


COMPENDIUM 



CONTENTS 
Introduction ........................................................ 4 Tempestus Scion (Gunner) ........................... 40 Chaos Space Marine 

SPACE MARINE Kill TEA .................... 6 
Tempestor .......................................................... 40 
Strategic Ploys ................................................. 41 

Aspiring Champion ........................................ 69 
Chaos Cultist (Fighter) .................................. 69 

>2 Intercessor (Warrior) ...................................... 10 
Intercessor Sergeant.. ..................................... 11 

Tactical Ploys .................................................... 41 
Equipment ........................................................ 42 

Chaos Cultist (Gunner) ................................. 70 
Chaos Cultist Champion .............................. 70 

Assault Intercessor (Warrior) ....................... 12 
Assault Intercessor Sergeant ...................... 12 FORGE WORLD Kill TEAM .................... 43 

Strategic Ploys ................................................. 71 
Tactical Ploys .................................................... 71  

Infiltrator (Warrior) ......................................... 13 Skitarii Ranger (Trooper) .............................. 45 Equipment ........................................................ 72 
Infiltrator Sergeant ........................................ 13 Skitarii Ranger (Gunner) ............................ ..45 
lncursor (Warrior) ........................................... 14 Skitarii Ranger Alpha ................................... .46 DEATH GUARD Kill UAM ..................... 73 
lncursor Sergeant ........................................... 14 Skitarii Vanguard (Trooper) ......................... 46 Plague Marine (Warrior) ............................... 74 
Reiver (Warrior) ............................................... 15 Skitarii Vanguard (Gunner) ......................... 47 Plague Marine (Gunner) .............................. 74 
Reiver Sergeant.. ............................................. 15 Skitarii Vanguard Alpha ............................... 47 Plague Marine (Heavy Gunner) ................. 75 
Heavy Intercessor (Warrior) ......................... 16 Sicarian Ruststalker (Trooper) ................... .48 Plague Marine (Fighter) ............................... 75 
Heavy Intercessor (Heavy Gunner) ........... 16 Sicarian Ruststalker Princeps ...................... 48 Plague Marine (Icon Bearer) ....................... 76 
Heavy Intercessor Sergeant.. ...................... 17 Sicarian Infiltrator (Trooper) ....................... .49 Plague Marine Champion ............................ 76 
Tactical Marine (Warrior) ............................. 17 Sicarian Infiltrator Princeps ......................... 49 Poxwalker .......................................................... 7 7  
Tactical Marine (Gunner) ............................. 18 Strategic Ploys ................................................. 50 Strategic Ploys ................................................. 78 
Tactical Marine (Heavy Gunner) ................ 18 Tactical Ploys .................................................... 50 Tactical Ploys .................................................... 78 
Tactical Marine Sergeant.. ........................... 19 Equipment ........................................................ 51 Equipment ........................................................ 79 
Scout (Warrior) ................................................ 20 
Scout (Heavy Gunner) .................................. 20 ECCUSIARCHY Kill TEAM ................... 52 THOUSAND SONS Kill TEAM ............... BO 
Scout Sergeant.. .............................................. 21 Battle Sister (Warrior) .................................... 53 Psychic Powers ................................................ Si 
Scout Sniper (Warrior) ................................... 21 Battle Sister (Icon Bearer) ........................... 53 Rubric Marine (Warrior) ................................ 82 
Scout Sniper Sergeant .................................. 22 Battle Sister (Gunner) ................................... 54 Rubric Marine (Gunner) ............................... 82 
Deathwatch Veteran (Warrior) ................... 23 Battle Sister (Heavy Gunner) ...................... 54 Rubric Marine (Icon Bearer) ....................... 83 
Deathwatch Veteran (Fighter) ................... 24 Battle Sister Superior .................................... 55 Aspiring Sorcerer ............................................ 83 
Deathwatch Veteran (Gunner) ................... 25 Sister Repentia ................................................ 56 Tzaangor (Fighter) .......................................... 84 
Deathwatch Veteran (Heavy Gunner) ..... 26 Repentia Superior .......................................... 56 Tzaangor (Icon Bearer) ................................. 84 
Deathwatch Veteran Watch Sergeant.. ... 27 Arco-Flagellant ................................................ 57 Tzaangor (Horn Bearer) ................................ 85 
Strategic Ploys ................................................. 28 Strategic Ploys ................................................. 58 Twistbray ........................................................... 85 
Tactical Ploys .................................................... 28 Tactical Ploys .................................................... 58 Strategic Ploys ................................................. 86 
Equipment ........................................................ 29 Equipment ........................................................ 59 Tactical Ploys .................................................... 86 

GREY KNIGHT Ill TEAM ..................... 31 TALONS Of THE EMPEROR Kill TEA ... 60 
Equipment ........................................................ 87 

Psychic Powers ................................................ 31 Custodian Guard (Warrior) .......................... 61 CHAOS DAEMON Kill TEAM ................ 88 
Grey Knight (Warrior) .................................... 32 Custodian Guard (Leader) ........................... 61 Bloodletter (Fighter) ...................................... 90 
Grey Knight (Gunner) .................................... 32 Sister of Silence Prosecutor ......................... 62 Blood letter (Icon Bearer) ............................. 90 
Grey Knight Justicar ...................................... 33 Sister of Silence Witchseeker ...................... 62 Bloodletter (Horn Bearer) ............................ 91 
Strategic Ploys ................................................. 34 Sister of Silence Vigilator ............................. 63 Bloodreaper ...................................................... 91 
Tactical Ploys .................................................... 35 Sister of Silence Superior ............................. 63 Daemonette (Fighter) ................................... 92 
Equipment ........................................................ 35 Strategic Ploys ................................................. 64 Daemonette (Icon Bearer) ........................... 92 

IMPERIAL GUARD Kill TEAM ............... 36 
Tactical Ploys .................................................... 64 
Equipment ........................................................ 65 

Daemonette (Horn Bearer) ......................... 93 
Alluress .............................................................. 93 

Guardsman (Trooper) .................................... 37 
Guardsman (Com ms) .................................... 37 TRAITOR SPACE MARINE Kill TEAM ..... 66 

Plaguebearer (Fighter) .................................. 94 
Plaguebearer (Icon Bearer) ......................... 94 

Guardsman (Gunner) .................................... 38 Chaos Space Marine (Warrior) ................... 67 Plaguebearer (Horn Bearer) ........................ 95 
Guardsman Sergeant .................................... 38 Chaos Space Marine (Gunner) ................... 67 Plagueridden .................................................... 95 
Tempestus Scion (Trooper) ........................... 39 Chaos Space Marine (Heavy Gunner) ..... 68 Pink Horror (Fighter) ..................................... 96 
Tempestus Scion (Comms) ........................... 39 Chaos Space Marine (Icon Bearer) ........... 68 Pink Horror (Icon Bearer) ............................. 96 



Pink Horror (Horn Bearer) ........................... 97 Gretchin ........................................................... 124 
Pink Horror Iridescent ................................... 97 Clan Kommando (Fighter) ......................... 125 
Blue Horror ....................................................... 98 Clan Kommando Nob ................................. 125 
Brimstone Horrors .......................................... 98 Burna Boy ....................................................... 126 
Strategic Ploys ................................................. 99 Loota ................................................................. 126 
Tactical Ploys .................................................... 99 Spanner ........................................................... 127 
Equipment ...................................................... 100 Strategic Ploys ............................................... 128 

Tactical Ploys .................................................. 128 
CRAfTWORlD Kill TEAM .................... 101 Equipment ...................................................... 129 
Guardian Defender (Warrior) ................... 103 
Guardian Defender (Heavy Gunner) ...... 103 TOMB WORLD Kill TEAM ................... 130 
Guardian Defender Heavy Necron Warrior .............................................. 131 
Weapon Platform ......................................... 104 Immortal (Warrior) ....................................... 131 
Guardian Defender (Leader) ..................... 104 Immortal (Leader) ........................................ 132 
Storm Guardian (Warrior) .......................... 105 Flayed One (Warrior) ................................... 132 
Storm Guardian (Gunner) .......................... 105 Flayed One ( Leader) .................................... 133 
Storm Guardian (Leader) ........................... 106 Deathmark (Warrior) ................................... 133 
Ranger (Warrior) ........................................... 106 Deathmark (Leader) .................................... 134 
Ranger (Leader) ............................................ 107 Strategic Ploys ............................................... 134 
Dire Avenger (Warrior) ................................ 107 Tactical Ploys .................................................. 135 
Dire Avenger Exarch .................................... 108 Equipment ...................................................... 135 
Strategic Ploys ............................................... 109 
Tactical Ploys .................................................. 109 HUNTER CADRE Kill TEAM ................. 136 
Equipment ...................................................... 110 Drones .............................................................. 137 

Fire Warrior Shas'la ...................................... 138 
COMMORRITE Kill TEA ................... ..111 Fire Warrior Shas'ui ...................................... 138 
Kabalite (Warrior) ......................................... 112 Pathfinder Shas'la ........................................ 139 
Sybarite ............................................................ 112 Pathfinder (Heavy Gunner) ....................... 139 
Kabalite (Gunner) ........................................ 113 Pathfinder Shas'ui ........................................ 140 
Kabalite (Heavy Gunner) ........................... 113 Stealth Battlesuit Shas'ui ........................... 140 
Wych (Warrior) ............................................... 114 Stealth Battlesuit Shas'vre ......................... 141 
Hekatrix ........................................................... 114 MVl Gun Drone ........................................... 141 
Wych (Fighter) ............................................... 115 MV4 Shield Drone ........................................ 142 
Strategic Ploys ............................................... 116 MV36 Guardian Drone ............................... 142 
Tactical Ploys .................................................. 116 MV31 Pulse Accelerator Drone ................ 143 
Equipment ...................................................... 117 MV33 Grav-Inhibitor Drone ...................... 143 

MV7 Marker Drone ...................................... 144 
TROUPE Kill TEAM ............................ 118 MB3 Recon Drone ........................................ 144 
Player (Warrior) ............................................. 119 DS8 Tactical Support Turret ...................... 145 
Player (Gunner) ............................................. 119 Strategic Ploys ............................................... 146 
Player (Leader) .............................................. 120 Tactical Ploys .................................................. 146 
Strategic Ploys ............................................... 120 Equipment ...................................................... 147 
Tactical Ploys .................................................. 121 
Equipment ...................................................... 121 CADRE MERCf NARY Kill TfAM .......... 148 

Kroot Carnivore {Warrior) ........................... 148 
GRHNSKIN Kill 11AM ...................... 122 Kroot Carnivore {Leader} ............................ 149 
Boy (Fighter) .................................................. 123 Kroot Hound .................................................. 149 
Boss Nob ......................................................... 123 Krootox ............................................................ 150 
Boy (Gunner) .................................................. 124 Strategic Ploys ............................................... 150 

Tactical Ploys .................................................. 151 
Equipment ...................................................... 151 

HIVE HEH Kill TEAM ....................... 152 3 
Genestealer (Fighter) .................................. 153 
Genestealer (Leader) ................................... 153 
Tyranid Warrior (Fighter) ............................ 154 
Tyranid Warrior (Heavy Gunner) .............. 154 
Tyra nid Warrior (Leader) ............................. 15 5 
Termagant. ...................................................... 155 
Hormagaunt. .................................................. 156 
Strategic Ploys ............................................... 156 
Tactical Ploys .................................................. 157 
Equipment ...................................................... 157 

BROOD COVEN Kill TEAM .................. 158 
Neophyte Hybrid (Trooper) ....................... 160 
Neophyte Hybrid (Gunner) ....................... 160 
Neophyte Hybrid (Heavy Gunner) .......... 161 
Neophyte Hybrid (Icon Bearer) ................ 161 
Neophyte Hybrid ( Leader) ......................... 162 
Acolyte Hybrid (Trooper) ............................ 162 
Acolyte Hybrid (Gunner) ............................ 163 
Acolyte Hybrid {Fighter) ............................. 163 
Acolyte Hybrid ( Icon Bearer) .................... 164 
Acolyte Hybrid (Leader) ............................. 164 
Hybrid Meta morph {Fighter) .................... 165 
Hybrid Metamorph (Gunner) ................... 165 
Hybrid Metamorph {Icon Bearer) ............ 166 
Hybrid Meta morph {Leader} ..................... 166 
Strategic Ploys ............................................... 167 
Tactical Ploys .................................................. 167 
Equipment ...................................................... 168 







+ SPACI MARINIS 

SPACI MARINI Kill 11AM 
A SPACE MARINEI kill team consists of one fire team selected from the following list: 

• INTERCESSOR 
• ASSAULT INTERCESSOR 
• INCURSOR 
• INFILTRATOR 
• REIVER 
• HEAVYINTERCESSOR 
• TACTICAL MARINE 
• SCOUT 
• DEATHWATCH VETERAN (DEATHWATCH selectable keyword only) 

Operatives in TACTICAL MARINE and SCOUT fire teams cannot have the DEATHWATCH selectable keyword (and therefore 
cannot be selected for DEATHWATCH kill teams). Note, however, that DEATHWATCH VETERANS are only available to 
DEATHWATCH kill teams. 

ARCHETYPE: SHK AND DESTROY / SECURITY 

INTERCESSOR f IRE TEAM 
J;;,, An INTERCESSOR fire team includes one INTERCESSOR SERGEANT operative equipped with one option from each of 

the following: 
• Auto bolt rifle, bolt pistol, bolt rifle, hand flamer, plasma pistol or stalker bolt rifle 
• Chainsword, fists, power fist, power weapon or thunder hammer 

J;;,, It also includes four INTERCESSOR WARRIOR operatives each separately equipped with fists and one of the 
following options: 
• Auto bolt rifle, bolt rifle or stalker bolt rifle 

ARCHETYPE: SHK AND DESTROY / SECURITY 

ASSAUlT INTERCESSOR f IRE TEAM 
);;,, An ASSAULT INTERCESSOR fire team includes one ASSAULT INTERCESSOR SERGEANT operative equipped with one 

option from each of the following: 
• Hand flamer, heavy bolt pistol or plasma pistol 
• Chainsword, power fist, power weapon or thunder hammer 

);;,, It also includes four ASSAULT INTERCESSOR WARRIOR operatives. 



ARCHITYPI: BHK ANO DESTROY / INfllTRATION / RICON 

INCURSDR flRE TEAM 
Ji;,- An INCURSOR fire team includes one INCURSOR SERGEANT operative. 

Ji;,- It also includes four INCURSOR WARRIOR operatives. 

ARCHITYPE: SHK ANO DIBTRDY /INFILTRATION/ RICDN 

INfllTRATDR flRE TEAM 
Ji;,- An INFILTRATOR fire team includes one INFILTRATOR SERGEANT operative. 

Ji;,- It also includes four INFILTRATOR WARRIOR operatives. 

ARCHETYPI: BHK AND DIBTROY / INFllTRATION / RICON 

REIVER f IRE TEAM 
Ji;,- A REIVER fire team includes one REIVER SERGEANT operative equipped with a special issue bolt pistol and one of the 

following options: 
• Bolt carbine; combat knife 
• Bolt carbine; fists 
• Combat knife 

� It also includes four REIVER WARRIOR operatives each separately equipped with a special issue bolt pistol and one of the 
following options: 
• Bolt carbine; fists 
• Combat knife 

ARCHITYPI: BHK AND DIBTROY / BICURITY 

HEAVY INTERCESSOR f IRE TEAM 
Ji;,- A HEAVY INTERCESSOR fire team includes one HEAVY INTERCESSOR SERGEANT operative equipped with fists and one of 

the following options: 
• Executor bolt rifle, heavy bolt rifle or hellstorm bolt rifle 

Ji;,- It also includes three HEAVY INTERCESSOR operatives selected from the following list: 
• HEAVY INTERCESSOR WARRIOR each separately equipped with fists and one of the following options: 

o Executor bolt rifle, heavy bolt rifle or hellstorm bolt rifle 
• HEAVY INTERCESSOR HEAVY GUNNER equipped with fists and one of the following options: 

o Executor heavy bolter, heavy bolter or hellstorm heavy bolter 

Your kill team can only include up to one HEAVY INTERCESSOR HEAVY GUNNER operative. 

1< 



ARCHITYPI: SHK AND DISTRDY / SICURITY 

TACTICAL MARINE f IRE TEAM 
� A TACTICAL MARINE fire team includes one TACTICAL MARINE SERGEANT operative equipped with one of the 

following options: 

• Fists and one of the following options: 

o Boltgun, combi-flamer, comb-grav, combi-melta or combi-plasma 

• One option from each of the following: 

o Chainsword, power fist or power weapon 

o Bolt pistol, grav-pistol, hand flamer, inferno pistol or plasma pistol 

� It also includes five TACTICAL MARINE operatives selected from the following list: 

• TACTICAL MARINE WARRIOR 
• TACTICAL MARINE GUNNER each separately equipped with fists and one of the following options: 

o Flamer, grav-gun, meltagun or plasma gun 

• TACTICAL MARINE HEAVY GUNNER each separately equipped with fists and one of the following options: 

o Heavy bolter or missile launcher 

Other than TACTICAL MARINE WARRIOR operatives, your kill team can only include each operative above once. 

ARCHITYPI: SHK AND DISTRDY / INfllTRATIDN / RECDN 

SCOUT f IRE TEAM 
� A SCOUT fire team includes one SCOUT operative selected from the following list: 

• SCOUT SERGEANT equipped with one of the following options: 

o Astartes shotgun; fists 

o Boltgun; fists 

o Chainsword; bolt pistol 

• SCOUT SNIPER SERGEANT 

� It also includes nine SCOUT operatives selected from the following list: 

• SCOUT WARRIOR each separately equipped with one of the following options: 

o Astartes shotgun; fists 

o Boltgun; fists 

o Bolt pistol; combat knife 

• SCOUT SNIPER WARRIOR 
• SCOUT HEAVY GUNNER each separately equipped with fists and one of the following options: 

o Heavy bolter or missile launcher 

Your kill team can only include up to two SCOUT HEAVY GUNNER operatives and up to three SCOUT SNIPER 
WARRIOR operatives. 



