MILLENNIUM; The Tau



COMMANDER ALO'RRA

leading the Fire Caste's assault on Cytheria
was Commander Alo'rra ('Cold Shadow').
Having only recent ly comp leted his fourth
Trial by Fire, Alo 'rra had much to prove. It
wasduring the fourth and final assault on
Herzen Ridge that Alo'rra earned his place in
the histories of the Fire Caste of Bor'ken.

The Commander led the frontal assault th at
overran the Catachan headquarters and then
held the position against desperate. but
ultimately futile counterattacks.

Bor'ka n Fire Warrior
Planetary Assault Cadre
~rt carnoufL:!ge
f"f' .....¥OOI'J hghMg ....rJ>e~ botP
~ des#!rJ~1Iqo ¥Id
(¥Tied rhf! IofIg r.v.qed pulse"". ....
~ rethepulse~

Fal'shia Fire Warrior
Strategic Rewrve Cadr.
Desert camouflage
TheFat'shia 5ept (JfOIIKJed ;t number of
cadff"S to~ expedJrion. ;tl/ of which
s.lwaaion III rhe ~ghrmg to secure
the prirrwy landing zones,

Bor'k..n f ire W..rrior
Uplclnd Jungle Suppreuion
Cadre SpK ialised camoufL1ge
TNms fighttng A'I me upIclnd
~ utJlisl'diJ rf'd CNnOU/lagE'
sct>emE' iJPPIOpIIiJ rt' ID me~
fIot"iJ ¥ld CiJffled pu1w~

Bor'kan Pathfinder
PrelimiRilry Observation Cadre
Desert camouflclge
Pathfinder tNmS were in5f!rted up
re fivemonrhs prior to the
inV<lSIOI'l. reconnOllnng over 300
potenrial landing zones

IMPERIUM FORCES ON CYTHERIA

Jungle fighter
Cat.J<Nn XXVI '1.In ing Cobras'
ThIs froopl!r~~ sf¥ld¥d
~ GltoidwolwJ'TW<ess. The
Lutt"g Cobras~ held rJ>e
in!' big~ tot rJ>e bulk of
~Cit~ re~".ro
l1>rJUfl9Ie ftlIoowlg rJ>e~

~""-

.lungle Fighter Sniper
catKhan U 'Blau Vipers'
71'Iis~n 5/'IIPl"S tooi oJ

~ tal OIl the Tauof the
first~_. AJrhOCJgh IlOf

confirmed. If is dMr>ed one
IrItX'I" tiled .. TiIII Ert>erNI.

Jungle f ighter
Catadlan lV1 'Sidewinders'
The~ loW'I'E' wccessful
;tt holding up superior ncnIbers
¥ld~ for WVl'rl. M'E"l'1.
The l!ftfJre I'f!9"T"!"'f _ issutd

~e.tthM oilS the deep ;,¥tg/f!s
~~tl'd A'I poosonous--

The Herzen Ridge battles
broke the last organised
Imperial defence and
afterwards Cytheria
became largely pacif ied.
Transport of materials
and personnel fo r
colonisation is now well
underway, and on
schedule for th e
expansion of the Empire.

SCattered remnants of
the Catachan forces still
mount sporadic guerri lla
attacks on vulnerabl e
targets, in the hope of
eventua l reinforcements.
However, regular hunter
patrols scour th e jungles
for these misguided
humans who stubbornly
resist the Greater Good.
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DARKELDAR
The Lost, Shadows of Slaughter, Nightstalkers.

A shadowy terror prowls the chill darkness between the
stars. None can predict their attacks and few survive
them. The Dark Eldar are expertat locating the
vulnerable and the weak, and their devastating raids
steal away entiregenerations and leave worlds
devastated beyond recovery These bloodthirsty corsairs
care nothing for territorial gain or strategic posit ion ing;
their pirate fleets exist purely to bring slaughter and
misery, stealing what they can and enslaving any being
they encounter.

The Dark Eldar arose back in the distant reaches of
time, during the cataclysm of the Fall that all but
destroyed the Eldar race. Possessed of the worst traits
of selfishness and immorality, Dark Elder are an
embodiment of the debauchery and excess that laid
low the once great Eldar race.
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In the Dark Eldar exists the need to torture, maim and
humiliate all other creatures. There is no pleasure other
than that which is at the expense of others, There is no
goal for the Dark Eldar that is not accomplished
without pain and suffering for their prey. Grief and
bloodshed areends in their own right for the evil
pirates of Commorraqh.

PIRATICAL RAIDS
Tosurvive the Fall, the Dark Eldar fled material space
into the webway; a labyrinthinenetwork of Warp
tunnels that exists neither within realspace nor within
the Warp. The Dark Eldar use the webway to move
unseen across the galaxy, travelling where no fleet, no
patrol, no listening stations can detect them. With
warships appearing suddenly in low orbit and warriors
emerging directly from the webway onto the surface of



their target world, the Dark Eldar strike with absolute
surprise. As well as raiding worlds, the Dark Elder prey
upon ships and convoys in the depths of space, and
have even been known to strike at vessels lying under
the watchful guns of a dockyard. The speed and
viciousness of a Dark Eldar raid SWiftly overwhelms any
hasty defence and eludes any counter-attack. The Dark
Eldar take what they want, slaying and slaving in a
vicious wh Irlwind, before disappearing as qu ickly as
they arrive, leaving nothing in their wake but ravaged
corpses and mourning famihes.

AN ALLIANCE OF DEATH
Dark Eldar society has given nse to all manner of
warriors and strange weapons of war. Most Dark Eldar
Warriors wie ld the terTIfying splinter rif le, whic h shreds
skin and flesh with a hail of razor-sharp barbs. Others
wield weapons of arcane power, born of an ancient
and twisted hentaqe . Alongside these warriors battle
the Wyches, raised as stunnmgly skilled gladiatorial
f ighters in the arenas of death. For power and prestige,
the callous and insane Haemonculi concoct exotic
combat drugs and lead squads of twisted, altered
creatures created in hell ish taboratones.

The principle vehicle of the Dark Eldar is the Raider; a
swift anu-erev skiff that carries a force of ruth less killers
into the heart of the enemy. Ravager anti-grav tanks
bristling with weaponry support the Raiders, along with

lightning-fast Beaver Jetbikes and howling Hellions
riding aboard soaring skyboards. With precision strikes,
the Dark Eldar slay commanders, cut off reinfo rcements
and isolate their quarry.

TERROR AND POWER
It is a constant f ight for survival and power that drives
the Dark Eldar to their depraved acts. Hidden in the
depths of the webway lies the city of Commorragh,
where most of the Dark Eldar make their lair. Here, and
in scattered enclaves throughout the webway, the Dark
Eldar try to outdo each other in power, wealth and
ruthlessness. Only absolute power guarantees absolute
SlJrvival, so Dark Eldar band together into organ isations
known as Kabals.

Many Kabals are simply a captain and his crew, or one
of the violerlt street gangs that terrorise the docks of
Commorragh where the f leets arrive. Some Kabals,
howiNer, are powerful indeed. Through war,
intimidation and alliance, the Greater Kabals have
influence that stretches into every aspect of Dark Eldar
society. The largest Kabals extort taxes from the pirate
fleets, sponsor Wyd1 Cults and bargain with strange
creatures such as the Sinister, cannibalist ic Mandrakes
and the winged mercenaries of the Scourge Eyries. For
the Dark Eldar, there is one simple tenet:

The strong survive: the week perish.
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NECRONS
Eternal warriors, Souless Echoes of Hatred, the Inevitable Ones.

The Necrons are ancient beyond imagining. long have
they slept in stasis, hidden beneath the surface of silent
tomb wodds. their alienconscousnesses transferred
from weak. and brittle fleshand preserved against the
ravages of time within immortal mechanical bodies. So
long and deep did the Necrons sleep that for centuries
the Explorators of the Imperium thought the civilisation
extinct. a colossal star-spanning empire brought to dust
by the weight of aeons.

Of those Necron tombs that survived. some have been
damaged by tectonic Shifts. plundered by younger races
or suffered catastrophic failures of their stasis systems.
Most of those that remain are cut off from one
another, for the ancient relays that allowed Necron
worlds to communicate across the vast gulf of space
have been destroyed or cannibalised by other races.
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Now the Necrons have awakened from slumber to find
the galaxygreatly changed and degenerate life forms
squattmq amidst the ruins of their empire. Theydo not
Iik.e what they see.

Necronsare skeletal parodiesof the living. with
preservative fluids OOZing from mechanical joints and
baleful emerald wychfires blazing in lifeless eyes.
Although neooos can differ according to rank and
function. all have sophisticated auto-repair systems
coursing through their exosketetons. allowing recovery
from all but the most cnppling of damage. Should
irreparable damage occur, the Necron 'phases out' .
Body and consciousness are teteoorted to the nearest
tomb complex, where they remain in storage until such
time as repairs can be effected or a new form can be
forged. Such seeming inviolability is not witho ut its



limitations, and each act of transference exacerbates
any weaknesses in the Necron's engrams. A Necron
that has 'died' several hundred times will often be little
more than a shambling automaton, with no memory of
the creature it once was. Such Necronshave no free
will. Hard-wired programming drives their instincts and
their only goals are those set by Necron lords.

The Necron lords are the driving force behind the
awakening. Of as high a rank in death as they were in
life, the Necron lords benefit from more sophisticated
artificial bodies and stasis tombs than their vassals,
allowing them to sleep through the millennia
unplagued by the slow decay that has taken a terrible
ton from othersof their kind. As a result, Necron l ords
retain the personalityand memory denied to their
minions. Even so, not all have survived the great sleep
unscathed. Fi lled with bitter resentfulness of other life,
some Necron lords lead their minions on bloody
harvests, murdering millions in an attempt to quench
their rage. Others have been driven utterly insane by
the weight of aeons. Believing themselves to be the
reincarnations of ancient gods, theseNecron lords
have their conscousnesses grafted into ever newer and
more grandiose forms as they embark oncampaigns of
conquest and oestrucnon.

A tomb world restored to full operation will have many
hundreds of Necron lords, each dedicated to a
particular role. Some are builders and shapers,
resccnable for the endless swarmsof Tomb Spyders

and Scarabs that maintain the tomb complex.
Others are programmed to unearth and awaken buried
starstups. defend the tomb world from interlopers or
scour nearbyplanets for mineral resources. If the tomb
complex has been damaged, and many Necron l ords
lost to stasis failure. the resulting imbalancewill shift
the behaviour of the entire tomb. There are worlds in
the Imperium that suffer Necron raids at precisely
regular Intervals, simply because the function of the
ranking Tomb l ord is to gather resources. That the
lord's followers are alwayswiped out in the pursuit of
this goal doesn't matter. As soon as the tomb creates
new bodies for the fallen, the attacks begin again. On
some worlds this hasgiven rise to myth, on others it is
simply welcomed as part of a military training cycle so
regular that chronometers can be set to it.

Necrons often strike without warning, issuing forth
from tombs hidden far beneath a planet's surface or
teleporting directly to their target. They are implacable
foes, remorseless in advance and practically impervious
10 enemy fire. Conventional defence linesand bastions
are almost useless before a Necron onslaught. Flawless
command of ancient technology allows the machine
warriors to phase through the most heavily defended
obstacles, or to tear fortress and flesh asunder with
gauss cannon and particle whip. Glittering phalanxesof
Necron Warriors and eldritch machine constructsstalk
silently through the ruins, unfeeling barbncersof death
that leave nothing but blackened corpses and scorched
rubble in their wak.e.
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THE
WARHAMMER
40.000 HOBBY

This section of the book sbowcases the full glory of collecting and
painting armies of Citadel miniatures, and playing out hard-fought
battles on amazing terrain. First there is an extensive gallery of
beautifully painted models from every army, followedbysome basic tips
andadvice to help beginners get started. Welook at how to set up your
battlefield using readily available scenery pieces as well as expert.
purpose-built tables. You will f ind Clmultitude of ideas to add even more
variation to your games, such as inventing your own missions and
including an exciting campaign that allows the result of one battle to
have an effect on the next in an ongoing story. At every stage. the
secuon is illustrated with players' armies, as well as models painted by
the world famous 'Eavy Metal team.

There is no peace amongst the stars.
only an eternity of carnage and slaughter
and the laughter of thirsting gods.



COLLECTING. PAINTING
AND PLAYING BATTLES
Warhammer 40,000 is more than just a tabletop wargame. It is a completely self­
contained hobby, with a vast community of players the world over. All gain
something different from their pastime, whether it is playing, collecting, painting,
terrain building or any combinat ion of the limitless possibilities on offer.

This section of the book: is all about providing cl glimpse
into the experience of Warhammer 40,000. Whether
you are cl relative beqmner or cl seasoned veteran, you
will find cl rich seam of inspiration within these pages.
There is plenty of advice, tips and techniques for
collecting, painting, mod elling and gaming . In each
case, we'll provide an overview of the subject, followed
by act ual examples of the 'theory put into practice'.
So varied and wi de in scope is th e subject of the
Warhammer 40,000 hobby that we have broken this
section down into cl number of topics.

ne IiJrge Ott army ceec rhf>
bkrl. and whi~ marl.:ings of
the Goff clan- a group tharis
consiciffed brutal and bloody­
minded e'Io'eI'l by Ort srandards.
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SHOWCASES
An array of Citadel rruniatures from the different armies
In the Warhammer 40.000 universe are shown here in
all their glory.

COLLECTING AN ARMY
This section provides advice on putting together your
forces, with three players' armies that have been
chosen for verydifferent reasons.

This battlefield fedcures
cral€'f1. hills. ruInS and trees ­
providing vital ClM"f for the
battling warril';n
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PAINTING
Here you will get an idea of the different things to
consider when painting your own army - from the
individual models to the look of the force as cl whole.
Included are ideas on inventing your own colour
schemes as well as information on established uniforms
and heraldry. You will also find morebeautifully painted
example armies.

BATIlEFIELDS
The next section focuses on creating cl tabletop
battlefield on wh ich to play your games. A range of
examples are shown, lrom set-upsusing terrain readily
available in Games Workshop hobbycentres and
independent stockists, all the way to scenery made
ent irely from scratch.

BATIlE REPORT
Thissection describes cl real qame of Warhammer
40,000. covenng how the ptavers chose their armies.
their battle plans and tactics, as well as what they
learnt and intend to do differently next time!

LINKING YOUR BATIlES
It is a lot of fun to fight out cl series of battles. creating
an ongoing war, or campaig n. We have provided a
simple campaign that youcan play through, link ing th e
different standard missions together.

INVENTING YOUR OWN MISSIONS
Some gamers enjoy coming up with their own
missions, representing anything f rom ambu~ to last
stands. We've come up with a range of examples you
can take inspirat ion from or use as presented ,

EXPANSIONS TO THE GAME
In this section we take a look at the Cities of Death and
Apocalypse expansion books. both of which allowyou
to play your games in new and exciting ways.

AND...
We fmish the section with information about the
Warhammer 40,000 community and all the various
ways of qettmq Involved

These armies areplaying
ouran Annihilation
5randard million, using the
PItched Battle deployment.

The SpacE' MdIiflE'5are 0flE'

of the most tKticdl/y flexiblE'
armies availablE' - E'QUd1/y
5trong in attack Of df'fMcE'.
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SPACE MARINES

5pace Marines go into battle protected by power armour dnd armed with boItguns. Captain wi th

thunder hclmmer.

Assault Mcinnes US(> JUfflP
packs to dose quickly WJth

the enemy

SCouts infiltrate behind
ent"ffly lines.

Devastator
wrth heavy boItef.

Bedref of the Ultramarines

(hdp rer Standard.
Dreadnoughts iJr"l"massive, armoured fighting

machines ciJpabJe of ripping iJpart enemy tanks.
Chaplain with jump pack .
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The heaviest armour a Space Marine can wear;s known as

Tactical Dreadnoughr armour. or 7erminator' armo ur.
Techmarines rend to the miKhine spirits

of the Chap ter's vehrcles.

Marnoos Calgar.

Chapter Master of the Ulrramarines.

ChiJplain in Terminator armo ur The Angels of Death descend trom the sky into the midst 0' the enemy
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The sinis ter Space Marinesof the DarkAngels Oldprer pursue their foes withou t mercy. DarkAngels veteran.

Ddrk Angels Captain.

Dark. Angels TefTTlIfldror l.ibrarian.
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ComfTldnc:kr Dante,
Lord of the

Blood Angels.

TheBloodAngels Chopter isknown <Jeroz the Imperium
for its aggressive tactics in battle.

Brother Corbulo,
Sanguinary High Priest

The BadlPredator is named after the BloodAngels' home world

The Space Wolves Chapter is org.Jnis@dlnto Gre.at Companies, e.ach led by a Wolf Lord. Space Wo~ RunePriest.
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ttw Bldek Temp/.3rs atrack the enemies of rhe Impenum
from Sp.1ce-going crusade fleets.

High Marshal Helbrecht. Chaplain Grimaldus

Space Marines of tile Ulrramarines Chapter defendan Imperial edifICe
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Devastator of the

Me nto r Legion ,

Crimson FISts
Assault Marine.

Hawk Lords Tactical Marine.

WhiteScars Sergeant

The Imperial Fists Chap ter

is steeped in glory.

Angels of Sanguinius Ikteran

Salamanders As5<Juft Marinf.'
with flamer.

A White Consuls combat squad.

r

Brazen Claws Sergeant.

Cap tain Shrike

of the Raven Guard

Doom Eagles Assault Marine BloodRavens Sp<JCf! Marine
with an ausPf'x scanner.

Iron Hands Sergeant with

bionic implants.
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THE IMPERIAL GUARD

Cadian Shock Troops art! renowned for theirdiScipline
and valour in billt!e,

CafachiJn Jungle Fighters are tough and resourceful warriors,

Comml1SilfYamck ­
Savklufof Hades Hive.

Cadidn Senior Officer. Catachan 5ergNnr. Ursdrkar E, oeea.
LOfd CdSlf~lldn of Cadid.

A \lbstroyan officer and his commsra squad.
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Each ream ccouus o f two men - a gunn~ era a loader.



ValhdlJan IceWamor.

Te<hpnest Engmseer

Mordian Iron Guard.

0gf}'flS use the fearsome rippergun.
which doublesas a sturdy club.

5enrmeJ walkers act as scours,
harrying the eflE'nly's flanks.

A GJdian infantry sqwd advdtIcesalongsidea Leman scss, the mainstay battle tank of the Imperial Guard.
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FORCES OF
THE IMPERIUM

The zealous &3rtle SIstersof the Adepta Sorontas form me armies of tflt! Holy EccJesidrchy of Terra

Saint Celestine

- The LivingSaint.
A Canoness Ieods

each convent.

TheSeraphim ere the most

cJew)ut of the Soronfoll.

Inquisitor of the
Ordo H€'feticus.

The /nquislfJOO roan our
enE'l'I'Iiesof the Imperium
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- Inquisitor Lord coteee of
the Ordo Malleus.

F'Pflltent Engine.

Vindicare Assassin. Eversor Assassin. Callidus Assassin. Dedrh Cult Assassin.
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Grey Knights Brother-Captain Srem.TheGrey Knights purge rhedaemonicwirh nemesis force weapon and incinera tor.



Alpha Legion Chaos
Space Manne.

CHAOS SPACE MARINES

An Aspiring Sorcerer leads a squadof ThOU50nd Sons. Raplor of the

Blood Disciples.
Icon bearers summon

daemonicallies.

Obliterators Gin morph
different vve;;poos.
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The fate of many chdmpiolls is to become
a gibbMng. mutated Chaos Spdwn



Chaos Lord WIth lightning cIa~. The most dedicated seoaors of Ch.Jos WI?df SUIts of tainted TemlIfIijtol" armour.

Black Legion
Aspiring Champion,

Deathmongers

Cha05Space Marine.

Rf:!tlegadf.' from

Hakanor 's see-es
Po55ened of

the Red Corsairs.

Defilers are infernal Wdr machines~ by the essence of a Daemon from the warp.

WARHAMMER 40,000 : Chaos Space Marines 199



CHAOS DAEMONS

Pink Horror -
Lesser Daemonof Tzeentch.

Daernonerte chdmpion.

Plaguebedrer ­

LesserDaemon of Nurg~.

Flamer of TZf'fflteh.

Daemonette -
Lesser Daemonof 51a<JnWl.

BIood~tter chdmpion.

B/oodletter ­

Lesser DiJemon of Khome

Fiend of SJaanesh.
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BloodcfI.Jsher of Khome.



BE'dsts of Nurgle smother rflejr "*:rIms Il'I corrosiW'shme, Lord of ChangE' - Greater CMemon of TZf!ffitch.

Epidemius keeps a tally of the many splendid
d,wases of Nurgle, and their unfortunate vierims,

A daemonic Soul Grinder strides to war alongside

Daemone ttes and Bloodle fters,
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DireAIIl?flgef

Aspect Wamor.

Wo

THE ELDAR

Striking Srotpion Aspect Warriors stdlk their prey through

the shadows.
FireDragon

AsPE'Cf Warrior
Dark RfNJper

Aspect Warrioc

Aurarchs lead the E/ddr forces in bdrtle. Farseerl say rhf:o parhsof fare . Eldrad Ulthuan ­
FiJtYeer of Ufth~Craftworld.
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Citizffis of the (rafrworlds
!ighr as Guardidns.

TheHarlequins are warrior­

dancM of rhe Laughing God,
Warlock wirh singingspear. Wrairh/ords are wralthbonf> constructs animaredby rhesouls

of Iong-dedd E/dar heroes.
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ORKS

Orks live for war, charging into battle WIth a vClriety of brutal and noisy weapons.

Meganob iJrmed with kombi-shoota
and POWf!f claw

Weirdboys seethewith the f)OWf!:f

of the Waaaghl
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An Ork wetcss must be large, loud and runmn'.

Big MOO coosmxr all mdnner of srrange wargear, from kustom force f,eld generaroo
to shokl: attack guns.



Piloted by ark Boyz, Deff Dreads clank forward, armed

wirh power claws and big socores
BossZagstruk, leader of the Vulcha Squad,

Painboyz pcrch up

Injured Boyz.

