






STRATIG IC PlDYS 
If your faction is CRARWORLDI, you can use the following 
Strategic Ploys during a game. 

F L E E T  1 C P 
Until the end of the Turning Point, each time a friendly 
CRARWORLOI operative performs a Fall Back or Normal 

Move action, it can perform a free Dash action with 
that action. 

0 
FO R EWA R N E D 1 C P 
Until the end of the Turning Point, each time a shooting 
attack is made against a ready friendly CRARWORLDI 
operative, in the Roll Defence Dice step of that shooting 
attack, you can re-roll one of your defence dice. 

S U P R E M E  D I S DA I N 1 C P 
Until the end of the Turning Point, each time a friendly 
CRARWORLDI operative fights in combat, in the Roll Attack 
Dice step of that combat, if your opponent discards more 
attack dice as failed hits than you do, you can change one of 
your retained normal hits to a critical hit. 

H I D D E N PAT H S  1 C P 
Each friendly RANGER operative that has a Conceal order, is 
within .A. of Light or Heavy terrain and is more than e from 
enemy operatives can immediately perform a free Dash action, 
but must finish that move within .A. of Light or Heavy terrain.

TACTICAl PlOYS 
If your faction is CRARWORLDI, you can use the following 
Tactical Ploys during a game. 

,MATCH LESS AG I LITY 1 C P  
Use this Tactical Ploy when a friendly 
CRAFTWORLDI operative is activated. Until the end of that 
operative's activation: 

• It cannot perform a Shoot or Fight action.
• If it performs a Dash action, it can move an additional 0

for that action. 

F I RST O F  THE  AS PECTS 1 C P 
Use this Tactical Ploy during a friendly DIRE AVENGER 
operative's activation. Add 1 to its APL. 
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4 3+ 3/4 Rending 
3 3+ 2/3 

CRAFTWORLDI, AELDARI, ASURYANI, <CRAFTWORLD>, GUARDIAN DEFENDER, WARRIOR 

<) Shuriken catapult 
X Fists 
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3+ 
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2/3 

Control P latform (1AP): Select one ready friend ly GUARDIAN 
DEFENDER HEAVY WEAPON PLATFORM operative with in . 
of this operative. Perform a free Normal Move, Fall Back or  
Shoot a ction with that  operative, then change its order  token to 
a ctivated .  This operative cannot perform this a ction whi le with in 
Engagement Range of enemy operatives. 

CRAFTWORLDI, AELDARI, ASURYANI, <CRAFTWORLD>, GUARDIAN DEFENDER, HEAVY GUNNER 
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<:} Aeldari missile launcher Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Sunburst 4 3+ 3/5 Heavy, Blast 0 
- Starshot 4 3+ 5/7 Heavy, APl 

<:} Bright lance 4 3+ 6/7 Heavy, AP2 
<) Scatter laser 5 3+ 4/5 Heavy, Ceaseless, Fusillade 
<:} Shuriken cannon 5 3+ 4/5 Heavy, Fusillade 
<:} Sta rcannon 4 3+ 5/6 Heavy, APl 

llllffHS 

Rending 
P2 

Platform Controller: This operative c annot be a ctivated as normal . 
Instead, a friendly GUARDIAN DEFENDER HEAVY GUNNER operative 
must perform the Control Platform a ction. 

Gun Platform: This operative cannot have a Conceal order. It cannot 
fight in combat  ( do  not se lect a weapon or ro l l  any atta ck  d i ce 
for it) and  c a nnot p rovide combat support. In narrative p lay, this 
operative cannot gain (or lose) experience points. When drawing a 
Vis ib i l ity l ine from this operative, draw it from any part of the min iature. 