ARCHITYPI: SHK AND DISTRDY / SICURITY 

DEATH WATCH VETERAN f IRE TEAM 
};:>, A DEATHWATCH VETERAN fire team includes one DEATHWATCH VETERAN WATCH SERGEANT operative equipped with 

one of the following options: 
• Heavy thunder hammer (max one per kill team) 
• Lightning claws 
• Fists and one of the following options: 

o Deathwatch boltgun, Deathwatch shotgun, combi-flamer, comb-grav, combi-melta, combi-plasma, flamer, grav-gun, 
meltagun, plasma gun, stalker pattern boltgun or storm bolter 

• One option from each of the following: 
o Chainsword, lightning claw, power fist, power maul, power weapon, thunder hammer or xenophase blade 
o Bolt pistol, grav-pistol, hand flamer, inferno pistol, plasma pistol or storm shield 

};:>, It also includes four DEATHWATCH VETERAN operatives selected from the following list: 
• DEATHWATCH VETERAN WARRIOR each separately equipped with one of the following options: 

o Deathwatch boltgun; power weapon 
o Fists and one of the following options: 

0 Deathwatch shotgun, stalker pattern boltgun or storm bolter 
• DEATHWATCH VETERAN FIGHTER each separately equipped with one of the following options: 

o Heavy thunder hammer (max one per kill team) 
o Lightning claws 
o One option from each of the following: 

°ᒎ� Chainsword, lightning claw, power fist, power maul, power weapon or thunder hammer 
0 Bolt pistol, grav-pistol, hand flamer, inferno pistol, plasma pistol or storm shield 

• DEATHWATCH VETERAN GUNNER each separately equipped with fists and one of the following options: 
o Cambi-flamer, combi-grav, combi-melta, combi-plasma, flamer, grav-gun, meltagun or plasma gun 

• DEATHWATCH VETERAN HEAVY GUNNER each separately equipped with fists and one of the following options: 
o Frag cannon, heavy bolter, heavy flamer, infernus heavy bolter or missile launcher 

Other than DEATHWATCH VETERAN WARRIOR operatives, your kill team can only include each operative above once. 

9 



> 10 
I BI/IS I SR 

-l- <:) Auto bolt rifle 4 3+ 3/4 Ceaseless ,,v -c:) Bolt rifle 4 3+ 3/4 P1 ' 
-C) Stalker bolt rifle 4 3+ 3/4 Heavy, AP1 

er.a X Fists 4 3+ 3/4 
-.::I =-

IBllfflll 111111 1m111 C":I ..... -=-::a 
ii ..... er.a 

SPACE MARINEt, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, PRIMARIS, INTERCESSOR, WARRIOR 



NAME A BS/18 D 
·C, Auto bolt rifle 4 2+ 3/4 
-<:> Bolt pistol 4 2+ 3/4 
-<:> Bolt rifle 4 2+ 3/4 

SR 
Ceaseless 

Rng• 

<:> Hand flamer 4 2+ 2/2 Rng •, Torrent A 
Pl 

(;} Plasma pistol Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 
- Standard 4 2+ 5/6 Rng •, APl 
- Supercharge 4 2+ 5/6 Rng •, AP2, Hot 

<:> Stalker bolt rifle 4 2+ 3/4 Heavy, APl 
X Chainsword 4 3+ 4/5 
X Fists 4 3+ 3/4 
X Power fist 4 4+ 5/7 
X Power weapon 4 3+ 4/6 
X Thunder hammer 4 4+ 5/6 

111m111 

Brutal 
Lethal 5+ 

Ill II 1m11s 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, PRIMARIS, LEADER, INTERCESSOR, SERGEANT 

Stun 



12 

,,v ' 
c::r.a 
::a:-

::a:-

c::r.a 

I BS/WS D SR 
4 3+ 3/4 Rng* 
5 3+ 4/5 

111111 1m111 

SPACE MARINE!, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, PRIMARIS, ASSAULT INTERCESSOR, WARRIOR 

NAIi A IS/IS D SB 
(:} Hand flamer 4 2+ 2/2 Rng •,Torrent• 
(:} Heavy bolt pistol 4 3+ 3/4 Rng • 

Pl 

Pl 
<> Plasma pistol Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 3+ 5/6 Rng •, APl 
- Supercharge 4 3+ 5/6 Rng •, AP2, Hot 

X. Chainsword ____ 5 2+ 4/5 

X. Power fist 5 3+ 5/7 

X. Power weapon 5 2+ 4/6 

X. Thunder hammer 5 3+ 5/6 

llllffllS 

Brutal 
Lethal 5+ 

IIIIUI Amlll 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, PRIMARIS, LEADER, ASSAULT INTERCESSOR, SERGEANT 

Stun 



(} Marksman bolt carbine 
X Fists 

A BS/WS D 
4 3+ 3/4 
4 3+ 3/4 

SR 
Lethal 5+ 

UNI DE ACTIONS -------------

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, PRIMARIS, INFILTRATOR, WARRIOR 

1111 
{;} Marksman bolt carbine 
X Fists 

IBllfflll 

I BS/IS D 
4 2+ 3/4 
4 3+ 3/4 

SR 
Lethal 5+ 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, PRIMARIS, LEADER, INFILTRATOR, SERGEANT 



1111 I 81/11 I II ----------------------
<: > Deculus bolt carbine 4 3+ 3/4 
.X Combat blade 4 3+ 3/5 

No Cover 

111111 BTIIII 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, PRIMARIS, INCURSOR, WARRIOR 

1111 
<:> Deculus bolt carbine 
.X Combat blade 

I IS/II I 
4 2+ 3/4 
4 3+ 3/5 

II 
No Cover 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, PRIMARIS, LEADER, INCURSOR, SERGEANT 



1111 I IS/IS B SI 
·Cr Bolt carbine 4 3+ 3/4 

-<:> Special issue bolt pistol 4 3+ 3/4 Rng ., APl 
X Combat knife 5 3+ 3/4 

X Fists 4 3+ 3/4 

llllfflll 

SPACE MARIN El, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, PRIMARIS, REIVER, WARRIOR 

1111 I 11/11 B 
-<:> Bolt carbine 4 2+ 3/4 

-<:> Special issue bolt pistol 4 2+ 3/4 

X Combat knife 5 2+ 3/4 

X Fists 4 2+ 3/4 

Ullfflll 

Bladesman: If th is  operative is not equ ipped with a bolt c arb i ne, its 
combat knife ga ins the Letha l  5+ specia l  ru le. 

Rng ., APl 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, PRIMARIS, LEADER, REIVER, SERGEANT 

• 



> 18 
NAIE I BS/WS D SR 

�iF {} Executor bolt rifle 4 3+ 4/5 Heavy, APl 
<:> Heavy bolt rifle 4 3+ 4/5 Pl ' 
<:> Hellstorm bolt rifle 4 3+ 4/5 Ceaseless 

en X Fists 4 3+ 3/4 

ABlllTIII UNI DI ACTIONS 

en 

SPACE MARINE.I, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, PRIMARIS, HEAVY INTERCESSOR, WARRIOR 

IAII I IS/IS D SR 

<:> Executor heavy bolter 4 3+ 4/5 Heavy, AP1 , Lethal 5+ 
<:> Heavy bolter 5 3+ 4/5 Heavy, Fusillade P1 
<:> Hellstorm heavy bolter 5 3+ 4/5 Heavy, Ceaseless, Fusillade 
X Fists 4 3+ 3/4 

ABllfflll 111801 ACTIDII 

SPACE MARINE!, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, PRIMARIS, HEAVY INTERCESSOR, HEAVY GUNNER 



NAME A BS/11 I SB 

<)· Executor bolt rifle 4 2+ 4/5 Heavy, AP1 
·C· Heavy bolt rifle 4 2+ 4/5 

·C· Hel lstorm bolt rifle 4 2+ 4/5 Ceaseless 
X Fists 4 3+ 3/4 

llllffllS 011 DI ICTIDIS 

SPACE MARINE$, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, PRIMARIS, LEADER, HEAVY INTERCESSOR, SERGEANT 6..1&-.-.. 

NAME 
C· Boltgun 
X Fists 

Ullfflll 

I BS/11 D 
4 

3 

3+ 3/4 

3+ 3/4 

SB 

SPACE MARfNEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, TACTICAL MARINE, WARRIOR 

17 

P1 

c:,:a 
=-

=-

c:,:a 



I BS/IS D SI 
<:> Flamer 5 2+ 2/2 Ang e, Torrent 0 
<) Grav-gun 4 3+ 4/5 APl , Grav* 
<) Meltagun 4 3+ 6/3 Ang e, AP2 
<:> Plasma gun Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 3+ 5/6 APl 
- Supercharge 4 3+ 5/6 AP2, Hot 

X Fists 3 3+ 3/4 

Ullfflll 

*Grav: Each time this operative makes a shooting attack  with this 
wea pon, if the target has a n  u nmodified Save characteristic of 3+ 
or better, this wea pon  has the Letha l  4+ spec ia l  ru le for that attack. 

Ill UI AmlNI 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, TACTICAL MARINE, GUNNER 

1111 I a/IS I SI 

MW4 

<:> Heavy bolter 5 3+ 4/5 Heavy, Fusillade Pl 
<:> Missile launcher Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Frag 4 3+ 3/5 Heavy, Blast O 
- Krak 4 3+ 5/7 Heavy, APl 

X Fists 3 3+ 3/4 

llllfflll UNI II Amlll 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, TACTICAL MARINE, HEAVY GUNNER 



1111 I 

<:> Bolt pistol 4 

<:> Boltgun 4 

D/11 
2+ 
2+ 

3/4 
3/4 

Rng e 

<) Combi-flamer 5 2+ 2/2 Combi*, Rng e, Torrent 0, Limited 
<:> Combi-grav 4 2+ 4/5 Combi*, APl ,  G rav*, Limited 
<) Combi-melta 4 2+ 6/3 Combi*, Rng e, AP2, Limited 
<:> Com bi-plasma Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 2+ 5/6 Combi*, APl , Limited 
- Overcharge 4 2+ 5/6 Combi*, AP2, Hot, Limited 

<:> G rav-pistol 4 2+ 4/5 Rng e, AP1 ,  G rav* 
<:> Hand flamer 4 2+ 2/2 ��� Rng e, Torrent •� - -
<:> I nferno pistol 4 2+ 5/3 Rng ., AP2 MW3 
<:> Plasma pistol Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 2+ 5/6 Rng e, AP1 
- Supercharge 4 2+ 5/6 _____ Rng e, AP2, Hot 

X Chainsword 5 2+ 4/5 
X Fl� 3 � � 
X Power fist 5 3+ 5/7 
X Power weapon 5 2+ 4/6 

IIIUDEI 
*Combi: An operative equ ipped with this weapon is a lso equ ipped 
with a boltgun .  

*Grav: Each time th is  operative makes a shooting  attack  with this 
wea pon, if the target has a n  unmodified Save characteristic of 3+ 
or better, this wea pon has the Letha l  4+ specia l  rule for that atta ck. 

Brutal 
Lethal 5+ 

SPACE MARJNE9, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, LEADER, TACTICAL MARINE, SERGEANT 

• 



> 20 

,iv ' 
c:1:1 

:::DIii 
c-:t ..... -
:::DIii -::z: ..... 
c:1:1 

IAIE A BS/WS D SR 
<:> Astartes shotgun 4 2+ 4/4 Rng • 
<:} Boltgun 4 3+ 3/4 
(3- Bolt pistol 4 3+ 3/4 Rng • 
X Combat knife 4 3+ 3/4 
X Fists 3 3+ 3/4 

llllDIII Ill II ACTIINS 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, SCOUT, WARRIOR 

IAIE I BS/WS D SR 
<:> Heavy bolter 5 3+ 4/5 Heavy, Fusillade Pl 
{;} Missile launcher Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Frag 4 3+ 3/5 Heavy, Blast O 
- Krak 4 3+ 5/7 Heavy, APl 

X Fists 3 3+ 3/4 

llllfflll 111111 1mo1s 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, SCOUT, HEAVY GUNNER 



NAME A BS/WS D SR 
·C· Astartes shotgun 4 2+ 4/4 Rng e, Balanced 
<) Boltgun 4 2+ 3/4 

<)· Bolt pistol 4 2+ 3/4 Rng e 
X Chainsword 4 2+ 4/5 

X Fists 3 3+ 3/4 

ABllfflll UNIDUI ACTIONS 

SPACE MARIN Et, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, LEADER, SCOUT, SERGEANT 

A BS/IS D 
4 
3 

2+ 3/3 

3+ 3/4 

Camo Cloak: Each time a shooting atta ck  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 i ce  can  be reta ined as a successful norma l  save as a result 
of Cover. 

SR 
Heavy, Silent 

111gu1 1mo11 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, SCOUT, SNIPER 

21 
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:::a::::-.... 
:::a::::-

.... 
c:,:a 

MW1 



22 
I 11/11 I 
4 
3 

2+ 
3+ 

3/3 
3/4 

Camo Cloak: Each time a shooting attack is made aga inst this 
operative, i n  the Roll Defence Dice step of that shooting attack, 
before rol l i ng your defence d ice, if it is in Cover, one add itiona l  
d ice can  be reta ined as a successful norma l  save as a result 
of Cover. 

II 

Heavy, Silent, Balanced 

111111 mllll 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, <CHAPTER>, LEADER, SCOUT, SNIPER SERGEANT 

MW1 



NIii I BI/IS D SR 
{;) Deathwatch boltgun Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Dragonfire 4 3+ 3/4 No Cover 
- Hellfi re 4 3+ 3/4 
- Kraken 4 3+ 3/4 
- Vengeance 4 3+ 4/4 

Rending 
P1 

{)· Deathwatch shotgun Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Cryptclearer 4 3+ 4/4 
- Wyrmsbreath 5 2+ 2/2 
- Xenopurge 4 2+ 3/5 

<:> Stalker pattern boltgun 4 3+ 3/4 
<) Storm bolter 4 3+ 3/4 
X Fists 4 3+ 3/4 
X Power weapon 4 3+ 4/6 

Allffllfl 

Rng ., TorrentO 
Rng e 

Heavy, AP1 
Relentless 

Lethal 5+ 

Dllllf ACTIIII 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, DEATHWATCH, DEATHWATCH VETERAN, WARRIOR 

P1 



NAME I BS/1S D SR --------
<) Bolt pistol 4 3+ 3/4 Rng • 
<:} Grav-pistol 4 3+ 4/5 Rng *· AP1 , Grav* 
<:} Hand flamer 4 2+ 2/2 Rng *· Torrent A 
<:} Inferno pistol 4 3+ 5/3 Rng •. AP2 MW3 
{} Plasma pistol Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 3+ 5/6 
- Supercharge 4 3+ 5/6 

X Chainsword 5 3+ 4/5 
X Heavy thunder hammer 5 4+ 6/8 
X Lightning claw 5 3+ 4/5 
X Lightning claws 5 3+ 4/5 
X Power fist 5 4+ 5/7 
X Power maul 5 3+ 4/5 
X Power weapon 5 3+ 4/6 
X Thunder hammer 5 4+ 5/6 

llllRHI 
Storm Shield: If th is  operative is equ ipped with a storm sh ie ld :  

• It has a 4+ i nvu lnerab le save. 
• Each time it fights i n  combat, i n  the Resolve Successfu l H its 

step of that combat, each time it pa rries, two of your opponent's 
successfu l hits a re d iscarded ( instead of one) .  

*Grav: Each t ime th is operative makes a shooting atta ck  with th is  
weapon,  if the ta rget has an unmodified Save cha ra cteristic of  3+ 
or better, this weapon has the Letha l  4+ spec ia l  ru le for that attack. 

Rng ., AP1 
Rng ., AP2, Hot 

Lethal 5+ 
Lethal 5+, Relentless 

Brutal 

Lethal 5+ 

UNI DI ICTIINI 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, DEATHWATCH, DEATHWATCH VETERAN, FIGHTER 

Stun 

Stun 

Stun 



NAIi A BS/1S D ---- SR 
<:> Combi-flamer 5 2+ 2/2 Com bi*, Rng ., Torrent 0, Limited 
C· Combi-grav 4 3+ 4/5 Cambi*, APl , G rav*, Limited 
<:> Combi-melta 4 3+ 6/3 Combi*, Rng ., AP2, Limited MW4 
<:> Com bi-plasma Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 3+ 5/6 Cambi*, APl ,  Limited 
- Overcha rge 4 3+ 5/6 Cambi*, AP2, Hot, Limited 

{;} Deathwatch boltgun Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Dragonfire 4 3+ 3/4 No Cover 
- Hellfire 4 3+ 3/4 
- Kraken 4 3+ 3/4 
- Vengeance 4 3+ 4/4 

<:> Flamer 5 2+ 2/2 Rng *· TorrentO 
<:> Grav-gun 4 3+ 4/5 AP l ,  G rav* 
<:> Meltagun 4 3+ 6/3 Rng •, AP2 

Rending 
P l  

MW4 
<:> Plasma gun Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 3+ 5/6 APl 
- Supercha rge 4 3+ 5/6 AP2, Hot 

X Fists 3 3+ 3/4 

IBllfflll 
*Combi: An operative equ ipped with th is wea pon is also equ ipped 
with a Deathwatch bo ltg un. 

*Grav: Each time th is operative makes a shooting atta ck  with th is 
weapon, if the target has an u nmod ified Save characteristic of 3+ 
or better, th is weapon has the Letha l  4+ spec ia l  ru le for that attack. 

UNI DI ACTIONS 

SPACE MARINEI, IMPERIUM, ADEPTUS ASTARTES, DEATHWATCH, DEATHWATCH VETERAN, GUNNER 



I 11/11 I SR -----
-c;} Frag cannon Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Frag 4 3+ 4/6 Blast 0 
- Shell 4 3+ 5/6 AP1 

-c:> Heavy bolter 5 3+ 4/5 Heavy, Fusillade P1 
-CJ Heavy flamer 6 2+ 2/2 Heavy, Rng e, Torrent 0 
-c:> lnfernus heavy bolter Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Heavy bolter 5 3+ 4/5 Heavy, Fusillade Pl 
- Heavy flamer 6 2+ 2/2 Heavy, Rng e, Torrent 0 

-c:> Missile launcher Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Frag 4 3+ 3/5 Heavy, Blast O 
- Krak 4 3+ 5n Heavy, APl 

X Fists 3 3+ 3/4 

ABllfflll UNI DI ACTIONS 

SPACE MARINES, IMPERIUM, ADEPTUS ASTARTES, DEATHWATCH, DEATHWATCH VETERAN, HEAVY GUNNER 



NIii A IS/IS D II 
{;} Deathwatch boltgun Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- D ragonfire 4 2+ 3/4 No Cover 
- Hellfire 4 2+ 3/4 
- Kraken 4 2+ 3/4 
- Vengeance 4 2+ 4/4 

X Heavy thunder hammer 5 3+ 6/8 
X Power fist 5 3+ 5/7 
X Power weapon 5 2+ 4/6 
X Thunder hammer 5 3+ 5/6 
X Xenophase blade 5 2+ 4/6 

Alllfflll 
Storm Shield: If this operative is equ ipped with a storm shie ld :  

• It  has  a 4+ invulnerable save. 
• Each time it fights in combat, in the Reso lve Successful Hits 

step of that combat, each  time  it pa rries, two of your opponent's 
successful h its a re discarded ( instead  of one) .  

Designer's Note: The weapon profiles of the other weapons this 
operative can be equipped with can be found on pages 23-25. For 
each of those weapons this operative is equipped with, change its 
Ballistic SkilVWeapon Skill characteristic to 2+. 