Gretchin aff! spiteful but cowardly Greenskins who stick

together in large numbers on the battlefield,

Runrherds keep the

Grerchin in line.

An ark Trukk races eagerly to battle, flanked by Warbikes and a Skorcha.

WARHAMMER 40,000: Orks 205



THE TAU EMPIRE

Pathfinder WIth rail rifle_ FireW~ equipped WIth advanced~ and ¥mout; form rhebulk of Tau armies.

The Etheredls inspire unquestioning deKltion in the Tau. EtherealWIthhonour~. XV255tealthsuir.

The warlike Commander Farsight.
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Commander Shadowsun,~ of the
Third PhdSE' Expansion.

XV8 Crisis B.3trlesuit



vespid Stingwing.

Kroot Carnivore.

Kroot Hound.

The Tau Emp;re includes other

alien races, such as the Kroo t.

"-

Fire Warr;ol'5 disembark from their Dev;lfish transpo rt .

Sniper Drone Team and Fire Warr ior.

Piranha light skimmer. Kroo tox Rider.
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TYRANIDS

Termagants areagik and bear
gflJf!SOf1'le' S}'TIlbIotic ~pons.

Honnagdunt!> dQ' blisteringly f.nr.
their scythe-lIke clawsable to ('Visceratf' the harrfiestof foes.

A H~ T)1'ant directs the~ accompanied by his Tyrant GlJiIrd.

208 WARHAM MER 40,000: Tyranids

Tyranid Warrior.
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Raveners bursr upon the enemy from
benearh rheground.

A Carnifex is a living engine
of deSfruction!

-

For manyprey. a Lictor is rhe first and last they will seeof a Tyranid invasion , Zoanthrope.
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~RK ELDAR

DarkElddrArchon.~ "re fficlsters of
glMJi,a trxidl combiI r.

Mandrake.Grotesque.

111(> Dark Elddr ate raiders, oISSc1SSins and~ from me
impossible~m of Commo«agh.

Incubi - e/i(ebodyguard
to the Archon.

Rf"o'f\1@(jetbikesrdlda Tau outposl. 111(> T.Jkls is fuelled by the dNth 5f)iJStrIS of tt5 viaifrn

210 WARHAMMER 40,000: Dark Eldar



NECRONS

Immortalscarryheal/)' gduss tvedponry.

Wrairhs can shift ou t of pildSe to pass
rhroIJgh solidceece.

Serried ranb of Neaons emerge to beglfl harvesring the populGrion.
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COLLECTING AN ARMY
CHOOSING YOUR ARMY
Players are drawn to collect their armies for a huge
variety of reasons - as many reasons as there are
garners, in fact. It could all start with the release of a
new and excitinq miniature, the reading of a passage
of background or perhaps a special tactic the armycan
performon the battlefield . Often it's a combination of
elements that draw player and army together.

Miniatures
At the centre of the Warhammer 40,000 hobby ere
Citade l miniatures . Many players are drawn to the ir
army by the sheer character of the mrmetures.
regardless of the playing style. background or any
other consideration. Each range has its own
individual look and feel. whether it's the
technologically advanced Tau or the hordes of
slavering beasts that make up a Tyranid army.

Background
Each army has a wealth of character and background
to inspire the collector. The Space Marines are the elite
defenders of Mank ind, wh ile the Orks are bertenc
aliens bent on destruction and biocdsbeo. Background
material is presented in the 'Cooexes', and also appears
in White Dwarf magazine and on the webste.

Gaming
Everyarmy has its own style of play on the tabletop.
The Eldar are fast and manoeuvrable yet delicate, while
Necrons are slower, but able to absorb huge amounts
of damage. There are many possible combinations of
speed, toughness, close combat ability and firepower,
and there's an army to fit each one.

Many players f ind themselves particularly suited to a
specific style of play, perhaps enjoying more success
with a close combat army than with a ranged,
firepower based one.

That certain something
There is one last reason to choose an army over all the
others, best summed up as " just because" . Many
players feel an attraction to a particular army that
transcends the po55IbilitteSdiscussed prevtOusly. There is
often Cl certain, indefi nable pull exerted on certain
garners by certain armies, as if the player really was the
general leading his army to war.

FIRST STEPS
There are plenty of ways to collect your army. One of
the simplest (and most exciting!) is to collect the
miniatures you are most attracted to first, and then fill
out the other units later. There is nothing like the thrill
of fielding your favourite new model in its first game.

Other people take a very different approach, drawing
up the ir army list in minute detail. Having decided upon
Its composition, they buy the entire army in one go.

Many players collect the ir armies in small chunks . That
way. they can purchase a SQuad set and then assemble
and paint it before moving on to another. Furthermore ,
it may help if you concentrate on the most common or
representative troop types in your army. If you were
collecting Space Marines, you might start with the
Tactical Squads before moving on.

There really is no single right way to do things, so go
with whatever suits you best.

EV('()' Warhammer 40,000 army has Its own Codex. Each one is the ckflnirive guide to collea /flf} and flf'kj/flf} that army. indud/flf}
rhE' fuI background. making it an esseotidJ purdJase ooce)00 have cht::Mn yr:xJr force.
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Th,s Ork Collection beg",n with the W"rhilmmer 40.000 AssiIulr
on Black Reoach /:loxed set. The Warboss. rwo Boy'! MoN ilnd iI

squadron of DeffkopMS come In ilt 350 points. ilnd ilmount to
iln HQ. rwo Troopsilnd a filst AtMck choice. SU<;h iln ilrmy is
the perfect Size to paint In iI short tlflle, ilnd to get ro know
how the uni~ wor k on rhe tilbletop,
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ULTRAMARINES STRIKE FORCE
Most collections build and develop for a combinat ion of reasons, as demonstrated
here by Matt Hutson's Space Marine Strike Force.

Matt isan expererxed Warhammer 40,000 player.
Space Marines and Chaos Space Mennes bemg his
favourite armies. When startIng this army, he decided
that his goal would be to collect an entire battle
company. But Matt wanted to start with a balanced
force that wasable to take on a variety of foes.

The first units painted were the Captain and the
Tactical Squads. giving a solidcore that could be fielded
straight away. Matt enjoyed applying the bold colours
and distinctive iconography, carefully following the
reference material in the Codex to ensure all the
markings were correct

The black banding 011 the shoulderguardsindicates tha t

Mdtt'$ foro-' be/0ng5 to the 5th Company of me UlrramanfU!S.

Matt painted hisDreadnoughlasa 'reward'
for comp~ting the third of his Tactical SQuads.
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After a few small games, Matt decided to add Rhinos
to the Tactical squads. The transportsmade the squads
ideal for capturing objectives. Matt also found that a
squad of Space Marines piling out of a Rhino to
unleash close range bolter fire can take care of most
opponents.

In no time at all. Matt was almost half way to his goal
of collecting an entire company. His collection enables
him to field a variety of army types, depending on the
mission and enemy. Turn to page 244 to see 1,500
points of Matt's army in battle against the Eldar of his
old adversary, Phil Kelfy.



Matt's Predator adds

some mobile heavy

firepower to his force.

The Techmarine keeps

the army's mony

vehicles ba ttle-ready.
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TYRANID ASSAULT SWARM
It was the background that inspired this beautifulTyranids army. Warhammer
40,000 publications are packed full of such inspiration, so get reading!

Deve Taylor i!. the sort of hobbyist who likesto collect background-driven armies. The sparkcould be providedby a
piece of art, a d~tail in a story, a Pdssage in a unit descnonon Of anyother source from a Codex to a White Dwarf
ertcle . In this case, Dave was inspired by the paragraph below. recounting the attack on the Eldar Craftv.lorld of
Iyanden by the Tyranids of Hive Fleet Kraken.

The halls and passagewaysof fyanden were
soon overrun with the foul Tyranids, the
twin waves engulfing the craffworld in a
ride of chittering, screaming death. Battle
was joined in every imaginablearena.
Amongst the treetopsof theancient and
holyForests of Silence, Swooping Hawks
foughta deadly aerialdance with dar/(
flocks of bar·winged Gargoyles. Srnking
Scorpions sliced their way through the
massed Termagants blocking the arterial
passagewa)5. Fakons humedmassive
Camifexes as they smashed apart the
beautifuland complex sculpture-basti0n5 of
the Fortress of Tears. On the hallowed steps
of the Shrine of Asuryan. DireA~
fought dose and bloodybdrrles with
seemingly infinite numbers of Hormagaunrs.
But all fell to the sheer numbers of
attackers. their lives soldat a gredr cost to
rhe Tyranid hordes. It was not enough.

The army is led by a fearsome Hive Tyrant - one of its many
victllnS lies broken at Its f£.'et.

The bases of all the models
havebeenmodelled and
painted as the surf«e of

the craftworld.
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The Tyfilnids of HiveFlf!.er Kraken overwhelm the Elddr defenders of Craftwol'ld Iyanden.

The Gargoyles:' flyrng bases h.J~ bf>en
designed to resemblE> thE' wrillthbone

treetops of the- ForPsts of Siknce.

Dave hasused small p;e.ees from various EIdarkits on
the bases of thE' Tyrdfllds. to show the destruction they

hiJve wrough t dunng the Crafrworld invasion.
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TAU ATTACK CADRE
This Tau army belongs to accomplished tournament player Paul Scotl. Like many,
Paul chooses his army based upon its tactics and how it performs on the tabletop.

Paul is a big fan of the Tau, and has collected a large
and impressivearmy. He also enjoys entering
tournaments and leagues, relishing the combined test
of generalship, sportsmanship and paintin g, as well as
the chance to meet new gamers. When playing in such
events, Paul draws on his larger collection of Tau to
field a small, yet highl y tuned and flexible fo rce that
has the tools to deal with most of the armies he is
likely to face in a tournament

1,SOOPOINT TOURNAM ENT ARMY

HQ

Shas'eI CommancIer. 97 points
IlIsrnl rifle. fustn bIdste; tafgetIng~ hafd.wrred nvftj..
-.,

ShM'@/~97points--------11---1
IlIsrnl rifle. fu5ial bI3sla::~~~ rrdrr
-.,

EU7ES
Crisis BattJesuit TNm Leader. 67 points
f'I.3smil rifle. fftssiIe JXXi,~ rrxJrj.trader.

Crisis BattJesuit TNm Leader. 67 points

IlIsrnl rifle. rre.ie~~ rTlJtHJad:r!t

17lOOPS

1ft WoltTiors Team: 66 point5
6 F1rP~ wrh ;i'cron gmades

Paul Imdsthat the Tauarmy SUits his style of play very
well . The key is its manoeuvrability, wh ich Paul uses to
bnng his units' formidable, if relatively short ranged ,
f irepower to bear. By focusing the attentions of several
of his uni ts upon isolated enemy squads or vehicles,
Paul's army can devastate an opponent in short order.
Paul says this approach works well against most
enemies, though he does admit that it's the Necrons
that give him the most trouble.

Paul's Crisis BattlesUlts
carrya mix of anti­
infantry andanti-tank
weaporny As each of rhe
too, Bdttlesu lts is a Of){'­

model unit ffit"t1lIes can
only target 0fIE' ar d rime.

Kroot Camivon! Squad: 100 points
10Kroot 5 Ktoot Hard;

Kroot~Sqcat '00 points --------+-----.4
10KIt« 5 Knxt J-t:uJm

FAST ATTACX

Pathfinder Tt>am: '67 points
6 Pathfinders. DeviIfish wiIh~ ami}! nxJrj.tJad:;ff

The Kroot are great for holding
important obJf!Ctives. especiillly in
wooded terrain.

Pathfinder Team: '67points -,- +-__
6 PatNrOers. Di:.Wfish v.tItI~~ rrdrrrradcet:

HEAVYSUPPORT
H.Jmmerhead Gunship: J65 pc*tts
Ra9It tusr GJI'If'ICTlS. rrxJtj urler. c*>roy1aln;tlets.

Hammerlte<Jd Gwtship: J6Spoints
Raril;.ul. btr.it~ rrUfj tTaCke;~ Iat.rtchers.
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The Pathfinders use their
'scoo ts' spKidl rule to threaten
rhf>~ from Tum I .



I , CrisisBatrlesuits have access to a
wide range of weaponry. allowing them
to engage both infantry and vehicles.

1II""""'I.-::fJl

3, The Kroot assault any sU/1livors of the
BatrlesUlts'shooting, eliminating the threat,

2. After fi"ng, theBatrlesuitsleap bark into
rover, and out of range of enemy reprisals.

Tau recrcs centre around the combined use of manoeuvrability and firepower to overwhelm the foe. The ability of Crisis batrlesuits
to leap back into roverafter firing makes them a tricky foe to get to grips with!
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PAINTING
There's nothing quite like the glorious sight of two painted armies squaring off
aga inst one anot her for a tabletop battle.

LEARNING TO PAINT
Pamtmq miniatures isan enjoyable hobby in its own
right and information on painting and different
techniques could fill several books. If you've never
painted before, the best way to get started is to just
get stuck in and give it a try. There is plenty of help to
hand - particularly in White Dwarf magazine and on
the Games Workshop websrte. If youare lucky enough
to live near Cl Games Workshop store then stop by­
they will be very happy to qrve you introductory
pamtmq lessons. More exteoswe advice is available in
the How to Paint Citadel Miniatures book .

GAINING EXPERIENCE
The best way to get better at painting is to practice.
Even the top painters of the 'Eavy Metal team started
out as beginners. If you're new to paintmg, or trying
out Cl new technique. you might want to start off with
some core troops. As your experience grows, youcan
look back with pride asyou achieve even better results.
When you feel readyfor it, try your best efforts on a
leader, special character, or favourite model.

PAINTI NG AN AR MY
When youare first learning. painting a singlemodel at
a time is best. For players trying to amass an entire
army, however, this technique will take a long time.
Byworking on a batch of models at a time, you can

Detdiled

piJinting tip!> for
beglnnm dnd
expern dlike Cdn

be found in How
to Pdint Citadel
Minidtures,

greatlyspeed up your painting. With an assembly line­
style process, you can US£'one colour to pamt the same
area on a series of models. By the time you're readyfor
the next stage, the first model in the line will be dry.

Some people want to get an army out on the table
straight away and choose the simplest of paint jobs.
Others spend hours and hours, shadingand
highlighting each model to create a masterpiece.
Between these two polesthere are the rest of us ­
gamers who love to fight battleswith model soldiers
and for whom painting an army is a satisfying and
challenging part of the hobby.
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Space Marines 9~ painters an opportunity 10 try their handat herald" colours. IrlSlgnldSand SQuad mart:iogs.

Orksare green, and usually bearosnoceve clan colours and markings. These clan
markings (an be found in a host of places, most often on body armour Of warceer.

Tau adapt thelr colours to reflect the
enVIronment they ere ltghling in.

There are a w ide variety of different Imperial Guard regiments but all bear dist inctive

militaristic uniforms and many make use of camouflage,
reecrons are metallic
and monochrome.

Eklar ere dIStinguished e.thtor by theirCraftworid colours Of by thelt Aspect,

Regardless. all featurebright crisp colours.
ChaosSpaceManneRenegades~

distinctive colours, textures and symbols
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A FINISHED SQUAD
This squad of Red Corsairs Chaos Space Marines features the colours and
iconography detailed in Codex Chaos Space Marines. The models were painted
as a single batch, starting with the red of the armour.

~talafN5

werea givffi
wash of bidet

ink before being

highlighted.

Thebases ha~ been roared;n PVA
glue and then dipped in SMld. Once

dry. they werepainted in neutral tones
to bJend in ondrfferenr terrain.

In order to set

the AspIring

ChiJrnpiondf)art

from the rest of

rh(> llfIIt he has
been dllembled

usingthe bare

' red

TheRed Coo.air iconography
was painted freehand onto

thE'shoulder pad.

Each miniature was
pnmed WIth Chao5
Bidetspt"ay. Therf!d

¥PaS are Mechnte

R<d, highlighted
fir1t WIth Blood Red

and finally with
Blazing Orange.
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Here you can see the same squad as part of a larger army. The models all bear the
Red Corsairs' colours, applied in different combinations.

A FINISHED ARMY

The same palettehasbeen used to point the black,
red andgold of all of the Chaos Space Marines in
the army. as wellas the Predator tank. This gives
the army a coherent feel, but at the same time
isn't as regimentedas theirImperial brethren the
Space Marines. Huron Bla<:kheart reallystands out,

and the most attentionhasbeen lavished upon
thiscentrepiece model.
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CHAPTERS, REGIMENTS AND CLANS
Warhammer 40,000 is a universe of endless variety, presenting numerous choices
when it comes to deciding how you will paint your army.

Plenty of people decide to paint
their new army in the colour that
appeals to them the most, but
others look for an established
scheme to follow or to take
inspiratiorl from. Vv'hat colours will
your army bear to battle? What
insignia will Its memberswear?
What rank markings W ill makeIts

leaders stand out? Such issues are
addressed in the Codexes. and you
will f ind more info rmation and
inspiration in White Dwarf
magazine. on the Games Workshop
website and in the booksof the
Black library and Forge World.

Many races aredivided Into
different groups. TheSpace Marines
haveover Cl thousand different
Chapters, while there are
innumerable Imperial Guard
regiments. This means that there
are many different colours you
could paint your army, depending
on which appeals to you the most.

While some armies useone basic
scheme across all its uMS, with
subtle variation between squad
types , others are a riot of different
styles. A Chaos Space Manne
force might feature squads
from different l egions, or an Ork
army might gather mobs from
manyclans.

--Cl" iiii
aa
aa

~ aa
aa

/cOflO9raphy and baflflf!( designs,

from Codex." Dark Angels

Bdsilisk CilrrtOUf!dge, from Forge
~'s Imperial Armour ~UmE' One.

Harlequin p;Jttems from

WhIte Dwarf miK}dZlne.

eadeJl Chapters, from the Black

Librdl)' 's /nsignium AsranE'S

INVENTINGYOUR OWN
Some players like to invent their own Space Marine
Chapter, Imperial Guard Regiment, Tau SeptWand
or Iyrarud Hive Fleet. They name their force, devise
their own colour scheme, badge and iconography, and
some even create a background story for their army.

An easily accessible starting point is a vananon on
an established colour scheme. To use Space Marines
as an example, Successor Chapters bear heraldry
denved from an existing Chapter, providing fertile
ground for inventive painters. The Dark Angels
Chapter for Instance, has dark green as its main
colour, accented with bone white, black and red.
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You could invent a Successor Chapter of the Dark
Angels that swaps around the main and accent
colours, using them in different proportions to the
parent chapter.

For those who want to go the whole way and create
their own colour scheme and iconography from
scratch, the sky really is the limit. The entire Citadel
paint range is there to be used, and inspiration can
be found throughout Games Workshop's
publicationsand beyond. Films, books, TV shcwv's
and history all provide rich pickings for the player
looking to create a truly Unique army



CUSTOMISING YOUR MINIATURES
Some collectors like to make changes to the models they have bought, to make
their army completely unique. Such personalisation ranges from simply combining
parts from two or more kits, to more ambitious 'scratch-built' projects.

An Ork Nob equipped with an 'uge
choppa fTldt:k! from metal and plastic

components. dnd some pldstic tubing

A Sister of Battle ceocoea remodelled
with extensive use of Green Stu ff putty.

This CMos~ Mdrifl(>

carries an icon taken
from the Wamammef

Ch.los Milraudff kit

Using plasticardand two
part epoxy putty (sometimes

called 'green stuff') this

Tau Broodsidehas been
dramatically reposed

This con~ was done
by a Ch.los Space Mdnflf'

player who Wdnted his
Sorcerer ro havea jump

pack wi th more of a
Chaotic feel to it

An OrkDeffkopra. scratch-built from spare
components and bits of pi;Jsticilrd.

This Veteransergeant hasa spare reea
from ee Space Mariflf! Commander set

- a simple but effectiveconveroon.
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ALAITOC CRAFTWORLD ELDAR
Some painters like to invest such attention in their army that every model is a
masterpiece. John Shaffer is such a painter, as shown by his stunning Eldar army.

John's decision to paint an army from the Alaitoc
Craft.Norld wasinspired by the patterned blue armour
the warrior; andvehicles bear. Once his techniquefor
th rs VIsuallystriking effect was worked out John
devised a system for painting his units in a production
line, allowing him to paint each unit qu ickly.

This philosophy carried forward to armyselection. The
force contains a lot of large models. whether War
Walkers . wrenhords or qrev tanks . The pnmary reason
for the inclusion of these models in the army was the
fact that they represented a chance to apply the
stippled blue patterning across large areas.
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brensivP con~~
hds b#!en dotH! to fTklke all

the ceecres unique.

John has assembled his Wraithlord to giVE' the impression
it is S/illking forward, hunting the enemy

WARHAMMER 40,000; Alaitoc Craftworld Eldar 227

John achieved the characteris tic
Aldiroccolour scheme by
stippling various shades of blue
onto the surface usinga large
brush. StIppling is achieved by
dabbing the brush onto the
miniature. twisting it as you go
for a random. blotchy effect

This Rdnger lurksbehind
the COI'E'f of a ruined wall.

John g.J1'E' hoods and dwks to oneof his squads of Guardidns
usingplasticparts from a Warhammer Wood Elfkit.



SERVANTS OF KHORNE
Every miniature in Andrew Taylor's Chaos Space Marine army has been lavished
with detail, from the daemonic faces painted on each model's armour, to the lava
effect used on the bases.

AndrewTaylor isone of those hobbyists who revels in
everyaspect of Warhammer 40,000. He regularly
participates in Grand Tournaments. and iswell known
for the quality of the armieshe brings along. This army
represents a Chaos Space Marine warband enti rely
given over to the worship of the Chaos God Khorne.

It is cl great example of cl collection that has been
personalised WIthin the established cbarecter and
background of the army. The red and bronze of the

god of war is used throughout. as are skulls and
Khornate icons, making it unmistakably an army of the
Blood God. The creativity and imagination of Its owner
are stamped clearly upon it for all to see .

