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OPERATIVES

Below you will find a list of the operatives that make up a kill team, including, where relevant,
any wargear those operatives must be equipped with.

Your kill team can only include up to three GUNNER operatives. 
Other than GUNNER and WARRIOR operatives, your kill team 
can only include each operative above once.

1 HEARTHKYN THEYN operative equipped with one option 
from each of the following:

Autoch-pattern bolt pistol, Autoch-pattern bolter, bolt 
revolver, EtaCarn plasma pistol, ion blaster or ion pistol 
Concussion gauntlet, plasma axe or plasma sword

o 
o 
o 
o 
o

* Operative equipped with one of the following options:
o Autoch-pattern bolter; fists
o Ion blaster; fists

FOR THE KIN. FOR THE VOTANN. THAT IS WHY WE 
DO EVERYTHING WE DO. WE OPERATE NOT DOT OF 
GREED OR MISERLINESS, OR DOT OF SOME HONGER 
FOR POWER. NO, WE LOOK TO DEEPER REASONS. 
KIN AND VOTANN-THESE KEEP OS TROE, THESE 
HAVE HELPED OS TO ENDORE THE WORST HORRORS 
OF THE GALAXY AND EMERGE STRONGER FOR 
MILLENNIA. OTHER RACES RISE AND FALL WITH 
SOCHPREDICTADILITY DECAUSE THEY HAVE NO 
SOCH FOUNDATION.’

- Hearthkyn Theyn Regyl Olaty

> 9 HEARTHKYN SALVAGERS operatives selected from the 
following list:

HEARTHKYN DOZR
HEARTHKYN FIELD MEDIC
HEARTHKYN GRENADIER
HEARTHKYN GUNNER equipped with one of the 
following options:

EtaCarn plasma beamer (max one per kill team); fists
HYLas auto rifle (max one per kill team); fists
HYLas rotary cannon (max one per kill team); fists
L7 missile launcher (max one per kill team); fists
Magna rail rifle (max one per kill team); fists

HEARTHKYN JUMP PACK WARRIOR
HEARTHKYN KINLYNK*
HEARTHKYN KOGNITAAR
HEARTHKYN LOKATR*
HEARTHKYN LUGGER*
HEARTHKYN WARRIOR*
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Friendly operatives can perform the following mission action:

_____ ____ —

HEARTHKYN SALVAGER

RIG SITESETTLE GRUDGES

EXCAVATE
2APRIG SITE

2APEXCAVATE

Hearthkyn Salvager - Faction Tac Op 2
Reveal this Tac Op when a friendly operative performs the 
Excavate action (below). At the end of the battle:

If your faction is HEARTHKYN SALVAGERS, you can use the Hearthkyn Salvager Tac Ops listed below, as specified in the 
mission sequence.

If you add the second mark to your Settle Grudges tally, 
you score 1VR

* If you add the third mark to your Settle Grudges tally, you 
score 1VR

• If friendly operatives control your Excavation token, you 
score 1VR

• If a friendly operative is also carrying your Excavation 
token, you score 1VR

Hearthkyn Salvager - Faction Tac Op 3
Reveal this Tac Op in the Target Reveal step of any 
Turning Point.

• If a friendly operative performs the Rig Site action (below), 
you score 1VR

• If you achieve the first condition and at the end of the 
battle the total ARE of friendly operatives within Jk of a 
rigging point is greater than that of enemy operatives, you 
score 1VR

co

Hearthkyn Salvager - Faction Tac Op 1
You can reveal this Tac Op in the Target Reveal step of any 
Turning Point. When you do so, start a Settle Grudges tally for 
your kill team, adding one to the tally the first time an enemy 
operative with a Grudge token (pg 39) is incapacitated in 
each Turning Point.

If the friendly operative is equipped with an excavation tool 
(pg 48), the Excavate action costs one less action point (to 
a minimum of OAR; this is not cumulative with the LUGGER 
operative's I've Got It ability). An operative cannot perform 
the Excavate action while within Engagement Range of 
an enemy operative, or if your Excavation token has already 
been placed.