Brutal 
Lethal 5+ 

Brutal, Lethal 5+ 

111 11 1ma11 

SPACE MARINES, IMPERIUM, ADEPTUS ASTARTES, DEATHWATCH, LEADER, DEATHWATCH VETERAN, WATCH SERGEANT 

Rending 
Pl 

Stun 

Stun 



STRATEGIC PLOYS 
If your faction is SPACE MARINEI, you can use the following 
Strategic Ploys during a game. 

B O LT E R  D I S C I P L I N E  1 C P 
Until the end of the Turning Point, each time a friendly 
SPACE MARINEI operative (excluding a SCOUT operative) 
is activated, if it does not perform a Fight action during 
that activation, it can perform two Shoot actions during 
that activation if a bolt weapon is selected for each of those 
shooting attacks. A bolt weapon is a ranged weapon that 
includes 'bolt' in its name, e.g. boltgun, heavy bolter etc. In 
the case of the infernus heavy bolter, i t  must be the heavy 
bolter profile that is selected. 

S H O C K  AS SAU LT 1 C P 
Until the end of the Turning Point, each time a friendly 
SPACE MARINEI operative (excluding a SCOUT operative) 
is activated, if it does not perform a Shoot action during 
that activation, it can perform two Fight actions during 
that activation. 

TAC T I CAL  P R E C I S I O N  1 C P 
Until the end of the Turning Point, while a friendly SPACE 
MARINEI operative is within . of and Visible to a friendly 
LEADER operative, each time it fights in combat or makes a 
shooting attack, in the Roll Attack Dice step of that combat or 
shooting attack, you can re-roll one of your attack dice. 

TACTICAL PLOYS 
If your faction is SPACE MARINEI, you can use the following 
Tactical Ploys during a game. 

T R AN S H U MAN  PHYS I O LO G Y  1 C P 
Use this Tactical Ploy in the Roll Defence Dice step of a 
shooting attack, after rolling defence dice for a friendly 
PRIMARIS operative. You can change one of your retained 
normal saves to a critical save. 

ONLY I N  D EATH DOES DUTY EN D 1 C P 
Use this Tactical Ploy when a ready friendly SPACE MARINEI 
operative is incapacitated. That operative is not removed from 
the killzone until the end of your next activation and does not 
count as being injured. 

AND  THEY  SHALL KNOW NO  F EAR  1 C P 
Use this Tactical Ploy when a friendly SPACE MARIN El 
operative is activated. Until the end of that operative's 
activation, you can ignore any or all modifiers to its APL 
characteristic and it is not injured. 

O M N I- S C RAM B L E R  1 C P 
Use this Tactical Ploy at the start of the Firefight phase. Select 
one enemy operative Visible to and within * of a friendly 
INFILTRATOR operative. Until the end of the Turning Point, 
that enemy operative cannot be activated until another enemy 
operative has been activated (unless it is the only remaining 
enemy operative). 

,M U LT I-S P E CTRUM  ARRAY 1 C P 
Use this Tactical Ploy when a friendly INCURSOR operative 
performs a Shoot action. For that action's shooting attack, 
enemy operatives are not Obscured. 

T E R ROR  T ROO P 1 C P 
Use this Tactical Ploy during a friendly REIVER operative's 
activation. Until the start of the next Turning Point: 

• Each time an enemy operative would perform a mission 
action or the Pick Up action, if this friendly REIVER 
operative is within . of that enemy operative, one additional 
action point must be subtracted to perform that action. 

• When determining control of an objective marker that friendly 
REIVER operative is within range of, treat enemy operatives' 
total APL as being 1 less. Note that this is not a modifier. 



IQU PMINT 
SPACE MARINEI operatives in your k i ll team can be equ i pped with equ i pment from this list, as specified in the mission 
sequence (see the Kill Team Core Book). Any equ i pment marked with a + can be selected a max imum of once, and each operative 
can be equ i pped with no more than one of each item. 

AUX I L I A RY G R E N A D E  LAU N C H E R+ 

[ 1  E PJ 
INTERCESSOR operative only. The operative ga ins the 
following ability for the battle: 

Auxiliary Grenade Launcher: Frag and krak grenades 
the operative is equ i pped with can be selected for use twice, 
instead of once. Each time the operative performs a Shoot 

action, if a frag or krak grenade is selected as the ranged 
weapon, an auxiliary grenade la uncher can also be sel ected. 
If it is, for that action's shooting attack(s), frag or krak 
grenades are treated as not having the Rng * and Indirect 
special rules. 

H E L I X  GAU N T L E T+ [ 2 E PJ 
INFILTRATOR WARRIOR operative only. The operative ga ins 
the MEDIC keyword until the start of the next battle and can 
perform the following action during the battle: 

Helix Gauntlet { l AP): Select one fr iendly SPACE 
MARINEI operative Visi ble to and with in _.. of th is 
operative. That operative rega ins 2D3 lost wounds. Th is 
operative cannot perform th is action whi le with in Engagement 
Range of enemy operatives. 

S M O K E  G R E NA D E  [ 3 E P J  
INCURSOR, INFILTRATOR, REIVER or SCOUT operative 
only. The operative can perform the following action dur ing 
the battle: 

S M O K E  G R E NA D E  1 A P 

Place the centre of one Smoke token on a point with in 
• of th is operative. That token creates an area of 
smoke with a O radius and unlimited u pward he ight 
(but not below) measured from the centre of that 
token. Until the end of the Turning Point, an operative 
is not Vis i ble if a Cover l ine drawn to it crosses an area 
of smoke. This operative can only perform this action 
once, and cannot perform this action while with in 
Engagement Range of enemy operatives. 

HAY W I R E  M I N E+ [ 3 E PJ 
INCURSOR WARRIOR operative only. The operative can 
perform the following  action dur ing the battle: 

HAY W I R E  M I N E  1 AP 

Place a Haywire M ine token with in  _.. of this operative. 
Th is operative can only perform this action once, and 
cannot perform th is action wh i le with in Engagement 
Range of enemy operatives. If this operative is 
incapacitated and removed from the k i llzone, remove its 
Haywire M ine token. 

The operative is equ i pped with the following 
ranged weapon: 

Name A 

Haywi re m i ne  4 

Special Rules 

Detonate*, S i l ent 

! 
Stun 

BS 0 

2+ 4/5 

* Detonate: Each time this operative makes a Shoot 

action using its haywire mine, make a shooting attack 
against each operative with in . of the centre of its 
Haywire Mine token with that weapon. When mak ing 
those shooting attacks, each operative is treated as 
being Visible, but when determin ing if it is in Cover, 
treat th is operative's Haywire Mine token as the active 
operative. Then remove this operative's Haywire Mine 
token. An operative cannot make a shooting attack 
with this weapon by performing an Overwatch action, 
or if its Haywire Mine token is not in the k illzone. 



S H O C K  G R E N A D E  [ 3 E PJ 
REIVER operative only. The operative can perform the 
following action during the battle: 

S H O C K  G R E N A D E  1 A P 

Select one point on the killzone within . of this 
operative. Roll one 06 for each operative within 0 
of that point, subtracting 1 from the result if they are 
not Visible to this operative. On a 4+, subtract 1 from 
that operative's APL.  This operative can only perform 
this action once, and cannot perform this action while 
within Engagement Range of enemy operatives. 

F RAG G R E N A D E  [ 2 E PJ 
The operative is equipped with the following ranged weapon 
for the battle: 

Na11 

Frag g renade 
s ecial Rules 

I 

4 

Rng •, Lim ited, B l a st 0, I nd i rect 

KRAK  G R E N A D E  [ 3 E PJ 

BI D 

3+ 2/3 

The operative is equipped with the following ranged weapon 
for the battle. It cannot make a shooting attack with this 
weapon by performing an Overwatch action: 

Na11 I BI D 

Krak g renade 4 3+ 4/5 

I ecial Rules 

Rng ., Lim ited, AP 1 ,  I nd i re ct 

P U R I TY  S EA L  [ 3 E PJ 
The operative gains the following ability for the battle: 

Purity Seal: 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 (see the Kill Team Core Book) without spending 
any CP 

S U S P E N SO R  SYST E M  [ 3 E PJ 
The operative gains the following ability for the battle: 

Suspensor System: The Heavy special rule of ranged 
weapons the operative is equipped with is treated differently. 
Instead, an operative cannot move more than 3 0 in the 
same activation in which it performs a Shoot action with any 
of those ranged weapons. 

G RAPN E L  LAU N C H E R  [ 1 E PJ 
REIVER operative only. The operative gains the following 
ability for the battle: 

Grapnel Launcher: 

• Each time this operative ascends or descends a terrain 
feature while climbing, the first vertical distance of up to 3 
0 it travels is counted as O for that climb. 

• This operative does not need to be within _... of a physical 
and climbable part of a terrain feature in order to climb it. 

• Each time this operative drops, the intended location can 
be any vertical distance from the level it occupies. 

• Each time this operative drops, it counts any vertical 
distance it travels as half for that drop. 

G R AV- C H UT E  [ 2 E P J  
REIVER operative only. The operative gains the following 
ability for the battle: 

Grav-chute: 

• During the mission sequence, after resolving your 
selected option in the Scouting step, if this operative is 
wholly within your drop zone, it can perform a Grav-chute 
insertion. If it does so, you can perform a free Normal 
Move action with this operative. For that action, it has a 
Movement characteristic of 2 0 and can FLY. 

• Each time this operative moves off a Vantage Point, for that 
move, it can move as though it can FLY, so long as it does 
not move higher than that Vantage Point and ends that 
move lower than that Vantage Point. 

AUSP EX+ [ 3 E PJ 
The operative can perform the following action during 
the battle: 

AU S P E X  2AP  

Select one friendly SPACE MARINEI operative within 
• of and Visible to this operative. Until the end of 
the Turning Point, that operative's ranged weapons 
are treated as having the No Cover special rule. This 
operative cannot perform this action while within 
Engagement Range of enemy operatives. 



• GRIY KNIGHTS ' 
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GRIY KNIGHT Kill 11AM 
� A GREY KNIGHTI kill team includes one GREY KNIGHT JUSTICAR operative equipped with a storm bolter and one of the 

following options: 
• Nemesis daemon hammer, nemesis falchions, nemesis force weapon or nemesis warding stave 

� It also includes four GREY KNIGHTI operatives selected from the following list: 
• GREY KNIGHT WARRIOR equipped with a storm bolter and one of the following options: 

o Nemesis daemon hammer, nemesis falchions, nemesis force weapon or nemesis warding stave 
• GREY KNIGHT GUNNER equipped with fists and one of the following options: 

o Incinerator, psilencer or psycannon 

Your kill team can only include up to one GREY KNIGHT GUNNER operative. 

PSYCHIC POWERS 
Each time a friendly GREY KNIGHTI operative performs 
the Manifest Psychic Power action, select one 
psychic power from the l ist below to be resolved. 

A R M O U R E D  R E S I L I EN C E  
Until the end of the Turning Point, improve this 
operative's Save characteristic by 1 .  

HAM M E R H A N D 
Until the end of the Turning Point, each time this 
operative fights in combat, in the Resolve Successful 
Hits step of that combat, the first time it strikes, inflict 1 
additional damage on the target. 

ASTRAL  A I M  
Until the end of the Turning Point, this operative's 
ranged weapons gain the No Cover special rule. 

31 < 



<) Storm bolter 
X Nemesis daemon hammer 
X Nemesis falchions 
X Nemesis force weapon 
X Nemesis warding stave 

lllffllll 

A BS/WS 

4 3+ 
5 4+ 
5 3+ 
5 3+ 
5 3+ 

D SR 

3/4 Relentless 
5/6 Stun 
4/5 Relentless 
4/6 Lethal 5+ 
4/5 Stun 

UNIIUE 1mo11 

Manifest Psychic Power (1AP): Psych ic  action .  Resolve a GREY 
KNIGHTI psych ic  power, as specified on page 3 1 .  

GREY KNIGHTI, IMPERIUM, SANCTIC ASTARTES, <BROTHERHOOD>, PSYKER, WARRIOR 

1111 I BI/II o. SR 

<:> Incinerator 6 2+ 2/3 Heavy, Rng •, Torrent 0 
<:> Psilencer 6 3+ 3/4 Heavy, Fusillade 
<:> Psycannon 5 3+ 4/6 Heavy 
X Fists 4 3+ 3/4 

lllllTIEB UNI BE ICTIOII 

Manifest Psych ic Power (1AP): Psych ic  a ction. Resolve a GREY 
KNIGHTI psych ic  power, as specified on page 3 1 .  

GREY KN[GHTI, IMPERIUM, SANCTIC ASTARTES, <BROTHERHOOD>, PSYKER, GUNNER 



I 11/11 
<:> Storm bolter 4 2+ 
X Nemesis daemon hammer 5 3+ 
X Nemesis falchions 5 2+ 
X Nemesis force weapon 5 2+ 
X Nemesis ward ing stave 5 2+ 

IBllffllS 

D 
3/4 
5/6 
4/5 
4/6 
4/5 

II 
Relentless 

Relentless 
Lethal 5+ 

Stun 

Stun 

Manifest Psychic Power (1AP): Psyc hic action .  Resolve a GREY 
KNIGHTt psych ic  power, as spec ified on page 31 . 

GREY KNIGHTt, IMPERIUM, SANCTIC ASTARTES, <BROTHERHOOD>, PSYKER, LEADER, JUSTICAR 



> 34 

STRATIG IC PLOYS 
If your faction is GREY KNIGHTt, you can use the following Strategic Ploys during a game. 

BO LT E R  D I S C I P L I N E 1 C P 
Until the end of the Turning Point, each time a friendly GREY 
KNIGHTt operative is activated, if it does not perform a 
Fight action during that activation, it can perform two Shoot 

actions during that activation if a storm bolter is selected for 
each of those shooting attacks. 

S H O C K  ASSAU LT 1 C P 
Until the end of the Turning Point, each time a friendly GREY 
KNIGHTt operative is activated, if it does not perform a 
Shoot action during that activation, it can perform two Fight 

actions during that activation. 

T I D E  O F  S H A DOWS  1 C P 
Until the end of the Turning Point, each time an enemy 
operative on a Vantage Point makes a shooting attack, each 
friendly GREY KNIGHTt operative that has a Conceal order, 
is in Cover provided by Light terrain and is more than * 
from that enemy operative cannot be treated as being on 
an Engage order for that shooting attack as a result of that 
Vantage Point. 

T I D E  O F  C E L E R I T Y  1 C P 
Until the end of the Turning Point, each time a friendly GREY 
KNIGHTt operative performs a Charge action, it can move an 
additional • for that action. 



TACTICAl PlOYS 
I f  your faction is GREY KNIGHTI, you can use the following Tactical Ploys during a game. 

ONLY IN  D EATH DOES DUTY E N D  1 C P 
Use this Tactical Ploy when a ready friendly GREY KNIGHTI 
operative is incapacitated. That operative is not removed from 
the killzone until the end of your next activation and does not 
count as being injured. 

EQU IPMENT 

AND  THEY  SHALL KNOW NO FEAR 1 C P 
Use this Tactical Ploy when a friendly GREY KNIGHTI 
operative is activated. Until the end of that operative's 
activation, you can ignore any or all modifiers to its APL 
characteristic and it is not injured. 

GREY KNIGHTI 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. 

PSYBOLT A M M U N I T I O N+ [ 3 E PJ 
Select one storm bolter the operative is equipped with. Add 1 
to that weapon's Damage characteristics for the battle. 

SAN C T I C  B LE S S I N G  [ 2 E PJ 
The operative gains the following ability for the battle: 

Sanctic Blessing: Once per battle, during this operative's 
activation, it can perform a free Manifest Psychic 
Power action. 

H E XAG RA M M I C  WAR D+ [ 2 E P] 
The operative gains the following ability for the battle: 

Hexagrammic Ward: Once per battle, when an enemy 
operative that is Visible to this operative performs a psychic 
action, this operative can use this ability. If it does so, roll one 
D6: on a 3+, that action's psychic power is not resolved (the 
action points subtracted for that action are not refunded). 

T R U E S I LV E R  A R M O U R+ [ 3 E P] 
This operative has a Save characteristic of 2+ for the battle. 

P U R I TY S EA L  [ 3 E P] 
The operative gains the following ability for the battle: 

Purity Seal :  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 (see the Kill Team Core Book) without spending 
any CP. 

PSYK-OUT  G R E N A D E  [ 2 E PJ 
The operative is equipped with the following ranged weapon 
for the battle: 

Name 

Psyk-out g renade  

s 11:ial Rules 

I 

4 

IS D 

3+ 1/1 

Rng •, Lim ited, B l ast 0, I n d i re ct, Psyk-out* 

* Psyk-out: Each time a shooting attack is made with this 
weapon, if the target has the PSYKER or DAEMON keyword, 
for that shooting attack, change its Damage characteristics to 
3/5 and it has the Lethal 5+ special rule. 

35 < 
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�IF ASTHA MlllTAHUM 

IMPIRIAl GUARD Kill TIAM 
An IMPERIAL GUARDI kill team consists of two fire teams selected from the following list: 

• GUARDSMAN 
• TEMPESTUS SCION 

ARCHITYPI: SICURITY 

GUARDSMAN f IHI 11AM 
J.,, A GUARDSMAN fire team includes seven GUARDSMAN operatives selected from the following list: 

• GUARDSMAN TROOPER 
• GUARDSMAN COMMS 
• GUARDSMAN GUNNER equipped with:  bayonet; flamer 
• GUARDSMAN GUNNER equipped with: bayonet; grenade launcher 
• GUARDSMAN GUNNER equipped with: bayonet; meltagun 
• GUARDSMAN GUNNER equipped with:  bayonet; plasma gun 
• GUARDSMAN GUNNER equipped with: bayonet; sniper rifle 

Other than GUARDSMAN TROOPER operatives, each GUARDSMAN fire team can only include up to three of the operatives 
above. Other than GUARDSMAN TROOPER operatives, your kill team can only include each operative above once. 

)," If your kil l team does not include any other LEADER operatives, instead of seiecting one GUARDSMAN TROOPER operative 
for one GUARDSMAN fire team, you can select one GUARDSMAN SERGEANT operative equipped with one option from 
each of the following: 
• Bolt pistol, laspistol or plasma pistol 
• Chainsword or power weapon 

ARCHITYPI: SICURITY / SHK AND DISTRDY / INfllTRATIDN / RICDN 

TIIPISTUS SCION f IHI 11AM 
J.,, A TEMPESTUS SCION fire team includes five TEMPESTUS SCION operatives selected from the following list: 

• TEMPESTUS SCION TROOPER 
• TEMPESTUS SCION COMMS 
• TEMPESTUS SCION GUNNER equipped with:  gun butt; flamer 
• TEMPESTUS SCION GUNNER equipped with: gun butt; grenade launcher 
• TEMPESTUS SCION GUNNER equipped with: gun butt; hot-shot volley gun 
• TEMPESTUS SCION GUNNER equipped with:  gun butt; meltagun 
• TEMPESTUS SCION GUNNER equipped with: gun butt; plasma gun 

Each TEMPESTUS SCION fire team can only include up to two TEMPESTUS SCION GUNNER operatives. Other than 
TEMPESTUS SCION TROOPER operatives, your kill team can only include each operative above once. 