The most striking element Andrew has used to really
makethe armyhisown are the leering daemonic faces
applied to f!\I€ry surface of armour. Although intricate.
the faces were applied in only four stages . They did take
a fair amount of patienceand a steady hand though!

Each mmiature in the armyhas been
assembled in a dynamic pose, covered
in glowing runesand daemonicliKes,

while bubbling Idva has beet!modelled
and painted on the bases.

On this model a pieceof cham has
bee1J added to connect the axe to a

wicked looking fl'loe.:lt hook,

A piecefrom rheOrk Boyz kit has
been used to make the business

end of this chain gldive.

The power of the Warplifts this
Berzerkerin the air as he ispossessed

by a Daemon.

ttwdaemonicfaces th<Jr
adorn the armour of
Andl'E'\lV's rnorJMare
painted in stages. using
progressively finer lines,
andbrighter colours.
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Even as the planet breaks apart. the servants of Khorne rampage on in a frenzy of blood-letting.

Warped and mutated by the Daemons inside them, these Possessed are probably the most dangerous unit in the warband
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BATTLEFIELDS
Throughout the galaxy wars rage across cratered wastelands, seething hive cities,
asteroid mining outposts and deadly alien jungles. Creating a modelled battlefield
will make your games look amazing, as well as adding tactical challenges.

Having a decent amount of terrainwill really improve
your Warhammer 40,000 battles . Not just because it
gives your warriors \/italcovet" to shelter in or behind, but
because laying out the terrain in different ways means
that every battle will becompletely different to the last.

Terrain also sets the scene. Instead of moving around a
flat board. your troops are advancing fearlessly through
shatteredbuildings. They are hacking their way through
dense aben jungle or launching a gruell ing assault
against an lrnpeoet rebie enemy defence line.

There is plenty of Citadel terrain available with which
you (an build an impressive battlefield - such as those
pieces shown here. Many garners also like to build their
own terrain, representing the various war zonesof the
atst Millennium. Some examples of this approach are
shown on the follow ing pages,

Blasted War Zone
The battlefield shown here is a blastedwasteland that
has suffered desperatewarfare, with craters from
bombardments. shattered buildings. blackenedtrees
and a fortified outpost.

Modelson high ground will haVf.' a 9r&1tly
incre<Jsed f~ of view. making these vantage
pointsf~~ contested toKtICal pQSItions.

Hills allow entiresquads to hide
safely our of the lineof sightof
enemy hre - unless, of course.
!he toe has brougi'lt twrage
~ to the bJrtIfo
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Bamcddes ofter a 4.;­
~sa~ for defenders.

Warrlors advdndng
through cratoo win benefit

from rhe cwec bur their
~r will be sJovved.



•

An Imperial gun line ;sbreached by Tyranids.

Ruined buildings block line of sight and

offer the protection of a cover save. Many

/

armies willlcok to place snipers or units

bearing heavy weapon in upper srooes.

WOOds offer cover but will slow

down the movement of infantry

Vehicles treat such scenery as
dangerous terrain and risk becoming

immobilised should they dare to
enter the wooded area,

Ruined Settlement
With the addition of some larger City Ruins and a road,
we have created the remains of an Imperial settlement.
A battle played across this table will be a close quarter
and bloody affair, as short-ranged gunfights and
desperate assaults erupt amidst the ruins.

Contested Ground
This battlefield has been set up as the crater-strewn
area between two armies. The centre has little terrain
other than the craters themselves, but a competent
commander will make good use of every scrap of cover.

Unexplored Wilderness
This region is more distant from the front lines, and so
more trees have been used and the craters left out. The
arcane monolith makes a great centrepiece, while the
crashed shuttle suggests a previous mission gone
horribly wrong.
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CITADEL TERRAIN
As well as miniature warriors, Citadel produces a wide range of terrain which can
be used on your Warhammer 40,000 tabletop. Many of these versatile kits can be
assembled in a variety of ways, meaning no two set-ups need look alike.

ManufactOfum

Ruins
The City RUins kits are fully modular, allowing you to
construct cl vast range of different structures. Each of
the three kits are entirely interchangeable, so you can
make your own unique structures. Although they need
linle more than drybrushing to look great on the table,
each of the CIty Ruins is covered in detail that can be
picked out should you wish .

In the game, ruins serve to provide cover, to break up
movement and block line of sight. Using just one on
your tebretop will make your game more dynamic. as
units seek to take advantageof the cover and height
afforded. Adding two or three O1Ofe will make fO( Cl
very different game. as the large structures create
narrow fire lanesand deadly kilhng grounds.

Barricades and Walls
The Barricades and Walls set provides lots of Iovv level
cover behind which troops can shelter.
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Arcane Ruins
The Arcane Ruins set makes a great centrepiece on any
tabletop. The ruinscould be used as a temple where
the fell powersof Chaos are worshiped, or even as the
remnants of a tone-extinct civilisation.

Craters
Craters (an occupy cl Idrge area of the table surface.
providing cover without blocking lines of sight.

Battlefield Accessories
Crammed full of crates, barrels, tank traps and more,
these items provide extra detail to your battlefield. They
also make great objectives. as shown on page 253.
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THE RUINS OF AROTHA
Annihilated by wars past, the remains of this Imperial city are slowly being
submerged in the drifting sands. Now, conflict rages across the dunes as an
ancient alien race awakens, the slumber of aeons disturbed by a trespassing foe.

Once this desolate moon was a thriving green planet.
To create the impression that the drifting sands are
slowly claiming the ruined remains, each terrain piece
was mounted on a speciallybuilt, hardboard base. The
base was bu ilt up with polystyrene that was carved to
shape. and then covered in sand. This is a good
example of customising Citadel Terrain pieces to suit
your own needs and tastes.

More se-a wasadded to the upper
stories of the ruins. asif blown there
by the incessant desert winds.

Implacable Neaons rise from the seras to ambush the E!dar trespassers.
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VULCRON MINING FACILITY
Mined to destruction, the planet of Vulcron is cracking apart, the magma beneath
the surface spewing onto the battlefield. The lava channels may prove deadly to
any troops that attempt to cross.

This board is made from a large sheet of insulation
board (polystyrene also works well for this sort of
project) . The lava strea ms have been cut into the
surface of the board to create a three-dimensional
effect. Fullymodelled battlefields such as this look more
realistic. and even allow you to build up dramatic
contours in the landscape if you wish .

The rock. piles and mining

station buildings can be

fflO'tIf!d aroundbetween

games to vary rile battleflf!ld.-------1

The Ja va counts as
both dangerous
terrain and difficul t
terrain, making it
incredibly perilous
kx rroops to cross.

UltrcllTldrir!es
and Chaos Space
Mannes clash
amongst the hellish

Idndsca~ of Vulcron.

Only skimmers dfld troops equipped

with Jump packs cancross the lava

channels WIthou t risk. \..
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FI'RIOS COLONY OUTPOST
As their Empire expands, the Tau quickly colonise newly conquered territory.

Thf>se Tau structures
couldbe used as

""""" '" ""'"tom of ildvdna>d
communKdtions

nodes t!ldr link back

ro the Tau Empire.

I
\

The CMtrepiecf' of this terrain set

is the outpOst's con trol ceotre.

with IiJnding pad and Iong-ranged
commuolCdtions anay

V

The boMd has been IIlOdeo//ed
WIth stePPed hills 10 a/k:lw the
placement of mmiatures

A drop- down me.sa terrain piece.

m<Jde from liJyered polystyrene
and painted to match the (able.

•

Fi'tics is similar to the Tau
home world in climate and
terrain type - arid deserts
and savannahs.

The Tau defMd their colony.
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MAIDEN WORLD KAILITH
Deep within the jungles of Ka il ith lies a distantly remembered webway portal.

5mdl/efpieces ciln be
ff'drrdnged from one
gdrrte to thf' next.

Areas ofJUngle fTIiIde from
plastic~ p/dnrsmounted on
hdrdbodrd bases.

FORT BORKRULL
Warboss Borkrull gathers Boyz and gear
in his fort, ready to launch his Waaagh!

Ork barricades, fTldde from scraps of
pJasricard, sprueand sparepdrU,

Orks build rough structures from the
scrap of a thousand battlefields, Crude
glyphs adorn their to tems and buildings,
proclaiming the identity of the owner,
the glory of the Orks' gods. and the
unpleasant fate of any who say otherwise.

Warlord Borl<:rull's stronghold,
with specially made glyph5
declaring hismightl
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RESEARCH STATION B8400761
Somewhere in the Eastern Fringe, hidden on a barren moon,
the augurs and sensors of this isolated outpost gather
information and watch for signs of invasion.
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A battlefield such as this instantly suggests a variety of
gaming ideas. from daring raids. to desperate last
standsl On page 270 we have used this board as the
basis for a special mission in which an Adeptus
Mechanicus Genetor must escape from the stereo
before it is overrun by the enemy_

The research station is constructed from various
warbamrrer 40.000 terrain kits and othe r spare parts.
The base is mounted upon a rock formation, made
from sections of tree bark.

Any attackm assaulting the main
structure from thelandingpad can
expect to takeheavy losses as they
dare to cross the open bridge.

The landing pad makes an ideal objective for troops to
fight over.

A lot of the table isopen ground. rnearnng any arrecees
approaching the re5lNlfdI station need to move quickly if
theyarenot to be picked off at range, Models WIthout
transport vehicles will m<tke gooduseof the Running rule.
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IMPERIAL PALACE
When the shrine world of Arkost was invaded by Chaos Space Marines, the
Imperial palace in the capital city became a rallying point for the defenders.

Within the wreckage-strew rums, bold ck fenders of the faith

fight to repulse the forces of darkness.

Devastatorsdefend the
main dcx:n of the ~thedraJ.
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The mighty Blood Angeb
Srdnd reddyto uwh the
hated Chaos Renegades.

The walkways and C1)'pt

provide difff'fent levels for
fTII:JdeIs to fight over:

The open groond aroond the
cathedra l is strewn WIth craters.

A Defiler crashes throug h into

the interior of the building.

Inside the palace limited lines of
Sight. pilf!sof rubble, and

collapsed fioorwdys ensure that
battlf"s bf'come desperate and
bloody cose combat affiJIfS.
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BATTLES
Warhammer 40,000 offers possibilities limited only by your imagination. From the
standard missions to lengthy campa igns, sudden ambushes, desperate cityfights
and ap ocalyptic clashes, the hobby can take you anywhere.

Wherever your journey through the hobby ultimately
takesyou, the starting pont will almost certainly be the
standard missions. By playing these missions against a
number of opponents. you will soon learn both the full
capabilities of your own army. and get a taste of all the
others armies out there. You will amass glorious
victories talked of for years to come, and ignominious
defeats best kept quiet. Friendly rivalrieswill develop
amongst your regular opponents asyour armiesclash
on the tabletoo. Adversaries will hurl challenges against
one another in an effort to settle old scores. New
tactics will be attempted. or entirely new armies may
be started in an effort to earn victory.

As you and your gaming group explore the hobby, you
may find yourselves gravitating towards particular types
of play. Somewill enjoy the no-holds-barredapproach
of tournament-style games, relIShing rNerytest of
generalship and nuanceof the rules. Others use their
battles to tell stories, enjoying above all the chance to
engagewith the background.

Somepeople develop this sense of history and
background depth further, by playing campaigns - a
series of missions, linked by an overall story and rules,
With the result of one battle having a bearing upon the
next. At the end of the campaign the player who made
the best of his w ins will be the victor, but an players
involved will have had the satisfaction of playing in a
truly memorable gaming event.

Others decide to alter the standard missions to suit
their own themesor storvlmes. Those who try this w ill
soon be inventing entirely new missions, perhaps
designed specif ically for the armies and terrain they use
the most.

All this is covered in the Battlessection, so if you've
rNer wanted to wr ite your own missions, host a
campaign, or run a league, this section is for you. Here,
you wi ll f ind a range of useful and inspirational gaming
material, geared toweros taking your games from the
standard missions and beyond.
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BLOOD IN THE DESERT
In this battle report, two old adversaries face off across the gaming table. Each is
a long-time Warhammer 40,000 player and each has a string of victories to his
name. Read on for an account of a hard-fought but extremely enjoyable game!

THE UlTHWE HOST

HQ
Farseer Ariniae
Spirit Stones, Runes of
Witnessing, and the Doom and
Fortune psychic powers 140pts
3 Warlocks 75pts
Avatar of Khai ne 155pts

EllTES
8 Howling Ban shees
includin g Exarch M ieqo with the
Exarch power War Shout .
wielding an Executioner 15Spts
Wave Serpent 'W indst r iker'
twin-linked starcannon 125pts

TROOPS
10 Dire Aveng ers
including Exarch Ul'urk
w ith the Exarch pow er
Bladestorm, a stumrnersbtelo
and a power weapon 162pts
10 Guardian Defenders
including a bright lance platform,
led by Warlock Raelc thi with a
Singing Spear 138pts
10 St orm Guardi ans
including two fusion guns,
led by Warlock Ithilis with the
psychic power Enhance and
a Singing Spear 135pts
3 Guardian Jetbikes 66pts

HEAVY SUPPORT
5 Dark Reapers
including Exarch Lboix with the
Exarch power Fast Shot 207pts
W raith lord T'lar k
wi th bright lance and
wr aithblade 140pts

GRAND TOTAL 1,498pts

ANCIENT RIVALRY
Phil: Matt and I have been regular opponents for over eight years now.
Though Matt enjoys frustrat ing me w ith his f lukey power armour savesand
my sneaky Eldar tact ics sometimes get on his wick in return, we both really
enjoy playing each other, Our games are a great mix of well-established
rivalry and good-natu red fun ,

My original Eldar force was designed purely to kill tou gh-as-nai ls Space
Marines, but over the years I have drifted towards using far more balanced
tactics. My ultowe arm ies now include lots of Guardians and osvkers. backed
up by iron-hard combat machines like the Avat ar and Wraithlord . It's a tried
and tested combination. Because we had agreed to play a Capture and
Control mission (see page 91), my plan is to distract Matt's men in blue w ith
a frontal assault whi lst my Guardian Jetbikes, How ling Banshees and Storm
Guardians dart roun d the flan k. With any luck, my frontal assault will hit
home hard and clear the w ay for my tan kers to claim the enemy objective.
Meanwhile, my shooty units (the Guardian Defenders, Dark Reapers and Dire
Avengers) wi lt hold the fort, picking oH any of Matt 's forces that attempt a
flank attac k on my own home object ive.

Phi/ has faced Mart with his Elddr army many times before!
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Battle Reports, published in GamesWorkshop's
monthly magazine 'White Dwarf", sbowcese nail­
biting games of Warhammer 40,000 using the
awesomely painted Studio armies.

Beginners and veterans alike consider the monthly
batt le reports to be one of the finest features of
....vtllte Dwarf magazine. As well as telling a good

story, battle reports give plenty of opportunities to
pick up new tactics, devious tricks and inspiration. It
is also a great chance to see the newest armies and
models 'doing their thing ' on a beautifully made
battlefield. The most popular elements are often the
parts written by the players themselves; ore-came
introductions and post-game coodcsioos that give us
an insight into their army selection and battle plan.

PREFERRED ENEMY
Matt I've been playing games against Phil for longer than I care to
remember. Over the years I've taken him on with several Space Marine
Chapters, the majority of which were Black tempters. but lately the
urtremadnes have been my weapon of choice.

In the past my Space Marine forces have always been assault-orientated ,
but this time I've gone for a force based around Tact ical squads, because
this gives me several units capable of holding object ives. My plan is to
hold my objective with a fire base consisting of a Tactical squad. the
Devastators, the Dreadnought and a Predator. These will try to destroy
anything big and nasty from afar. The rest of the Tactical squads, led by
Captain octevius. will sweep around the flank avoiding any enemy units
advancing up the centre - the fire base should have them under control .
The Assault squad w ill protect the other flank . or at least delay any enemy
coming that way, and the Scouts will hopefully give them something else
to think about. Game on...

Mart and Phi/'s rraditional pre-game handshake. "May the best man win! "

ULTRAMARI NES
5" COMPANY

HQ
Captain Octavius
Ughtning claw and plasma pistol.

125 points

ELlTES
Dreadn ought
with assault cannon. 125 po ints

TROOPS
5 SCouts
All armed with betters. 90 points
10 Tact ical Space Marines
including a flamer and
missilelauncher. 170 points
Rhino 50 points
with a hunter-killer missile
10 Tactical Space Marin es
including a flamer and
missile launcher. 170 points
Rhino 35 points
10 Tact ical Space Marines
including a flamer and
heavy better. 170 points

FASTATTACK
10 Assault Space Marin es
includmg Veteran Sergeant with
a power trst. 235 points

HEAVY SUPPORT
10 Devastator Space Marines
including 2 lascannonsand 2
mutn-mettas. 245 points
Predator
with eutccennon and 2 heavy
betters. 85 points

GRAND TOTAL l ,SOOpts
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THE BATTLE RAGES
The duel in the desert started slowly but steadilybuilt
to a bloody climax. Thescene below is midway through
the game, with both players attempting to penetrate
the othe r's defence and steal their objective from the
opponent's grasp.

The advanced firepower of the Eldar gavePhil an early
advantage. Matt's overall strategy was to nde this
incoming fife out and hit back where It hurt.

The Dark Reapers, deployed in a commdnding
positionon the hill, rook a hedOY toll on the
Space Marine infantry In the earlygame.

HEAVY DUTY__

The Predator Destructor
ru t down SWdt/les of Elddr
infantry. even crushing a
Guardian under its tracks
with a successful Tank Shock!
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concentrating on destroying Phil'sTroops choices. His
intention wa s to rob the Eldar of scoring units so they
could not claim either object ive. On the other hand,
Phillaunched his close combat units headlong into the
Ultramarines' battle line. hoping to distract Matt
with a central feint as the real threat closed in on his
left flank.

DUELTO THE DEATH
In the hard-fought centre of the bartlf'fiek/.
the Wrairhbrd charged through the
Dreadnovghr's volleysof fire and engaged it
in combat. This a/lowf!da dramatic dveI
between the Je.lders of the MO armies to
takeplace- f arseer versus Space Marine
Captain in mortal combat.



The Guardians played a two-fold role,

claiming the Eldar home objective in the

woodsand sniping at enemy tanks with
their bright lance weapon platform.

OBJECTIVE 1

FLANK ASSAULT
The Ultramarines Assault squad

intercepted the Eldar flank attack,

making short work of the Guardian

jetbikes. However, the counterattack

from the Howling Banshees cut them

031/ down in return. This ultimately

aI/owed the Storm Guardians to slip

behind enemy lines.

SURPRISE ATIACK
The Space Marine Scouts used the outflank rule

to enter play behind Phil's battle line (see page

94). Matt's plan was to use the Scouts to cut

down the Guardians in the woods and claim the

Eldar objective on the last turn of the game.

The Ultramarines were forced to

disembark due to accurate bright

lance fire from the Guardians.
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THE DUST SETIlES.•.
After SiKturns of edge-of-the-seat gaming, the Eldar
emerged bloody but victorious. They had Troop units
within 3 ~ of both of the objectives, and the remaining
Space Marine modelswere just too far away_Matt
madea credible assault upon Phil'shome objective with
his two Rhinos and his Scouts, but the Eldar bright
lance platforms Slopped the Rhinos in the ir tracks,
forcing the Space Marines to drsernbark in front of
Phil's Avatar and Wraithlord. Matt dealt With the Avatar
using tascannors and his Captains plasma pistol, but
this still left Phil his sarseer unit and Wraithlord with
which to stop Malt's advance,

PSYKER POWER
from the very statt rile
Iynchplnof PhiJ's force
W<lShis FdfSeff. The
ancientpsy/(er used his
Fortuneand Doom
psychic powers to bolster
the Eldarat emical points.
somehowbear the
enemy Forr:e COI'I'lll'l<Inder
in Cldue/, and sttn found
rime to charge the scece
Marines trying to
outflank the Eldar Nor

bad for an oIdstef.

Despite Matt's successful interceonon of the Jetbkes
with his Assault Marines, the Howling Bansheeswere
able to deal with the jump infantry quickly enough to
redeploy Matt 's Devastators put paid to the Howling
Banshees' plans, taking out their Wave Serpent, and
the deadly warrior women were subsequently cut down
without mercy by the rest of Matt's force. Meanwhile.
the humble Storm Guardians were able to advance.
using the damaged Predator ascover - even when it
ran one of them over with a successful Tank Shock!
Despite taking a tot of punishment it was the
Guardians who carried the day - the Storm Guardians
drove off the Space Marine squad on Matt 's objective
whilst the Guardians held the objective in the woods.

NEVER UNDERESTIMATE AN ElDAR
Phil: Well. things didn't go qurte according to ptan, but
on the whole my feint in the centre distractedMatt 's
main force. so I wasable to ceouateeon that in the
latter turnsof the game. I had far more luck than I had
any right to expect (this is normally Matt 's forte) but
sometimes the dice are just good to you.

Stili. the key to winning with the Eldaris to useeach
unit at the battlefield role for which it is designed. and I
think I did that pretty 'M!11. The Dark Reapers were very
eftecuveearlyon - those guys killed about sixteen
Space Marines between them over the courseof the
game. Though my Avatar took a lot of fire it did mean
that my Wraithlord was almost untouched when he hit
home. The combination of Farseer and Warlock
bodyguard backed up by the Wraithlord allowed me to
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stop Matt's advance for good, which in turn saved the
unit of Guardians defend ing my object ive from being
mown down In a hail of bolter nre.Using your un its to
support each other like this is the key to victory In
games of Warhammer 40,000.

The game had some priceless moments, and as usual
WIth these games the best times came from when we
tr ied something unusual or risky fjust wha t was my Dire
Avenger Exarch doing up a tree again?). Man's Tank
Shock on my Guard ians could have swung the game,
as could his outflank attack WIth the SCouts. The real
irony wa s the fact that when Matt saw that I had taken
Storm Guard ians he asked if I was mad - and it was
those little tenas that carried the game! Just goes to
show, never underestimate the pointy-eared ones

DOWN BUT NOT OUT
Ma tt: Despite the fin al result, that was actually quite a
tense game - up until the hnal couple of turns it could
have gone either way. On the who le, my battle plan
worked quite well. The f ire base downed the Avatar
early, the Assault Marines dealt wi th the annoyingly
fast jetbikes and the Howling Banshees got nowhere
near my f ire base. The Dire Avenge rs also dIed in a
sbower of boIter shells - very satIsfying .