> *

An operative can perform this action while it controls an 
objective marker that is more than W from your drop zone. 
If it does so, place your Excavation token on the centre of 
that objective marker. The Pick Up action can be performed 
upon your Excavation token by friendly HEARTHKYN 
SALVAGERS operatives.

________

I-' to

A rigging point is a terrain feature more than w from your 
drop zone with a Vantage Point. Friendly operatives can 
perform the following mission action:

An operative can perform this action while it and another 
friendly HEARTHKYN SALVAGERS operative are within of 
a rigging point, and one of them (but not the other) is on its 
Vantage Point. An operative cannot perform this action while 
it or the other friendly HEARTHKYN SALVAGERS operative 
are within Engagement Range of an enemy operative.

I
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1CP 1CPTHE ANCESTORS ARE WATCHINGNEED KEEPS

1CPWORTH IT
1CPTOIL EARNS

1CPHARDY
1CPWROUGHT DEFENCE

1CPRAMPART

1CPPROXIMATE FIREPOWER
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Use this Tactical Ploy during a friendly HEARTHKYN 
SALVAGERS operative's activation. Until the end of the 
activation, that operative isn't injured and can perform a free 
Fight or Shoot action.

If your faction is HEARTHKYN SALVAGERS, you can use the 
following Strategic Ploys during a game.

Select one objective marker. Until the end of the Turning 
Point, when determining control of that objective marker, treat 
the total APL of friendly HEARTHKYN SALVAGERS operatives 
as being 1 higher. Note that this is not a modifier. In narrative 
play, this is cumulative with the Focused Battle Honour (see 
the Kill Team Core Book).

Until the end of the Turning Point, each time a shooting 
attack is made against a friendly HEARTHKYN SALVAGERS 
operative, in the Roll Defence Dice step of that shooting 
attack, if you retain any critical saves, you can select one 
of your failed saves to be retained as a successful normal 
save instead.

Use this Tactical Ploy when a friendly HEARTHKYN 
SALVAGERS operative is incapacitated. It can immediately 
perform a free mission action before it's removed from 
the killzone.

Use this Tactical Ploy in the Scouting step, after resolving your 
scouting option. Select one of the following:

If your faction is HEARTHKYN SALVAGERS, you can use the 
following Tactical Ploys during a game.

Use this Tactical Ploy at the start of the Roll Defence Dice step 
of a shooting attack made against a friendly HEARTHKYN 
SALVAGERS operative. Change your opponent's retained 
critical hits to normal hits (any critical hit rules they've already 
resolved are unaffected, e.g. Pl).

• Also resolve the Fortify scouting option. Initiative is still 
determined by your original selection, and you cannot 
select this if you already selected Fortify.

• Select one terrain feature within | of your drop zone. All 
parts of it with the Light trait gain the Heavy trait instead.

• Select one of your barricades to gain the Heavy trait, 
instead of the Light trait.

co

Until the end of the Turning Point, each time a friendly 
HEARTHKYN SALVAGERS operative makes a shooting attack 
against an enemy operative within W of it, improve the 
Ballistic Skill characteristic of its ranged weapons by 1 for that 
shooting attack.

______

Select one objective marker. Until the end of the Turning Point, 
while an enemy operative is within | of that objective marker, 
it has one additional Grudge token (pg 39).

—
W/

*

______
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HEARTHKYN SALVAGER SPECIALIST
Battle HonourD6
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Each time a HEARTHKYN SALVAGER® operative 
gains a Battle Honour, instead of determining one 
from its specialism, you can determine one from the 
Hearthkyn Salvager Specialist table below. You can 
either roll one D6 to randomly determine the Battle 
Honour (re-rolling if it isn't suitable), or you can 
select an appropriate one. As with any Battle Honour, 
an operative cannot have the same one more than 
once (if a duplicate result is rolled, roll again until a 
different result is rolled).

Over the following pages you will find a selection of rules for Spec Ops campaigns in which you have 
selected HEARTHKYN SALVAGER® as your Faction keyword.

HEARTHKYN SALVAGER 
SPEC OPS RULES

Stubborn: You can ignore any or all modifiers to this 
operative's characteristics.