CRARWORLDt, AELDARI, ASURYANI, <CRARWORLD>, GUARDIAN DEFENDER, HEAVY WEAPON PLATFORM 
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CRAFTWORLDt, AELDARI, ASURYANI, <CRAFTWORLD>, GUARDIAN DEFENDER, LEADER 

Rending 
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<:> Shuriken pistol 
X Storm Guardian blades 
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CRAFTWORLDI, AELDARI, ASURYANI, <CRAFTWORLD>, STORM GUARDIAN, WARRIOR 

•1
{;} Flamer 
{:> Fusion gun 
X Fists 
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2+ 2/2 Rng •, Torrent O 
3+ 6/3 Rng ., AP2 
3+ 2/3 
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CRAFTWORLDI, AELDARI, ASURYANI, <CRAFTWORLD>, STORM GUARDIAN, GUNNER 

105 < 
Rending * 

MW4 



> 108 

* 
1111 

{;)- Shuriken pistol 
X Storm Guardian blades 
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CRARWORLDI, AELDARI, ASURYANI , <CRARWORLD>, STORM GUARDIAN, LEADER 

.. I 11/11 I
-<:} Ranger long rifle 4 2+ 3/3 

-C:3- Shuriken pistol 4 3+ 3/4 

X Fists 3 3+ 2/3 

llllfflll 
Camo Cloak: Each  time  a shooting attack is made aga inst this 
operative, in the Roll Defence D ice step of that shooting attack, 
before rol l ing your defence  d ice, if it is in Cover, one add itiona l  
d ice can  be reta ined as a successfu l normal save as a resu lt 
of Cover. 

• 
Heavy, Silent 

Rng • 

II I ICTI• 

CRARWORLDI, AELDARI, ASURYANI , <CRARWORLD>, RANGER, WARRIOR 

Rending 

MWl 
Rending 



{;) Ranger long rifle 
<'> Shu riken pistol 
X Fists 
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Camo Cloak: Each  time a shooting attack  is made  a g a inst this 
operative, in the Rol l  Defence  Dice step of that shooting atta ck, 
before rol l ing your defence d i ce, if it is in Cover, one add itiona l  
d ice  c an  be reta ined as  a successfu l no rma l  save as  a result 
of Cover. 

CRAFTWORLDI, AELDARI, ASURYANI, <CRAFTWORLD>, RANGER, LEADER 

{:), Avenger shuriken ca ta pult 
X Fists 
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Defence Tactics: Each time this operative performs a n  Overwatch 
a ction, for that action's shooting attac k, do not worsen the B a l l istic 
Ski l l  c ha ra cteristic of its ranged wea pons as a resu lt of performing 
an Overwatch action .  

Heavy, Silent, Balanced 
Rng . 

Bala nced 

-

CRAFTWORLDI, AELDARI, ASURYANI, <CRAFTWORLD>, DIRE AVENGER, WARRIOR 

MWl 
Rending 

Rending 
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<:> Avenger shuriken catapult 4 2+ 3/4 
<:> Shuriken pistol 4 2+ 3/4 
<:> Twin avenger shuriken catapult 4 3+ 3/4 
X Diresword 4 2+ 4/5 
X Fists 3 2+ 2/3 
X Power weapon 4 2+ 4/6 

llllfflll 

Defence Tactics: Each time this operative performs an Overwatch 

action, for that action's shooting atta ck, do not worsen the Ba l l istic 
Ski l l  c haracteristic of its ranged weapons as a result of performing 
an  Overwatch action. 

Shimmershield: If this operative is equ ipped with a shimmershie ld ,  
whi le a friend ly DIRE AVENGER operative is with in O of it, that 
operative has a 5+ invu lnerable save. 

Balanced 
Rng • 

Relentless 
Lethal 5+ 

Lethal 5+ 

Rending 
Rending 
Rending 
Rending 

Shuriken Storm (2AP): Make two shooting attacks with this 
operative's twin avenger shuriken catapu lt. When making those 
shootin g  attacks, ignore the weapon's Relentless spec ia l  rule. 
This a ction is treated as a Shoot action .  This operative can  
only perform this a ction i f  i t  i s  equ ipped with a twin  avenger 
shuriken catapu lt. 