The one unit that really cost me were the Dark Reapers.
They almost single-handedly stopped myassault on the
Elclar's ob)eetive. I just couldn"! focus enough Iong­
range fireoower on the ir posit ion, which !eh them
pretty much free to kill whatever they wanted.

Next time I play Phil there's a few th ings I w ilt do
differently. I will definitely dep loy my fire base further
back, so that It wi ll be out of range of the Dark
Reapers. I will also take more tank s, as Phil's army was
def initely Iack.ing in heavy weapons, and a Vindicator
or two would add a lot of bite to my for ce. A librarian
and his psychic hood cou ld make It diffIcult for the
Eldar to use their psychic powers, closing down Phil's
Farseer. which he ma inta ins is the Iynchpln of his force .

Iwould st ill ignore the Guerdrens. as they can' t do that
mu ch damage to Space Marines; it 's the ir Aspect
wernor brethren that usually do all the damage. You
can learn a lot from a dose-fought game .

Next time Phil won't be as lucky...

TACTICAL TIP - COM BAT SQUADS
The ability for Io-man
scece Marine Tactical.
AssduJt, Devastator and
Scour squads to split dowo
into two S-ffldn sqU<KJs is:
a real advantage. Il gives

the Space Marines twice

as many scoring units as
well as giving them the

t/t'XIbllity to direct their
"repower at differem
targets In the same- rum.
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ROAD TO GLORY CAMPAIGN
Having tried your hand at the standard missions, why not play several battles in a
row, linked to form an ongoing campaign.

LINKING YOUR BAITLES
A campaign IS a series of battles linked together in
some way. Over the course of the games. a story
evolves, and your army develops a historyas it fights
from one battle to the next. Campaigns often add extra
rules. so that the result of one game hasa knock-on
effect in the next. How long a campaign takes is up to
you - some people like to pack as manygames as
possible into a weekend, While others like to spread
them over the course of a few weeks.

If you like the sound of playing in a campaign but you
aren't sure where to start, read on for an example that
you can play through with an opponent.

At the end you'll find an accountof how two qemers
fared when they played through the campaign,
followed by ideason how you might add extra detail
and variation. This last section is ideal to- those who
haveplayed in a campaign before and want to jump
right in at the deep end.

ROAD TO GLORY
In this campaign thereare five battles. The missions are
all standard ones drawn from the main rules section.
However, success in one mission will secure an
advantage in the next, giving a feeling of continuity .

In order to make the campaign accessible to players of
all armies, we haven't given it a specific setting or
background story This is for you to concoct if you get
the urge. You could simply set the campaign within
one of the many larger wars being fought across the
galaxy and beyond. or you could make up an extensive
background history all your own.

The overallSituation is that two armies have been
fighting for manyyears, neither able to breakthe
bloody deadlock, until a new commander (you!) is
shipped in, essqreo. spawned Of fights hisway to the
top, to tip the balance and win the war.

The glory of your race depends upon you!
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PLAYING THE CAMPAIGN
Playing this campaign is straightforward. The five
battles should be played in the order presented.
Thinkof each battle as a snap-shot of a far larger
ongoing war.

Battle 1 kicks off the action, but its implications won't
be revealed until the end of the campaign. when the
victorious forces return on the eve of the final battle. In
Battle 2, the forces seek to dominate no-mar rs-tand.
each looking to find a weak point in the other's
defences. Having found a crack in the line, the winner
of Battle 2 w ill attempt to consolidate his position in
Battle 3, wh ile the defender will launch a hurried
counter-attack. The war will then escalate in Battle 4
and ultimately leads to an assault upon the enemy
headquarters in Battle S.

THE BATTLES
Each battle presents all the information you need to
play, addressing the following points:

Battle Briefing
A summary of the game, along with anysignificance
the battle has in the ongoing campaign.

Playing the Battle
Which of the standard missions is to be played, and
which deployment is to be used. In addition, as each
battle takesplace in an ongoing war, the winner of the
previousgame may have an advantage, as described
here.

Objective
Noteson where objectives should be placed and what
they represent, where appropriate.

Terrain
The terrain over which each battle is fought is
described here. This is intended as guidance only, and
should of course be tailored to your own collection.
Byassembling a fairly basic terrain set, you will have
suff icient scenery for the entire campaign. You can of
course undertake special modelling projects for specific
locations if you wish.

THE WINNER
Thecampaign ends in climactic fashion with Battle 5.
Thewinner of that game is the winner of the entire
campaign, having crushed his foe utterly.

In any army. balance is the key to

success. A commander who puts his

faith in heavy weaponry alone will be

outm anoeuvred. A commander who

relies on close: combat without support

will lose his fo rce to enemy fire.

Each element must work in harmony.

so that the effectiveness of the: army

is greate:r than the sum of its parts.

The T~ctiu Irnpenum.
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CAMPAIGN OVERVIEW
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BATTLE 1 THE SPOILS OF WAR
As both armies build up their forces for the new campaign, a vital re-supply
mission is intercepted, its cargo lost somewhere in the deserted ground between
front lines. Both sides speedily dispatch forces to claim the spoils of war.

Battle Briefing
This battle forms cl 'prolog ue' to the campaign. taking
place before the main offensive gets underwey Both
sides have dispatched cl force to recover the supplies
lost by the ill-fated re-supply mission. Crucially, neither
knows fo r sure what is in each supply container. It
won't be until the containers have been delivered to
high command. just before the lastbattle. that their
conten ts will be revealed.

Playing the Battle
Batt le 1 IScl Seize Ground mission, and uses the Dawn
of War deployment. Details of both can be found in
the Organising cl Battle chapter.

Objective
The objectives represent the supply contamers. and are
placedas described in the Seize Ground mission.

Terrain
The supp lies ere scattered in cl sector of the
warzone that has seen li ttle f ighting in recent months.
The tab le could be set up to rep resent a wilderness
area, using whatever hill s, woods and such terra in as
you have available.

Before committ ing your forces. examine

the situation. Review your own strength.

and that of your enemy. Remember your

own objectives. and try to anticipate

those of your opponent. H e who fights

without understanding the battle he is

fightiog places himself " a disadvantage,
Colkcls of W.u

OBJECTIVE MARKERS

Above leh is a caniste>r from
t~ Battlefield ACCe5S0fles set,

This makes an ideal objective markf:!f
in a 5eizeGround mission.

Above right isan objective rnarkf:!f
cons tf1JCted from a spare scece

Manne bdnflf:!f:

T~ ammo crete from the
Battlefield Accessoriesset. Eldar Guardians protect the preciousremainsof a Revenanr TItan,
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BATTLE 2 FORCE SUPREMACY
Enemy forces clash in the crater-strewn wasteland between front lines. Each seeks
to dominate the warzone, locate a weak point and overwhelm the foe.

Battle Briefing
This battle represents the armies probing oneanother's
positions while seeking to control ground. The victor
will gain an advantage in the campaign ahead .

Playing the Battle
Battle 2 is a Capture and Control standard mission,
using the Dawn of War deployment.

Objective
Each objective represents Cl key point tn the lines. This
might be Cl communicat ions array. forward
headquarters. Hive node or any such position. Each is
equally valuable to the enemy, who will attempt to
captu re the enemy's posit ion whilst protectin g his own.

Terrain
The battlefield is the blasted waste between
frontnnes. Appropriate. charectertul terrain to
represent it include craters, barricades and single­
storey ruins . All of these provide cover, yet rarely
obstruct lines of sight. making the battlefield a truly
deadly killing ground. Units attempting to capture an
objective must make use of every scrap of cover
available if they are to prevail.

Gaining an Advantage
The player who wins Batt le 2 has gained the strategk
advantage, and is referred to for the rest of the
campaign as the attacker. The other side is referred to
from now on as the defender. The attack er may
choose who goes first in the next battle.

The Daemons ccse m on their objective - the Vostroyans' command post
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BATTLE 3 BREAKTHROUGH
Having found a weakness, one side launches a full scale assault. The enemy
immediately counter-attacks, stopping at nothing to stem the tide of attackers.

Battle Briefing
Battle 3 represents the winner of Battle 2 having
broken through the other side's front line, and looking
to consolidate their gains by taking defensible positions
from which to make subsequent attacks. The other
army will not be sitting around idly of course, and will
be launching an all-out counter-attack to prevent the
positions falling to the enemyfor good.

Playing the Battle
This battle is fought as a Seize Ground standard mission
using the Pitched Battle deployment with the following
exceptions. The defender must deploy his entire army
first and then the atta cker may decide who gets the
first turn .

Objective
The objectives are keypositions both sides have been
ordered to secure. Instead of placing counters each
player must nominate terrain features such as buildings,
barricades, hills Of anything else you have available, as
the objectives that are to be fought over.

Do not st rike until you are ready to
crush the enemy utterly. and then

attack without mercy. destroy every
vestige of resistance. leave no-one to

work against you_

Terrain
The battlefield should be set up to represent one side's
front line. This means it could feature intact buildings,
roads, communications trenches, bunkers and ammo
dumps aswell as the craters and barricades used in
Battle 1. The more small pieces of terrain, the better.

Gaining an Advantage
The winner of the third battle may choose the
deployment type used for the next game. This
represents the winner gaining strategic advantage.

The Black Templaf5 fight valiantly to prevent the Tyranids taking their position.
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BATTLE 4 - BEGINNING OF THE END
The attacker has reached the perimeter of the defender's main base, but he must
strike the decisive blow. The defender must repel the invaders.

Battle Briefing
Theattacker has nowgained a solid enough advantage
that he can launcha major thrust towards his enemys
centre of power. The defender has marshalled his
forces to hold back the invaders and block the advance.

Playing the Battle
Battle 4 IS fought as Cl Captureand Control standard
mission, apart from the objectives and terrain set up,
as detailed below in the Terrain section, The winner of
the previous bottle may choose the deployment type .

Objective
The obiecuve in the attacker'sdeployment zone might
represent his forward command post , while that in the
defender's deploymentzone could be Cl Iynchpin
position in the defence of the entire sector. When
placing the objective in his own deploymentzone, each
player may place an additional terrain piece, such as a
crater, building or barricade, to represent this location.

Terrain
As this battle occursat the edge of the defender's base,
terrain~Id be set up so that buildings, bunkersand
barricades are placed on the oetenders side, and such
features as hIllsand craters are placed on the ertacker's
Side. This means that the terrain will dictate each
player's table edge, rather than choosing as normal.

Gaining an Advantage
Thewinner of the fourth battle mayonceagain choose
deployment type in the next game but alsohasa
further advantage asdetailed in me next miSsion.

CITY OF DEATH
If you have the Cities of Death expansion (see
page 274), then you could consider playing this
game asa cityfighting mission. Witn the war
having reached the defender's capital, using the
Citiesof Death rulesis highly appropriate. The
batt le will become a desperate street-to-street,
buildlng-to-building, man-to-man fight over the
ruinsof the detenders base. If you take this route,
adhering to the terrain guidanceabove rather
than that given in Cities of Death will result in a
very different, and challenging game.
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Mission Special Rule - Minefields
In an attempt to slowdown the attacker, the ground
before the oetenoer's position is strewn with deadly
mines. The attacker's advance will be reduced to a
painfully slow crawl under the guns of the enemy,
unless he can negotiate the lethal moeteios.

• Thedefender may place D3+3 minefields anywhere
outside of the attacker'sdeployment zone.

• For each minefield, placea small marker. The mines
extend 3H from the marker in all directions.

• Minefields count asdifficult and dangerous terrain,
and any uruts that suffer casualties from them must
test for pinning.

A simple minefield marker made

from spare components and

mounted on a 40mm base.

Ut salute you! For though our path has

been long and bloody. you have served

our lord with unflinching courage and

the honour of true warriors. We have

seen miny fall today and must

remember. even as we die. t hat our

blood too is welcome.....



The roadblockconsists of barrk adesand tank traps.

Theperimeter defenceline
ismade from urbdn
barricades, providing cover
for the defender's Wdrrion.

In this example setup, /
th£'attackf'f's objf'CtiVf'
is deep within rhf'
f'nemy's deployment
zone, Msuring a hard
fought bdtlle to rakeit.

Cadian Shock Troopef5 negotiate a deadly Tau minefield.

Thedefender's objectiveis
the attacker's forward
romm<Jnd post, hastily
esldbJishf'd 1fI this crater.
A I'Vise attdC:*er win INve
troops behind to defend
such a VItal pcJSIrion.

TherrnnefiekJs are represented
by counters. Each hasbeen
made from spare parTS to
match the Tau defenders.

In this example, the Cadians are atte mpt ing to retake
an Impenal city lost to the alien Tau. The Tau have
placed a roadblock across a major route, and thrown
up a line of defences at the edge of the city. The
attacker will have to cross the open ground In order to
close in upon the defender's lines. The craters will
provide Cover saves, but the Guardsmen will have to
negot iate the minefields to reach the enemy.

WARHAMMER 40,000: Battle 4 - Beginning of the End 257



The defender is cornered, his back to the wall. It falls now to his forces to mount
one last, heroic defence. The commanders of both armies take to the field, leading
from the front. One way or another, the war will be won or lost this day.

BATTLE 5 CAULDRON OF WAR

Battle Briefing
The lastbattle takes place at the heartof the
defenders territory, the att acker having broken through
every defence put in place. Both sides arefielding their
very finest warriors, throwing every last resource into
the final conflict. Both leaders have taken to the field in
person, leading from the very front or supervising the
final defence first hand. The winner of this battle will
be crowned saviour, or conqueror, He will hold the
honour of having repulsed a mighty invasion and saved
an ent ire planet , or of breaking the enemy's hold on it
onceand for all.

Playing the Battle
The batt le is an Annihilation standard mission.

The winner of Battle 4 may choose deployment type.
He may also decide whether or not the night f ight ing
special rule is in play throughout the entire game,
representing him dictating the timing of the final battle .

Objective
The objective in an Annihilation mission is simpte . wipe
out your toe!

Terrain
The defender sets up the terr ain in Battle S. The
character of the terrain can be varied depending on the
army, but it should be dense, and very, very war-torn!
Whatever you choose to use, keeo it in mind that the
defender is manning his last bastion , headquarters or
most sacred site. You could even take the opportunity
to construct a piece of terrain to represent a command
bunker, mighty cathedral, daemoni c throne, sacred
altar or pulsing Hive node!

THE APOCALYPSE!
If you have the Apocalypse expansion book (see
page 278), you might want to use the guidelines
and Strategic Assets described therein. This batt le
should have a dramatic, end-of-the-world feel to
it with both sides throwing everyth ing into the
cauldron of w ar. The skies should burn with
orbital bomba rdments and the ground shake at
the passing of mighty war machines, all of which
is possible using the Apocalypse rules.
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The Final Twist!
Even as the two armies close for the final confrontation,
a ragged patrol, long assumed lost, staggers in to the
headquarters. It is the warriors sent to ret rieve the
supplies in the wastesat the beginning of the offensive.
Within the canisterswas intelligence vital to defeating
the enemy - so vital, that the patrol has fought long and
hard to bring it to high command. The intelligence
reveals the secrets to beating the enemy, describing in
detail his weak points and deficiencies.

The player that won Battl e 1 may nominate a number
of units equal to the number of games he has won in
the campaign so far. These units gain the Preferred
Enemy and the Tank Hunters universal special rules,
as they know the weaknesses of their foe .

Mission Special Rule ­
Preliminary Bombardment
The attacker's final offensive is preceded by a
thunderous artillery barrage, designed to soften up
enemy forces before the assault.

• After both armies have deployed but before the first
tu rn, the attac ker rolls a 06 for every enemy unit
and terrain piece (excluding buildings and ruins as
detail ed below) on the tabletop. On a roll of 6, the
unit or terrain piece is hit.

• A squad takes 06 Str 5 AP4 hits that cause pinning.
Cover saves are allowed if the majority of the unit is
within area terrain or behind barricades. Vehicles struck
do not take damage, but will suffer a Stunned Driver
result instead.

• Vehicles in a squad ron are rolled for individually.

• Units tha t start the game in reserve will not be hit by
a Preliminary Bombardment .

• How terrain is effected is not so straightforward.
Small terrain pieces, such as sections of razorwi re,
tank traps or barricades are removed automat ically if
hit - replace with a crater if you have one. Area
terrain is more a judgement call - players could agree
that a small wood will be removed and replaced wi th
a crater while marshy ground would be unaffected.

• Buildings and ruins are not eff ected by the
Preliminary Bombardment. nor are any units within .



As ee Red Corsairs launch their flfld/ assault. on~ the EldiJr stand in their way.

The INders of edCh army clash in dNdly combat at the height of the final battle,
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CAMPAIGN REPORT
Andy Hoare and Matt Toones played through the Road to Glory campaign using
their own armies. Here's how Matt's Orks fared against Andy's Imperial Guard.

IMPERIAL GUARD 'TASK FORCE KANE'
Andy's Imperial Guard collection is large and varied
enough for him to field many different types of army.
so for this campaign, he put together a force tailored
for fighting against Orks. One advantageof playing in
campaigns is that both players get the opportunity to
focus their army selection on the enemy they will face.
Never quite knowmq what fiendish trick your opponent
will come up with next, and how you will counter it, is
Cl great part of the campaign experience.

Andy decided there were two weapons he could not
do without - missile launchers and tlemers. The former
wo uld pound the big mobs from Cl distance, safe in the
knowledge that even shots that scattered had a decent
chance of killing some of the numerous Orks. The
flamerswould be just as lethal, but a little trickier to
use, being far shorter ranged. Andy decided these
would be ideal in the hands of counter attacking units,
or those disembarking from a Chimera.

GRIMTOOF BLUDGUTZ' ORKS
Matt 's arks started asa cityfighting force, ashe was
inspired to collect a new army by the Cities of Death
supplement (see Matt's entire greenskin army on page
276). Soon he'd played quite a few missions and
wanted to expand the force and the campaign gave
him the perfect excuse to do so. Knowing that he
would be playing against Imperial Guard, Matt decided
the best (and most Orky) tactic would be to swamp his
enemy with choppa-wielding Boyz supported by Deff
Dreads and Killa Kans.

One thing the players were both excited about was
the opportunity presented by the campaign to add
character to their forces. Matt decided to paint a new
Looted Wagon, using the samecolours Andy uses for
his tanks. This gives the impression that the wagon has
been looted from the Imperial Guard following a
victory on the batt lefield. Matt even used the same
basing technique on his miniatures that Andy had on
his, linking the two armies together.

THE CAMPAIGN
Matt and Andy invented somebackground for the
campaign to fit their own armies. The arks would be
the leading edge of a mighty Waaagh! heading into the
Imperium's domains.Only the hurried deployment of
the Imperial Guard's Mordant 22nd had saved the world
of Sorlax from being overrun in a matter of days. As the
front stabilised, both sides committed ever-greater
resources into achieving a decisive breakthrough. Now,
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the Imperial Guardand the arks both seek to crush
their foe, to defeat him once and for all.

Battle 1 • Patrol Beta 22
Matt and Andy decided that Battle 1 would be best
fought asa small game, as th is would represent the
small search teams sent into no-mans-land to recover
the lost supplies. Both armies were 500 points, making
for a tense but bloody game that was played over the
course of an hour. The Mordant Imperial Guard were
victorious, their missile launchers and grenade
launchers accounting for the majority of the arks killed.

Battle 2 • Grimtoof 's Glory
Battle 2 was fought for control of the wastes between
the two armies' lines. The players brought along armies
of 750 points each. Thisallowed the inclusion of a
l eman Russ and a Chimera in Andy's army, and a newly
painted Nobz mob in Matt's. The game was as hard
fought as the last. Despite the fterners in his command
squad taking out an entire mob of Boyz, Andy's
Imperial Guard failed to stem the green tide, and Matt
was victorious. The Orks had won the victory they
needed to get their offensive rolling!

Andy's missile launcher-iJrmed Imperial coera. collected

especially for the campaign.



Battle 3 - Breaking the Kyo Rin Une
Pleased wi th his victory and eager to field his entire
army, Matt finishedpainting his new Deff Dread for
Battle 3. Hisarmy smashed through the Imperial
Guard's lines, to score a convincing win and break
through into the Imperium's rear zone."

Battle 4 - Battle for Block 440
Battle 4 had the option of being fought as a Citiesof
Death game, and both agreed straight away to play it
assuch. A spectacular urban warscaoe was assembled,
inspiredby the examples in the expansion book. The
action was as brutal asyou would espect a close-in
fight between Imperial Guard and Orks to be, and
Andy's massed tamers took a fearsome toll on Matt's
army, earning Andy a victory.

Battle 5 • xene's l ast Stand
Both players agreed to make Batt le 5 a suitably big
game. Andy used his entire Imperial Guard collection,
around 6,000 points, and recruited a friend to help
field it. Matt joined up with another Ork player to
meke a mighty Ork coalition. ForturMtely for the
ImperialGuard, Andy had won Battle 1, and so hisside
benefited from intelligence that would allow them to
target the Orks' (admittedly few) weak. points. The
battle raged over the course of eight hours (including
YloKk breaks), and saw eighteen ImpenalGuard tanks
crash into almost two hundred Ork Boyz. wten the
smoke cleared, victory was Matt 's, and the campaign
had reached a highly memorableendmg.
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Andy's rdnks saw heao,y fightIng throughour t~ campaign.
Andy decided to keep track of t~ kills his Lt¥TJdn Russ earned
by ddding ki/I fTliJrkings.~ cldn icons ,Ifi' from tfIe. Ork
rransfer sheet. The fact eer dead Ork units WE'rE' trMked with
their own fTliJrkings was a [fu el blow to greenskin maete.