Begrudging: While this operative has less than half of its wounds 
remaining, each time it fights in combat with or makes a shooting attack 
against an enemy operative, that enemy operative has one additional 
Grudge token (pg 39) for that combat or shooting attack.

Inveterate Toughness: Each time an attack dice inflicts damage on this 
operative, Damage characteristics of more than 4 are treated as 4.

Honoured: Enemy operatives do not gain a Grudge token (pg 39) for 
incapacitating this operative. Instead, the first enemy operative that 
causes this operative to lose any wounds during the battle gains a 
Grudge token.

Rugged Survivalist: Each time this operative is activated, it regains 1 
lost wound.

■

■

t

Void-dredger: Each time this operative makes a shooting attack against 
an enemy operative within W of it, its ranged weapons gain the No Cover 
special rule for that shooting attack.

#2

sSW



RARE EQUIPMENT

50

GO

03

L*1

1
r

1APGRAV-LIFT DEVICE

B A

n r-m 
30 
03

A Grudge Declared: Once during the battle, in the 
Strategy phase, when it's your turn to use a Strategic 
Ploy or pass, you can instead select one enemy 
operative to gain a Grudge token (pg 39).

Relic Plate: Each time a shooting attack is made 
against this operative, in the Roll Defence Dice step 
of that shooting attack, you can re-roll one of your 
defence dice.

P"
I

3. RELIC PLATE E3EP1
The operative gains the following ability for the battle:

2. DARKSTAR WEAPON E2EPJ
Select one of the operative's melee weapons. Until 
the end of the battle, that weapon gains the Rending 
critical hit rule.

4. RIGHT OF CLAIM E3EPJ
The operative gains the following ability for the battle:

5. GRAV-LIFT DEVICE C2EPJ
The operative can perform the following action once 
during the battle:

1. A GRUDGE DECLARED E3EPJ
The operative gains the following ability for the battle:

r

Right of Claim: While this operative is 
within O of an objective marker, add 1 to its 
Defence characteristic.

KI

h

Each time you would determine an item of rare equipment to add to your stash, if your faction is HEARTHKYN 
SALVAGERS, you can determine one from the table below instead of determining one from another source. To 
do so, you can either roll one D6 to randomly determine the rare equipment (re-rolling if it isn't suitable), or you 
can select an appropriate one. As with any item of rare equipment, your stash cannot include more than one of 
each item (if a duplicate result is rolled, roll again until a different result is rolled).

A siI

6. ION EXPEDITER E2EP1
Select one ion blaster or ion pistol the operative 
is equipped with. Add 1 to both of its Damage 
characteristics for the battle.

1 ' I
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Place a Grav-wave token within w of this operative.
Until the end of the battle, each time a friendly 
HEARTHKYN SALVAGERS operative moves within 
of that token, it gains the FLY keyword until the end of 
its activation.
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In the Select Drop Zone step, after rolling off to 
determine who decides Attacker and Defender, you 
can re-roll your dice.

While your base of operations has this strategic asset, 
double the quantities of HEARTHKYN SALVAGERS 
equipment (pg 48) in your stash.

At the end of the Scouting step, if you are the 
Defender or selected the Fortify option, you can move 
one terrain feature within | of your drop zone that 
does not include any parts with the Heavy trait up 
to ■.
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ENHANCED PAN SPECTRAL SCANNER
This larger version of the handheld pan spectral 
scanner can survey a more substantial expanse of 
ground, enabling the Kin to better assess the nature 
of the terrain around them and discover the optimal 
routes of travel through a space hulk.

SUPPLY HOLD
The Kin expect to recover a great deal of technology 
and resources on their missions, and so have 
established a sizeable supply hold to secure all of it.

EXCAVATION MACHINERY
Though the Hearthkyn Salvagers' primary purpose is 
not to strip a space hulk or wreck of all its valuables, 
they have the operational remit and equipment to 
pave the way for those completing that task. Heavy 
excavation machinery can help them clear paths 
or move priority salvage, and can even serve as 
barricades if need be.

Each time you would add a strategic asset to your base of operations, if your faction is HEARTHKYN 
SALVAGERS, you can select one from the list below instead of selecting one from another source. As with any 
strategic asset, you can never have more than one of each.

