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ADEPTUS ASTARTES 
Foremost amongst the Imperium's defenders are the Adeptus Astartes — or Space Marines as they are more commonly 

known — who are masters of warfare in its myriad forms. To contest the skies, Space Marine Chapters maintain their own 

fleets of aircraft specially designed to complement their methods of war Each is piloted by a trained battle-brother or a 

Techmarine, capable of calling upon decades, or even centuries, of experience as they bring fire and fury to the Emperor's 

foes. 

 

ADEPTUS ASTARTES UPGRADES 

 
Ceramite Plating    +2 points 
The aircraft has been outfitted with additional armour to 

protect the crew. When this aircraft is damaged by a 

weapon that has the Extra Damage (X+) special rule, the 

X+ value is reduced by 1 (e.g. when firing at an aircraft 

with this upgrade, a weapon with the Extra Damage (5+) 

special rule would instead have the Extra Damage (6+) 

special rule) to a maximum of 6+. 

Infernum Halo-launcher     +1 point 
Many Space Marine aircraft are fitted with sanctified 

chaff-launchers that interfere with the guidance systems 

of incoming missiles. Once per game, roll a D6 for each 

hit the aircraft suffers from a weapon with an Ammo 

characteristic of 1, 2 or 3. For each roll of a 6, that hit 

becomes a miss. 

Veteran    +5 points 
This aircraft is piloted by a battle-brother with vast 

experience in their role. Once per game, this aircraft may 
choose to re-roll a dice roll. However, all of the dice 
rolled must be re-rolled and the player must accept the 

result of the second roll even if it is worse. 
 

Techmarine    +4 points 
This aircraft carries, or is piloted by, a Techmarine. 

Once per game, this aircraft may attempt a repair. 

During the End phase, roll a D6 for each lost point of 

Structure. For each roll of a 5+, repair a single point of 

Structure. 

Infra-red Targeting    +2 points 
The aircraft's targeters and sensors are improved for 
operating in darkness or poor visibility. If the Night 

Fighting or Bad Weather rules are in use, this aircraft 

may fire at Medium range without reducing the number 

of Firepower dice rolled. 

 

Armoured Cockpit    +3 points 
The aircraft has been fitted with additional armour to 
protect the crew. When this aircraft suffers a damaging 
hit from enemy fire, roll a D6. On a 6, the damage is 
ignored and the Structure point(s) that would have been 
lost as a result of the Damage dice are not lost. 
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XIPHON INTERCEPTOR 

 

 

 

OPTIONAL WEAPONRY 
A Xiphon Interceptor may replace its Rotary Frag Missile Launcher with any two weapons chosen from the following list 

at 2 points each. 

 

 
Krak Missiles Front 2-2-2 3+ 3 

Ground Attack 
Extra Damage (6+) 

 
Hunter-Killer Missiles Front 0-2-2 3+ 3 

Aerial Attack 
Extra Damage (6+) 
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STORM EAGLE  

ASSAULT CRAFT 

 

OPTIONAL WEAPONRY 

A Storm Eagle Assault Craft may replace its Dual Frag Missile Pods with any two weapons chosen from the following list 

at 3 points each. 

 

 
Dual Krak Missiles Front 3-3-3 3+ 3 

Ground Attack 
Extra Damage (6+) 

 
Dual Hunter-Killer Missiles Front 0-3-3 3+ 3 

Aerial Attack 
Extra Damage (6+) 
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FIRE RAPTOR GUNSHIP

 
OPTIONAL WEAPONRY 

A Fire Raptor Gunship may replace both of its Heavy Bolter Turrets with either twin Autocannon Turrets, or With Twin 

Lascannon Turrets for 2 points for the pair. 

 

 

Port Twin 
Autocannon Turret 

Left Side 1-4-0 4+ UL - 

 

Starboard Twin 
Autocannon Turret 

Right Side 1-4-0 4+ UL - 

 

Port Twin 
Lascannon Turret 

Left Side 0-2-1 2+ UL Extra Damage (6+) 

 

Starboard Twin 
Lascannon Turret 

Right Side 0-2-1 2+ UL Extra Damage (6+) 
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THUNDERHAWK GUNSHIP 

 

ADDITIONAL WEAPONRY 

A Thunderhawk Assault Gunship may be equipped with up to three additional weapons chosen from the following list at 

2 points each. 

 

 
Pair of Hellstrike Missiles Front 2-2-2 3+ 1 

Ground Attack 
Extra Damage (6+) 

 
Pair of Wing Bombs Rear 4-0-0 2+ 1 

Ground Attack 
Extra Damage (6+) 
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ADEPTUS ASTARTES ACES 

 *I have changed this from a roll of a 6 to 5+ (as is Tech Marine rules) 
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GROUND DEFENCES 

 




