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ELUCIDIAN STARSTRIDER

DESIGNER’S COMMENTARY

Kill Team Elucidian Starstrider Update 1.2

This section presents commentary from game designers to clarify 
and expand on rare and more complex rules.

KILL TEAM ANNUAL 2022
Q: If a Privateer Support Asset is used but there are no valid targets 
for it to be resolved, can I cancel the asset and use it again later in 
the Turning Point?
A: Yes. 

Q: When using the Well-drilled Tactical Ploy, can I select another ready 
friendly operative as required, but then subsequently use a Privateer 
Support Asset instead?
A: No.

Q: ELUCIA VHANE can only be added to your roster or dataslate 
once. In narrative play, if this operative is slain, does that mean I can 
never add it again?
A: No. In such instances, you could add this operative again, but 
you cannot have more than one of this operative on your roster or 
dataslate at once.

Q: When performing a Shoot action with a Privateer Support Asset, 
if the friendly operative that Line of Sight is being drawn from is on 
a Vantage Point, does the Shoot action gain the benefit of that 
Vantage Point?
A: Yes.

*Q: For the purpose of the CANID operative’s Retrieve unique 
action, can you determine control of an objective marker/token 
during the move in order to perform the Pick Up action?
A: Yes.

CLOSE QUARTERS
*Q: Does the Condensed Environment rule of Close Quarters affect 
Privateer Support Assets?
A: Yes, in all instances (i.e. all three bullet points of 
Condensed Environment).

UPDATE 1.2
As it’s revised regularly, this document has a version number; where a version number has a letter, e.g. 1.1a, this means it has had a local 
amendment, only in that language, to clarify a translation issue or other minor correction. When this document is revised, the version number 
will be incremented and new updates can be identified by the presence of an asterisk (*).
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THE BALANCE DATASLATE
Q2 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 Q2 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), 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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KILL TEAM ANNUAL 2022

HUNTER CLADE
•	 �Doctrina Imperatives can be selected each Turning Point 

(instead of only twice per battle).
•	 �Ignore each Imperative’s Deprecation effect during first 

Turning Point that it’s active for your kill team during 
the battle.

•	 �Operative selection: 
	○ �Your kill team cannot include more SICARIAN operatives 
than it does RANGER and VANGUARD operatives 
combined (but it can include the same).

	○ �If your kill team includes no more than four SICARIAN 
operatives, it can include one additional RANGER or 
VANGUARD operative (for 11 operatives in total).

VOID-DANCER TROUPE
•	 �Cegorach’s Jest Strategic Ploy: Change relevant part of first 

sentence to read: ‘once in the Resolve Successful Hits step of 
that combat, when your opponent strikes with a normal hit’.

•	 �Saedath ability: Delete third bullet point from the effects of 
adding the fourth mark to your Performance tally.

•	 �Domino Field Strategic Ploy: 1+CP. This Strategic Ploy costs 
1 additional Command point for each previous time you’ve 
used it during the battle (e.g. 1CP the first time you would 
use it, 2CP the second time, etc.).

KILL TEAM: MOROCH

PHOBOS STRIKE TEAM  
•	 Can use the following Strategic Ploy:

DEADLY SHOTS	 1CP
Until the end of the Turning Point, bolt weapons that friendly 
PHOBOS STRIKE TEAM  operatives are equipped with gain the 
P1 critical hit rule. This has no effect on weapons that already 
have the APx special rule or Px critical hit rule respectively.

•	 �REIVERs’ Terror action: 0AP.
•	 �INCURSORs’ Multi-spectrum Array ability: Change 

first bullet point to read: ‘The intended target cannot 
be Obscured.’

•	 �Guerrilla Warfare and LEADERs’ Strategise actions: 
Change distance requirement to  (instead of ).

•	 �Guerrilla Battle Honour: Change to read ‘while not within 
Engagement Range of an enemy operative’ (instead of ).

•	 �Add the following to Vanguard Strategic Ploy: ‘It can 
perform a mission action or the Pick Up action for one less 
action point (to a minimum of 0AP).’

WARPCOVEN  
•	 �����Add the following to Exalted Astartes Strategic Ploy: ‘In 

addition, until the end of the Turning Point, each time a 
friendly RUBRIC MARINE operative is activated, if it does 
not perform a Fight action during that activation, it can 
perform two Shoot actions during that activation. If it’s a 
GUNNER operative, one additional action point must be 
subtracted to perform the second Shoot action.’

*	�RUBRIC MARINE operatives: Change APL characteristic 
to 3 and change Attacks characteristic of their fists and 
gargoyle bayonets to 4.

*	�Change SORCERER operative’s Rubric Command ability: 
‘Each time a friendly RUBRIC MARINE operative is 
activated, if it isn’t within  of a friendly SORCERER 
operative, subtract 1 from its APL.’

*	�Change Rubric Affinity Battle Honour: ‘Select one friendly 
RUBRIC MARINE operative from your dataslate. For the 
purposes of this SORCERER operative’s Rubric Command 
ability, you never have to subtract 1 from that friendly 
operative’s APL while this SORCERER is in the killzone.’

GELLERPOX INFECTED  
•	 �Techno-curse ability: Distance requirement is reduced to  

(instead of ), and  for GLITCHLING operatives (instead 
of ).

•	 �Revoltingly Resilient ability: GLITCHLING and GELLERPOX 
MUTANT operatives ignore lost wounds on a 6 (instead of 
a 5+).

•	 �VULGRAR THRICE-CURSED’s Lead the Infection ability: 
You can only use it once per battle.

ELUCIDIAN STARSTRIDER
•	 �LECTRO-MAESTER’s Voltagheist Field and Voltagheist 

Charge actions: 0AP.
•	 �Archeotech Beam Privateer Support Asset: Improve its BS 

characteristic by 1.
•	 �Undaunted Explorers Strategic Ploy: The first time each 

friendly ELUCIDIAN STARSTRIDER  operative fights in 
combat or a shooting attack is made against it (instead 
of each time). Damage halved to a minimum of 2 
(rounding up).

*	�VOIDSMAN’s rotor cannon: Gains the Relentless 
special rule.