-

—
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Once that friendly operative has incapacitated 3 
enemy operatives with that Faction keyword (this 
does not have to be in the same battle), it's no longer 
harbouring a grudge. You cannot use this Requisition 
if a friendly operative is already harbouring a grudge, 
unless you choose to renounce the grudge, in which 
case that friendly operative loses D6 experience points 
and is no longer harbouring a grudge.

Each time you would select a Spec Op for your kill 
team to be assigned to, if your faction is HEARTHKYN 
SALVAGERI, you can select one from those found 
on the following page instead of selecting one from 
another source.

Purchase this Requisition after a game in which a 
friendly HEARTHKYN SALVAGER® operative was 
incapacitated and removed from your dataslate. You 
gain a number of Requisition Points equal to the 
number of ranks that operative had. For example, if 
that operative had the Ace rank, you would gain 3RP.

Purchase this Requisition before a game, if your kill 
team is currently conducting a Spec Op. Randomly 
determine one Recon or Security Tac Op. Until that 
Spec Op ends, keep a tally of victory points you score 
from that Tac Op. When you add the fifth mark to 
the tally, you can add one item of rare equipment to 
your stash.

i

To

I

______

Purchase this Requisition after a game in which a 
friendly HEARTHKYN SALVAGER® operative was 
incapacitated by an enemy operative. That friendly 
operative is harbouring a grudge against that enemy 
operative's faction (make a note of this and the 
enemy's Faction keyword in the 'Notes' section of its 
narrative datacard). Each time that friendly operative 
fights in combat or makes a shooting attack against an 
enemy operative with that Faction keyword, that enemy 
operative has one additional Grudge token (pg 39) for 
that combat or shooting attack.

THEIR HEARTH BURNS 1RP
When a Kin has become especially impassioned or 
angry or becomes utterly relentless in the pursuit of 
their goals, it is said of them that Their Hearth Burns. 
Kin in this state of mind are particularly dogged and 
dangerous foes.

RETURN TO THE ANCESTOR 1RP
A key driving force for the Kin is to enrich their Votann 
with knowledge of the galaxy. The more experience 
and information a Kin accrues, the more they bring to 
their Ancestor Core.

PETITION THE GUILD 2RP
The kill team approaches one of the Kin's many Guilds 
seeking unusual eguipment that will aid them on their 
missions. The Guild is happy to oblige, provided that 
the sguad offer something of comparable value to 
them in return.

.Ji*’ 

_____

In a Spec Ops campaign, if your faction is HEARTHKYN SALVAGER®, you can use the following Requisitions in 
addition to those presented in other sources.

■ft - 
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]GRUDGEBAND
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Complete five games in which you scored victory points 
from the 'Rig Site', 'Seize Ground' and/or 'Vantage' 
Tac Op.

Complete a game in which you scored victory points from 
the 'Excavate'Tac Op.

Complete five games in which you scored victory points 
for at least two Seek and Destroy Tac Ops in each of 
those games.

Complete a game in which you scored victory points from 
the 'Settle Grudges' Tac Op.

The kill team has suffered 
enemi es. 
pursue

COMMENDATION
You gain four Requisition points.
You can increase your asset capacity by one.

COMMENDATION
Each friendly operative that caused you to add a mark 
to your Settle Grudges tally earns 4XR
Each other operative on your dataslate earns 1XR 
Neither this nor the above bullet point is affected by a 
passed Casualty test.
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OPERATION 2: EXCAVATION
Having secured the area in which the trove of technology is 
residing, your kill team is now ready to extract it to safety 
and bring it bock into Kin hands, where it belongs.

OPERATION 1: BEGIN THE HUNT
The doom of the enemy is begun today The kill team will 
not stop until every lost one of them is nought but dust 
and ash, tracking them through any danger.

OPERATION 1: SECURE SITE
The trove is located in the heart of enemy territory The 
squad must fight their way to the location, securing both a 
route to the artefacts and a route for their extraction.

OPERATION 2: NO RECONCILIATION
The enemy is all but broken. Now is the time to destroy 
them utterly, and have vengeance.