J.,, If your kill team does not include any other LEADER operatives, instead of selecting one TEMPESTUS SCION TROOPER 
operative for one TEMPESTUS SCION fire team, you can select one TEMPESTOR operative equipped with one option from 
each of the following: 
• Bolt pistol, hot-shot laspistol or plasma pistol 
• Chainsword, power fist or power weapon 



NAIi A BS/WS D SR 

<:> Lasgun 4 4+ 2/3 

X Bayonet 3 4+ 2/3 

AllllTIII 111111 ACTIIII 

IMPERIAL GUARDI, IMPERIUM, ASTRA MILITARUM, <REGIMENT>, GUARDSMAN, TROOPER 

I 11/11 I 
4 
3 

4+ 
4+ 

2/3 

2/3 

Relay Orders: Once  in  each  Turn ing Po int, when this operative 
is issued a G ua rdsman O rder  (pg  41 ), it c an  relay it. If an order 
i s  re layed, subtract 1 from th is  operative's APL and  a l l  friend ly 
GUARDSMAN operatives in the ki l lzone a re issued that orde r. 

Signal ( 1AP): Select one friend ly GUARDSMAN ope rative with in * of a nd Visible to this operative. Add 1 to the friend ly operative·s 
APL. This operative cannot perform this a ction while with in 
Engagement Range of enemy operatives. 

IMPERIAL GUARDI, IMPERIUM, ASTRA M ILITARUM, <REGIMENT>, GUARDSMAN, COMMS 

37 < 

,,r 

:::DI 

::a 
:::DI 

!! 
:::DI ::a 
c:::: -



I 11/11 I SR 
,C; Flamer 5 2+ 2/2 Rng •, Torrent 0 
<:} Grenade launcher Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Frag 4 4+ 2/4 Blast O 
- Krak 4 4+ 4/5 APl 

<:} Meltagun 4 4+ 6/3 Rng ., AP2 MW4 
<:} Plasma gun Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 4+ 5/6 APl 
- Supercharge 4 4+ 5/6 AP2, Hot 

<> Sniper rifle 4 3+ 3/3 Heavy, Silent MWl 
X Bayonet 3 4+ 2/3 

Allllllll ---------------- UIIIIE ICTIDII 

IMPERIAL GUARDI, IMPERIUM, ASTRA MILITARUM, <REGIMENT>, GUARDSMAN, GUNNER 

1111 I 11/11 I II 
<:} Bolt pistol 4 3+ 3/4 Rng • 
{:} Laspistol 4 3+ 2/3 Rng • 
{) Plasma pistol Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 3+ 5/6 Rng •, APl 
- Supercharge 4 3+ 5/6 Rng •, AP2, Hot 

X Chainsword 4 4+ 3/4 
X Power weapon 4 4+ 4/6 Lethal 5+ 

AllllTHI UIIDIE ICTIIII 

lMPERrAL GUARDI, IMPERIUM, ASTRA MILITARUM, <REGIMENT>, LEADER, GUARDSMAN, SERGEANT 



lllf 

<:> Hot-shot lasgun 
X Gun butt 

IBlllilll 

I BS/WS D 
4 

3 

3+ 3/4 
3+ 2/3 

II 

IMPERIAL GUARDI, IMPERIUM, ASTRA MILITARUM, <TEMPESTUS REGIMENT>, TEMPESTUS SCION, TROOPER 

<:> Hot-shot lasgun 
X Gun butt 

IBllfflll 

I a/II I 

4 

3 

3+ 3/4 
4+ 2/3 

II 

Signal (1AP): Select one friend ly TEMPESTUS SCION operative 
in the ki l lzone. Add 1 to its APL. This operative cannot perform 
this a ction whi le  with in Engagement Range of enemy operatives. 
This operative can  perform this a ction more than  once du ring 
its activation. 

IMPERIAL GUARDI, IMPERIUM, ASTRA MILITARUM, <TEMPESTUS REGIMENT>, TEMPESTUS SCION, COMMS 
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NIii I BS/IS D SR 

{:)- Flamer 5 2+ 2/2 Rng •, Torrent 0 
{:)- Grenade launcher Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Frag 4 3+ 2/4 Blast 0 
- Krak 4 3+ 4/5 AP1 

{) Hot-shot volley gun 5 3+ 3/4 Fusillade P1 
{:)- Meltagun 4 3+ 6/3 Rng ., AP2 MW4 
{:)- Plasma gun Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 3+ 5/6 AP1 
- Supercharge 4 3+ 5/6 AP2, Hot 

X Gun butt 3 3+ 2/3 

Alllfflll 011101 ACTIDII -------------

IMPERIAL GUARDI, IMPERIUM, ASTRA MILITARUM, <TEMPESTUS REGIMENT>, TEMPESTUS SCION, GUNNER 

1111 I BS/11 D SI 
{:)- Bolt pistol 4 2+ 3/4 Rng • 
{:)- Hot-shot laspistol 4 2+ 3/4 Rng • 
{:)- Plasma pistol Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 2+ 5/6 Rng •, APl 
- Supercharge 4 2+ 5/6 Rng •, AP2, Hot 

X Chainsword ··-··- -··-·-··- ····-······- 4 3+ 3/4 
X Power fist 4 4+ 5/7 
X Power weapon 4 3+ 4/6 Lethal 5+ 

11110111 
Accompl ished Leader: In each  of your Strategy phases, if this 
operative is  i n  the ki l lzone, you can use one Strateg ic  Ploy without 
spend ing any Command Points. 

IMPERIAL GUARDI, IMPERIUM, ASTRA MILITARUM, <TEMPESTUS REGIMENT>, LEADER, TEMPESTUS SCION, TEMPESTOR 



STRATEG IC PLOYS 
If your faction is IMPERIAL GUARDS, you can use the 
following Strategic Ploys during a game. 

Guardsman Orders: Each time you use one of the Strategic 
Ploys below, it takes effect as a Guardsman Order. All 
friendly TEMPESTUS SCION operatives and all friendly 
GUARDSMAN operatives within . of and Visible to a 
friendly GUARDSMAN SERGEANT operative are issued that 
Guardsman Order. 

TAK E  A I M ! 1 C P 
Until the end of the Turning Point, each time a friendly 
operative that was issued this Guardsman Order makes a 
shooting attack, in the Roll Attack Dice step of that shooting 
attack, you can re-roll any or all of your attack dice results of 1 .  

TAK E  COV E R ! 1 C P 
Until the end of the Turning Point, each time a shooting 
attack is made against a friendly operative that was issued 
this Guardsman Order, in the Roll Defence Dice step of that 
shooting attack, if it is in Cover, you can re-roll any or all of 
your defence dice results of 1 .  

F I X  BAYON ETS ! 1 C P 
Until the end of the Turning Point, each time a friendly 
operative that was issued this Guardsman Order fights in 
combat, in the Roll Attack Dice step of that combat, you can 
re-roll any or all of your attack dice results of 1 .  

M OV E ! M OV E ! M OV E ! 1 C P 
Until the end of the Turning Point, each time a friendly 
operative that was issued this Guardsman Order is 
activated, until the end of that activation, add • to its 
Movement characteristic. 

S PE C I A L  FO R C E S  1 C P 
Select the Pick Up action or one mission action friendly 
TEMPESTUS SCION operatives can perform. Until the end of 
the Turning Point, each time a friendly TEMPESTUS SCION 
operative is activated, it can perform that action for one less 
AP (to a minimum of OAP). 

TACTICAL PLOYS 
I f  your faction is IMPERIAL GUARDI, you can use the 
following Tactical Ploy during a game. 

B R I N G  I T  D OWN ! 1 C P 
Use this Tactical Ploy after a friendly IMPERIAL GUARDI 
operative makes a shooting attack. Until the end of the 
Turning Point, each time another friendly IMPERIAL GUAROI 
operative makes a shooting attack against the target of 
that shooting attack, in the Roll Attack Dice step of that 
subsequent shooting attack, you can re-roll any or all of your 
attack dice. 
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IQUIPIINT 
IMPERIAL GUARDI 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. 

F RAG G R ENAD E [ 2 EP ]  
The operative is equipped with the following ranged weapon 
for the battle: 

Name A BS 0 

Frag g renade  
_____ 4 3+ 2/3 

Special Rules 

Rng •, Lim ited, B l ast 0, I nd i rect 

KRAK  G R E N A D E  [ 3 E P] 
The operative is equipped with the following ranged weapon 
for the battle. It can not make a shooting attack with this 
weapon by performing an Overwatch action: 

NIii A BS 

Krak g renade  4 3+ 

Special Rules 

R .... ,. . L;m ·1t,..,.j AP 1 1 n ,.j = �e""' 
1 1 � , 1 1 1  t: U ,  1

1 
I I U I I  � l  

M E DI K I P  [ 2 E P] 
The operative can perform the following action during 
the battle: 

0 

4/5 

M E D I  K I T  1 A P 

Select one friendly IMPERIAL GUARDI operative 
within £. of and Visible to this operative. That 
operative regains 2 D3 lost wounds. This operative 
cannot perform this action while within Engagement 
Range of enemy operatives. 

CARAPAC E ARMOU R [ 3 E P ]  
GUARDSMAN operative only. The operative has a 4+ Save 
characteristic for the battle. 

S C I ON  BLAD E [ 1 E P] 
TEMPESTUS SCION operative only. The operative is equipped 
with the following melee weapon for the battle: 

Name I 

Sc ion  b l ade  3 

IS 0 

3+ 3/4 

REG I M E NTA L  S TA N DAR D+ [ 3 E PJ 
The operative gains the following ability for the battle: 

Regimental Standard: When determining control of an 
objective marker, treat this operative's APL 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). 

The operative can perform the following action during 
the battle: 

I 

PLANT THE STANDARD 1 A P 

Until the end of the Turning Point, while this operative 
is Visible to and within . of a friendly IMPERIAL 
GUARDI operative with the same <REGIMENT> 
or <TEMPESTUS REGIMENT> keyword as this 
operative, that friendly operative is inspired by the 
regimental standard. While an operative is inspired 
by the regimental standard, each time a shooting 
attack is made against it, in the Roll Defence Dice 
step of that shooting attack, you can re-roll one of your 
defence dice. 



(i) ADEPTUS MECHANICUS 

f ORG I  IOR lD Ki ll 11AM 
A FORGE WORLD9 kill team consists of two fire teams selected from the following list: 

• SKITARII RANGER 
• SKITARII VANGUARD 
• SICARIAN 

ARCHETYPE: RECDN / SECURITY 

SKITARII RANGER f IHI TEAM 
� A SKITARII RANGER fire team includes five SKITARII RANGER operatives selected from the following list: 

• SKITARII RANGER TROOPER 
• SKITARII RANGER GUNNER equipped with: gun butt; arc rifle 
• SKITARII RANGER GUNNER equipped with: gun butt; plasma caliver 
• SKITARII RANGER GUNNER equipped with: gun butt; transuranic arquebus 

Each SKITARII RANGER fire team can only include up to two SKITARII RANGER GUNNER operatives, each of which must be 
equipped with different ranged weapons. 

� If your k i ll team does not include any other LEADER operatives, one SKITARII RANGER fire team can also include one 
SKITARII RANGER ALPHA operative equipped with one of the following options: 
• Gun butt; galvanic rifle 
• One option from each of the following: 

o Arc pistol, phosphor blast pistol or radium pistol 
o Arc maul, power weapon or taser goad 

ARCHETYPE: SECURITY 

SKITARII VANGUARD f IHI TEAM 
� A SKITARII VANGUARD fire team includes five SKITARII VANGUARD operatives selected from the following list: 

• SKITARII VANGUARD TROOPER 
• SKITARII VANGUARD GUNNER equipped with: gun butt; arc rifle 
• SKITARII VANGUARD GUNNER equipped with: gun butt; plasma caliver 
• SKITARII VANGUARD GUNNER equipped with: gun butt; transuranic arquebus 

Each SKITARII VANGUARD fire team can only include up to two SKITARII VANGUARD GUNNER operatives, each of which 
must be equipped with different ranged weapons. 

� If your kill team does not include any other LEADER operatives, one SKITARII VANGUARD fire team can also include one 
SKITARII VANGUARD ALPHA operative equipped with one of the following options: 
• Gun butt; radium carbine 
• One option from each of the following: 

o Arc pistol, phosphor blast pistol or radium pistol 
o Arc maul, power weapon or taser goad 



ARCHITYPE: SEEK ANO DESTROY / INfllTRATIDN / RECON 

SICARIAN f IHI TEAM 
J.,, A SICARIAN fire team includes four SICARIAN operatives selected from the following list: 

• SICARIAN RUSTSTALKER TROOPER each separately equipped with one of the following options: 
o Chordclaw and transonic razor, or transonic blades 

• SICARIAN INFILTRATOR TROOPER each separately equipped with one option from each of the following: 
o Flechette blaster or stubcarbine 
o Power weapon or taser goad 

J.,, If your kill team does not include any other LEADER operatives, instead of selecting one SICARIAN TROOPER operative for 
one SICARIAN fire team, you can either select one SICARIAN RUSTSTALKER PRINCEPS operative equipped with one of the 
following options: 
• Chordclaw and transonic razor, or transonic blades 
Or one SICARIAN INFILTRATOR PRINCEPS operative equipped with one option from each of the following: 
• Flechette blaster or stubcarbine 
• Power weapon or taser goad 



<:> Galvan ic rifle 
X. Gun butt 

IBllRIIS 

I 88/18 

4 3+ 
3 4+ 

D SR 
3/4 Heavy 
2/3 

011101 ICTIOIS 

FORGE WORLDI, IMPERIUM, ADEPTUS MECHANICUS, <FORGE WORLD>, SKITARII, RANGER, TROOPER 

NIii A BS/11 D SR 

Pl 

<:> Arc rifle 4 3+ 4/5 APl Stun 
<:> Plasma caliver Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 3+ 5/6 AP1 
- Supercharge 4 3+ 5/6 AP2, Hot 

<:> Transuranic arquebus 4 2+ 5/4 AP1 ,  Heavy, Unwieldy MW2 
X. Gun butt 3 4+ 2/3 

UIUTIIS 011101 1mo11 

FORGE WORLDI, IMPERIUM, ADEPTUS MECHANICUS, <FORGE WORLD>, SKITARII, RANGER, GUNNER 
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A BS/WS D SR 
·O· Arc p istol 4 2+ 4/5 Rng ., APl 
<:> Galvanic rifle 4 2+ 3/4 Heavy 
<:> Phosphor blast p istol 4 2+ 4/5 Rng •, Blast � 
<:> Radium pistol 4 2+ 2/3 Rng * 
X Arc maul 4 4+ 4/5 
X Gun butt 3 4+ 2/3 
X Power weapon 4 4+ 4/6 Lethal 5+ 
X Taser goad 4 4+ 3/4 Lethal 5+ 

lllllTIII Ill UI ICTIIII 

FORGE WORLDI, IMPERIUM, ADEPTUS MECHANICUS, <FORGE WORLD>, LEADER, SKITARII, RANGER, ALPHA 

I IS/WI I ------------
4 3+ 2/3 
3 4+ 2/3 

SR 

Ill 1 1£11111 

FORGE WORlDI, IMPERIUM, ADEPTUS MECHANICUS, <FORGE WORLD>, SKITARII, VANGUARD, TROOPER 

Stun 
Pl 

Rend ing 
Stun 

Stun 

Rending 



Ml A IS/IS I BI 

·(} Arc rifle 4 3+ 4/5 AP1 Stun 
<:} Plasma caliver Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 3+ 5/6 APl 
- Supercharge 4 3+ 5/6 AP2, Hot 

<:} Transuranic arquebus 4 2+ 5/4 AP1 ,  Heavy, Unwieldy MW2 
X Gun butt 3 4+ 2/3 

llllDIIS 

FORGE WORLD9, IMPERIUM, ADEPTUS MECHANICUS, <FORGE WORLD>, SKITARII, VANGUARD, GUNNER 

1111 I 81/11 I SR 
<:} Arc pistol 4 2+ 4/5 Rng .,AP1 
<)· Phosphor blast pistol 4 2+ 4/5 Rng •, Blast• 
<:} Radium carbine 4 2+ 2/3 
<:> Radium pistol 4 2+ 2/3 Rng • 
X Arc maul 4 4+ 4/5 
X Gun butt 3 4+ 2/3 
X Power weapon 4 4+ 4/6 Lethal 5+ 
X Taser goad 4 4+ 3/4 Lethal 5+ 

111m11s 111111 WIDIS 

FORGE WORLDI, IMPERIUM, ADEPTUS MECHANICUS, <FORGE WORLD>, LEADER, SKITARII, VANGUARD, ALPHA 

Stun 

Rending 
Rending 

Stun 

Stun 
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IIIE I BS/IS D SR -----------------------------
x Chordclaw and transonic razor 5 3+ 4/5 Balanced 
X Transonic blades 5 3+ 4/6 

ABlllTIII UNI UI ACTIDII 

FORGE WORLDI, IMPERIUM, ADEPTUS MECHANICUS, <FORGE WORLD>, SKITARII, SICARIAN, RUSTSTALKER, TROOPER 

I IS/IS D 
X Chordclaw and transonic razor 5 

5 
2+ 4/5 
2+ 4/6 

IB 
Balanced 

Ill UI ICTIDIS 

FORGE WORLDI, IMPERIUM, ADEPTUS MECHANICUS, <FORGE WORLD>, SKITARII, LEADER, SICARIAN, RUSTSTALKER, PRINCEPS 

Rending 

Rending 



<:> Flechette blaster 
<) Stubcarbine 
X Power weapon 
X Taser goad 

ABllffllS 

I BS/WS 

5 3+ 
4 3+ 
4 3+ 
4 3+ 

D SR 

2/3 Relentless, Fusillade, Rng • 
3/4 Ceaseless 
4/6 Lethal 5+ 
3/4 Lethal 5+ 

UNI II 1m11s 

FORGE WORLDI, IMPERIUM, ADEPTUS MECHANICUS, <FORGE WORL D>, SKITARII, SICARIAN, INFILTRATOR, TROOPER 

NAME I BS/WS D SR 
<) Flechette blaste r 5 2+ 2/3 Relentless, Fusillade, Rng • 
<:> Stubca rbine 4 2+ 3/4 Ceaseless 
X Power weapon 4 3+ 4/6 Lethal 5+ 
X Tase r goad 4 3+ 3/4 Lethal 5+ 

ABlllTIIS Ill II ICTIINS 

FORGE WORLDI, IMPERIUM, ADEPTUS MECHANICUS, <FORGE WORLD>, SKITARII, LEADER, SICARIAN, INFILTRATOR, PRINCEPS 
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STRATEG IC PLOYS 
If your faction is FORGE WORLDI, you can use the following Strategic Ploys during a game. 