CRAFTWORLDt, AELDARI, ASURYANI, <CRAFTWORLD>, LEADER, DIRE AVENGER, EXARCH 
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EQUIPMENT 
CRAFTWORLDI operatives (excluding HEAVY WEAPON PLATFORM operatives) in your kill team can be equipped with 
equipment from this list, as specified in the mission sequence (see the Kill Team Core Book). Any equipment marked with a + can 
be selected a maximum of once, and each operative can be equipped with no more than one of each item. 

W EAPON I S E D  PA NOPLY [ 1 E PJ 
DIRE AVENGER operative only. The operative is equipped with 
the following melee weapon for the battle: 

Name I IS 

Wea pon ised panop ly 3 3+ 3/4 

AV E N G E R  S H R I N E  BAN N E R+ [ 2 E P J  
DIRE AVENGER EXARCH operative only. The operative gains 
the following ability for the battle: 

Avenger Shrine Banner: While a friendly DIRE AVENGER 
operative is Visible to and within . of this operative, when 
determining control of an objective marker, treat that friendly 
operative's APL characteristic as being 1 higher. Note that this 
is not a modifier. 

RAN G E R  S C O P E  [ 3 EP J  
Select one ranger long rifle the operative is equipped with. 
That weapon gains the Lethal 5+ special rule for the battle. 

PATH F I N D E R C LOAK [ 2 E PJ 
RANGER operative only. The operative gains the following 
ability for the battle: 

Pathfinder Cloak: While this operative has a Conceal order, 
it is always treated as having a Conceal order, regardless of 
any other rules (e.g. Vantage Point). 

W RA I T H BO N E  TAL I SMAN  [ 3 E PJ 
The operative gains the following ability for the battle: 

Wraithbone Talisman: Once per battle, when this operative 
is fighting in combat, making a shooting attack or a shooting 
attack is being made against it, you can use the Command 
Re-roll Tactical Ploy without spending any CP. 

C E LE ST I A L  S H I E LD+ [ 2 E PJ 
GUARDIAN DEFENDER or STORM GUARDIAN operative 
only. The operative gains the following ability for the battle: 

Celestial Shield: Once per battle, in the Roll Defence Dice 
step of a shooting attack made against this operative, you 
can use this ability. If you do so, for that shooting attack, this 
operative has a 4+ invulnerable save. 

PLASMA  G R E N A D E  [ 2 E P] 
The operative is equipped with the following ranged weapon 
for the battle: 

1111 I IS I 

P lasma g renade  4 3+ 3/4 

I ecial Rules 

Rng •, B l ast O, Lim ited ,  I n d i rect 
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This section presents commentary from game designers to clarify 
and expand on rare and more complex rules.

GREY KNIGHT
Q: Can the Hexagrammic Ward equipment (pg 35) prevent psychic 
actions that don’t have a psychic power from being resolved, e.g. 
psychic actions from WARPCOVEN  Tac Ops?
A: Yes.

COMMORRITE  & CRAFTWORLD
Q: When using the Fleet Strategic Ploy (pg 109 & 116), how does 
the operative perform a Dash action with a Normal Move or Fall 
Back action?
A: It can perform the Normal Move or Fall Back action 
immediately followed by a Dash action, or vice versa.

CRAFTWORLD
Q: Can HEAVY WEAPON PLATFORM operatives perform 
Overwatch actions? Can GUARDIAN DEFENDER HEAVY GUNNER 
operatives allow a HEAVY WEAPON PLATFORM operative to perform 
an Overwatch action if it performed a Control Platform action 
during the Turning Point?
A: No in both instances.

TROUPE
Q: How does the second bullet point of the Prismatic Blur Strategic 
Ploy (pg 120) interact with the Brutal special rule?
A: If the operative is forced to parry as a result of the 4+, the Brutal 
special rule will have no effect: the operative can parry with normal 
hits in that instance.

HUNTER CADRE
Q: When using the Stand and Fire Tactical Ploy (pg 146), if I select a 
weapon that has more than one profile, can I still select a profile to 
use, even though it isn’t a shooting attack?
A: Yes.