SPEC OPS BONUS
For the purposes of a mission's Spec Ops bonus, this Spec 
Op is considered a 'Recover Archeotech' Spec Op.

■

a great horror at the hands of one of their 
Every warrior’s Hearth burns. The Kin have formed a Grudgeband to 

this foe, swearing an oath to eliminate them or die in the attempt.

a

B

A trove of ancient Kin technology has been identified and marked for recovery 
by a team of Hearthkyn Salvagers who have boarded this vessel previously. Too 
valuable to leave here any longer, the kill team must secure the site and 
prepare for the artefacts’ extraction.

SPEC OPS BONUS
For the purposes of a mission's Spec Ops bonus, this Spec 
Op is considered a 'Purge Order' Spec Op.

Ou
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3333
34
35
36
41
42
43

45
46
51

31
32
33
34
35
36
41
42
43
44
45
46
51
52
53
54
55
56
61
62
63
64
65
66

Pokhamm
Ymma 
Kirv
Vymm
Veyha

35
36
41
42
43
44
45
46
51

33
34
35
36
41
42
43
44
45

Vak 
Otann 
Okka 
Vynn 
Ettok
Niyak 
Drukh

Cthynn 
Gylur 
Strykk 
Rokhewyr 
Starfl yt 
lyrnwerke 
Thundryk 
Seykr 
Skeyfyr 
Warspeke
Vdtyk 
Kynn 
Gaard
Keen Eye 
Stdyk 
Star Seeker 
the Wise 
the Unbroken 
the Stern 
the Lucky 
the Swift 
the Strong

Vemmha
Polyk
Ymme
Thap
Memm 
Kvyma

53
54
55
56
61
62
63
64
65
66

Orumm 
Deki 
Yva 
Murym 
Umyk 
Ryuk 
Simmka 
Ekyr 
Haluk 
Vukha 
Kylu 
Vyha 
Kimm 
Piya 
Ammuk 
Heykha 
Kahyrm 
Iyka 
Pdyuk 
YmmT 
Pemm 
Yrek 
Viya

OPERATIVE NAMES
If you wish to randomly generate a name for one of your Hearthkyn Salvager operatives, you can roll a D66 and consult the 
appropriate tables below, or simply pick any combination that feels appropriate. To roll a D66, simply roll two D6, one after the 
other - the first represents tens, and the second represents digits, giving you a result between 11 and 66.

Korv 
Krynn 
Ukyr 
Ydht 
Vykat 
Narunn 
Hak 
Vdrk 
Yahp 
Toryk 
Vann 
Okhav 
Hetynn 
Annyk 
Yuka

This section is a tool to help you determine the names of your Hearthkyn Salvager operatives, the title of your kill team 
and their unique character and history. If you wish to generate any of these randomly, roll the appropriate number of dice 
as indicated by the table(s). Otherwise, choose whichever are your favourites, or use multiple quirks, names or background 
ideas if you feel they work for your kill team.

51
52
53
54
55
56
61
62
63
64
65
66

D66 GIVEN NAME
11
12
13
14
15
16
21
22
23
24
25
26
31

D66 GIVEN NAME
11
12
13
14
15
16
21
22
23
24
25

53
54
55
56
61
62
63
64
65
66

Unnvyr
Kottak
Adunn
Hyvor
Akkyt
Tok
Yhel
Ynnok
Havyr
Pyuk
Punnak
Aktol

Anhad 
Huri 
Ransa 
Perya 
Onas 
Emdnyr 
Myrr 
Gon 
Surta 
Ulaty 
Skarstreng 
Keynshot 
Stu rm m 
Dutyk 
Fyrgnte 
Vydseke 
Wolbrokke 
Nytgaard 
Flytstep 
Harvyr 
Bldhdfyr 
Seyr 
lyrnstede 
Deyprokh 
Faenwroght 
Anstyr 
Sty rd ah 
Fyrfist 
Beast Slayer 
Ork Bane 
the Stoic 
the Skilled 
the Strong 
the Intrepid 
the Unyielding 
the Fierce

Thuurk 
Grat 
Hypek 
Tranna 
Krdnn 
Hegem 
Ymyk 
Gonglahr 
Urann 
Regyl 
Sdldyk 
Hyrthka 
Farstrydd

Male Names
D66 CHOSEN NAME

11
12
13
14
15
16
21
22
23
24
25
26
31

Female Names 
____  D66 CHOSEN NAME 

11
M 12

13 
14 
15 
16 
21 
22 
23 
24

____  25 
26 
31

S;'
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Designer's Note: For the sixth option on 
this table, you can replace Vymm Ransa 
with any name from the name generator if 
you so wish.