Not to be ourdone, MGrr dKidf!d to ddom hIS Looted Wagon
WI th kill rniVtlOgS too, tiJunt'ng the /mperid l Gwrd with
fE'fTlincktsof their losses.
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TAKING THE CAMPAIGN FURTHER
For those who would like a little more detail in their campaign, here are some
additional ideas to get the creative juices flowing.

As the Road to Glory campaign has been made
deliberately simple to play. this page offers some ideas
on how youmight alter the campaign or add cl little
more complexity. Perhaps YOU'W' played it through once
and want to mix things up cl bit, or perhaps you 've
played in campaigns before and want to add in an
additional layer of detail straight away.

Adding Extra Battles
It was mentioned earlier that the battles should be
thought of as snap-shots of cl much larger war. It 's
perfectly sensible then to add in extra battles. You
might do so because the evolving narrativesuggests an
ideal extra battle. such as an improvised counter-attack
or the landing of much-needed rentoecements. The
map on page 252 might also provide some inspiration
- you couldadd in cl mission to blow up the pipeline
supplying the defender's forward base . or fight ou t
someof the battlesfought as the men carrying vital
infOfmation from Battle 1 try to sneak through enemy
territory. Extra battles such as these will also help your
units gain experience if you are using the Veteran
Abilities rules opposite .

Adding More Players
You may f ind that once word gets out that you are
playing a campaign, every player and his pet qrox
wants to take part . The easiest way to accommodate
extra players isto assign them to one of two teams.
Games can be played with more than one player per
side, each controlling a part of the army, or you could
add in extra battles for these players to fjght .

Using Supplements
If YOU're the sort of player who likes to add lots of
detail to your campaigns, there are a number of
'expansions' that are an excellent source of inspirat ion
and character. Each takes your games of Warhammer
40.000 into a new, challenging sett ing , You could use
the Cities of Death supplement fo r every battle,
representing the campaign being fought w ithin an
urban war lone, or Apocalypse to take the scaleof the
battles to a whole new level. See pages 274 to 278 for
more details of Cities of Death and Apocalypse.
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Creating Your Own Missions
A campaign is the perfect setting to experimen t wi th
designing your own missions. As the story progresses
you may we ll f ind particular scenarios suggest ing
themselves to you. Perhapsone side dispatches a small,
elite force to assassinate a powerful enemy leader.
Maybe you wi ll attempt a daring raid against vital
enemy supplies. The next chapter deals with the subject
of inventing your own missions, so why not give it a
go ?

Mission Special Rules
The standard missions use a number of mission special
rules, such as night fighting and deep stri ke to add in
extra detail to a game. Campaign games give you an
opportunity to take th ings much further, adding special
rules appropriate to the narrative and the armies facing
each other. There are a selection of mission special rules
used in the next section, many of which wou ld be
enbrety appropriate for use in th is campaign. Perhaps
the attacker will be ambushed by hidden troops in
Battle 2. Perhaps you will set your entire campaign on a
worl d wi th no atmosphere, or low gravity.

Using such special rules, or any of your own invention,
will requ ire both players to agree how they will be put
into practice, Neither side should feel unfairly
disadvantaged, but keep in mind that this is a
campaign, in wh ich many games w ill be played ­
although it 's coo l to be the winner, the best tales to ld
are often those of the glorious last stand or the
desperate rear guard action .

1£ the eoemy comes 0 0 in a great
horde. as O rks are wont to do. then
try to direct them into a narrow
defile or enclosed space. such that
their numbers work against them.
Crowded together. those at the front
will impede those behind. whilst the
push from the rear will prevent those
at the front from retreating or finding
a better path.

TUIICl lmperium



VETERAN ABI LITIES
As your warriors gain in experience, so their ability,
courage and reliability will increase. Seasoned warriors
learn even from defeat, but a string of victories will see
your troops go from green recruits to experienced
veterans able to face any terror the galaxy has to throw
at them .

Gaining Experience
At the end of each game, nominate a unit in your army
that you believe performed well. deserves a medal Of

has the eye of the gods upon it. This unit must not
have been wiped out at the end of the game. Choose
an appropriate table from those on the right and roll
on it to see what ability the unit gains. The winner may
nominate two such units, and the loser one. If the
game was a draw, both players nominate one.

The units will benefit from a new veteran ability for the
rest of the campaign . It is possible for a single unit to
gain multiple veteran abil ities in this way. but it may
not take duplicates of the same skill. If you roll a
dupl icate on a second or subsequent roll. you may
choose which ability the unit gains. In addition. once a
unit has recefved an ability from one of the tables, all
its future rolls must be on the same table. This reflects
the specialisation that comes with experience.

There is a downside though. If a unit with a veteran
ability ends a game below half strength or having fled
the battlefield, it will lose one veteran ability. If it ends
the game wiped out, it will lose two.

0 6

1
2
3
4
5
6

06

1
2
3
4
5
6

0 6

1
2,3
4,5
6

06

1
2,3
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Fieldcraft Veter an Ability

Infiltrate
Move Through Cover or Skilled Rider
Stealth
Scouts
Fleet
Fearless

M elee Vet er an Ability

Feel No Pa in
Furious Charge
Counter-attack
Hit & Run
Preferred Enemy
Fearless

Gunnery Veter an Ability

Night Vision/Acute Senses
Relentless
Tank Hunters
Fearless

Vehicle Crew Veteran Abi lity

+1 SS
Can re-roll dangerous terrain test
Ignore Shaken results
+1 AVail facings (max 14)
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OTHER TYPES OF CAMPAIGN
What you have just read is just an example of one type of campaign. There are
many variations, some straightforward. others fiendishly detailed.

The Road to Glory campaign is a linear seriesof battles
between two players. There are countless other types
of campaign, such as map-based. narrativeor tree
campaigns. They (an involve just two players or
dozens. A campaign can be assimple as two batt les
played In cl row, or as conpiex as a sprawling map that
plotsout connoent-soenmnq armydeploymenrs. off
planet support, supply lines and reinforcements.

As campaigns help to create more of a story than a
single battle, they often inspire players to customise
their armies or merterrain in someway. If your Khorne
Berzerkers decimatea squad of Eldar Guardiansfor
example, you might model Eldar helmetsmounted on
spikes upon the Berzerkers' Rhino as a grizzly trophy of
that victory. Thiswill remind your opponent of his
crushing defeat in every subsequent game!

Games Workshop periodically runs worldwide
campaigns in which thousands of garners enter their
battle results onto a websue to determine the army
that hasdone best overall. These eventsare not just a
great excuse to play more games, but It IS also
entertaeunq to read and follow the campetqn progress
as a spectator.

Thebest thing about campaigns is the real sense of
history that evolveswith every game you play. You will
find yourself naming your squad feeders and
characters, and reallycanng about them surviving a
battle. No longer will your modelsbe merechoices
from an army list - they will take on a life all their 0'Nn!

If the defender WinShe
will be able to strike
»vo enemy tf'ffltoty

and capturea VItal
ObJeCtivE' in d «lpturf'
dnd ControlMISSIOfl

Attacker
wins

Defender
wins

.,•. .

Forces clash in d

SeIZe Ground
Mission. If the
attacker wins~
can launch an
all-out arLKk

Examp le Tree Campaign

• . . . .'. ' '. :. ..'• .. ... .. .. , .

'----~~

In a tree campaign, bartles areOff)iJnised by a {)ff!­

drawn flow diagram. Each tJme a battle is fought the
diagram will reilyou which mission to fight next by

following tne correctpath. The longer rhecampaign.
the larger the diagram will be

In a map campaign, each barrle df!rf'fflllnesr~ occupdrion
of a region on a map. 111(> wifltlf'f isusually the first to
control a cenaln INJmber of areas,. Of the player that
controls the most aher a set number of turns. 111(> above
m<Jp wasmade for the \.-tlgen campdign, a brutal struggle
toe an Imperialcity
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Node campaigns are a combination of t ree and map types. In
essence, the tree is superimposed over a map, with strategically
impo rtant po ints on the map form ing the nodes over which
battles are fought. Sometimes, part icular missions or special
rules are assigned to each node - perhaps based on the terrain
or environmen tal features. To win the overall campaign, a
certain number of nodes must be captu red by w inning battles.

A campaign booklet and website told the
story and rules fo r a previous global campaign .
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INVENTING NEW MISSIONS
In the Warhammer 40,000 universe anything is possible, and the same is true on
the tabletop, especially if you take some time to design your own missions.

A game of Warhammer 40,000 can be played out and
wonaccording to the standard missions presented in
the Rules section of this book . But what if you want to
trya different set-up, fight over different objectives or
decide your game using different victory conditions?

Standard missions represent 'encounter' battles ­
conflicts in which neither side has an inherent
advantage, neither is defined as attacker or defender,
and each is responding to the battle as it unfolds. The
advantage of the standard missions is that they place
both players in the same tactical situation and each
knows what to expect, You could walk into any Games
Workshop store in the world, and play an exciting
gameagainst a complete stranger and know what to
expect with no extra preparation or organisation at all.

Outside of a tabietcc wargame, battlesaremuch more
complex, uneven and unpredictable attairs! Oneside
might be lurking in ambush, or perhaps both find
themselves at the mercyof the environment they are
fighting in. They are forced to contend with not just
the enemy, but with adverse weather or hostile terrain.
And what jf three armies come into contact With each
other at the same time?

Each of the missions that follow hasbeen written to
illustrate a particular inspiration. The first is inspired by
a background story, the second by a tactical situation,

the third by a setting. and the fourth by the need to
adapt the Warhammer 40,000 rules to accommodate
not two sides, but three. You can play them as
presented, using anycombinationof forces, or you can
alter them as much as you like.

We hopethat the examples provided will serve asa
jumpmg off point for you to inventyour own. You'll
find it~ not hard to come up with more Ideas. The best
place to start IS WIth a Situation or story, then work out
what changes to the standard mssons will fit your idea .

When writing your own missions, the simplest
ideas are often the best - one or two changes
may be all you need for a greatgame. The
hardest part is working out the victory conditions
to ensure both sides have a fair chance of
winning. It's fine if one side is outnumbered 3:1,
so long as hisobjective is achievable.

Try playing the scenario from both sides, soyou
can exoenence both attacking and defending.
Tbrs way you canenjoy the challenge of trying to
outdo your opponent in the exect same tactical
Situation, seeking to succeed where he may well
have failed!
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YARRICK'S STAND
This mission is inspired by the tale of Commissar Yarrick leading the defence of
Hades hive during the second war for Armageddon.

When the Orks invaded the hive world of
Armageddon, Commissar Yarrick offered its leader,
von Straab, the bene fit o f his unique insight into the
Orks' way of war But van Straab would not listen to
the Commissar's counsel. and banished Yarrick to
Hades, a sprawling hive complex far from the sear
of government. As it happened, this was probably
the best decision van Straab made during the
whole war.

The Ork assault was swift and seemingly unsroppable.
Van Srraab's armies were by no means small or poorly
equipped, bu t thf!Ycould not stand before the brutal
Ork advance. Only when the Orks reached Hades did
the surging tide come to a hair before the well ordered
defences the Commissar had quickly put into position,
Even so, the initial Ork attack led by Warlord Ugulhard
would have swept away human resistance we re it not
for Yarrick's presence.

The Ork Warlord g limpsed the Commissar across the
barrlelines and drove his forces directly to where Yarrick
stood. Wi th a barba rous roar, the Ork threw himself
upon the Commissar. He swung his snapping battle
claw at Yarrick and severed the Commissar's righ t arm
at the elbow. The Warlord's bellow of victory was cut
short as Yarrick, figh ting the pain and shock as no
normal man could, swung his chainsword in a crimson
arc and severed Ugulhard's bony head from his

DEPLOYMENT
Pitched Battle.

OBJECTIVE
In order to win the game, the leader of one army
must have killed the leader of the oth er army. If this
has not happened, you can call the battle a draw or,
altern atively, use victory points to dete rmine who
can claim a moral victory (see page 300).

If a leader is killed in a sweeping advance, th is will
only count as a win if the other leader was the sole
model running him down .

Both players should agree on a points limit for their
leaders, such as 200 poin ts. Or, you could decide
there will be no limit! Obviously, at the start of the
battl e, each player needs to make it clear to his
opponent wh ich model is his leader.

shoulders. The Ork 's body collapsed to the ground
whilst the head continued to sneer and curse until the
creature's extraordinary metabolism finally conceded
that it was dead.

Yarrick calmly reached down and tore the batrfe claw
from the Ork's twitching body, He held it aloft so tha t
all the green-skinned warriors could see it and know
their leader had suffered defeat. A hush fell over the
oottlefield as man and Ork gazed in silence upon the
gnarled old man brandishing the bloody claw. Then the
humans cheered and the Orks wailed in horror, and all
at once the defenders leapt upo n the aliens with
indomitable vigour.

Only when the Orks had been bea ten from Hades hive
did Ya rrick allow himself the luxury of passing out

"Heroes of Armage:ddon! You have:
withstood the: evil savage:ry of the: O rks,
and the:y have: nothing left for you to
fe:ar. So raise: high the: black banners of
ve:nge:ance: - now is our time,"

Last traesmissiou of Commissu Yurick

MISSION SPECIAL RULES
Deep Strike, Reserves, and use the Standard Mission
Game length .

Bitter Enemies: Both varrlck and Ugulhard are figures
of awe to their warriors, and when the two clash in
mortal combat, the hatred Orks and Men hold for
one another is unleashed. In any tu rn in which the
two leaders are engaged in an assault against one
another, every mode l on the table gains the preferred
enemy universal special rule. Should one side's leader
be killed in an assault, every unit in the defeated
leader's army must take a Morale check.
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AMBUSH
As a convoy passes through close terrain, an attacker launches a deadly ambush.
The defender must fight his way clear or be destroyed!

In an ambush situation, the challenge comes from the
defender having little Of no idea where the attacker will
deploy. In our example the attacker dep loys an
'ambush marker' for each of his infantry units, and Cl

number of 'dummy markers ' to add to the defender's
confusion. The defender will therefore have to guess
whether Cl marker represents Cl waiting foe about to
unleash destruction or simply a false return on an
euspex a shadow. or leaves rustling in the wind. When
the defender identif ies Cl target. or the hidden un it
fires. the marker is replaced With the actual models.
Thrs hidden element adds Cl certain amount of second
gUe!>sing and bluffing to the game - more challenges
for 41 S1 millennium commanders to overcome!

Although any arm ies can play this scenario, here
are a f£"N dess« match-ups:

Tyranids ambush a column of Imperial Guard
reinforcements as they make for the front line .

Catachan Jungle Fighters ambush an Ork army,
seeking to pit stealth against bru te force.

Eldar Pathfinders Intercept Chaos Space Ma rines
who dare set foot upon a isolated Ma iden World.

Finding itselfambushed
amidst the ruins. the
Imperial Guardcolumn
has no choice but to gun
in engines and push

through to safety!

In an ambush it isa wise
defender who rE'I'I'IE'I'l'l his
objectiveirT5te.Jdof just getting
bogged down into a flrefight,

The Imperial Guardhaveno id€'a
whether this marker fi>Pfesents an
insignificant Grors mob, a mighty
Nobz mob, highly feared Tankbustas,
or noming .ITd1f!
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It is poSSible to usecoins or scraps of pdpef but the modelled
rrwkers ddd to the flavour of the dmbush mission.

To gain safely. the Imperial
GUdrd column must get as
fl'ldny unin as possible WI

12 inchesof thGt~~



DEPLOYMENT
Decide which player is conducting the ambush; he
will be the attacker and the other player will be the
defender, This scenario is best played on a
rectangular table, 6'x4' being ideal.

The table is set up in a mutually agreeable manner,
but after all terrain is placed. the attacker may move
two pieces of his choice, and choose which of the
short board edges will be his table edge. The
opposite table edge belongsto the defender.

The defender deploys his army on up to half of the
table (measuring from his table edge). The attacker
then deploys according to the HiddenSet-up rule
opposite, anywhere on the table more than 12·
from a defending model. Any non-infantry models
in the attacker's armymustbe held in reserve. The
attacker gets the first turn.

OBJECTIVE
The objective of an ambush is to catch the foe
unawares and destroy him utterly. The target must
push through the ambush and reach safety.

The defender wins if, at the end of the game, he has
more scoring units within 12 ~ of the attacker's table
edge than are further away from it. In any other
event, the attacker wins.

Ambush markers can be as simple as small scraps ofpa~r,
or they couldtake the form of modelledcountersas shown
on this page. The undersides aremarkedwith a rick or a
cross, determining which aredummies and which represent
the actualunit.

MISSION SPECIAL RULES
DeepStrike, Reserves, and use the Standard Mission
Game Length.

Hidden set -up: For each Infantry unit starting the
game in ambush, the attacker gets a single 'ambush
marker' . In addition to these markers, the attacker
gets D3+3 'dummy markers '. It is these markers,
rather than the units they represent that are
deployed at the start of the game.

Hidd en Move ment: Markers may move around the
table, moving as infantry, until they are revealed as
described below Markers are subject to the slow
and purposeful universal special rule, representing
the ambushing units sneaking around.

Detecting Ambushers: Whenever a defending unit
wishes to fire on or assault a marker, you must first
test to see if the unit can detect the ambushers.
Make a night fighting roll, and if the marker is
wi thin the distance rolled, it is removed if a dummy,
or the unit placed if it is not a dummy. At leastone
of the ambushing modelsmust replace the marker,
with the rest in unit coherency and further away
from the spotting enemy than the marker.

Ambu shers Shooting or Assaulting : Should the
ambushing unit shoot or launch an assault, markers
(Ire removed and the unit they represented set up.

These ambush markers haveall
been modelled to represent
troops hiding or sneakingabout.

These markers havebeen modelled to represent 'Mps' on a
scanner reeaoat. The uppersurfaces are marked with the
number of the unit they represenr
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EVACUATION
On a lonely station in a forgotten frontier system, valiant but outnumbered Space
Marines face the advancing tendrils of a Tyranid Hive Fleet.

Inspired by the research station set on an airless moon
(page 238), we decided to make some rules for
fighting in low gravity and vacuum. On top of these
simple environmental effects. we decided that an alien
attack on the isolated basewould be an exotmg and
cnarectertul game to play. The landing padsuggested
an evacuation, perhapsof an important Individual. and
so that would become the objective of the game.

We decided to play this game between Space Marines
and ryranids, perhaps representing one of the early
battles of the First Tyrannic War, when the Imperium
had litt le idea of the horrifying enormity of Hive Fleet
Behemoth. A model wasconverted to represent Cl
high.ranking Adeptus Mecnancvs Genetor, whose
survival is key to the ongoing fight against the
invaders. Of course. if you want to try this mission, you
don 't have to make a special model - you could use
any suitable miniature from your collection.

Furthermore, this scenario could be played between
any two armies, Imperial Guardsmen might be issued
rebreatherswhen fighting in a near or total vacuum,
while races such as Orks are so hardy it can be
imagined that they can go several hours in such
conditions with no ill effects. As eve-r, the limits are set
only by what possibilities you can dream up!

Battle rages across the Imperium and beyond,
from hive worlds of soaring gothic towers, to
planets With atmospheresso corrosive they would
strip an unprotected warrior to bones in seconds.

Such settings make ideal inspiration for your
games. By creating your own Mission Special
Rules and objectives, your battle can take place in
any setting in the galaxy.
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Space Mdrines'
Deployment zone

Ldooing pad and escapeshuttle.

The Adeprus Mechankus
Genetormodel used in rhis
mission wasconverted from
a 5ervitor miniarure.

The attacker then places his army, within 8 · of the
opposite table edge from the shuttle. The defender
has the fi rst turn .

DEPLOYMENT
The defender sets up his entire army in the cent re of
the table, anywhere more than 18· from any table
edge. Placea suitable model to represent the escape
shuttl e, or simply indicate a departure point using a
marker of some sort . The model representing the
Genetor is placed more than 24 · from the shutt le.

OBJECTIVE
Kill points are used to determine the victor, as per
the Annihilation Mission (page 91). The real focus
revolves on the fate of the Genetor. The defender
earns 3 kill points if the Genetor gets into base
contact with the shuttle (where he instantly makes
good his escape). The attacker earns 3 additional kill
points if the Genetor is removed as a casualty.

The Genetor has the following prof ile.

Vacuum: Combat in a vacuum is a lethal affair, for
even glancing strikes may puncture air-tigh t suits and
cause explosive decompression before self-repair
systems can contain the damage.

Models with more than 1 Wound on their profile
lose not one bot 03 Wounds when they suffer an
unseved wound. All attacks, both shooting and dose
combat, use the Rending rule.

l ow gravity: Fighting in a low gravity environment
is a dangerous undertaking, for while troops may be
able to leap great distances, they can easily woun d
themselves on landing, or become entangled in
dense terrain.

MISSION SPECIAL RULES
Deep Strike, Reserves, and use the Standard Mission
Game length.

Infantry models may move over terrain in the same
manner as jump infantry (tho ugh they are still
limited to 6 N of movement). Any such movement
that ends within area terrain will result in a
dangerous terrain lest. Models that run must roll an
addit ional 06 and pick the highest result, but if a
double is ro lled, every model in the unit must make
a dangerous terrain test.

ld sv
7 4.

WSBSSTWIA
23]]121Genetc r

Sped al Ru les:
Slow and Purposeful, Independent Character.
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BROKEN ALLIANCE
The leaders of three separate armies are meeting under tru ce when negotiations
break down - violent ly!

The w amemmer 40,000 rules accommodate two
opposing sides, and it is normallyassumed that if you
have extra players. you will assign them to one team or
another, However, it is possible to play with three (Of
more!) different sides, WIth only a slight moc:lification to
the rules.

Why would you want to do such a thing? Well, playing
a three-way multiplayer battle can be enormously fun,
as it opensup a whole range of opportunities for
impromptu alliances. backstabbing and ganging up.
The game will be chaotic and tense, especially if you
use a system for randomly determining the order of
play each turn, as we have in this example scenario.

The scenario could represent an alliance gone bad, or
three opposed forces fighting over the sameobjective.
In the case of a broken alliance, the leaders of the
three armies have come to blows whi lst meeting, and
before anyone knows what 's going on angry curses are
filling the air and the bullets start flying. Meanwhile,
each army is in its camp, not expecunq there to be any

trouble. There will be a moment of confusion whi le
troops reach for weapons and crews rush for their
vet ades. before the batt le reallygets underway.