PROT ECTO R  I M PE RAT IV E  1 C P 
Until the end of the Turning Point: 

• Each time a friendly FORGE WORLDI operative makes 
a shooting attack, in the Roll Attack Dice step of that 
shooting attack, you can re-roll one of your attack dice. 

• Each time a friendly FORGE WORLDI operative fights in 
combat, in the Roll Attack Dice step of that combat, you 
must re-roll one of your successful hits. 

You can only use this Strategic Ploy once. 

CONQU EROR  I M PE RAT I VE 1 C P 
Until the end of the Turning Point: 

• Each time a friendly FORGE WORLDI operative fights in 
combat, in the Roll Attack Dice step of that combat, you 
can re-roll one of your attack dice. 

• Each time a friendly FORGE WORLDI operative makes 
a shooting attack, in the Rol l  Attack Dice step of that 
shooting attack, you must re-roll one of your successful hits. 

You can only use this Strategic Ploy once. 

TACTICAL PLOYS 

B U LWARK  I M P E RAT I V E  1 C P 
Until the end of the Turning Point: 

• Each time a shooting attack is made against a friendly 
FORGE WORLDI operative, in the Roll Defence Dice 
step of that shooting attack, you can re-roll one of your 
defence dice. 

• Subtract O from the Movement characteristic of friendly 
FORGE WORLDI operatives. 

You can only use this Strategic Ploy once. 

AGG R ES S O R  I M PE RAT I V E  1 C P 
Until the end of the Turning Point: 

• Each time a friendly FORGE WORLDI operative performs 
a Normal Move or Charge action, it can move an 
additional •· 

• Each time a shooting attack is made against a friendly 
FORGE WORLDI operative, in the Roll Defence Dice 
step of that shooting attack, you must re-roll one of your 
successful saves. 

You can only use this Strategic Ploy once 

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

N E U ROSTAT I C  I N T E R F E R E N C E  1 C P 
Use this Tactical Ploy at the start of the Firefight phase. Select 
one enemy operative Visible to and within . of a friendly 
INFILTRATOR operative. Until the end of the Turning Point, 
that enemy operative cannot be activated until another enemy 
operative has been activated (unless it is the only remaining 
enemy operative). 

CONTRO L E DI C T  1 C P 
Use this Tactical Ploy when you activate a ready friendly 
FORGE WORLDI LEADER operative. Select one other ready 
friendly FORGE WORLDI operative Visible to and within . of 
that LEADER operative. At the end of that LEADER operative's 
activation, you can activate that other ready friendly operative. 



IQUIPMINT 
FORGE WORLDt 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. 

E N HAN C E D  B I O N I C S  [ 2 E PJ 
The operative gains the following ability for the battle: 

Enhanced Bionics: Each time a shooting attack is made 
against this operative, in the Roll Defence Dice step of that 
shooting attack, you can re-roll any or all of your defence dice 
results of 1 .  

O M N I S PEX+ [ 2 E PJ 
The operative can perform the following action during 
the battle: 

O M N I S P E X  1 A P 

Select one friendly FORGE WORLDt operative within 
• of and Visible to this operative, then select one 
enemy operative. Until the end of the Turning Point, 
each time that friendly operative makes a shooting 
attack, for that shooting attack: 

• That enemy operative is not Obscured. 
• If that enemy operative is the target, that friendly 

operative's ranged weapons have the No Cover 
special rule. 

This operative cannot perform a Shoot or Fight action 
in the same activation in which it performs this action. 
An operative cannot perform this action while within 
Engagement Range of enemy operatives. 

UPLINKED  V I D- F EED  [ 2 E P] 
RANGER or VANGUARD operative only. The operative gains 
the following ability for the battle: 

Uplinked Vid-feed: Each time this operative performs an 
Overwatch action, for that action's shooting attack, do not 
worsen the Ballistic Skill characteristic of its ranged weapons 
as a result of performing an Overwatch action. 

C E N S E  B E A R E R  [ 2 E PJ 
The operative gains the following ability for the battle: 

Cense Bearer: Each time a friendly 
FORGE WORLDt operative within O of and Visible to this 
operative is activated, if it is injured, do not subtract O from 
its Movement characteristic for that activation. 

S E RVO -SKU L�  [ 2 E PJ 
The operative gains the following ability for the battle: 

Servo-skull :  This operative can perform mission actions for 
one less AP (to a minimum of OAP). 

DATA-T ETH E R+ [ 4 E PJ 
The operative can perform the following action during 
the battle: 

DATA-T E T H E R  1 A P 

You gain 1 CP. This operative cannot perform this action 
while within Engagement Range of enemy operatives. 
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' ADIPTA HRDRITAS 

ICCllSIARCHY Kill TIAM 
A ECCLESIARCHYI kill team consists of two fire teams selected from the following list: 

• BATTLE SISTER 
• REPENTIA 
• ARCO-FLAGELLANT (max one per kill team) 

ARCHITYPI: SICURITY 

BATTLI SISTIH f IHI 11AM 
)"' A BATTLE SISTER fire team includes five BATTLE SISTER operatives selected from the following list: 

• BATTLE SISTER WARRIOR 
• BATTLE SISTER ICON BEARER 
• BATTLE SISTER GUNNER each separately equipped with a gun butt and one of the following options: 

o Meltagun, Ministorum flamer or storm bolter 
• BATTLE SISTER HEAVY GUNNER each separately equipped with a gun butt and one of the following options: 

o Heavy bolter or Ministorum heavy flamer 

Each BATTLE SISTER fire team can only include up to one BATTLE SISTER GUNNER operative. Your kill team can only include 
up to one BATTLE SISTER HEAVY GUNNER operative, and it can only do so if your kill team includes two BATTLE SISTER 
fire teams. 

)"' If your kill team does not include any other LEADER operatives, instead of selecting one BATTLE SISTER WARRIOR operative 
for one BATTLE SISTER fire team, you can select one BATTLE SISTER SUPERIOR operative equipped with one option from 
each of the following: 
• Chainsword, gun butt, power maul or power weapon 
• Bolt pistol, boltgun, combi-melta, combi-plasma, condemnor boltgun, inferno pistol, Ministorum combi-flamer, Ministorum 

hand flamer or plasma pistol 

ARCHITYPI: SHK AND DISTRDY 

HIPINTIA f IHI 11AM 
)"' A REPENTIA fire team includes five SISTER REPENTIA operatives. 

)"' If your kill team does not include any other LEADER operatives, instead of selecting one SISTER REPENTIA operative for one 
REPENTIA fire team, you can select one REPENTIA SUPERIOR operative. 

ARCHHYPI: SHK AND DISTROY 

ARCO-f LAGILLANT f IHI 11AM 
)"' An ARCO-FLAGELLANT fire team includes five ARCO-FLAGELLANT operatives. 



NIIE A BS/IS D SR 

<:> Boltgun 4 3+ 3/4 

X Gun butt 3 4+ 2/3 

llllfflll UNI DI ICTIUNI 

ECCLESIARCH\'9, IMPERIUM, ADEPTUS MINISTORUM, ADEPTA SORORITAS, <ORDER>, BATTLE SISTER, WARRIOR 

1111 
<:> Boltgun 
X Gun butt 

llllfflll 

A BI/IS D 
4 
3 

3+ 

4+ 

3/4 

2/3 

I con Bearer: When determining contro l  of an objective ma rke r, 
t reat this ope rative's APL c ha racte ristic as being 1 h i gher. Note 
that this is not a modifie r. In na rrative p lay, this is cumu lative with 
the Focused Battle Hono u r  (see the Ki ll Tea m  C o re Book). 

SR 

I con of Purity (1AP): U ntil the e nd of the Tu rning Point, while 
this ope rative is Visib le to a nd with in . of a friend ly ADEPTA 
SORORITAS ope rative, that fri end ly ope rative is i nspi red by pu rity. 
While a n  ope rative is inspi red  by pu rity, each  time it fights in  
combat o r  makes a shooting atta ck, in  the  Roll Atta ck  D ice  step of 
that combat o r  shooting attack, you can  reta in  one of you r attack 
d ice  resu lts of 5+ that is a successfu l h it as a c ritica l  hit. 

ECCLESIARCH\'9, IMPERIUM, ADEPTUS MINISTORUM, ADEPTA SORORITAS, <ORDER>, BATTLE SISTER, ICON BEARER 
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+ 
<:} Meltagun 
<:} Ministorum flamer 
<:} Storm bolter 
X Gun butt 

1111m11 

I 
4 
5 
4 
3 

BI/IS 
3+ 
2+ 
3+ 
4+ 

I SI 
6/3 Rng ., AP2 
2/3 Rng •, Torrent 0 
3/4 Relentless 
2/3 

111911 BTIIB 

ECCLES(ARCHvt, IMPERIUM, ADEPTUS MINISTORUM, ADEPTA SORORITAS, <ORDER>, BATTLE SISTER, GUNNER 

1111 I 81/11 I • 
<:} Heavy bolter 5 3+ 4/5 Heavy, Fusillade 
<:} Ministorum heavy flamer 6 2+ 2/3 Heavy, Rng •, Torrent O 
X Gun butt 3 4+ 2/3 

llllfflll 11111 ICTIIII 

ECCLESIARCHVI, IMPERIUM, ADEPTUS MINISTORUM, ADEPTA SORORITAS, <ORDER>, BATTLE SISTER, HEAVY GUNNER 

MW4 

P1  



1111 I 18/18 B 
<:> Bolt pistol 4 2+ 3/4 
<:> Boltgun 4 2+ 3/4 

BI 
Ang e 

<) Combi-melta 4 2+ 6/3 Combi*, Rng e, AP2, Limited MW4 
<:> Com bi-plasma Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 2+ 5/6 Combi*, AP1 ,  Limited 
- Overcharge 4 2+ 5/6 Combi*, AP2, Hot, Limited 

<) Condemnor boltgun 4 2+ 3/3 Combi*, Silent, Limited 
<:> Inferno pistol 4 2+ 5/3 Ang ., AP2 
<:> Ministorum combi-flamer 5 2+ 2/3 Com bi*, Rng e, Torrent 0, Limited 
<:> Ministorum hand flamer 4 2+ 2/3 Ang e, Torrent .A. 

MWl , Pl 
MW3 

-C:> Plasma pistol Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 
- Standard 4 2+ 5/6 Rng e, AP1 
- Supercharge 4 2+ 5/6 Ang e, AP2, Hot 

X Chainsword 4 2+ 3/4 
X Gun butt 3 3+ 2/3 
X Power maul 4 2+ 4/5 
X Power weapon 4 2+ 4/6 

Alllfflll 

*Combi: An operative equ ipped with this weapon is a lso equ ipped 
with a boltgun .  

Lethal 5+ 

111 11 1m111 

ECCLfSIARCHY9, IMPERIUM, ADEPlllS MINISTORUM, ADEPTA SORORITAS, <ORDER>, LEADER, BATTlE SISTER, SUPERIOR 

Stun 
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1111 
X Penitent eviscerator 

I IS/IS 0 
4 4+ 5/6 

Solace in Anguish: Each time this operative wou ld lose a wound, 
rol l  one D6: on a 5+, that wound is not lost. 

SR 
Brutal Reap 2 

UNIQUI 1mo11 

ECCLESIARCHvt, IMPERIUM, ADEPTUS MINISTORUM, ADEPTA SORORITAS, <ORDER>, SISTER, REPENTIA 

I 18/18 I SR -------
5 

5 

3+ 

3+ 

2/3 

2/3 

Lethal 5+, Rng • 
Lethal 5+ 

IIIQUI ICTIDII 

Stun 
Stun 

Whip Into Fury ( 1 AP): Select one friend ly SISTER REPENTIA 
operative with in • of and  Visib le  to this operative.  Add 1 
to that friend ly ope rative's APL and, until the end of that 
operative's next a ctivation, add O to that friend ly ope rative's 
Movement characteristic .  

ECCLESIARCHYI, IMPERIUM, ADEPTUS MINISTORUM, ADEPTA SORORITAS, <ORDER>, LEADER, REPENTIA, SUPERIOR 



NAIi 
X Arca-fla i l s  

AllllTIES 

A BS/WS D -----�---
5 3+ 3/4 

Berserk Ki l l ing Machine: Each time th is  operative would 
lose a wound ,  roll one  06: on a 5+, that wound is  not lost. Th i s  
operative cannot perform m iss ion actions or Pick Up actions .  
Un less othe rwise spec ifi ed,  this operative cannot be equ ipped 
with equ ipment. 

SR 
Ceaseless 

UNIQUE ACTIONS 

ECCLESIARCHY9, IMPERIUM, ADEPTUS MINISTORUM, ARCO-FLAGELLANT 
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STRATEG IC PLOYS 
If your faction is ECCLESIARCHYI, you can use the following Strategic Ploys during a game. 

E M P E RO R ' S  G U I DAN C E  1 C P 
Until the end of the Turning Point, each time a friendly 
ADEPTA SORORITAS operative fights in combat or makes a 
shooting attack, in the Roll Attack Dice step of that combat or 
shooting attack, if you retain any critical hits, you can re-roll 
one of your attack dice. 

D IV I N E  S H I E L D  1 C P 
Until the end of the Turning Point, each time a shooting 
attack is made against a friendly ADEPTA SORORITAS 
operative, in the Roll Defence Dice step of that shooting 
attack, if you retain any critical saves, you can re-roll one of 
your failed saves. 

E X T R E M I S  T R I G G E R  W O R D  1 C P  
Until the end of the Turning Point: 

• Each time a friendly ARCO-FLAGELLANT operative 
performs a Dash or Charge action, it can move an 
additional _. for that action. 

• Arca-flails that friendly ARCO-FLAGELLANT operatives are 
equipped with gain the Lethal 5+ special rule. 

You can only use this Strategic Ploy once. 

TACTICAL PLOYS 
I f  your faction is ECCLESIARCHYI, you can use the following 
Tactical Ploys during a game. 

PENANCE  THROUGH  D EATH 1 C P 
Use this Tactical Ploy when a friendly SISTER REPENTIA or 
ARCO-FLAGELLANT operative is incapacitated in combat by 
an enemy operative. Before that friendly operative is removed 
from the killzone, select one melee weapon it is equipped with 
and roll one attack dice as if it is fighting in combat. If the 
result is a successful hit, you can immediately strike an enemy 
operative within Engagement Range of it. Then remove that 
friendly operative from the killzone as normal. 

STORM O F  RETRIBUTION 1 C P 
Use this Tactical Ploy when a friendly BATTLE SISTER GUNNER 
or friendly BATTLE SISTER HEAVY GUNNER operative is 
activated. Until the end of that operative's activation, ranged 
weapons it is equipped with lose the Heavy special rule (if they 
have it) and gain the No Cover special rule. 

DIVIN E  INTERVENTION 1 C P 
Use this Tactical Ploy in the Resolve Successful Hits step of a 
combat or shooting attack, when an attack dice would inflict 
damage on a friendly ADEPTA SORORITAS operative. Ignore 
the damage inflicted from that attack dice. 



IQU IPMINT 
ECCLESIARCHVI operatives in your kill team can be equipped with equipment from this list, as specified in the mission 
sequence (see the Kil l 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. 

ROSA R I U S+ [ 2 E PJ 
LEADER operative only. The operative gains the following 
ability for the battle: 

Rosarius: This operative has a 4+ invulnerable save. 

P H I A L  O F  R E STORAT I O N+ [ 2 E PJ 
The operative gains the following ability for the battle: 

Phial of Restoration: Once per battle, when this operative 
is activated, it can use this ability. If it does so, it regains up to 
2 03 lost wounds. 

F RAG G R E N A D E  [ 2 E PJ 
The operative is equipped with the following ranged weapon 
for the battle: 

Na1e I 

Fra g g renade  4 
saecial Rules 

Rng •, Limited ,  B l ast 0, I nd i rect 

K RAK  G R E N A D E  [ 3 E PJ 

BS D 

3+ 2/3 

The operative is equipped with the following ranged weapon 
for the battle. It cannot make a shooting attack with this 
weapon by performing an Overwatch action: 

Name 

Kra k g renade  
s ecial Rules 

Rng •, Lim ited, AP 1 ,  I n d i rect 

P U R I TY S E A L  [ 3 E PJ 

A 

4 

BS D 

3+ 4/5 

The operative gains the following ability for the battle: 

Purity Seal: 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 (see the Kill Team Core Book) without spending 
any CP. 

S COU RG I N G  BARBS  [ 2 E PJ 
SISTER REPENTIA operative only. The operative gains the 
following ability for the battle: 

Scourging Barbs: Each time this operative fights in combat, 
in the Roll Attack Dice step of that combat, you can re-roll one 
of your attack dice. If the result of that re-roll is a 1 or 2, this 
operative suffers 1 mortal wound. 
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)1 TAlDNS Of THI IMPIRDR 

TALONS O f  TH I IMPIROR 
Ki ll TIAM 
A TALONS OF THE EMPERORI kill team consists of two fire teams selected from the following list: 

• CUSTODIAN GUARD 
• SISTER OF SILENCE 

ARCHETYPE: SHK AND DESTROY / SECURITY 

CUSTODIAN GUARD f IHI TIAM 
� A CUSTODIAN GUARD fire team includes two CUSTODIAN GUARD WARRIOR operatives 

each separately equipped with one of the following options: 
• Guardian spear 
• Sentinel blade; storm shield 

� If your kill team does not include any other LEADER operatives, instead of selecting 
one CUSTODIAN GUARD WARRIOR operative for one CUSTODIAN GUARD fire team, 
you can select one CUSTODIAN GUARD LEADER operative equipped with one of the 
following options: 
• Guardian spear 
• Sentinel blade; storm shield 

1:1 ,t e: 1 i •'i u 11 � � :,;,; 1 11 1 i mi ,t I i'•l1 J e 11 :1 i i'D ,1 J H I n-
SISTIR Of SlllNCI f IHI TIAM 
� A SISTER OF SILENCE fire team includes five SISTER OF SILENCE operatives selected from 

the following list: 
• SISTER OF SILENCE PROSECUTOR 
• SISTER OF SILENCE WITCHSEEKER 
• SISTER OF SILENCE VIGILATOR 

� If your kill team does not include any other LEADER 
operatives, instead of selecting one SISTER OF 
SILENCE PROSECUTOR operative for one 
SISTER OF SILENCE fire team, you can select 
one SISTER OF SILENCE SUPERIOR operative 
equipped with one of the following options: 
• Boltgun; gun butt 
• Flamer; gun butt 
• Executioner greatblade 



NIii I BS/18 D 
<:> Guardian spear 4 2+ 3/5 
<:> Sentinel blade 4 2+ 3/4 
X Guardian spear 5 2+ 5/7 
X Sentinel blade 5 2+ 4/6 

llllfflll 

The Emperor's Chosen: Other than  the effects of Battle Scars, this 
operative cannot be in jured. You can  ignore a ny or all modifiers to 
this operative's APL and it is not affected by the Stun c riti ca l  hit rule. 