Designer's Note: Feel free to invert the 
results of this table, e.g. if you choose/ 
roll 'Salvage Band 17', you can easily 
call them the '17th Salvage Band', if 
you prefer.

[Theyn's NameJ's
[Theyn's NameJ's
[Theyn's NameJ's

KILL TEAM NAMES
How Hearthkyn Salvager kill teams name 
themselves varies greatly. While it can 
depend on the particular leanings of their 
Leagues and Kindreds, the independent 
nature of far-ranging space hulk explorers 
often encourages a divergence from more 
established naming conventions. Some 
use a simple numbering system, such 
as Sveyr Crew 14 or the 7th Hearthkyn 
Salvager Team. Others name themselves 
for their Theyn (use the name generator 
in this section to find a name for yours). 
It is far from unheard of for a Hearthkyn 
Salvager kill team to name themselves for 
their goals or purposes, such as the name 
of the space hulk they are exploring or 
a Grudge they seek to settle. There are a 
number of tables below to reflect some of 
these ideas. Feel free to roll on whichever 
you prefer, choose your favourite option or 
even merge elements from different tables 
to form a completely unique name!

D6
1
2
3
4
5
6

D6
1
2
3
4
5

1'4

KILL TEAM NAME________
The Wreck Scrapers
The Relic Hunters
The Beast Burgers
The Hulk Bravers
The Warp Divers
The Avengers of Vymm Ransa

NUMBER
17

2- 6
5

3- 2 
21

sir r, 83

UNIT________
Salvage Band
Treasure Markers
Delve-unit
Exkavatyr
Sveyr Unit
Trail-findyr

GROUP NAME
Salvagers
Fardelvyrs

Arkiogards
Trowls

Deepers
Grymgards

*_____

SQUAD OUIRK
D6 BOND____________________________________________________________

1 Sailed to Far-space: The Kin of this kill team are viewed as reckless risk-takers by 
the rest of their Kindred.

2 Grudgeband: These Hearthkyn Salvagers have experienced great betrayal and 
loss. They will not stop until the score is settled.

3 Adventurers: Few things excite this kill team more than the prospect of another 
adventure far away from home, and being the first to find new treasures and seams 
of resources.

4 'That's not Kin': Significant exposure to the wilds of the galaxy and the strange 
ways of other species have led the Kin of this kill team to regard the outside world 
with greater distrust.

5 Treasure Seekers: With keen eyes for wealth and resources, these Hearthkyn 
Salvagers go wherever they expect to find the greatest haul.

6 'The Void is in Our Veins': Even amongst their kind, this kill team are superb 
voidfarers and zero gravity fighters.

BACKGROUND
D6 PROVENANCE_____________________________________________________

1 Mercenaries: These Hearthkyn Salvagers sell their services to the highest bidder, 
using the opportunity to discover new rich veins of resources for their Kindred while 
getting paid in the process.

2 Wreck-wisened: Having explored too many space hulks to count, the grizzled 
warriors of this kill team can traverse the most dangerous hulks and wrecks and 
still mark out the greatest prizes.

3 Broken League: The Kin of this kill team hail from a League that no longer exists. 
They will do anything to see it restored to its former glory.

4 Van of the Prospect: This kill team belong to a far-ranging Prospect, pushing 
the boundaries of known space and cultivating intelligence to further the cause of 
their Kindred.

5 Former Hernkyn: These Hearthkyn Salvagers all once lived as Hernkyn, roaming 
widely throughout the galaxy and learning much of its places and peoples.

6 Rising Kindred: This is a time of great prosperity for this kill team's League. Full 
of optimism for the future, they eagerly cross the stars, seeking to elevate their 
people even further.