If you enjoy the rules for playing a mult lplayer game,
you could also try adapting any of the standard
missions presented in the main rules section to
incorporate extra sides.

A three-player batt le could be fought with any
combination of forces, but we thought the
scenario leant itself well to a fight between three
armies of the same race. There are several races
that. according to their background, are Just as
likely to fight one another as the enemy. The most
obvious ones are the Orks. ChaosSpace Marines,
and Dark Eldar, but you could take inspiratIOn
from the background to justify almost any such
internecine battle.
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DEPLOYMENT
Place a marker or piece of terrain in the exact centre
of the table. This represents the meeting place.

Each player must place a marker terrain piece to
represent his base camp. No base camp may be
placed within 18" of the centre of the table, or
within 30 " of another base camp. To determine the
order in which base camps are placed, each player
rolls a 06. The player that rolls highest places his
base camp first, followed by the other players in
order of their die rolls. In the sameorder, each player
takes it in turn to place an HQ unit within 6 ' of the
centre of the table. The unit may not include a
transport vehicle.

Using the same order again, each player takes it in
turn to deploy their armies, within 12" of their camp
marker. Models must be placed more than 24· of an
enemy. Units may be kept in reserve, entering play in
the normal way, from the point on the table edge
closest to their base camp.

OBJECTIVE
With the unexpected eruption of violence, each
army finds its encampment under threat. In order to
win the day, they will have to protect their own
camp, whilst destroying those of their enemies. The
marker in the centre of the table, and the camp
markersof each army, must be controlled. At the
end of the game, you control a marker if there is at
least one of your scoring units, and no enemy units
(whether scoring or not), within 3" of it. The player
controlling the most markerswins.

MISSION SPECIAL RULES
Deep Strike, Reserves, and use the Standard Mission
Game l ength.

Confusion: The warriors of each army are initially
unprepared for the sudden battl e. All units must roll
a D6 at the start of their first turn. Those that roll a
4+ can ad normally, but those that fait this roll
cannot move, shoot, assault or use psychic powers
until their second turn (although they can fall back
and will fight normally if assaulted by an enemy),

Three player rul es: To determine the order of play
in game Tu rn 1, all three players roll off . Play goes in
order from the player who rolled highest to the
lowest. In subsequent game turns, the player that
went first in the previous game turn goes last, with
the other two players rolling off for first go.

Play proceeds as it would in a normal game of
Warhammer 40,000. When it comes to the Assault
phase, only those assa ults involving the player whose
player turn it is are fought. Assau lts may not be
launched against ongoing combats involving the
warriors of both other armies, so three way close
combat is not possible.

Shooti ng into close com bat : In the shooting
phase, a player may fire into an assault that does not
include his own units. To do this, nominate the
target unit as normal. Having rolled to hit, you will
need to determine which of the units engaged in
the swirling melee are actually struck. Roll another
dice for each hit. Each dice that rolls 4+ results in a
hit against the target unit, while any other result
means the target's opponents are hit instead.
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CITIES OF DEATH
In the nightmare future of the 41 st Millennium armies battle one another to
annihilation amid the ruins of shattere d cities. Cities of Death allows you to take
your gaming into the deadly confines of the urban warscape!

A NEW SETTING
Cities of Death is an expansion book. for the game of
Warhammer 40,000, showing you how to take your
games into the corpse-strewn cities of the far future.
Citiesof Death expands tile game by presenting new
rules and missions. all designed to get the most out of
tms most blooo-soeted of werzooes.

setting a game in a ruinedcity is an exciting challenge.
You wi ll f ind yourself utilising ent irely new tactics. and
fielding your army In waysyou never have before.
Densely packed Ci ty ruins restrict linesof sight and
concentrate ranged fire into deadly killing zones. Troops
hug the cover as they dose in on their foes, desperate
firefights breaking out around vital objectives. Often.
the possession of a building comes down to Cl bold
charge into dose combat, though making such a move
will be costly for the attacker. You will soon discover
that cityfighting is a bloody business. By the time the
dust is settled and the batt le is over, both victor and
vanquishedwill have paid a terrible price In the livesof
their warriors.

The upper levelsof ruins can
provide excellent finng positKXIS
- unless line of sighr is blocked

by other ruinedbulldmgs.
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TERRAIN
Every cityfight is dominated by ruins, and all of the
rules presentedwithin Cities of Death interact w ith
them in some manner. Ruins affect how armies move
and fight and therefore how gamesare played, but you
don't need a whole city'swort h to fight a battle.

Cities of Death is designed to make the most out of
Citadel's range of plastic Warhammer 40,000 buildings.
With these highly detailed and versatile terrain kits, you
can Quickly and easilyconstruct your very own ruined
Ci ty. One or two of these ruins will seeplenty of use in
conventional games of Warhammer 40,000, but collect
more and you will soon have an entire city sectorto
defend or smash asunder asyou see fit.

A rable ser up for a oryfightirJg rnissKln
wiN feoture a numbff of ci ry ruim,

clusrered 1(1 me cenrre of me battlefield
Many missions focuson caprun'ng the

ruins themselves. ensuringa ocse fought
and extremely bloody game.

A cunning commander will protect
his infantry by makinguseof alt ee
ruins. rubble. andcraters around in

anurbanenwontnent-



Bitsof rubble and smashed machinery
add extra detail to a model's base.

This Terminator's baseis modelled to
represent the ruinsof an Imperialcity.
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WARBOSS BLUDGUTZ' CITYFIGHTERZ
Although any army can be used in a cityfighting mission, many players like to pick
their units specially, and paint and model them to fit the setting.

Man roone is Cl huge fan of the Citiesof Death setting,
so when he decided to collect his newOrk army, he
took the opportunity to focus on using it in dtyfighting
missions. Every aspect of the army collecting process
was geared towards making the army a great
cityfighting force, from the choice of units to the way
each model is painted and based.

Starting with an army list of 1,500 points, Matt
considered the dense terrain of Cl Cities of Death
battlefield. He knew that the ruins would force him to
make less use of vehicles and a lot moreof infantry.
Therefore, the army's core is made up large mobs of
Ork Boyz, supported by Deft Dreads and Killa Karts.

Matt painted his miniatures to stand out strongly
on the urban battlefield, while his grey bases are
designed la blend in to the setting. When dry-brushing
the final highlight wi th Fortress Grey, Matt carried the
brush work up the legs, to give the Boyl the
appearance of being covered in concrete dust.

Matt's favourite tactic is to make useof the sewer rats
stratagem, a special rule usable in dtyfighting missions.
This allows his force to enter playvia a number of
sewer entrance markers. Both the Burna Boyz and the
rankbustas areparticularlyeffective in this role,
emerging from the sewers to wreak havoc on enemy
infantry and tanks.

The tops of the modelsha~ greybdses and chunky bits of
sandiJfId rock to better fit In on an urlJ.:Jn bdrtleflf!ld

In the dense rPfrain of a city
Tankbustas can fIlOfE' edSify
dose wirh~ armour.

Bumas aredeiJdIy in tJ

ruined City, because they
negate cOW'( SitI'l"S.

Matt hos made 'sewer rats' str<l tagem markE'f3. modelled to
march his <Irmy. W1IMstr<ltegic<llly pliJced, these rrwters
allow Unlt5 inR~ to deploy onto key .Ioc<lrions, offering
POfffiridfly gdfTlE"o-wimmg counteratr<lCks.
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Matt useshis LootedWagon
to punishany foe that strays
into the open,
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APOCALYPSE
Apocalypse allows you to take your games of Warhammer 40,000 to a whole new
level. In an Apocalypse game, you are not limited to leading a single detachment
into combat· instead you will lead hundreds of warriors, dozens of tanks, and the
mightiest of war machines to battle against your foes.

27.

Apocalypse is an expansion for the Warhammer 40,lXlO
game, providing everything you need to know in order
to fight really hugebattles. The expansion has been
written to cater for those garners who just can 't stop
collecting models and love nothing mere than the
spectacle of a huge force deployed for battle.

Apocalypse describes how to set up and run games in
excess of 3,000 points per side. In addition, the book
provides a number of 'legendary uruts', such as the
mighty Baneblade super-heavy tank and 'battle
tormauons' such as the Space Marine Mastersof the
Chapter. These are units of such awesome power that

they would dominate a normal game of Warhammer
40,000. They are ideal for use in large games though,
where they will face other such units and not unduly
unbetence the game.

Lastly, and perhaps most importantly, the expansion
provides lots of practical advice on running rea lly large
games, Everything iscovered, from organisingyour
game beforehand, to playing a huge 'floor war' . You
may not get to play such large batt les every week, or
even every month, but you can be assured that when
you do, they will be amongst the most memorable and
exciting gamesyou will everplay!

The Apocalypse supplement CMi'dins
lots of USf.'fu/ advice on sertmg up the
huge tables needed to play such
t"OOmIOUS biJrtles.
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Large models such as the Baneblade or even
massive Titans are the natura/stars of an

Apocalypse game. Despite this. don't be fooled

into thinking that troops aren't useful- it is the
lowly infantry that are essential for holding

onto objectives and winning games.

Apocalypse allowsyou to fieldall your
infantry. all your tanks, all your special

characters - literally your entire ccsecrco.

WARHAMMER 40,000: Apocalypse 279



--,~--- -~""

This batrll'-wom Baneblade h.Jsbeen painted

up to march its owner'surban camouflaged
Imperia l Guard- rh(> fjghnn' Cddian 72nd,
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TOURNAMENTS
Many players like to test their gaming mettle by pitting their generalship against
others in a tournament. Ifyou've ever considered running such an event for your
gaming group, here are a few useful pointers.

At a tournament, players come together for Cl single
day or Cl whole weekend of their favourite wa rqame .
At the endof the event, one of their number will stand
victorious having earned the highest number of wins
throughout the rounds. For many, such events are the
pinnacle of their hobby. They are a great way to meet
new players, face new armies and really challenge their
knowledge of their own and their opponents' armyand
of the subtleties of the game.

A tournament does not have to be a huge event run by
others - you can easily host one yourself. All you need
is a group of players and a little organisation!

The most commonly used tournament format is the
'Swi ss system' . The best thing abou t this system is that
it allows everyone taking part to play the same number
of games, and afte r the first round, everyone is
matched up against someone of roughly the same
ability as themselves.

A Swiss tournament is played in a num ber of rounds,
dependent on how much time is available and how
many players are taking part.

Bearing in mind that a decent sized ~~.
game of Warhammer 40,000 is
likely to take a few hou rs, about
five rou nds over the course of a
w eekend is a com mon number.

Wh.:!t tabletop
commander doesn' t ~spire

to p/~cing en award next

to his ~IJ-conquenng

army~ Nothing puts a
spotlight on your taerical

genius like a hard-earned

battle trophy. Such a
monument to greatness is

sure to draw the respect

of your comrades in
arms (and also

their petty and

jealous ire/),

282 WARHAMMER 40,000: Tournaments

In the first round, players are drawn against one
another at random . A num ber of points are awarded
for a victory, less for a draw and less still for a loss. In
subsequent rounds, players are paired up according to
the ir running total score, the player in first place
against the player in second place, the player in third
place against the player in fourth place, etc. Once all
the games have been played, some tournaments add
additional points for such th ings as paint ing ,
sportsmanship, army composition and the like. This
ensures that the overall winner is truly a prince
amongst garners, having excelled himself in every
aspect of the hobby.

LEAGUES
Not everyone has the time to put aside a whole
weekend to attend or run a to urnament. Instead. you
can always use the Swiss system to run a league. This is
done in exactly the same manner as described above,
except the games are spread over a period of weeks.
Many gaming stores and clubs run such leagues, and
keep track of them on results boards . Such leagues
really keep the players on thei r toes, and provide a
focal point for the store or club's activities.

If a league has a large number of people w anting to
sign up, they often divide thei r players into subdivisions.
Some even organise otay-ofts between the wi nners of
each subdivision, resulting in a single player being
awarded a truly memorable, and hard-fought title.

One of the winners at a Warhammer 40.000 Tournament



Most tournaments are organised by

small clubs or groups of friends simply

arranging to play on the same day.

The events pictured here, however, are

formal Grand Tournaments that (an have

hundreds of gamers battling it out for

fame and renown.

In some tournaments, players score extra points for having well painted armies. Many players credit the looming date of upcoming

tournaments as providing the impe tus for getting their entire army painted
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GETTING INVOLVED
One of the best things about Warhammer 40,000 hobby is the community that has
sprung up around it. There are a host of events and act ivities where like-minded
enthusiasts can meet to game, or just talk about the hobby.

wamammer 40.000 can be cl very involving hobby and
over the years the popularity of the game has soared .
Indeed, it can be reliably said tha t Warhammer 40,000
enthusiasts are everywhere and come from all ages
and all walks of life. Whether you are just getting
starting out or are cl long-time hobbyist, it's always fun
to meet, game and talk with other enthusiasts. Here
are some great ways to get more involved.

LOCAL GAMES SHOPS
One of the best places to learn moreabout the game
is at your local Games Workshop store. You can find
Warhammer 40 ,000 miniatures. books and essential
hobby supphes there . You'll also f ind that our stores
are staffed by experienced garners who can offer
advice if you have any questions or WIsh to take part
in an meodoctory game . Our stores are also excellent
places to meet other hobbyists. As most wi ll have
played other Games Workshop games, they're a good
start ing point if you're new to the hobby

You can also find Warhammer 40 ,000 miniatures and
books in a larger network of independent toy, hobby
and game retailers across the world. Many of these
stores offer modelling advice in addition to stocking the
Warhammer 40,000 range.

GAMING CLUBS
Gaming is a sociable hobby and you will not be
surprised to hear that there are many clubs that cater
for gamers of all ages and tastes. Of course, you don't
need to be part of a club to enjoy gaming, but there
are plenty of advantages, and it is nice to meet people
who share your own passion for gaming .

Being in a dub means you will never be short of an
opponent for a battle, and in addition, there's always
someone WIlling to show-you hOW" to play a new game
or improve your painting Of mode lling skills. Some
dubs band together to produce huge and ambitious
terra in projects and to organ ise excit ing campaigns.

Clubs come in all shapes and sizes. Even just three
or more hobbyists who meet regularly to enjoy a
game count as cl dub. If the re isn' t a club near you,
why not consider starting your own? All you need is
a group of like-minded friends and a place to meet.
From hum ble beginnings many a large gamin g dub
has grow n.
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TOURNAMENTS
wertemrrer 40.000 tocmements take place in most
countriesat some time in the annual calendar. Some of
the most prestigious events are organised by Games
Workshop, under the banner of the Grand
Tournament. There are, however, countless other
competitions run not only by our own staff but by
other enthusiasts and fans of the game. Tournaments
are about testing your mettle against other tabtetop
generals; they also encourage you to show off your
painted army and meet other players. Tournaments are
not for the faint beened. but they are open to all with
the tenacityand desire to conquer - and they all
reward you with a chance to hang out in the company
of othe r p tavers after the duelling is done.

CAMPAIGNS
Competition for competition's sake is not for everyone.
With this in mind. It's also possible to take part in a
varietyof events that are all about creating a story
through the gaming exploits of a group of players.
Many of these are organised asweekend or one-day
events by d ubs, our staff, or independentstockists. Yet,
it doesn't stop there: campaigns sometimesgrow into
enormous affairs, and sometimes even boil over to
engulf the entire globe, such as with the Fall of
MedusaV campaign that took place in 2006.

GAMES DAYS
Each year across the globe Games Workshophostscl

series of Games Dayevents to showcase the whole of
the hobby, including not only Warhammer 40,000 but
our other games, miniatures and more cool stuff too.
Each event is unique, reflecting the styleand scope of
the hobby in the country that hosts it, providing
massive, spectacular battles to take part in, terra in and
models to marvel at, and new ideasto explore. One of
the many highlights of each Games Day is the
prestigious Golden Demon painting competition, where
the best painters in the world show off their talents
and compete for the coveted top prizes.
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FINDING OUT MORE
WHITE DWARF MAGAZI NE
White Dwarf magazine is Games Workshop's monthly
hobby supplement, an essential publication for
everyone who is interested in any aspect of the Games
Workshop hobby. Modelling, painting, terrain building,
new rules, scenarios and more can be found within its
hallowed pages. White Dwarf hasloadsof articles
based on different aspects of Warhamrner 40,000 so
you can get the most out of your games, including:

• News on forthcoming releases.

• Exciting and informative battle reports.

• Advice on paintin g and assembling your models.

• In depth tactics art icles .

• A comp lete list of Game s Workshop stockists
in your region .

• New mission s to fight .

• Campaigns.

• Terrain build ing .

• Showcase armies.

CH40S SPACE ~ARI NES
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===,=,,===--===-==,,--,,~

I'~
I;:::;:
.•="".

OTHER CHAOS WARBANOS

hl••-
=:.:.:::=..::::=

1.'-'
III

REINFllRCEMENTS
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Battle reports offer
invaluable tactical advice
for the beginner and veteran
alike. They provide Cl rere
insight into Cl commander's
headduring Cl battle, and
make for action-packed reading
to boot!

BATIlE REPORTS

For manyyears.one of the mos~~t :popu~:~:,~;;;;;;;;;:,:~;;;;~~;;;;;;;;;;;;;;;;;;;;;::~series of wtnte Dwarf articleshasbeen
the battle report. These articles offer
blow-by-blow accounts
of batt les. The ecnon
in question could be an
important histor ic battle
from the universe of
Warhammer 40,000
or it could be Cl
competitive grudge match
between two masterful
tabletop gener als.

WARHAMMER 40,000
ON THE WEB
Perhaps one of the best ways to find
out more about Warhammer 40,000 is
to access the Games Workshop
weosrte. This vast reservoir of
information haspictures of every
Warhammer 40,000 miniature currently
available. painting guides. sample army
lists, gett ing started information and
lots more. You can also find additional
articles, assembly guides, scenaros.
previewsof upcorning new releases
and a libraryof fantastic hobby projects
you canbuild yourself.

The GamesWorkshop webstte also has
a store tcceter allowing players to find
the GamesWorkshop store or
independent retailer that is nearest to
their home or travel destination. If no
shops are nearby you can find the full
range of products on our safe and
secure onhne store.

www.games-workshop.com
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INTO THE FAR FUTURE
If you have made it thus far, then you are nearing the
end of the book. However, your visrt to the 41st
Millennium is.we hope , just beginning . Yoo may have
mastered all the rules, but there are always more
cunning tactics, devious opponents and bard-touqtrt
campaigns and tournaments to challenge you . You may
have read every word of history in th is tome, but each
Codex is packed with even more background, famous
characters and events. For those looking for even more
epic tales, the Black Library publishes dozens of novels
set in the universe of Warhammer 40,000. You may
have painted a force and decked out your battl efield,
but you can never have enough reinforcements, allies
or even whole armies, and building terrain is an art­
fo rm in its own right. You may have played all the
missions printed here, but every expansion presents a
new setting that changes how the game plays, and
there is endless scope for Writing your own scenarios,
campaigns and house rules.

Here at the Games Workshop Design Studio our staff
are constantly exploring this Dark. Mi llennium. In the
Games Development department Alessio IS devising his
army list for the next Grand Tournament, Phil is trying

wmes DewkJper~ CdvarOfP
csersees wytestJng.

The staff of Garrn:>s
workshop 'hard at work '
on the new game,

2B8 W ARHAM M ER 40,000: Into the Far Future

to finish enough ark Boyz for a mig hty Waaagh! while
ou r resident tread-head Andy is painting the 26th
vehicle in his tank army. In the Hobby department, Neil
is expanding his city-fighttng Space Marine army into a
full battlecompany, Jonesy is finishing the latest
hideous addition to his Nurg le horde and Dam is
writing his own experimental rules for his new army.
The 'Eavy Metal painters are planning their entries for
next year's Golden Demon competition, whi le over in
the White Dwarf bunker Man is working on his ninth
power- armoured army and Christian's second
Baneblade takes his Chaos army up to 11,000 points!
A small group is preparing the next Studio campaign,
including new missions and unexpected events, and
everyone is plotting revenge on their old rivals.
And this is all just in our spare time, quite apart
from all of the Cooexes. expansions, articles, web
campaigns and other secret projects we are working
on In our 'day robs'.

We trust you are inspired to carry on the adventu re - if
you are an~e near as entt usesnc as us, you won't
be able to help yourself. So look to your wargear and
advance into battle . A galaxy of endlesswar awaits!

MComc: forth you mighty warriors.
gather under the bloodstained banners
and grisly trophies of conquest,"

W.,mlS'lcr Gcllcr.a.l Sour Mu:Lri us



REFERENCE
Within these final pages you will find statistics for every troop type for

each of the armies in Warhammer 40,000. Although the entries in this
section are correct at the time of printing, the Warhammer 40,000

game system is constantly growing and developing. As such , in the
event of any contradiction between this section and any of the
individual ccdexes. the cooexes always take precedence. We have also
iod uded rules for victory points. for players that want to use them,
these provide a tiebreaker in the event of a draw. or a more detailed

measure of which side has destroyed rrore of the enemy. At the back
are summaries of the Movement. Shooting and Assault phase and the
most commonly used charts for easy reference during battle.

The universe is a big place and. whatever

happens. you will not be missed...

I
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Grey Hunter 4 4 4 4

Long Fang 4 4 4 4

Rune Priest 5 5 4 4

Wolf Guard 5 5 4
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REFERENCE: Space Marines

SPACE MARINES
SPACE MARINES BLACK TEMPLARS

WS 8S S T W I A Id S. WS ss S T W I A Ld 5.

Apothecary 4 4 4 4 , 4 2 9 3. 5 5 4 4 2 5 3 9 3.

ttac Bike 4 4 • ~

Captain 5 5 4 4 3 5 3 '0 3.' 6 4 4 4 2 5 2 ' 0 2. '

CHap ain 4 4 4 4 2 •
Company 5 4 4 4 , 4 2 9 3. 4 4 4 , 8 3.