Storm Shield: If this operative is equ ipped with a storm shie ld , it 
has a 4+ invu lnerab le  save. Each  time  it fights in combat, in the 
Resolve Successfu l  H its step of that combat, each time it parries, 
two of your opponent's successfu l h its a re d iscarded ( instead  
of  one) .  

SR 

Rng e 
Lethal 5+ 
Lethal 5+ 

TALONS OF THE EMPEROR9, IMPERIUM, ADEPTUS CUSTODES, <SHIELD HOST>, CUSTODIAN GUARD, WARRIOR 

NAME I BS/IS D 

<:> Guardian spear 4 2+ 3/5 
<:> Sentinel blade 4 2+ 3/4 
X Guard ian spear 5 2+ 5/7 
X Sentinel blade 5 2+ 4/6 

Ullfflll 

The Emperor's Chosen: Other than  the effects of Battle Scars, this 
operative cannot be  inj u red. You can  ignore any or all modifiers to 
this operative's APL and it is not affected by the Stun  criti ca l  h it rule. 

Storm Shield: If this operative is  equ ipped with a storm shie ld , it 
has a 4+ invu lnera b le save. Each  time it fights in combat, i n  the 
Resolve Successfu l  H its step of that combat, each time it pa rries, 
two of your opponent's successful hits a re d iscarded ( instead 
of  one) .  

Rng e 
Lethal 5+ 
Lethal 5+ 

011 DI fflllll 

TALONS OF THE EMPERORI, IMPERIUM, ADEPTUS CUSTODES, <SHIELD HOST>, CUSTODIAN GUARD, LEADER 

P1  

P 1  

P 1  

P 1  
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82 
I IS/IS D 
4 

4 

3+ 

3+ 

3/4 

2/3 

Psychic Abomination: While an operative is with in * of a n  
ANATHEMA PSYKANA operative, it cannot perform psych ic  
a ctions. SISTER OF SILENCE operatives cannot be ta rgeted or 
affected by psychic a ctions. 

SR 

TALONS OF THE EMPERORI, IMPERIUM, ANATHEMA PSYKANA, SISTER OF SILENCE, PROSECUTOR 

I B/11 I 

5 

4 

2+ 

3+ 

2/2 

2/3 

Psychic Abomination: While an operative is with in * of a n  
ANATHEMA PSYKANA operative, i t  cannot perfo rm psych ic  
a ctions. SISTER OF SILENCE operatives cannot be  ta rgeted or 
affected by psych ic  a ctions. 

• 
Rng •, Torrent 0 

TALONS OF THE EMPERORI, IMPERIUM, ANATHEMA PSYKANA, SISTER OF SILENCE, WITCHSEEKER 



NIii 
X Executioner greatblade 

I 81/18 D 

4 3+ 4/6 

Psychic Abomination: While an operative is with in • of an  
ANATHEMA PSYKANA operative, i t  cannot perform psych i c  
actions .  SISTER OF SILENCE operatives ca nnot be  targeted or  
affected by psychic a ctions. 

SR 

Lethal 5+ 

Ill II 11:TIDIS 

TALONS OF THE EMPERORI, IMPERIUM, ANATHEMA PSYKANA, SISTER OF SILENCE, VIGILATOR 

1111 A IS/IS D 
·C· Boltgun 4 2+ 3/4 

<:> F lamer 5 2+ 2/2 

X Executioner greatblade 4 2+ 4/6 

X Gun  butt 4 2+ 2/3 

UlfflllS 

Psychic Abomination: While an operative is with in • of a n  
ANATHEMA PSYKANA operative, i t  cannot perform psych i c  
actions .  SISTER OF SILENCE operatives cannot be ta rgeted or 
affected by psych i c  a ctions. 

Rng •, Torrent 0 
Lethal 5+ 

TALONS OFTHE EMPERORI, IMPERIUM, ANATHEMA PSYKANA, LEADER, SISTER OF SILENCE, SUPERIOR 
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STRATEGIC PlOYS 
If your faction is TALONS OF  THE EMPERORI, you can use 
the following Strategic Ploys during a game. 

AEG I S  O F  TH E E M P E R O R  1 C P 
Until the end of the Turning Point, each time Critical 
Damage would be inflicted upon a friendly TALONS OF THE 
EMPERORI operative from an attack dice, you can choose for 
that attack dice to inflict Normal Damage instead. 

C R E EP I N G  D R E A D  1 C P 
Until the end of the Turning Point, while an enemy operative 
is within . of a friendly ANATHEMA PSYKANA operative, 
worsen the Ballistic Skill and Weapon Skill characteristics of 
ranged and melee weapons respectively that enemy operative 
is equipped with as if it were injured. 

P E E R LE S S  WAR R I O RS 1 C P 
Until the end of the Turning Point, each time a friendly 
ADEPTUS CUSTODES operative is activated, it can perform 
up to two Shoot and Fight actions during that activation. 

TACTICAl PlOYS 
If your faction is TALONS OF THE EMPERORI, you can use 
the following Tactical Ploys during a game. 

ARCANE G ENETIC  ALCHEMY 1 C P 
Use this Tactical Ploy in the Roll Defence Dice step of a 
shooting attack, after rolling defence dice for a friendly 
ADEPTUS CUSTODES operative. You can change one of your 
retained normal saves to a critical save. 

BROTHERHOOD O F  D EMIGODS 1 C P 
Use this Tactical Ploy at the end of the Firefight phase, or when 
it is your turn to activate an operative. Select one friendly 
ADEPTUS CUSTODES operative to perform one free action 
(this does not count as an activation). 

TALONS  1 C P 
Use this Tactical Ploy when a ready friendly TALONS OF THE 
EMPERORI operative within . of enemy operatives or within 
0 of the centre of an objective marker is activated: 

• i f  that operative is an ANATH EMA PSYKANA operative, 
select one ready friendly ADEPTUS CUSTODES operative 
Visible to and within . of it. 

• If that operative is an ADEPTUS CUSTODES operative, 
select one ready friendly ANATHEMA PSYKANA operative 
Visible to and within . of it. 

Both operatives are activated at the same time and you can 
perform their actions in any order. 



EQU IPMENT 
TALONS OF THE EMPERORI 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). Each operative can be equipped with no more than one of each item. 

OATH  PA R C H M E N T  [ 3 E P J  
The operative gains the following ability for the battle: 

Oath Parchment: 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 (see the Kill Team Core Book) without 
spending any CP. 

TAN G LE FOOT  G R E N A D E  [ 3 E PJ 
AOEPTUS CUSTODES operative only. The operative can 
perform the followi ng action during the battle: 

Tanglefoot Grenade ( l AP): Select one enemy operative 
Visible to and within . of this operative. Subtract 1 from its 
APL. This operative can only perform this action once, and 
can not perform this action while within Engagement Range of 
enemy operatives. 

M I S E R I C O R D I A  [ 2 E PJ 
ADEPTUS CUSTODES operative that is not equipped with a 
storm shield only. The operative gains the following ability for 
the battle: 

Misericordia: Each time after this operative fights in 
combat, you can use this ability. I f  you do so, roll one D6: on a 
3+, the enemy operative that fought it in that combat suffers 
2 mortal wounds. 

PSYK- O U T  G R E N A D E  [ 2 E PJ 
ANATHEMA PSYKANA operative only. The operative is 
equipped with the following ranged weapon for the battle: 

Name 
Psyk-out g re n ade  

I ecial Rules 

A BS D ����----
4 3+ 1 / 1  

Rng  ., L im ited ,  B l ast 0, I nd i rect, Psyk-out* 

* Psyk-out: Each time a shooting attack is made with this 
weapon ,  if the target has the PSYKER or DAEMON keyword, 
for that shooting attack, change its Damage characteristics to 
3/5 and it has the Lethal 5+ special rule. 

VRAT I N E  FAC E PLATE  [ 2 E P ]  
ANATHEMA PSYKANA operative only. The operative gains 
the following ability for the battle: 

Vratine Faceplate: Once per battle, when damage would be 
inflicted upon this operative from an attack dice, subtract 3 
from the damage inflicted (to a minimum of 0). 

..... =­.... 
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* HERETIC ASTARTES 

TRAITOR SPACE MARINI Kill TIAM 
A TRAITOR SPACE MARINEt kill team consists of two fire teams selected from the following list: 

• CHAOS SPACE MARINE 
• CHAOS CULTIST (max one per kill team) 

ARCHETYPE: SHK AND DI STROY / RICON / INHLTRATIDN / Sf CURITY 

CHAOS SPACE MARINI f IHI TIAI 
Ji> A CHAOS SPACE MARINE fire team includes three CHAOS SPACE MARINE operatives selected from the following list: 

• CHAOS SPACE MARINE WARRIOR each separately equipped with one of the following options: 
o Boltgun; fists 
o Bolt pistol; chainsword 

• CHAOS SPACE MARINE GUNNER each separately equipped with fists and one of the following options: 
o Flamer, meltagun or plasma gun 

• CHAOS SPACE MARINE HEAVY GUNNER each separately equipped with fists and one of the following options: 
o Heavy bolter or missile launcher 

• CHAOS SPACE MARINE ICON BEARER each separately equipped with one of the following options: 
o Boltgun; fists 
o Bolt pistol; chainsword 

You cannot include a CHAOS SPACE MARINE GUNNER operative and CHAOS SPACE MARINE HEAVY GUNNER operative in 
the same fire team. Other than CHAOS SPACE MARll"JE WARRIOR operatives, your  kil l  team can only i nclude each operative 
above once. 

Ji> If your kill team does not include any other LEADER operatives, instead of selecting one CHAOS SPACE MARINE WARRIOR 
operative for one CHAOS SPACE MARINE fire team, you can select one CHAOS SPACE MARINE ASPIRING CHAMPION 
operative equipped with one of the following options: 
• Boltgun; fists 
• One option from each of the following: 

o Bolt pistol or plasma pistol 
o Chainsword, power fist or power weapon 

ARCHHYPI: Rf CON / INHLTRATIDN 

CHAOS CUlTIST f IRE TIA 
Ji> A CHAOS CULTIST fire team includes eight CHAOS CULTIST operatives selected from the following list: 

• CHAOS CULTIST FIGHTER each separately equipped with one of the following options: 
o Autogun; gun butt 
o Autopistol; brutal assault weapon 

• CHAOS CULTIST GUNNER each separately equipped with a gun butt and one of the following options: 
o Flamer or heavy stubber 

Each CHAOS CULTIST fire team can only include up to two CHAOS CULTIST GUNNER operatives. 

Ji> If your kill team does not include any other LEADER operatives, instead of selecting one CHAOS CULTIST FIGHTER operative 
for one CHAOS CULTIST fire team, you can select one CHAOS CULTIST CHAMPION operative equipped with one of the 
following options: 
• Autogun; gun butt 
• Autopistol; brutal assault weapon 
• Shotgun; brutal assault weapon 



1111 I 11/18 I II 

·C· Boltgun 4 3+ 3/4 
-c:) Bolt pistol 4 3+ 3/4 Rng e 
X Chainsword 4 3+ 4/5 
X Fists 4 3+ 3/4 

lllllllll 

TRAITOR SPACE MARINEI, CHAOS, HERETIC ASTARTES, <LEGION>, CHAOS SPACE MARINE, WARRIOR 

I 11/11 I II 

-<:) Flamer ______ 5 2+ 2/2 ____ Rng e, Torrent 0 
-<:) Meltagun 4 3+ 6/3 Rng e, AP2 MW4 
-<:) PI asm a gun Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 3+ 5/6 AP1 
- Supercharge ---���-- 4 3+ 5/6 _ _ _ _  AP2, Hot 

X Fists _______ 3 3+ 3/4 

llllfflll Ill.I BIIIII 

TRAITOR SPACE MARINEI, CHAOS, HERETIC ASTARTES, <LEGION>, CHAOS SPACE MARINE, GUNNER 
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IIIE A BS/18 D SI -------------
·Cr Heavy bolter 5 3+ 4/5 Heavy, Fusillade Pl 
{,)- Missile launcher Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Frag 4 3+ 3/5 Heavy, Blast 0 
- Krak 4 3+ 5/7 Heavy, AP1 

.X Fists 3 3+ 3/4 

llllRIII UNIQUE ICTIIN_I _______ _ 

TRAITOR SPACE MARINEI, CHAOS, HERETIC ASTARTES, <LEGION>, CHAOS SPACE MARINE, HEAVY GUNNER 

•1 I BS/18 I 
{) Boltgun 4 3+ 3/4 
<:} Bolt pistol 4 3+ 3/4 
.X Chainsword 4 3+ 4/5 
.X Fists 4 3+ 3/4 

IIIUTIIS 
Icon Bearer: When determin ing control of an objective marke r, 
treat th is operative's APL cha racteristic as being 1 h igher. Note 
that this is not a modifier. In na rrative play, this is cumu lative with 
the Foc used Battle Honour  (see the Ki l l  Team Core Book) .  

SI 

Rng • 

Ill BI lrDINS -------------
Icon of Vengeance (1 AP): Until the end of the Turning Point, whi le 
th is operative is Vis ib le to and  with in • of a friend ly HERETIC 
ASTARTES operative, that friend ly operative is inspired by 
vengeance.  Whi le an operative is i nspired by vengeance,  each  
time i t  fights in  combat o r  makes a shooting atta ck, in  the  Ro l l  
Atta ck  D ice step of  that combat or  shooting attack, i f  you  reta i n  
a ny c riti ca l  h its, you  can  se lect one  o f  you r  fa i led hits to  be  
reta ined as a successfu l normal h it 

TRAITOR SPACE MARIN El, CHAOS, HERETIC ASTARTES, <LEGION>, CHAOS SPACE MARINE, ICON BEARER 



NIii I BS/WS D 
<) Boltgun 4 2+ 3/4 

SR 

<:> Bolt pistol 4 2+ 3/4 Rng • 
<:> Plasma pistol Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 2+ 5/6 Rng •, AP1 
- Supercharge 4 2+ 5/6 Rng •, AP2, Hot 

X Chainsword 4 2+ 4/5 
X Fists 4 3+ 3/4 
X Power fist 5 3+ 5/7 
X Power weapon 5 2+ 4/6 

lllllTIIS 

Brutal 
Lethal 5+ 

UNIUUI ACTIONS 

TRAITOR SPACE MARINEf, CHAOS, HERETIC ASTARTES, <LEGION>, LEADER, CHAOS SPACE MARINE, ASPIRING CHAMPION 

1111 I IS/IS D SR 
<:> Autogun 4 4+ 2/3 
<:> Autopistol 4 4+ 2/3 Rng • 
X Brutal assault weapon 4 4+ 2/3 
X Gun butt 3 4+ 2/3 

UllffllS 111101 ACTIONS 

TRAITOR SPACE MARINEI, CHAOS, CULTIST, FIGHTER 
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<:> Flamer 
<:> Heavy stubber 
X Gun butt 

ABllffllS 

I 
5 

5 

3 

11/11 
2+ 

4+ 

4+ 

TRAITOR SPACE MARINEI, CHAOS, CULTIST, GUNNER 

•1 I 11/11 
{:> Autogun 4 3+ 

{:> Autopistol 4 3+ 

{;) Shotgun 4 2+ 

X Brutal assault weapon 4 3+ 

X Gun butt 3 3+ 

Ullfflll 

I 
2/2 

3/4 

2/3 

I 

2/3 

2/3 

3/3 

2/3 

2/3 

TRAITOR SPACE MARINEI, CHAOS, LEADER, CULTIST, CHAMPION 

5+ 

SB 
Rng •, Torrent 0 

Heavy, Ceaseless, Fusillade 

011 DI BTIDII 

• 

Ill I 1131111 



STRATEG IC  PLOYS 
If your faction is TRAITOR SPACE MARINEI, you can use the 
following Strategic Ploys during a game. 

M A L I C I O U S  VO L LEYS  1 C P 
Until the end of the Turning Point, each time a friendly 
HERETIC ASTARTES operative is activated, if it does not 
perform a Fight action during that activation, it can perform 
two Shoot actions during that activation if a bolt weapon is 
selected for each of those shooting attacks. A bolt weapon is 
a ranged weapon that includes 'bolt' in its name, e.g. boltgun, 
heavy bolter etc . 

HAT E F U L  ASSAU LT 1 C P  
Until the end of the Turning Point, each time a friendly 
HERETIC ASTARTES operative is activated, if it does not 
perform a Shoot action during that activation, it can perform 
two Fight actions during that activation. 

LET  TH E G A L A X Y  B U RN ! 1 C P 
Until the end of the Turning Point, each time a friendly 
HERETIC ASTARTES operative is activated, once during that 
activation, in the Roll Attack Dice step of a combat or shooting 
attack, if it is targeting the closest valid target, you can retain 
one of your attack dice results of 5+ that is a successful hit as 
a critical hit (if you could already retain one of your results of 
5+, you can retain one of your results of 4+ instead). 

TACTICAL PLOYS 
If your faction is TRAITOR SPACE MARINEI, you can use the 
following Tactical Ploys during a game. 

VETERAN O F  THE  LONG  WAR 1 C P 
Use this Tactical Ploy in a friendly HERETIC ASTARTES 
operative's act_ivation, after it fights in combat or makes a 
shooting attack. If the target did not lose any wounds as a 
result of that combat or shooting attack, repeat that combat 
or shooting attack. 

STRIKE  FROM WITHIN  1 C P 
Use this Tactical Ploy in the Set Up Operatives step of the 
mission sequence. Select one friendly CHAOS CULTIST 
operative. That operative can be set up with a Conceal order 
anywhere in the killzone that is within _., of Heavy terrain and 
more than • from enemy operatives and the enemy drop zone. 

WARP I N FUSED  1 C P 
Use this Tactical Ploy when a friendly HERETIC ASTARTES 
operative is activated. Until the end of that operative's 
activation, you can ignore any or all modifiers to its APL 
characteristic and it is not injured. 
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IQUIPMINT 
TRAITOR SPACE MARINEI 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. CHAOS CULTIST operatives can only be equipped with 
equipment marked with a 1 . 

B E LT F E E D  [ 2 / 3 E PJ 
Select one boltgun, bolt pistol or heavy bolter the operative is 
equipped with. That weapon gains the Ceaseless special rule 
for the battle. If you selected a heavy bolter, this equipment 
costs 3 EP; otherwise, it costs 2 E P.  

MALE F I C  ROU N DS [ 2 EP J  
Select one boltgun, bolt pistol or heavy bolter the operative is 
equipped with. That weapon gains the P l  critical hit rule for 
the battle. If it already has the P l  critical hit rule, it gains the 
APl special rule instead. 

DARK  B L E S S I N G 1 [ 3 E PJ 
Select one melee weapon the operative is equipped with. Add 
1 to that weapon's Attacks characteristic for the battle. 