BASE OF OPERATIONS
D6 LOCATION_______________________________________________________

1 Hekaton Land Fortresses: Even small space hulks and shipwrecks are large 
constructs, and this kill team make use of heavy vehicles as mobile bases and 
storage facilities.

2 H3-C Recon Salvage Shelter Pack: Specially designed for Hearthkyn Salvagers, 
these highly durable, portable shelters are easily set up, expanded and collapsed, 
containing everything they can expect to need on their operations.

3 Comet-class Scout Ship: The Kin of this kill team possess their own Comet-class 
scout ship, which they use to find new targets and shadow them.

4 'We Need Only What We Carry, We Carry Only What We Need': Strong, 
rugged individuals even among their own kind, these Hearthkyn Salvagers pride 
themselves on carrying everything they require on their backs.

5 Sagitaur Squadron: This kill team employ Sagitaurs for fast deployment to the 
greatest prizes, and to move heavy gear swiftly.

6 Hernkyn Hideaway: The Kin of this kill team have discovered a disused Hernkyn 
hideaway from which to conduct their missions.

D6 THEYN'S NAME
1
2
3
4 [Theyn's NameJ's
5 [Theyn's NameJ's
6 [Theyn's NameJ's
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HEARTHKYN SALVAGER

Kill Team Hearthkyn Salvager Update 1.1

UPDATE 1.1
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 (*).

ERRATA
This section collects amendments to the rules. Amended text within 
this errata is highlighted in blue.

KILL TEAM: GALLOWFALL
*Page 46, Hearthkyn Lokâtr, Early Detection ability
Change the second sentence to read:
‘In addition, enemy operatives cannot move before the battle begins 
(although your opponent can still select the Recon scouting option 
for the purpose of determining initiative).’
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This section presents commentary from game designers to clarify 
and expand on rare and more complex rules. 

KILL TEAM: GALLOWFALL
For the LUGGER operative’s Re-equip action:
Q: When reselecting weapon options, what are the restrictions?
A: Select as if it were the Select a Kill Team step of the mission 
sequence. For a GUNNER operative, you can’t select a weapon you’ve 
already selected for the battle, even if the GUNNER operative that 
had it has been incapacitated.
Q: If the friendly HEARTHKYN SALVAGER  operative had the auto-
calibrator equipment on their original weapon, what happens to it?
A: They no longer have that equipment, even if they return to their 
original weapon with a subsequent Re-equip action.

For the GUNNER operative’s Beam critical hit rule:
Q: When determining operatives along the beam line, is it operatives 
before the original target, after, or both?
A: Both. See diagram below.
Q: Are mortal wounds inflicted on the original target?
A: No.
Q: When inflicting mortal wounds, do you roll a D3 for each 
operative separately?
A: Yes.

Beam line

B

A

D

C

In this example, Operative A is the original target. Operatives B and C 
are along the beam line, but operative D is not.

Kill Team Hearthkyn Salvager Update 1.1

DESIGNER’S COMMENTARY
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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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CHAOS CULT
*	�ICONARCH’s Ruinous Invigoration ability: To a minimum of 

3 (instead of 2).

KILL TEAM: SOULSHACKLE

HEARTHKYN SALVAGER  
*	�Change Steady Advance ability: ‘While a 

friendly HEARTHKYN SALVAGER  operative is 
performing a Normal Move action, add  to its 
Movement characteristic.’

KILL TEAM: ASHES OF FAITH

KILL TEAM: GALLOWFALL

EXACTION SQUAD  
*	�Add the following to Ruthless Efficiency ability: ‘In addition, 

if the target is within  of another friendly EXACTION 
SQUAD  operative, that ranged weapon has the P1 critical 
hit rule for that shooting attack.’

*	Add 1 to Wounds characteristic of all operatives. 
*	�The following weapons gain the Lethal 5+ special rule: 

R-VR CYBER-MASTIFF’s mechanical bite; MARKSMAN’s 
executioner shotgun; REVELATUM’s scoped shotpistol.

*	�Execution Order Tactical Ploy: 0+CP (costing 1 additional 
Command point for each previous time you’ve used it during 
the battle), and you can use it more than once.
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