Champion Marshal 5 5 4 4 3 5 3 ' 0 3.

onour. Guar ~ • , 4.

librarian 5 4 4 2

Scout 4 • 4 BLOOD ANGELS

Scout Biker 4 4 4 W5 8S 5 T W I A Id S.

cout Siir anr 4 4 Death Company 4 4 4 4 , 4 2 9 3•

Servitor 3 3 3
4 4 DARK ANGELS
4 4 4 4(5) WS 85 5 T W I A Ld S.

5 5 4 4 2 S 3 9 3.'

~ • • • 5 1rr3+
Terminator 4 4 4 4 4 2 9 2.'

Veteran Sergeant 4 4 4 4 4 2 9 3. Interrogator- S S 4 4 3 5 3 10 3+"

Chaplain

re
Ravenwing 4 4 4 4(5) , 4 8 3.
Biker

r



VEHICLES
Armour

f ront Side Rear BS
iz iz "

,
14 14 14 4

0
10 10 10 4

I I •
Ra""""" " " 10 4

no " 11 10 4
VindicatOf 13 11 10 4

11 I 10

DREADNOUGHTS
Armour

WS BS S Front Side Rear I A

Dreadnought 4 4 6(10) 12 " 10 4 z
~Funoso GC' (3)

D_
Space Wolf S 5 6(10) 12 " 10 4 3

venerable
Dreadnought

Type

Ord. 111..arge Blast
Ord. l /Large Blast
Ord. l/large Blast,
Igr'lOfe5 Cover

7 ,

3

4

5 AP

8 I

4 5

'4·

'4·

G12·4S' 5 4
G12-4S" o/a r\la

G12-48" 4 5

Range

,~lt~;,.,.,.

. - <:...~~ ....

Whirlwind·*

Vengeance
Casrelldn
Incendiary
Caste/lan

Plasma gun

Storm better

iMiffi~....

WEAPONS
Range S AP 11'••

Assault cannon ' 4· 6 4 Heavy 4, Rending

utocanno 8
Bolt pistol ". 4 5 Pistol

Deathwind ". 5 6 Heavy 1,
Large Blast

Illas
Flame< Template 4 5 Assault 1

eavy.boIter 36' 5 4 !!¥'Y 3
Heavy f1amer Template 5 4 Assault 1
Hunfe - iTIef a
rMsile
Lascannon 4B· 9 z Heavy 1

eltagun I u •
Missile Launcher"

,". 48 · 4 6 Heavy I, Blast
Krak 48 ' 8 3 Heavy 1
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IMPERIAL GUARD
\l.
'\ VEHICLES Armour

WS .S S T W I A Ld S. Front Side Rear . S
Commissar 4 4 3 3 2 4 2 10 5+ aasusk " '0 10 3
Conscrip'l 2 2 3 3 , 3 1 5 5+ Chimera " '0 10 3
Guardsman 3 3 3 3 , 3 1 7 5+ Demolisher '4 13 11 3
araened 4 3 3 1 '-1 8 5+ ellliouno " 2 1
eteran Leman Russ ' 4 " 10 3

Hardened 3 4 3 3 3 2 8 5+
Veteran Sergeant Armour

Heroic 4 3 3 9 5+ WS .5 S Front Side Rear I A

Senior Officer Sentinel 3 3 5 10 10 '0 3 1
Junior Officer 3 3 3 3 1 3 2 8 S+

Ogl},n 4 3 5 4 3 3 2 8 5+ Weapons Range S AP

Ogryn Bone 'ead 4 3 5 4 3 3 3 9 5+ Autocannon 48 " 7 4
p:nest 3 3 2 4 2 Battle cannon 72" 8 3

Ratling 2 4 2 2 1 4 1 6 5+ 60119uO 24" 4 5

r anctioneo 2 3 3 1 3 B 5+ Bolt pistol 2" 4 5
psyke~ Demolisher 24" '0 2

Senior Officer 4 4 3 3 2 4 3 8 5+ Eartnslia er 120" 3
~eteran 1 3 3 3 1 8 5+ Flamer Template 4 5

.sergeal}t Grenade launcher"
Storm Trooper 3 4 3 3 1 3 1 8 4+ Frag 24" 3 6 Assault t , Blast

Storm Trooper 3 4 3 3 , 3 2 8 .. _Krak ,." 6 4 Assaul
vetere Sergeant Heavy bolter 36 " 5 4 Heavy 3

rech-Prrest 3 3 3 3 3 8 3+ ea~ flamer Temp ate 5 4 AssauJt 1

Enginseer Heavy stubber 36 " 4 6 Heavy 3

Hellpi5tol "" 3 5 Pistol

Hellgun 24 " 3 S Rapid f ire

unter-killer missile ;v, 8 3 Heayy

Inferno cannon"" 24 " 6 4 Heavy 1, Template

U sgun 24" 3 Rap'la fi re

taspistol "" 3 Pistol

sea non 48" 9 2 eavy 1

Meltagun ,, " 8 1 Melta, Assault 1

Miss~e aunCher

J h ag 48" 4 6 Heavy 1. Blast

frak 8" 8 ".,
Mortar G4B" 4 6 Heavy 1. Blast

Mu ·Iaser 6" 6 ea'!'i ~

Multt-melta 24 " 8 1 Melta, Heavy 1

lasma cannon 36 " 7 2 Gets Hot.~ •Blast.
Plasma gun 24 " 7 2 Gets Hot, Rapid Fire

asmap'lSto 2' 1 G,~ 94 isto
Ripper gun ". 4 6 Assault 2

Shotgun ,, " 3 Assault 2

Sniper rifle 36" 6 Sniper, Pinning, HeilVf 1

Storm l5blter 24 ' • 5 ~2

• Moy Iim etllw /rag orkraJ:minikslgfl?fli1dt>s
• •~ fIam« templdlP on t;vget. Roll to hIr Ifyou hie ""motiM !OIlCht>dby

templdlP.m.hft. Ifyoumin, they"""hiron il4+.
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FORCES OF THE IMPERIUM
AGENTS OF THE IMPERIUM VEHICLES (cont .) Armour

W$ BS s T W I A ld 'v WS BS s Front Side Rear I A
Arco-f1agellant 4 0 4 5 1 4 1106 8 -• Dreadnought 5 4 6(10) " " 10 4 2
C usaCler 8 • l enitent Engine S@ 11 11 10 3 D6
Daemonhost 4 4 6 4 4 4 D6 9 •
,beatn Cult 4 4 3 2 s 2 0 - Weapo ns Range s AP Type
Assassin Assault Cannon 24 " 6 4 Heavy 3
Henchman 3 3 3 3 1 3 1 8 6+ aoltgun 24 " • 5 RaRla fire
WReriat ASSassin 5 5 4 • 2 3 10 • Bolt pistol "" 4 5 Pistol
Inquisitor 4 4 3 3 2 4 2 8 4+ Exorcist miss'le 48· 8 1 ea:o-: 06

!Q.QUlsit9 oca 4 4 3 3 3 10;;,1.+ Flamer Template 4 5 Assault 1
Priest 3 3 3 3 2 4 2 8 Heavy Iter 36 · 5 • eavy, 3
Storm JR:qJel; 4 3 3 1 8 4+ Heavy flamer Template 5 4 Assault 1
Warrior Henchman 3 4 3 3 1 3 8 4+ Hellpistol 12· 3 5 elstol

Hellgun 24 " 3 5 Rapid fire
GREY KNIGHTS InCinerator emplate 5 4 Assault f; no

W5 85 s T W I A ld 'v Inv. or. Cover Saves
Grand Master 5 5 4 4 3 5 4 10 2+' Inferno pistol 6 " 8 2 Pistol; melts
Gc Knight S 4 • 1 • 1 0 3+ Ui~lstol ". 3 Pistol
Brother-Captain 5 4 4 4 1 4 3 10 2+' Lascannon 48" 9 2 Heavy 1

1:>", nlglit 4 • • 1 2 10 2+ eltagun ". 0 1 Melta, J\SSault 1

i:!:erminato Multi-laser 36 " 6 6 Heavy 3
Justicar 5 4 4 4 4 2 9 3+ ul "·melt 24 0 1 Mela. eavy, 1
.. indit:~1f!> j 4+InvuJnerab/<> SoM.>, ,. Indiallf!> ~ s+ !rMJInffiJb/I;> So.... Needle pistol "" 6 Pistol; wounds on 4+

PSycannon" 10· 6 4 ASsault 3; Ignores

BATTLE SISTERS "May be fired Invulnerable Saves

W' 8S s T W I A ld 'v as an assault or 36 · G 4 Heavy 3; ignores
Battle Sister 3 4 3 3 1 3 1 8 3+ a hea~ ViW.o.on, Invulnerable saves