F RAG G R E N A D E 1 [ 2 EP J  
The operative is equipped with the following ranged weapon 
for the battie: 

Name A 

Fra g g renade  --�--
4 

Special Rules 

Rng e, Limited, B l ast 0, I n d i re ct 

KRAK G R E NA D E 1 [ 3 EPJ  

BS 0 

3+ 2/3 

The operative is equipped with the following ranged weapon 
for the battle. It cannot make a shooting attack with this 
weapon by performing an Overwatch action: 

Name A 

Krak g renade  4 

Special Rules 

Rng e, Lim ited, AP 1 ,  I n d i rect 

G R I S LY T ROPHy+ [ 3 E PJ 

BS 

3+ 4/5 

The operative gains the following ability for the battle: 

Grisly Trophy: While this operative is Visible to and within 
• of an enemy operative, subtract 1 from the Attacks 
characteristic of ranged and melee weapons that enemy 
operative is equipped with. 

S U S P E N S O R  SYST E M  [ 3 E PJ 
The operative gains the following ability for the battle: 

Suspensor System: The Heavy special rule of ranged 
weapons the operative is equipped with is treated differently. 
Instead, an operative cannot move more than 3 0 in the 
same activation in which it performs a Shoot action with any 
of those ranged weapons. 

SAC R I F I C I A L DAG G E R+ 1 [ 3 E PJ 
The operative gains the following ability for the battle: 

Sacrificial Offering: Once per Turning Point, when this 
operative incapacitates an enemy operative in combat, this 
operative can regain up to 4 lost wounds. 



D EATH GUARD Ki ll TEAM 
A DEATH GUARDI kill team consists of two fire teams selected from the following list: 

• PLAGUE MARINE 
• POXWALKER (max one per kill team) 

ARCHITYPI: SHK AND DISTROY / SICURITY 

PLAGUE MARINI f IHI 11AM 
i.,. A PLAGUE MARINE fire team includes two PLAGUE MARINE operatives selected from the following list: 

• PLAGUE MARINE WARRIOR 
• PLAGUE MARINE GUNNER each separately equipped with a plague knife and one of the following options: 

o Meltagun, plague belcher or plasma gun 
• PLAGUE MARINE HEAVY GUNNER each separately equipped with a plague knife and one of the following options: 

o Blight launcher or plague spewer 
• PLAGUE MARINE FIGHTER each separately equipped with one of the following options: 

o Bolt pistol; bubotic axe; mace of contagion 
o Bolt pistol and one of the following options: 

°ᒟ� Flail of corruption, great plague cleaver or plague knives 
• PLAGUE MARINE ICON BEARER 

You cannot include a PLAGUE MARINE GUNNER, PLAGUE MARINE HEAVY GUNNER 
or PLAGUE MARINE FIGHTER operative in the sam_e fire team. Other than PLAGUE 
MARINE WARRIOR operatives, your kill team can only include each operative 
above once. 

i.,. If your kill team does not include any other LEADER operatives, one 
PLAGUE MARINE fi re team can also include one PLAGUE MARINE 
CHAMPION operative equipped with one option from each of 
the fol lowing: 
• Bolt pistol, boltgun or plasma pistol 
• Plague knife, plague sword or power fist 

1:1 :)3: 1 i i
1
; U 11�1 � i, i :t:l i 1 1 1�tli �311 :) i •'• 

POXWALKIR f IHI TIAM 
i.,. A POXWALKER fire team includes eight 

POXWALKER operatives. 
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SR A IS/IS D -----------------------

4 

3 

3+ 3/4 
3+ 3/5 

Disgustingly Resi l ient: Each time this operative would lose a 
wound, roll one 06: on a 5+, that wound is not lost. Other  than  the 
effects of Battle Sca rs, this operative cannot be injured. 

UNIQUE ACTIINS 

DEATH GUARDI, CHAOS, BUBONIC ASTARTES, <PLAGUE COMPANY>, PLAGUE MARINE, WARRIOR 

I 11/11 I • 
<:> Meltagun 4 3+ 6/3 Rng ., AP2 MW4 
<:> Plague belcher 5 2+ 2/3 Rng •, Torrent O 
{) Plasma gun Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 3+ 5/6 APl 
- Supercharge 4 3+ 5/6 AP2, Hot 

X Plague knife 3 3+ 3/5 

llllfflES ------------
Disgustingly Resi lient: Each time this operative would lose a 
wound,  rol l  one 06: on a 5+, that wound is not lost. Other  than  the 
effects of Battle Scars, this ope rative cannot be injured. 

811 BE 11:11111 

DEATH GUARDI, CHAOS, BUBONIC ASTARTES, <PLAGUE COMPANY>, PLAGUE MARINE, GUNNER 



NIii I BS/IS D 

<:) Blight launcher 4 3+ 4/6 
{;) Plague spewer 6 2+ 2/3 
X Plague knife 3 3+ 3/5 

IBllfflll 

D isgustingly Resil ient: Each  time  this operative wou ld  lose a 
wound, rol l  one  06: on a 5+, that wound  is n ot lost. Other tha n  the 
effects of Battle Scars, this ope rative cannot be injured.  

APl  
Rng •, Torrent O 

111 11 1mo11 

DEATH GUARDI, CHAOS, BUBONIC ASTARTES, <PLAGUE COMPANY>, PLAGUE MARINE, HEAVY GUNNER 

1111 I 11/11 D II 
{;) Bolt pistol 4 3+ 3/4 Rng • 
X Bubotic axe 5 3+ 4/6 
X Flail of corruption 5 3+ 4/5 
X G reat plague c leaver 5 4+ 5/7 
X Mace of contagion 5 3+ 4/5 
X Plague knives 5 3+ 3/5 Relentless 

llllfflll 

Disgustingly Resil ient: Each time  this operative wou ld  lose a 
wound,  rol l  one  06: on a 5+, that wound is not lost. Other tha n  the 
effects of B attle Scars, this operative cannot be inj u red  

DEATH GUARDI, CHAOS, BUBONIC ASTARTES, <PLAGUE COMPANY>, PLAGUE MARINE, FIGHTER 

Rending 
Reap 2 
Rending 

Stun 
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I IS/IS D -------------------------
4 
3 

3+ 
3+ 

3/4 
3/5 

Disgustingly Resil ient: Each time th is operative would lose a 
wound,  ro l l  one D6: on a 5+, that wound is not lost. Other tha n  the 
effects of Battle Scars, th is operative ca nnot be inju red. 

Icon Bearer: When determining control of an objective marker, 
treat th is ope rative's APL as being 1 h igher. Note that this is not 
a modifier. In narrative p lay, th is is cumu lative with the Focused 
Battle Honour !see the Kill Team Core Book). 

111101 1mo11 

Icon of Decay !1AP): U ntil the e nd of the Turning Point, while 
this operative is Visib le to a nd within• of a friendly BUBONIC 
ASTARTES operative, that friendly operative is invigorated by 
decay. Whil e  an  operative is invigorated by decay, whe n  rol l ing for 
its D isgusting ly Resil ient ab il ity, you can  re- ro l l  resu lts of 1 and 2. 

DEATH GUARDI, CHAOS, BUBONIC ASTARTES, <PLAGUE COMPANY>, PLAGUE MARINE, ICON BEARER 

1111 I 11/11 I 

<:> Boltgun 4 2+ 3/4 
II 

<:3- Bolt pistol 4 2+ 3/4 Rng * 
<:> Plasma pistol Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 2+ 5/6 Rng •, APl 
- Supercharge 4 2+ 5/6 Rng *· AP2, Hot 

X Plague knife 5 2+ 3/5 
X Plague sword 5 2+ 4/6 
X Power fist 5 3+ 5/7 Brutal 

IBIUTIEI 
Disgustingly Resi l ient: Each time th is operative would lose a 
wound, rol l  one D6: on a 5+, that wound is not lost. Other  tha n  the 
effects of Battle Scars, this operative cannot be injured 

Ill DI lmlNI 

DEATH GUARDI, CHAOS, BUBONIC ASTARTES, <PLAGUE COMPANY>, LEADER, PLAGUE MARINE, CHAMPION 



1111 
X Improvised weapon 

I BI/IS 0 
4 4+ 2/3 

Mindless: Each time th is operative wou ld p e rform a miss ion a ction 
or  th e Pick Up action, you must subtract one a dd itiona l AP to do 
so. This operative cannot be equipped with equ ipment. In na rrative 
p lay, it cannot ga i n  (or lose) experience and  automati c a l ly passes 
Casua lty tests. 

Disgustingly Resil ient: Each  ti me this operative wou ld lose a 
wound, ro l l  one D6: on a 5+, that wound is not lost. Th i s  operative 
cannot be in jured. 

DEATH GUARDt, CHAOS, POXWALKER 

SR 

UNI UI 11:TIDNI 



SIRATIG IC PLOYS 
I f  your faction is DEATH GUARDI, you can use the followi ng 
Strategic Ploys duri ng a game. 

MAL I C I OU S  VO L LE YS 1 C P 
Until the end of the Turn i ng Point, each time a friendly 
BUBONIC ASTARTES operative is activated, if it does not 
perform a Fight action dur ing that activation, it ca n perform 
two Shoot actions duri ng that activation if a bolt weapon is 
selected for each of those shooti ng attacks. A bolt weapon is 
a rang�d weapon that i ncludes 'bolt' i n  its name, e.g. boltgun ,  
bolt pistol etc. 

HAT E F U L  ASSAU LT 1 C P 
Until the end of the Turn i ng Poi nt, each time a friendly 
BUBONIC ASTARTES operative is activated, if it does not 
perform a Shoot action dur ing that activation, it can perform 
two Fight actions duri ng  that activation. 

CONTAG ION  1 C P  
Until the end of the Turn i ng Poi nt, while a n  enemy operative 
is Vis ib ie to and with i n  O of a friendiy DEATH GUARDi 
operative, that enemy operative is treated as bei ng i njured 
(only subtract O from its Movement characteristic as a 
result of being i njured if it is activated with i n  O of a fri endly 
DEATH GUARDI operative). 

TACTICAL PLOYS 
I f  your faction i s  DEATH GUARDI, you can use the followi ng 
Tactical Ploys dur ing a game. 

E F FLUENT DEMI S E  1 C P 
Use th is Tactical Ploy when a fr iendly BUBONIC ASTARTES 
operative is i ncapacitated. I nflict D3 mortal wou nds on each 
enemy operative Visible to and with i n  O of that operative. 

REVOLTING  DURABILITY 1 C P 
Use th is Tactical Ploy in either the Resolve Successful H its or 
Resolve Successful Saves step of a combat or shooting attack 
made against a fr iendly BUBONIC ASTARTES operative. 
You can change one of your opponent's critical h its i nto a 
normal h it. 

DIG IN  1 C P 
Use this Tactical Ploy when a friendly BUBONIC ASTARTES 
operative is activated. Until the end of that operative's 
activation, it can perform the following action : 

Until the end of the Turn ing Poi nt, add 1 to this 
operative's Defence characteristic. 



IQU IPMINT 
DEATH GUAROI operatives in your ki ll team can be equipped with equipment from this list, as specified in the mission sequence 
(see the Kill Team Core Book). Any equipment ma rked with a + ca n be selected a maximum of once, and each operative can be 
equipped with no more than one of each item. 

N U RG L I N G+ [ 3 E PJ 
The operative gains the followi ng abi lity for the battle: 

Nurgling Mischief: Once per battle, when an enemy 
operative Visible to and with in . of this operative is 
activated, you ca n use this ability. If you do so, subtract 1 from 
that enemy operative's APL .  

P L AG U E  B E L �  [ 3 E P J  
The operative can perform the following action duri ng the battle: 

B L I G H T  G R E N A D E [ 2 E P J  

PLAG U E  B E L L  1 A P 

U ntil the end of the Turn ing Poi nt, each time a friendly 
BUBONIC ASTARTES operative is activated with in • 
of this operative, until the end of that activation, add 
Q to that friendly operative's movement characteristic. 

The operative is equipped with the following ranged weapon 
for the battle: 

A BS 

4 3+ 2/3 

Rng  •, B l ast O Lim ited ,  I n d i rect, Cease l ess 
I 

KRAK  G R E N A D E  [ 3 E PJ 
The operative is equipped with the following ranged weapon 
for the battle. It ca nnot make a shooting attack with this 
weapon by performing an  Overwatch action: 

Na1e 

Kra k g renade  

I ecial 1111s 

Rng •, Lim ited ,  AP l ,  I nd i re ct 

A 

4 

F I LT H  C E N S E R+ [ 3 EP ]  
The operative ga i ns the following ability for the battle: 

filth Censer: Each time you use the Contagion Strategic Ploy 
(see opposite), enemy operatives a re treated as being i njured 
while this operative is Visible to and with in 2 Q of them 
( instead of Q). 

V I RU LE N T  RO U N D S [ 1 E P] 
Select one boltgun or bolt pistol the operative is equipped 
with. Add 1 to that weapon's Critical Damage characteristic 
for the battle. 

M E P H I T I C TOX I N  [ 2 EP J  
Select one plague knife or plague knives the operative is 
equipped with. Add 1 to that weapon's Normal Damage 
cha racteristic for the battle. 
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0 THOUSAND SONS 

THOUSAND SONS Ki ll TIAM 
A THOUSAND SONSt k i l l  team consists of two fire teams selected from the following list: 

RUBRIC MARINE 
• TZAANGOR 

ARCHITYPI: SHK AND DISTRDY / SICURITY 

RUBRIC MARINI f IHI TIii 
l> A RUBRIC MARINE fire team includes two RUBRIC MARINE operatives selected from the following list: 

• RUBRIC MARINE WARRIOR 
• RUBRIC MARINE GUNNER each separately equipped with fists and one of the following options: 

o Soul reaper cannon (max one per kill team) or warpflamer 
• RUBRIC MARINE ICON BEARER 

Each RUBRIC MARINE fire team can only include up to one RUBRIC MARINE GUNNER operative. Your kil l  team can only 
include up to one RUBRIC MARINE ICON BEARER operative. 

l> If your kil l team does not include any other LEADER operatives, one RUBRIC MARINE fire team can also include one 
ASPIRING SORCERER operative equipped with a force stave and one of the following options: 

o Inferno bolt pistol, plasma pistol or warpflame pistol 

ARCHHYPE: SEEK AND DESTROY / RECON 

TZAANGDR FIBI TIii 
l> A TZAANGOR fire team includes six TZAANGOR operatives selected from the fol lowing l ist: 

• TZAANGOR FIGHTER each separately equipped with one of the following options: 
o Autopistol; chainsword 
o Tzaangor blades 

• TZAANGOR ICON BEARER 
• TZAANGOR HORN BEARER 

Other than TZAANGOR FIGHTER operatives, your kil l team can only include each operative above once. 

l> If your kill team does not include any other LEADER operatives, instead of selecting one TZAANGOR FIGHTER operative for 
one TZAANGOR fire team, you can select one TWISTBRAY operative equipped with one of the following options: 

o Autopistol; chainsword 
o Tzaangor blades 

I 



PSYCHIC POWIRS 
The first time a friendly THOUSAND SONSI ASPIRING SORCERER 
operative performs the Manifest Psychic Power action (see page 83) 
in each of its activations, select one psychic power from the list below to 
be resolved. 

The second time a friendly THOUSAND SONSI ASPIRING SORCERER 
operative performs the Manifest Psychic Power action in each of its 
activations, roll one 06:  on a 1 -2 ,  that operative suffers 3 mortal wounds. 
On a 3+, select one psychic power from the list below to be resolved. You 
cannot select one that you have resolved during this Turning Point. 

D OOM BO LT 
Perform a free Shoot action using the following ranged weapon. 

Name 

Doombolt 

Special Rules 

Letha l  5+ 

MW2 

F I  R E STO  RM  

A 

4 

BS 0 

3+ 3/3 

Perform a free Shoot action using the following ranged weapon. 

Name 

F irestorm 

Special Rules 

I n d i re ct, Ba rrage, B l a st ,._ 

I M MAT E R I A L  S U RG E  

A 
5 

BS 0 

4+ 2/2 

Select one other friendly THOUSAND SONSI operative Visible to this 
operative. Add 1 to its APL. 

T W I S T  O F  FAT E 
Select one enemy operative Visible to this operative. Until the end of the 
Turning Point, each time a friendly THOUSAND SONSI operative fights 
in combat or makes a shooting attack against that enemy operative, in the 
Roll Attack Dice step of that combat or shooting attack, you can re-roll one 
of your attack dice. 



I BS/18 D ---------------
4 3+ 3/4 

3 3+ 3/4 

Favoured by Change: This operative has a 5+ invu lnerab le save. 

All ls Dust: Each time a shooti ng  atta ck  is made aga inst 
this operative, if the ranged weapon has a Norma l  Damage 
c haracteristic of  3 or less, th is  operative is treated as having a 
Save c haracteristic of 2+ for that shooting attack. 

SR 
APl 

Ill 11 ICIIINI 

THOUSAND SONSI, CHAOS, ARCANA ASTARTES, <GREAT CULT>, RUBRIC MARINE, WARRIOR 

1111 
{:> Soulreaper cannon 
{:> Warpflamer 
X Fists 

llllfflll 

I 

6 

5 
3 

BS/IS D 
3+ 3/4 

2+ 2/3 

3+ 3/4 

Favoured by Change: This operative has a 5+ invulnerable save. 

All ls Dust: Each time a shooting attack  is made aga inst 
this operative, if the ranged weapon has a Norma l  Damage 
characteristic of  3 or less, th is  operative is treated as having a 
Save cha racteristic of 2+ for that shooting  attack. 

SR 
APl , Fusillade 

Rng e, Torrent 0, APl 

IIIQII ICTIDNI 

THOUSAND SONSI, CHAOS, ARCANA ASTARTES, <GREAT CULT>, RUBRIC MARINE, GUNNER 



NAME 
<:> I n ferno boltgun 
X Fists 

ABlllTIIB 

A BS/1S D 
4 3+ 3/4 
3 3+ 3/4 

Favoured by Change: This operative has  a 5+ invu lnerab le save. 

All ls Oust: Each time a shooting atta ck  is made aga i nst 
this operative, if the ranged wea pon has  a Normal Damage 
cha racteristic of  3 or less, th i s  operative is treated as having a 
Save cha racteristic of 2+ for that shooting atta ck. 

Icon Bearer: When determining contro l of a n  objective marker, 
treat this operative's APL characteristic as be ing 1 h igher. Note 
that this is  not a modifier. In n arrative p lay, this is  cumu lative with 
the Focused Battle Honour lsee the Kill Team Core Book). 

SR 
APl 

Icon of Flame: While a friendly THOUSAND SONSe ASPIRING 
SORCERER operative is with in • of this operative, it can resolve a 
second  psych ic  power in its activation as a result of the Manifest 
Psychic Power action l pg  81 ) without needing to ro l l one D6. 