Q: When using the Stand and Fire Tactical Ploy (pg 146), how do the 
ranged weapon’s critical hit rules work (if any)?
A: Only critical hit rules that specify when an operative fights in 
combat with the weapon can be used. For example, the MWx critical 
hit rule specifies ‘each time a friendly operative makes a shooting 
attack with this weapon’, therefore that critical hit rule will have no 
effect when the operative fights in combat.

Q: How does the Camouflage Field ability (STEALTH BATTLESUIT 
operatives) interact with the Indirect special rule?
A: The Camouflage Field ability takes precedence.

Q: When a DRONE operative is protecting a friendly operative as a 
result of Saviour Protocols, and the protected operative is targeted by 
a weapon that makes subsequent attacks against operatives within 
a given distance (e.g. Blast, Torrent, etc.), do you determine the 
distance from the protected operative or the DRONE operative?
A: The protected operative.

DESIGNER’S COMMENTARY

Kill Team Compendium Update 1.3
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THE BALANCE DATASLATE
Q4 2023

•	 �New Core Rule: Some rules allow you to activate 
operatives in succession before your opponent can activate. 
Regardless of such rules, you can never activate more 
than two operatives in the same Turning Point before your 
opponent has had a turn to activate a ready operative or 
perform Overwatch.

•	 �New Core Rule: The Movement characteristic cannot be 
modified to less than 2  (even if injured).

This document contains the collected Q4 updates to the rules for game balance improvements. 
New updates can be identified by the presence of an asterisk (*) bullet point.

CORE RULES
•	 �You can only select each equipment with the Indirect special 

rule (e.g. dynamite, krak grenade, fusion grenade) once 
per battle. If a friendly operative already equipped with 
such equipment is selected for deployment (e.g. ASSAULT 
GRENADIER PATHFINDER operative), this counts as 
your selection.

Over time, certain new army lists will be introduced that are 
designed to replace similar army lists from the Compendium. We 
recommend the newer army list replaces the older one where 
balance is concerned, particularly in an organised play setting 
such as a tournament. These army lists and their replacements 
are as follows:

FORGE WORLD  replaced by HUNTER CLADE

THOUSAND SONS  replaced by WARPCOVEN

TROUPE  replaced by VOID-DANCER TROUPE

EQUIPMENT

REPLACED ARMY LISTS

CRITICAL OPERATIONS 2022
•	 �Each player cannot score more than 16 victory points in total 

from the mission objective during the battle (instead of 12), 
and a maximum of 24 victory points from the game (instead 
of 20).

•	 �Loot mission action: Each objective marker can be looted a 
maximum of four times during the battle (instead of three).
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SEASON ONE

SPACE MARINE  & GREY KNIGHT
•	 �Operative selection: Every fire team except SCOUT 

and TACTICAL MARINE can take 1 additional 
WARRIOR operative.

DEATH GUARD  
•	 Operative selection: PLAGUE MARINE fire team: 

	○ 1 additional WARRIOR operative.
	○ �CHAMPION operative is instead of 1 WARRIOR 
operative, not in addition to.

CRAFTWORLD  
•	 �Operative selection: Every fire team can take 1 additional 

WARRIOR operative.

TOMB WORLD  
•	 �FLAYED ONE operatives: Add 1 to both Damage 

characteristics of flayer claws.
•	 Reanimation Protocols Tactical Ploy: 0CP.

KILL TEAM COMPENDIUM KILL TEAM: OCTARIUS

KOMMANDO
•	 �Operative selection: If you select a BOMB SQUIG operative, 

you can also select a KOMMANDO GROT operative for free 
(or vice versa) for 11 operatives in total (instead of 10).

*	�Sneaky Git Tactical Ploy: You can only use it once per battle, 
and that operative cannot have its order changed in the first 
Turning Point (i.e. from the Infiltrate scouting option).

*	�BOMB SQUIG operative: This operative’s APL characteristic 
cannot be positively modified.
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