Canoness 4 5 3 3 3 4 10 3+ Shotgun "" 3 Assault 2

Celestian 4 4 3 3 1 4 9 3+ gorm bO er 24· 4 5 .%sault

'teleshan 4 3 3 4 9 3+ Stake crossbow 24 " 3 5 Assault 2; wounds

~~~rior psykerson 2+ with
Mistress 4 4 3 3 1 4(5) 2(3) 10 4+ no Save.

alann 5 2 9 3+
Seraphim 4 4 3 3 1 4 1 9 3+ ORBITAL WEAPONS s AP Notes
'seraphim • 4 3 3 1 4 2 9 3+ Barrage bomb 6 4 Ord blast i:Superio~ I1ince stri!:::e 10 Ord blast

Sister aeoentta 4 4 3(6) 3 3 1 6 4+ Melta torpedo 0 3 Ord blast;

Aistef"Superior a 3 3 z 9 3. 206 Armour Pen

Psy -out SeeC ex:
VEHICLES Wi! HUIlters

Armour

Front Side Rear ., NEMESIS FORCE WEAPON BONUSES I
Chimera " 10 10 3 Strength Power Force

crest 13 1 10 4 Rank bonus

Immolator 11 11 10 4 GreyKnight +2

ne Rai er 14 14 14 4 r~Knlglit Brother-Captain +
l and Raider Crusader 14 14 14 4 Grey KnightsGrand Master +2
Rhino 11 11 10 4 ,Grf!j Knigl'it JusticarlTerminator +2
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CHAOS SPACE MARINES
\!,
.\

VEHICLES Armour

WS BS S T W I A Ld Sv Front Side Rear BS
Aspiring 4 4 4 4 1 4 2 10 3+ Chaosland Raider 14 14 14 4
Champion CH ......."" 13 1

~plrin9 Sorcerer • 1 ,+ Chaos Rhino 11 11 10 •
Berzerker 5 4 • • 4 2 9 3+
Berzerker 'skulf s • t
Champi Armour

Chaos Biker 4 4 4 4(5) 4 9 3+ WS .S S Front Side Rear I A
Cnaos Bi~er • • • 4{ • , 4 4 6 12 12 10 4 3
if',spiring Champion

Chaos lord 6 5 4 4 3 5 3 10 3+' , 12 10 3 3
Cna", a • a
$pace: Marine Weapon Range S AP Type

Chaos Spawn 3 0 5 5 3 3 06 Autocannon 48' 7 4 Heavy 2
Chosen Cha • • non • Orn.l I]jr~ Blast
Space: Marin aiestmeste r-

Noise Marine 4 4 4 4 5 1 3+ Varied frequency 36' 5 4
Noise Marine • • • • 2 Single frequency 48 ' 8 3
'champion

Obliterator 4 4 4 4 z 4 z 9 ' +'
Plague ~arine • • • '1(5) Boltgun 24 ' 5
Plague Marine 4 4 4 4(5) 3 z 10 3+ .'SI
Champion Doom siren Template 3
P", 4 • S • 10 3+

Raptor • • 4 4 4 1 9 3+ Havoc Launcher 48 ' S Heavy 1, Blast
'So r S • 3 o 3 • Twin-linked
Space Marine 7 5 6 S 4 5 • 10 3+>- 36' S • H avy 3

Daemon Prince Heavy flamer S 4 Assault 1
SummoneQ' ~
Greatel: paemon 8 0 s 6 12' 8 Melta, Assault 1,

Summoned 4 0 4 4 4 z .'
lesser Daemon Heavy 1, Blast
Terminator • • • • • , 10 '+' ' ''''J
Terminator 4 4 4 4 4 3 10 z-> 36 ' 7 2 Heavy 1, Blast,
Champion Gets Hot !

1 iThousand Sons • 4 • • ~ + un [lap, Fire- Gets: ha
Marine Plasma Pistol 12' 7 2 Pistol, Gets hot!
•• /rIdkares iI 4+~ s.w.-. vy
S. IfIdkiJles iI S. In>'lJ!nefable Save. l!!cxa~

,. - k

Sonic blaster 24' 4 S Assaul t 2 or

Heavy 3* * *
• May file "t"'" ill " ""9"' Of "'riM freq<Jeocy
" /.ky fire e<tfte< ""9 Of krak miniJf's.
'''Mlr fire eiffwffAssauII 2 Of H&t>y 3

-I murdered thousands for th e Emperor and he give

me nothing exccpt his diffiOio8 sileece. Now his

lapdcgs yap {or every life I take. while th e gods

promise me the 8lb xy.
.

s.'D< ¥uJfbod
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CHAOS DAEMONS
ws .s S T W I A Sv' WS .S S T W I A ld Sv'

Beast of Nurgle 3 0 4 S 2 2 D6 -" 4 0 3 3 , 6 4 10 _ h

r c ffi', " 3 0 4 2 5 3 10 "
Bloodletter S 0 4 4 4 -" S 3 3 3 2 7 4 10 -"
looo1liiiSl 0 ~ 4 10 -"

Daemon Prince 7 5 S S 4 S 2 4 3 3 2 4 2 10 -"
eemcnett J+ Ir><kare< a 3+ InwlflH M»e s.....

Flesh Hound 4 0 4 4 4 2 10 .» .. Indicaresa 4+ Imllll""'ifbJe s"",

U,y, .. indicate> a 5+ Invuln<>rifbJe sa....

Great 6 4 6 6 5 2 4 10 -"
Unclean One VEHICLES Armour

ee WS .S 5 FrontSide Rear I A
of~.ts Soul Grinder 3 3 6(10) 13 13 11 3 4

Khorne Herald 6 3 4 2 -"
f "'" 5 5 Weapon Range S AP Type

Nurgle Herald 4 3 -" Mawcannon

n ~ vom it template 6 4 Assault 1

Pink Horror 2 3 -" tongue 24 " 10 , Assault 1
phlegm 36 " 8 3 Assault 1, large blast

3 0 4 4 3 10 -'" Harvester 24 " 4 5 Assault 6

TYRANIDS
WS .S S W Sv Weapon Range S AP Type

Biovore 3 3 4 2 6+ Barbed strangler 36" 5-' 5 Assault l /1arge blast,

rooCl!ora 6 3 pinning, Max Si r 8

Camifex 3 2 9 4 3+ ~" +1 ,",u' faast,

ar gy le 3 3 3 ax SIr. 7-

Gaunt 3 3 3 4 Devourer ' 8" 5-' Assault 2X,

e esteaier 0 Max Sir 6

Hive Tyrant 5 3 5 4 5 3+ sau 1 ex 51 6

orma.Qa\JCl Spinefist 12" 5 S Assault X, Max Sir 6

Lictor 6 0 6 4 2 Twin linked

vener " • 6 ffl • ASSault X

Ripper Swarm 3 3 3 3 " Ma.<imum 5IrMl)r~ . to CanonIy CauR' glancing1>3~Sf~

PQ!e Mine thar ..,., ""r OpetHoppf.'d.
Sindk:areos rha l the SrR'flgrhof the "'""PO" is the sa""! as me Strer>grh of IM model

Tyrant Guard 5 3 5 6 2 5 3 10 3+ firir>g if. Thisis somerimes modffiedby a number m ilten Ile<f 10 s: andIot ha, a

arrior 4 • • 2 • md.fimum valw.• X indi<ales lhar rile tau, of M of Ihe "'""PO" iseq ual to the AI/;Kksvalue of !he

zoanthrooe 3 3 4 4 2 4 2 10 2+" model firing ir (l1lilis """"time<" mulllpliedby a numberWflt/e(> ne'" 10>3.

.. indiGareos a 6 + InwlnetableSaI't'
Nole: if a ljo'ranfdMoIl5r""" CrPaIl/l<> fire.< /Wo id€nrical """'P<"JS, if coon" ...
firing a WIgie twin-linked"""'PO".
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ELDAR

..~. ;;. . . ' -.,

WEAPON
W5 . 5 5 TW Ald Sv Range 5 AP Type

Assault 2

Hf:'avy 1,

Lance

Heavy 1, Blast

saw
2

5

x
6

,

36 8

18" 4

G24"

Avenger

shuriken catapult

right lance

o -ceoncn­

ttispinne

6
5
6
5

6

63 3 3 10 3+"6 3
5 6
4 3

4 3
4 3
5 3

Autarch 6

::Avatar 10

Dark Reaper 4

Death Jester 5

Dire Avenger 4

Exard i 5

Heavy 1, Blast

Heavy 1

Heavy 1, Blast,

Pinnin

Assault 1

Assault 1, l ance

Assault 1, Melta

2

4

9

6----= '"-- '''

60"

template 5

Fusion gun 12 " 8 1

USIOl1 P.ls'to 8 1

Hawk's talon 24" 5 5

er 24" 3 5

Dragon 's

breath flamer

laser lance 6 " 6 4

Eldar miSSIle launcHer

Krak 48" 8 3

Plasma 48 " 4 4

~thspinQ~I'_ .....

Firepike 18 " 8 1

mer. Template 4 5

•
9 3.

1 9 ...
3 10 -
1 •

2 9

4 10 2+

•

5

5

5

6

6

7

6

4

4

•
3 1 2 9

3 '-''-' 9 4<

3 3 10 -

3 1 ~

4 4 3

433 1

4 3 3 1
Of 3 3 1

~ 3 3 1

5 3

4 3 3 1
a 3 (4 1

3 3
3

4 3
4 3

rarseer 5
fire ragon 4

Troupe Master 5

WarlOCK 4

Guardian 3

GuaraianJetbiJ<e
Harlequin 5

Howling 4
Banshee ....

Phoenix Lord

n~

Shadowseer 5

.sn.ning S~ 4
Striking 4

Scorpion

5 p':ing Hawk 4

Warp Spider 4

raitfi.guar
Wraithlo rd 4

4 3 3 1
~ 5 6 1
4 10 8 3

5

4

1 9 3+

•
2 10 3+

60" •

~Ask not the EMar a question. for they will give

you three terrifying answers. il l of which Ut true

and terrifying to know:

6

2

2

3

5
3
2

4

2

5

5
5

5

4

X

6

5

3
4

x

6

•

8

X

6
6
4

•
36"

36"
12'

48"

6"

24"

•
12"

1
18"

48"

36"

12 '

G'I8 '

24'
G36 "

12'

Singing spears Assault 1

ti~weaver ea'('J ;]:Iastr.

"n- """"'PO"S IIaI'f' additionalrules. See /he EkW Wi!I9"" S«t'on.
. " May fireeither~ Of krak missiles.

Shrieker cannon Assault 3, Pinning

unlCeo cannon u

Shuriken catapult Assault 2

Sliunli:en pIStol Pist9

2

A

3

3

4

.5
12 1 0_..:;~
12
10 10

1 0

Armour

Side Rear
12

12
10

5 10 10 10 4

Armour

5 Front Side Rear I

Front

3 3

ws B5
War Walker

Falcon

I sm
vyper
ave ~nt

VEHiClES
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DARK ELDAR
VEHiClES

WS B' s T W I A ld •• Armour
An:hon 6 6 3 3 3 7 3 9 S+ Front Side Rear B'
Beastmas • • 6 1 .. Raider 10 10 10 4
Dracon s s 3 3 2 6 2 9 •• 11"( 11 11 10 •
Gro~ue • 0 • 3 3 2 s ni,
Haemonculus 4 4 3 4 2 4 2 a •• WEAPON

K>n • • 3 3 6 1 a S+ Range s AP Type
Hellion 4 4 3 3 6 2 a 5. Blaster ,," a 2 la nce, Assault 1
Succubus aif: lance 36" a lance, f:Ieavy; 1
In(u ~aste 5 • 3 6 2 9 3. Destructor Template 4 06 Assault 1
Incubi 5 4 3 3 5 1 a 3. Oislnlegralor'·
ManaraKe • • 3 3 5 1 a 5. Maximum 36" 7 2 Heavy 1, Blast
seever 4 4 4 4 6 1 a 4+ Sustained 2." • 3 Heavy 3
~ea"er 4 • • • 6 2 "" Shredder "" 6 Assault 1, Blast
~lJ(cubus ~Jjiiter cannon ,." • ASSault4
SCourge 4 4 3 3 5 a S+ Splinter pistol "" 3 5 Pistol

le • • 3 8 5. n ,fie Rap! fire
TalO5 5 3 7 7 3 4 06 ni, 3. Stinget u ,, " ni, 6 Assault 1,

amcr • 3 1 8 .. Wounds on 2.
Warp Beast 4 0 4 3 1 5 3 3 6+ won x··· e "', ult: 1 Blast

• • 3 I 1 8 6+ Talos sting 24" 4 5 Assault 6
Wych Arthite 6 6 3 3 3 8 3 9 6+ '""",, ,",_._o<~

Drecte 5 5 3 3 2 7 2 9 6+ ··II~.t*'t~8lost ........... _ . s ..~r;N' .~"""""'s.-

• " CWy tal ftl hit 11 , . fIIOd<oll hit. rtW IN _ ~, PtMinq~_

Wy<h 4 4 3 3 1 6 2 a 6+ ·f """*""" if"", undI!t W >ftngfh.-

Succubus · f~ f)I!r ftlOdfI hi tI more dwl "... MOdtI is flit
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ORKS
WEAPON

ws BS 5 T W I A Ld 5. Range 5 AP Type
'Ard Boy 4 2 3 4 1 2 2 7 4+ Big sncote 36" 5 5 Assault 3
B9 e, 2 oomgun 6" 8 Ordnance -
Burna Boy 4 2 3 4 2 2 7 6+ Large al~

DethJ(opta Ol( + Burna Template 4 5 Assault 1
FlashGitz 4 2 4 4 2 3 3 7 4+ effgu 'B" e
GretCtiin Grot blasta 12" 3 Assault 1
Kommando 4 2 3 • 1 3 2 6+ tzOOl\ B" Rei!»' Blast
Loo" • 2 3 1 2 6+ Kannon -

Meganob 4 2 4 • 3 2 3 2+ Frag 36" 4 5 Heavy 1, Blast

Me 4 2 3 • 1 2 2 6+ Shell 36" 8 3 Heavy 1
Nob • 2 4 4 2 3 3 6+ itlkan • n"
Dr\( Bgy • 2 3 • 1 ~ge _~

Painboy • 2 • • 2 3 3 6+ Kustom ,.- 8 2 Heavy 1
Runilieri;l • 2 6+ Mega-Blasta Gets Hot!

Stormboy • 2 3 4 2 2 7 6+ 8" 5 5 H" 1 aras
anK usta • 2 3 Rokkit launcha ,." 8 3 Assault 1

Warbiker* • 2 3 4(5) 2 2 7 6+ -HOkll: 0- Orenance. eavy 1
amoss • • ttac Gun large: Blast

Weirdboy • 2 4 • 2 3 3 7 6+ Shoota 18 " 4 6 Assault 2
emp te • Assault: 1

VEHICLES Slugga 12" • 6 Pistol

Armour ~p. gun ,. '6" 206 2 Heayy 1
Front Side Rear BS o s.... Codex: Orl<s for /l'IOt'I" details

14 12 10 2 ••.se.- Code> -Orl<s formore~Is. Zzapguns do not roll rohit.

1
10 10 10 2 Tm dOl fund of Cor k aud Mork. Dcy sent me to rouse

2 up da boyz to crush i Dd kill "cos di boyz forgot whit
dele 'ere for.

Arm our

WS BS 5 Front Side Rear I A r dOl. profit of the Wiu gb 'i n whole: worlds burn in my
Oeff Dread • 2 5(10) 12 12 10 2 3 boot prints.-
KilfaKan 2 5 10) 1 0 ChughkuO M.g Uruk Throk.
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TAU EMPIRE
VEHICLES Armour

W, ., s T W I A Ld ,. Front Side Rear .,
Broadside 2 3 s 4 2 2 2 8 2+ Devilfish Troop Carrier " 11 10 3
Shas'ui 10 3l
B~" + Piranha l ight Skimmer 11 10 10 3

'we no'" 12 0 3
Crisis Shas'el 3 4 s 4 3 3 3 9 3+ GW1ShlI>

nsi Sfias' 4 4 4 3 • I +
Crisis Shas'ui 2 3 s 4 2 2 2 8 3+ WEA PON
no .' • Range s AP Type

EtherE>al 4 3 3 3 2 3 3 10 - Burst cannon 18 ' s s Assault 3
,." """ le Assa 1
~'~ Fusion blastf>f ,,' 8 Assault 1, ME'lta
Fire Warrior 2 3 3 3 2 2 8 4+ <annoo H'
Shas'ui Kroot gun 48 ' 7 4 Rapid Fire

un rone 1 • In , 4 ' 4 6 Rapi Fire
..

K""" 4 3 4 3 1 3 1 7 -16 MarkE>rlight- 36' nI. nI. Heavy 1

I HOUhO 4 0 a 3 1 s 2 riG 36' 7 4 ASsault 2
Krootox Rider 4 3 6 3 3 3 3 7 -16 """"" rifle 24' 6 2 Rapid Fire

OIf>f Orone 2 m 3 3 1 4 1 W• .. 3D' S ..
Shape:r 4 3 4 3 3 3 3 8 6 PulsE' carbine 18' S S Assault I , Pinning, g, .. 4 1 • PistoT

Sniper Drone 2 2(3) 3 3 4 1 7 4+ Railgun (solid shot) ,,' Heavy 1

4 iTijiin ,
Heavy 1, Sr'o Blast

Stealth Shas'ui 2 3 4 3 2 2 8 3+ man) Hammerhead onl);

• + Rail rifle 3. " 6 3 Heavy I , Pinning

Strain leader 3 3 3 4 S 1 9 5+ er ... HeilY)'

• t Smart missile system- 24' s s ""'Y 4
}tiQ9'Mng neutron 2 uff
°G<.n Drcn0'5 · t~ .. onIyapplicitblf'wfJM~.lJt>g"'~t~

°0Shif!ld C!tot>Ps lh<m!~~ iN>d ...... of~ model th<iy~ 1I>I!y
0"- -..porn: ha...~"'~Mo """" . 4. Invulrwitblf' s....
See~ rau VMicJe Upgr~ iIf>d W'"'9N/ _tiotls ... Codex- row EtnpIrP
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NECRONS
VEHICLES Annour

WS OS S T W I A Sv Front Side Rear OS

f layed Ones 4 4 4 4 1 4 2 3. MoooIith 14 14 14 4

Necron 4 ~ ~ 1 2 1

Destroyer WEAPON
Necron 4 4 4 S 2 10 3. Range S AP 1\'pe
Immorta l Gauss blaster 24· S 4 Assault 2. Gauss
Necron lara 4 4 5 S 3 4 3 10 3. uss cannon 3.· s 4 Heavy: 3 Gauss
NecronWarrior 4 4 4 4 1 2 1 '0 3. Gauss flayer 24 · 4 S Rapid Fire, Gauss

Necron Wraiths 4 4 • 4 I • 3 10 - • C.i ux arc 12 4 D6 p@f ll mt

Pariahs 4 4 S S 1 3 1 10 3+ . "'""
rab Swarm 2 0 3 3 2 3 10 Si' H'"" 3.· 9 2 Heavy 1

The Nightbringer 6 4 10 0 S 4 S '0 - • Gauss cannon
DeCeiver 5 S amae 'p 4 9 nancef.

Tomb Sovoers 2 2 • • 2 2 3 10 3. Large Blast
.......ll1Sil 4+.,...........~. Staffof light ". S 3 Assault 3
.. __.te< ;,3+ ItwIJIMrIJlJlp~.

VICTORY POINTS
Sometimes cl mission ends in cl draw. whether rt be
on objecti ves. kill points . or other victory conditions
in missions of your own design. While most garners
will be happy to know that on this occasion they
were equally matched. more competitive players
may like to have a 'tiebreaker' to determine which
side has done marginally better. Alternatively, you
might have inflicted 50 much damage on the enemy
army that you would like to be able to claim at
least a moral victoryl

This mayalsobe useful in tournaments. where the
organisers need a better spread of results among the
players, so some finerdegrees of victory maybe useful.
To cover these situations. players may agree to calculate
victory points (\/PS). VPs aregained by inflicting damage
on enemy units. as follows.

Units destroyed
At the end of the game every unit that has been
destroyed is worth an amount of VPS equal to its points
cost(including the cost of atl its extra warqear; vehicle
upgrades. etc). Units that end the game falling back or
off the battlefield count as destroyed.

For example. a 260 point Land Raider would be worth
260 VPs to the opponent if he managed to destroy it by
the end of the game.

Units at half strength
At the endof the game every enemy surviving unit that
has lost half of its initial models or more is worth an
amountof VPs equal to half its points cost (including the
cost of all its extra wargear, vehicle upgrades. etc j.

rounded down. In the case of units that start the game

as a single model (independent characters. monstrous
creatures, etcj. they are worth half their points cost in
VPS if they have lost half or moreof the Wounds on their
profile. In the case of vehicles. they are worth half their
points cost in VPS if they aresuffering from the effectsof
any Damaged result at the end of the game.

For example, a squad of Space Marinesstarts the game
er JOmodels strong (costing 790 points)and ends the
game with onfy 5 models left. Such a squad ;s worth 95
VPS to the opponent.

Moral victory1
Each player addstogether all of the VPS he has scoredby
damaging enemy units, then the two totals are
compared to find the difference in VPS. A difference of
less than 10% of the game'spoints limit (i.e . 150 VPs in
a 1,500 point battle)meansyou really were evenly
matched. A biggerdifferencewould show that one side
has seriously maimed the enemy'sforce, even though it
failed to best them on objectives, and that player has at
least earned the bragging rights.
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QUICK REFERENCE SHEET

TURN SEQUENCE
, The Movement Phase

2 The Shooting Phase

3 The Assault Phase

SHOOTING SEQUENCE
, Pict one of your units, cteo, ib

line of sight and choose a target

for it.

2 Check ra09t'_

3 Roll to hit

4 Roll to wound.

S Take saving throws.

6 Remove casualti es,

DIFFICULT TERRAIN - EFFECTS ON MOVEMENT
Unit Slo wed by Dangerous Terrain

Type d ifficult terra in7 test req uired?

Infantry Y5 No"
I CBi~ es

Jetbikes No Only if move startsends in the terrain

I~trous creanees es "- ---- - -

I~p Infantry No Ooly if move startstends in the terrain

y" I", • Yes.fOl: gun

Beasts& Cavalry res No"

"""'" y "
\'eh"", Skimmers No Only if move startsends in the terrain

P1h« y"

' ~!¥rnIO'> ;s also ca~.Il~

ASSAULT PHASE
1 Move assaulting units

2 Defenders react

3 Resolve combats

ROLL TO HIT (SHOOTING)
firer's SS 1 2 3 4 5

Score needed to hit 6 5 4 3 2

MORALE CHECKS
A unit tHe5 • Morale cNdc

If it takes 25% or~ casualties

in a single phase (dose combat

casualties do not count) - test at
the end of the phase,

• If an enemy tank performs a Tank

Shock attack on them - test once

the tank has moved into contact.

• If it is defeated in close combat in

the Assault phase - test once

combat results ere established.
The unit's Leadership is modifi ed

by -1 fof every point tMr side ~

lost the combat by.

RESERVES TABLE
Turn Unit arri ves on

1 NlA

2 4+

3 3.

4 2.

5+ Autorn<ltic

COVER CHART
Cover Type Save

" Razor wire, Wire mesh 6+

• HighGrass,CfOp!i, 5.
Bushes, Hedges, Fences

• Units(friends and @f'l('(Tlies) 4+

Trenches, Gun pits, Tank. traps,

Emplacements, Sandbags,

Barricades, Logs, Pipes, creres.
Barrels, Hill crests. Woods,

Jungles, Wreckage, Craters,

Rubble, Rocks, Ruins, Walls,

Buildings, Wrecked vehicles

• Fortification 3.

RESOLVING COM BATS
, Pkk a combat.

2 Fight Close Combat. Engaged

modelsroll to hit and to wound

in Initiative order_Their opponents

take 5aviog thfONS as required.

3 Determine Assault Results.

Total up wouncb infficted. The

side which inflicted the most

wounds overall in the combat is

the winner.

4 loser Checks Morale . The loser

has to pass a Morale check. or fall

back. If the loser passes the test,

go directJy to Pile In.

S Sweeping Advances, Fall backs

and CoosoIidations. Units falling

back from dose combat must test

to see if they successfully break

off, if they fall they are destroyed_

The winners may then consolidate

their position.

6 Pile In. If units are still locked in

closecombat, then any models

not engaged are moved 6 '

towards the enemy to continue

the fight next turn.

7 PiCk ano ther combat and

repeat untilall combats have

eeeo rescseo.

•
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TO HIT CHART (Assault) TO WOUND CHART
Opponent's Weapon Skill Toughness

1 2 3 4 S 6 1 8 • I. 1 2 3 4 5 6 1 8 • I •
4+ 5+ 5+ 5+ 5+ S. 5+ 5+ 5+ 1 4+ 5+ 6+ 6+ N N N N N N

:;; .. 4. • • + • + "~

4+ 4+ 4+ 4+ 5+ 5+ 5+ 5+ 3 '+ 3+ 4+ 5+ 6+ 6+ N N N N
+ + • + • +

3+ 3+ 3+ 4+ 4+ 4+ 4+ 4+ 4+ :; s '+ '+ '+ 3+ 4+ 5+ 6+ 6+ N N
Cl

t 4 c + +
~

3+ 3+ 3+ 3+ 3+ 4+ 4+ 4+ 4+ - '+ 2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+-'"t + t • + 4+
3+ 3+ 3+ 3+ 3+ 3+ 3+ 4+ 4+ 2+ ' + 3+ 5+

+ + + + + +

Weapon Type Moving and Firing

WEAPON TYPE SUMMARY
(not for vehicles)

Firing and Assaulting
Can moveand fire oncePistol

Assau lt

Cannot ITlO'o'e a re.

May fire once in the Shootingphase and then assault the
same enem y unit in the Assault phase . Counts as an
additional weapon in close combat.

may~ weapon was I In e
Shootingpt\aSi! unlesS allowed to by a special rule).

May fire in the Shooting phase and then assault
the same enemy unit in the assault phase.
UmtmaylfiOtassau weapon was Irea In tbe SfiOOting

Flat Out
NlA

51 Delayed. The untt IS placed back 'n reserve . If the unrt IS

unlud:y enough that tte game @Ods wh ile It IS stil l in

reseoe . it econts es destroyed.

t~t may(leployme unit~re

on the iabIe (induding inside difficult terrain, which of

COUI5e counts as dangerous for Deep Stri~ ing units!), in a

tike f

06 Effed

' -2 Terrible accident ! The ent ire unit isdestroyed I

DEEP STRIKE MISHAP TABLE

Stationary
All Weapons

VEHiClES' MOVING & SHOOTING SUMMARY CHART
Combat Speed Cruising SpeMI

I weepon- No WeaponsAll (ex cept Fast & Walkers)

VEHICLE DAMAGE TABLE
D' Resul t Modifi ers:

1 Cfew - Shaken Gianci"'g Hit -a
Crew- t Hit by 'AP- ' weepon .,

1 Damaged - Weapon Destroyed Hit by 'AP" weepon .,
4 -- Target ~ opl!O-lopped .,
5 Destroyed - Wrecked

• --
Fm AI Weapons A.!!.Weapons 1 Wea~" No WeaR9':§

Walker
·pM Ml d<olmJNp~

All Weapons All Weapons NlA NlA
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INDEX
Access points. 66
Allocating wounds, 39
Area terra in, 13
Armour ~nE'tratiorl. 60
Armour Piefdng lAP). 27
Armour pilming weapons,. 20
Armour Save (S.,). 7, 20
Armour Value (AV). 56
Artille.y. 55
Ass.ault phase, 31
~h~ sumrNIY- 33

AuoIuh results" ",
AssMIIting multiple -.ny units, 14

A-..lti"9 through~. 36
Aswulting~ 63

Aswulb whi~ " lImg bKl<.46
AtWd< ing. 41

Oedilte ~IU. 33
~,..«t,34

De1l!'m'1ine tiYUh ....... Ib, 39

Di\allow«l tiYUlb. )3

Fighting .. dose combilt, 34
Mow~uhing uniU, 34

Multi"'" «>mt>.t1, 4 '
N......~ of.1Uds, 31
Rolling To Hit, 17

Rolling To Wound, 38

Shooting inlo .md out of dose~t. 40
Assault weapons,. 28
Attack' (A), 6

Ballistic Skill {BSI. 6
Ballist ic 5kill of 6 or better, 18

Barrage. 32
Bases, ]
Batt lef ield. prepa~ the. 88
BeasU.54
Bikes. 53
Blast,. 30. 84
Build ing s, 77, 78

Auauh .. 85
Attacking, 79
Building . ar mour cha rt, 79
Pf:ofining. n
Firing f rom. 79
O«upying. 79
Pa'ap.m/b~lements. 80

Casualties. 24, 39
Cavalry, 54
Cha racteristics, 6, 56

,"".
Characters, 41
CI!(l(Ke fortes. 86
Close combat weapons, 42. SO, 7l
Consolidation. 40
CounteNlttaek. 74
Cover, 21, 61

ea.- cNit, 21
ea.-~ 21

~'COW'I.62

Wr e<:ks fl CO¥ef, 62

Damage resu lts. '1
Etf«ts on~ 61

Damage rolls. 61
Dangerous terrain. 14
Dawn of war, 93
Death or gloryl, 69

Dec:lare assaults. 33
OediUlted transports, 61
Deep strike, 95

Deep strike mish.Jp ta ble. 9 5

Defensive weapons. SS
Deploy fortes. 92
Dice. 2
Dise mbartdng . 61
Dread nough t dose combat weapons,

"
Embarking. 66
ENl ing the game. 90
Eternal warrior. 74

Fall back l. 45
Awlulb whi le ' alhng bad:. 46

Firing wh ile lalling bad:. 46

From dow' «>mbat. 45
Io'ora le wh ile lalling bad:. 46

Fast vehicles, 70
tearsess, 75
Feel no pain. 75
Fire poin ts , 66
Fleet. 75
Forte orgimisation. 86
Fon:e organisation dlart. 8 7
Fon:e weapons, 50
Furious charge. 75

Game turn. 9
Gets holl , 31
Going to ground. 24
Grenades, 36. 63

Heavy weapons. 29
Hit and run , 15

Impassable build ings . 77 . 78
Impassable t errain. 14
Inde pendent characters. 47. 61

A. ... ulb, 49

Joining and leaving units. 48
Moviflg independent cha racters. 41

5hooti n9, 49

Infiltra te. 75
Init iat ift (11. 6
Instant death. 26
Interve ning models. 21
Invulne rable saves, 20

Je t packs, 52
Jetbikes. 53
Jump infantry. 52

I.Jlnce.32
leadeBhip (LDI. 7

l.eadef'\hip tests" 8

lightning daws. 41
line of sight. 16

Maximum range. 27
Measuring distances, 3. 56-"Mission. select a. 90
Mission special rules. 94

Models. 3
Monstrol.l Screatures. 51
Mora le. 43, 63

l""",f>eheroiwI l. ·O

Modif~ 4)

MOf.lIe cMds. 39, 43

MOf.lIto whi lo:falling bKk. 46
YflIideI.lfNl..-•• 63

Mo" through coftr. 75
Movement philse. 11

Oitf~_ InOVefT>O!'flt di>1.1nce. in a unit. 11

ModdJ in the wrJ, 11

Moftmer ,t disance. 11

Moving .and oese comlNt. 11

Moving thrOUllh d ifficult terr.li<l, 1'1

'Whi<1o: movement. 57

Multiple-wound modeb. 26

Night figh ting. 95
Night vision /acute senses, 75
No retreat l. 44

Obscured targe ts . 62
Open-topped veh icles. 70

Ope'Hopped tr.ll'l5j)Oft vehKIei, 70

Optional weapons. SS
Ordn.nce banage _pons.SS
Ord nanc e weapons, 29. 58
Organising oil battle , 86

Perils of the Warp. 50
Pile-inl .4O
Pinning. 31
Pistol weapons. 29
Pitched ba nle. 92
Player tu rn. 9
Points limit. 86
Poin ts va lues. 8
Poisoned weapons, 42
Power fists . 42
Power weapons, 42
P",fe rred ene my, 75
Profiles . 7
Psychic shooting attacks. SO
hyken.50

Rage . 76
Ramming , 69
Rapid fire weapons. 28
Re-rolls, 2
Regrol.lping . 46
Relentless. 76
Rending. 31
Rending _ pons, 42
Reserves. 94

Rese<WS table. ,.
Retinues, 48
Roads, 57
Roll-ofk, 2
Ruins, 77, &2

Coping witll different t.eights. 82

Mewing witlli... 83

Tetnpl.It• .IfId bla5t wNpOns, 84

Run!. 16
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Savl~ throws. 20

"'on tJvn ""'" ......... 24
Talr.ingw_ 39

Scoring units. 90

S<:outs. 76
Seb:e the initiativel . 92
Shooti~ phase!. 1S

Ched< rAnge. 17

DiwllowN <hooting. 15

FIri"9 while f~ling bad. 46

Roll To Hit. 17

Roll ToWound. 19
Shooting at~ 60

Shooting into & out of dose comWt, 40
Shooting WQU<!'n(e. 15

Slcilled rider. 16
Vehicles shooti n9. 58

Skim me n .71
Slo w a nd purposeful. 76
Smoke launchen. 62
Sn iper. 31
Spearhead . 93
Specia l characters. 49
Sq u adrons. 64
Sta nda rd missions dliIrt. 90
Stealth. 76
Strength. 27
Strength IS). 6
Stubborn. 76
Swanns, 76
Sweeping advances. 40

ROll OF HONOUR

Tank hunte n . 76

Tanks. 68
T.... k $hoc kl. 68

Template. 29. 84

Terrain. 13
ArN t e.n in, 1)

MoMg through d iffiwlt ler....in, 14

T!fP" of. 13

Te<l'ain~ 51

Thundef hammers. 42
To Hit chart, 37
To Wound diart, 19. 38

Toughness m.6
Mult ip le Toughness values, 19. 38

Tran sport ve hides. 66
Tr....sport c.Jpacity. 66

Ded icated t ra."ports, 61

Effects of damag e, 67

Trapped. 4S
Turbo-booste n . 76
Twin-li nked. 31

Turn. the. 9
Game turn, 9

Pbyer turn, 9

Unique characters. 49

Unit coherency. 12. 82
Un it types, 4. 51
Units,. J

Ve hicles, 56
Alwultong whides, 63

"'e-.ring d irt iWl(es to W'hides, SE>

Shooting at whicles. 60

Typ"' 65

Units of W'hides -~ 64

Voehides otndc-. - obscured target5, 62

Vehicles iWlCI "-ille, 63

'Iekide dwraaeris1ia" 56

~ O-..ge tiIble. 61
Vt'h iclif fa<iI'lg and artnO\M' nlues. 60
Vt'hides moving , shooting SUI'IllTWry

chart,1J

Vt'hides shooting. 58

Wea pons & line of sight. 58

Vulnerable to bla stsltemplates. 76

Walk e n .72
Ramming <I w<l lker, 1)

Squadrons of walkers. 1)

Weapon Skill (wSI. 6
We apons. 27

Type. 21
Wipeout l. 90

Wrtdiblades. 42

Wounds lWl. 6
Mu lt iploe-wound models, 26
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