UNI DI 1�1118 

THOUSAND SONse, CHAOS, ARCANA ASTARTES, <GREAT CULT>, RUBRIC MARINE, ICON BEARER 

NAIE A BS/18 D SI 

<) I nferno bolt pistol 4 2+ 3/4 Rng *, APl 
(.} Plasma pistol Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 4 2+ 5/6 Rng •, APl 
- Supercharge 4 2+ 5/6 Rng •, AP2, Hot 

<:> Warpflame pistol 4 2+ 2/3 Rng *, Torrent .A., APl 
X Force stave 4 3+ 4/5 Stun 

ABlllTIII 
Favoured by Change: This ope rative has a 5+ invulnerable save. 

UNI DI A�IINI 
Manifest Psychic Power UAP): Psyc hic a ction .  Reso lve a 
THOUSAND SONSe psych ic  power, as specified on page 81 . An 
operative can  perform this action twice d ur ing its a ctivation. 

THOUSAND SONS., CHAOS, ARCANA ASTARTES, <GREAT CULT>, PSYKER, LEADER, RUBRIC MARINE, ASPIRING SORCERER 

83 <J 
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<:> Autopistol 
X Chainsword 
X Tzaangor blades 

llllfflll 

I IS/IS D 
4 4+ 2/3 
4 4+ 4/5 
4 4+ 4/5 

Favoured by Change: This operative has a 5+ invulnerable save. 

THOUSAND SONSI, CHAOS, TZAANGOR, FIGHTER 

A 11/11 D 

4 4+ 3/4 

Favoured by Change: This operative has a 5+ i nvulnerable save. 

Icon Bearer: When determining control of an  objective marker, 
treat this operative's APL characteristic as be ing 1 h igher. Note 
that th is is not a modifier. 

THOUSAND SONSI, CHAOS, TZAANGOR, ICON BEARER 

3 6+ 

SR 
Rng • 

Relentless 

UNI DI 1mo11 

II 

UIIIDI ICTIDII 
Herd Banner (1AP): Until the end  of the Tu rn ing Point, whi le 
this operative is with in • of a friend ly TZAANGOR operative, 
that operative is invigorated by chaos. Whi le an operative is 
invigorated by chaos, improve its invulnerable save by 1 .  



A BS/WS D 
4 4+ 3/4 

Favoured by Change: This operative has  a 5+ invulnerab le save. 

THOUSAND SONS9, CHAOS, TZAANGOR, HORN BEARER 

NIii A BI/IS D 
<) Autopistol 4 4+ 2/3 

X Chainsword 4 3+ 4/5 

X Tzaangor blades 4 3+ 4/5 

llllfflll 

Favoured by Change: This ope rative has  a 5+ invulnerab le save. 

THOUSAND SONS9, CHAOS, LEADER, TZAANGOR, TWISTBRAY 

SR 

Ill II ICTIOIS 
Brayhorn ( 1AP): U ntil the end of the Turning Point, each time 
a friendly TZAANGOR operative performs a Normal Move or 
Charge action, it c a n  move an additiona l .A.. 

II 
Rng e 

Relentless 

111111 ICTIOII 
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STRATIG IC PLOYS 
If your faction is THOUSAND SONSI, you can use the 
following Strategic Ploys during a game. 

MAL I C I OU S  VO L L E YS 1 C P 
Until the end of the Turning Point, each time a friendly 
ARCANA ASTARTES operative is activated, if it does not 
perform a Fight action during that activation, it can perform 
two Shoot actions during that activation if a bolt weapon is 
selected for each of those shooting attacks. A bolt weapon 
is a ranged weapon that includes 'bolt' in its name, e.g. 
inferno boltgun. 

SORC E ROUS  AUTOMATA 1 C P 
Until the end of the Turning Point, each time a friendly 
ARCANA ASTARTES operative (excluding an ASPIRING 
SORCERER operative) is activated while Visible to and 
within . of a ready friendly ARCANA ASTARTES ASPIRING 
SORCERER operative, add l to its APL. 

I N H U MAN  SAVAG E RY 1 C P 
Until the end of the Turning Point, each time a friendly 
TZAANGOR operative fights in combat, if it performed a 
Charge action during.that activation, in the Roll Attack Dice 
step of that combat, if you retain two or more successful hits, 
you can retain one failed hit as a successful normal hit. 

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

TREASURE  HUNTER  1 C P 
Use this Tactical Ploy when a friendly TZAANGOR operative is  
activated. During that activation, that operative can perform 
a mission action or the Pick Up action for one less AP (to a 
minimum of OAP}. 

SORCEROUS FOCUS 1 C P 
Use this Tactical Ploy after rolling one 06 to resolve a second 
psychic power with a friendly ASPIRING SORCERER operative 
that is not within Engagement Range of enemy operatives. Treat 
the result of that 06 as a 6. 

IN FERNAL FUS I LLADE 1 C P 
Use this Tactical Ploy after making a shooting attack with 
a friendly ARCANA ASTARTES operative (excluding an 
ASPIRING SORCERER operative) in which the target did not 
lose any wounds. Repeat that shooting attack. 



EQU IPMENT 
THOUSAND SONSI 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 equi pped with no more than one of each item. 

A L L-S E E I N G  E Y E+ [ 2 E P J  
The operative gains the following ability for the battle: 

All-seeing Eye: Once per battle, you can do one of 
the following: 

• If this operative is ready, you can activate it after 
activating a friendly operative. 

• You can activate a ready friendly operative after 
activating this operative. 

R U N I C  WA R D+ [ 3 E P] 
The operative gains the following ability for the battle: 

Runic Ward: 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, you can retain one of your failed 
saves as a successful normal save, or one of your successful 
normal saves as a successful critical save. 

GARGOY L E  BAYO N ET [ 2 E P] 
The operative is equipped with the following melee weapon 
for the battle: 

I IS 0 -------------
G a rg oyle B ayonet 3 3+ 4/4 

MYTH I C  S C RO L �  [ 2 E P ]  
ASPIRING SORCERER operative only. The operative gains the 
following ability for the battle: 

Mythic Scroll: Once per battle, during this operative's 
activation, it can perform a free Manifest Psychic 

Power action. 

TR EA SU R E  T R I N K E T+ [ 3 E P] 
TZAANGOR operative only. Add 1 CP to your pool for 
the battle. 

G I LD E D H O R N S  [ 1 E P J  
TZAANGOR operative only. The operative gains the following 
ability for the battle: 

Gilded Horns: Each time this operative fights in combat, 
if it performed a Charge action during that activation, in 
the Roll Attack Dice step of that combat, you can retain one 
of your attack dice results of 5+ that is a successful hit as a 
critical hit. 

E N S O R C E L L E D  RO U N DS [ 2 E P] 
TZAANGOR operative only. Select one autopistol the 
operative is equipped with. Add 1 to that weapon's Damage 
characteristics for the battle. 



� CHAOS DAIIONS 

CHAOS DAIMDN Ki ll 11AM 
A CHAOS DAEMONI kill team consists of two fire teams selected from the following list: 

• BLOODLETTER 
• DAEMONETTE 
• PLAGUEBEARER 
• PINK HORROR 
• BLUE HORROR (max one per kill team) 

ARCHITYPI: SHK AND DISTRDY 

BlDDDllTTIR f IHI TIAI 
� A BLOODLETTER fire team includes six BLOODLETTER operatives selected from the following list: 

• BLOODLETTER FIGHTER 
• BLOODLETTER ICON BEARER 
• BLOODLETTER HORN BEARER 

Other than BLOODLETTER FIGHTER operatives, your kill team can only include each operative above once. 

� If your kill team does not include any other LEADER operatives, instead of selecting one BLOODLETTER FIGHTER operative 
for one BLOODLETTER fire team, you can select one BLOODREAPER operative. 



ARCHHYPI: SHK ANO DESTROY / RECDN 

DAEMINETIE f IRE TEAM 
� A DAEMONETTE fire team includes six DAEMONETTE operatives selected from the following list: 

• DAEMONETTE FIGHTER 
• DAEMONETTE ICON BEARER 
• DAEMONETTE HORN BEARER 

Other than DAEMONETTE FIGHTER operatives, your kill team can only include each operative above once. 

� If your kill team does not include any other LEADER operatives, instead of selecting one DAEMONETTE FIGHTER operative 
for one DAEMONETTE fire team, you can select one ALLURESS operative. 

ARCHETYPE: SECURITY 

PlAGUEBEARIR f IHI 11AM 
� A PLAGUEBEARER fire team includes six PLAGUEBEARER operatives selected from the following list: 

• PLAGUEBEARER FIGHTER 
• PLAGUEBEARER ICON BEARER 
• PLAGUEBEARER HORN BEARER 

Other than PLAGUEBEARER FIGHTER operatives, your kill team can only include each operative above once. 

� If your kill team does not include any other LEADER operatives, instead of selecting one PLAGUEBEARER FIGHTER operative 
for one PLAGUEBEARER fire team, you can select one PLAGUERIDDEN operative. 

ARCHETYPE: SECURITY 

PINK HORROR f IHI TEAM 
� A PINK HORROR fire team includes six PINK HORROR operatives selected from the following list: 

• PINK HORROR FIGHTER 
• PINK HORROR ICON BEARER 
• PINK HORROR HORN BEARER 

Other than PINK HORROR FIGHTER operatives, your  kill team can only include each operative above once. 

� If your kill team does not include any other LEADER operatives, instead of selecting one PINK HORROR FIGHTER operative 
for one PINK HORROR fire team, you can select one PINK HORROR IRIDESCENT operative. 

ARCHETYPE: SECURITY / RECDN 

BlUE HORROR f IHI TEAM 
� A BLUE HORROR fire team includes eight BLUE HORROR operatives. 

89 



> 90 

� 

------------ A 88/18 D 

4 3+ 4/6 

Daemon: This operative has a 5+ invu lnerab le save. 

SR ------- -���----------' 
Lethal 5+ 

INIIII ICTIINI 

CHAOS DAEMONI, CHAOS, DAEMON, KHORNE, BLOODLETIER, FIGHTER 

I 11/11 I 
4 3+ 4/6 

Daemon: This operative has a 5+ invu lnerable save. 

Icon Bearer: When determin ing control of an  objective marker, 
treat this operative's APL c haracteristic as being 1 h igher. Note 
that this is not a modifier. 

SI 

Lethal 5+ 

Ill DI BTIIII 
Daemonic Icon (1AP): Unti l the end of the Tu rn ing Point, while this 
operative is with in • of a friend ly BLOOD LETTER operative, that 
friendly operative is invigorated by Chaos. While an ope rative is 
invigorated by Chaos, improve its invulnerable save by 1 .  

CHAOS DAEMONI, CHAOS, DAEMON, KHORNE, BLOODLETIER, ICON BEARER 



NAME 
X Hellblade 

Alllfflll 

I BS/1S D 

4 3+ 4/6 

Daemon: This o perative has a 5+ invu lnerable save. 

SR 

Lethal 5+ 

111 11 1m11s 

Instrument of Chaos (1AP): Until the end of the Turning  Point, each 
t ime a f riendly BLOODLETIER ope rative pe rforms a Normal Move 
o r  Charge action, it c an  move an add itiona l£.. 

CHAOS DAEMONS, CHAOS, DAEMON, KHORNE, BLOODLETIER, HORN BEARER 

IIIE 
X Hellblade 

Alllfflll 

I 11/11 D 

4 2+ 4/6 

Daemon: This ope rative has a 5+ invulnerab le  save. 

SR 
Lethal 5+ 

Ill II ACTIBIS 

CHAOS DAEMONS, CHAOS, DAEMON, KHORNE, LEADER, BLOODLETTER, BLOODREAPER 



NIii 
X Claws 

ABllffllS 

3 

I IS/IS _D _____ SI_ 
4 3+ 4/5 Re lent less 

111111 1m111 

Daemon: This operative has a 5+ i nvu lnerable save. 

CHAOS DAEMONI, CHAOS, DAEMON, SLAANESH, DAEMONETTE, FIGHTER 

X Cl aws 

IBllDIIS 

I BI/II I 
3 3+ 4/5 

SI 
Re lentless 

Ill II BTIIII 

6+ 8 

Daemon: This operative has a 5+ invulnerable save. 

Icon Bearer: When determin ing contro l of an  objective ma rker, 
treat this operative's APL c haracteristic as being 1 h igher. Note 
that this is not a modifier. 

Daemonic Icon (1AP): Until the end of the Tu rn ing  Po int, whi le this 
operative is with in • of a friend ly DAEMONETTE operative, that 
friend ly ope rative is invigo rated by Chaos. While an ope rative is 
invigorated by Chaos, improve its invulnerable save by 1 .  

CHAOS DAEMONI, CHAOS, DAEMON, SLAANESH, DAEMONETTE, ICON BEARER 



I BS/IS D SR ------------- ------------------------
3 

Daemon: This operative has a 5+ invulnerab le save. 

3+ 4/5 Relentless 

UNI OE IGTIINI 
Instrument of Chaos (1AP): Until the end of the Turning Point, each  
time a friend ly DAEMONETTE operative performs a Normal Move 
or Charge action, it can  move an add itiona l  .... 

CHAOS DAEMONI, CHAOS, DAEMON, SLAANESH, DAEMONETTE, HORN BEARER 

1111 
X Claws 

IBllfflll 

A BS/IS D 
4 2+ 4/5 

Daemon: This ope rative has a 5+ invu lnerab le save. 

SR 
Relentless 

UNIQUE ACTIONS 

CHAOS DAEMONI, CHAOS, DAEMON, SLAANESH, LEADER, DAEMONETTE, ALLURESS 
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SR I IS/IS D ------------· ----�-------------------

4 3+ 4/6 

Daemon: This operative has a 5+ invu l nerable save. 

Disgustingly Resil ient: Each time  this operative would lose a 
wound,  rol l  one D6: on a 5+, that wound is not lost. Other than  the 
effects of Battle Scars, this operative cannot be inj u red.  

UNI UI ACTIIII 

CHAOS DAEMONI, CHAOS, DAEMON, NURGLE, PLAGUEBEARER, FIGHTER 

I IS/IS D SI ------------------�-- ---------------
4 3+ 4/6 

Daemon: This operative has a 5+ invulnerable save. 

Disgustingly Resi lient: Each time this operative would lose a 
wound, rol l  one D6: on a 5+, that wound is not lost. Other than  the 
effects of Battle Scars, this operative cannot be inj u red.  

Icon Bearer: When determin ing control of an  objective marker, 
treat this operative's APL characteristic as being 1 h igher. Note 
that this is not a modifier. In na rrative p lay, this is c umu lative with 
the Focused Battle Honour !see the Ki l l  Team Core Book). 

UNIQUE ICTIINI 
Daemonic Icon !1AP): Until the end of the Turning Point, whi le this 
operative is  with in • of a friend ly PLAGUEBEARER operative, that 
friendly operative is invigorated by Chaos. Whi le an operative is 
invigorated by Chaos, improve its invulnerable save by 1 .  

CHAOS DAEMONI, CHAOS, DAEMON, NURGLE, PLAGUEBEARER, ICON BEARER 



I BS/18 D 
4 3+ 4/6 

Daemon: This ope rative has  a 5+ invu lnerab le  save. 

Disgustingly Resi l ient: Eac h  t ime this operative wou ld lose a 
wound, rol l one 06: on a 5+, that wound is not lost. Other than  the 
effects of Battle Scars, th is operative cannot be injured. 

SR 

UNIQUE AmDNI 
Instrument of Chaos (1AP): Until the end of the Turning Point, each  
t ime a friendly PLAGUEBEARER operative performs a Normal 
Move or Charge action, it can  move an add itiona l _._ 

CHAOS DAEMONI, CHAOS, DAEMON, NURGLE, PLAGUEBEARER, HORN BEARER 

A BS/IS D 
4 2+ 4/6 

Daemon: This operative has  a 5+ invu lnerable save. 

Disgustingly Resi l ient: Each  time this operative would lose a 
wound, rol l  one 06: on a 5+, that wound is not lost. Other than the 
effects of Battle Scars, this operative c annot be  inj u red.  

SR 

UNI UI 11:IlONS 

CHAOS DAEMONI, CHAOS, DAEMON, NURGLE, LEADER, PLAGUEBEARER, PLAGUERIDDEN 



I IS/IS I 
4 3+ 3/4 
3 4+ 2/3 

Daemon: This operative has a 5+ invu lnerab le save. 

3 6+ 

SB 

Ill UI Amlll 

CHAOS DAEMONI, CHAOS, DAEMON, TZEENTCH, PINK HORROR, FIGHTER 

I BI/IS I 
4 

3 

Daemon: This operative has a 5+ invulnerable save. 

3+ 
4+ 

3/4 
2/3 

Icon Bearer: When determin ing control of an  objective marker, 
treat this operative's APL cha racteristic as being 1 h igher. Note 
that this is not a modifie r. 

3 6+ 

SB 

Ill BI Amlll 

Daemonic Icon (1AP): Unti l the end of the Turning Point, whi le this 
operative is with in • of a friend ly PINK HORROR operative, that 
friend ly operative is invigorated by Chaos. Whi le an operative is 
i nvigorated by Chaos, improve its invu lnera b le save by 1 .  

CHAOS DAEMONI, CHAOS, DAEMON, TZEENTCH, PINK HORROR, ICON BEARER 



UII 
<) Coruscating flames 
X Fists 

I 11/11 D 

4 3+ 3/4 
3 4+ 2/3 

Daemon: This operative has a 5+ invu lnerab le save. 

II 

Instrument of Chaos ( 1AP): Until the end of the Turning Point, each  
time  a friend ly PINK HORROR operative performs a Normal Move 
or Charge a ction, it can  move an add itiona l  A... 

CHAOS DAEMONI, CHAOS, DAEMON, TZEENTCH, PINK HORROR, HORN BEARER 

HII 
<:} Coruscating flames 
X Fists 

llllfflll 

I 11/11 I 
4 
3 

2+ 3/4 
4+ 2/3 

Daemon: This operative has  a 5+ invu lnera b le save. 

II 

011 UI fflllll 

CHAOS DAEMONI, CHAOS, DAEMON, TZEENTCH, LEADER, PINK HORROR, IRIDESCENT 
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I BI/II I 
4 4+ 2/3 
3 5+ 2/3 

Ephemeral Daemon: This operative has a 6+ invu l nerab le save. 

CHAOS DAEMONI, CHAOS, DAEMON, TZEENTCH, BLUE HORROR 

I 

2 5+ 2/3 

Ephemeral Daemon: T his operative has a 6+ invu lnerab le save. 

Insignificant Each time this operative wou ld  perform a mission 
a ction  or the Pick Up action, you must subtract one add itiona l  
AP to  do so .  T his operative ca nnot be equ ipped with equ ipment. 
Note that in na rrative p lay, this operative does not have a narrative 
d ata card a nd is no longer  p a rt of you r  k i l l  team after the game. 

81 

Rng e 

• 

•• 1 1111•1 

CHAOS DAEMONI, CHAOS, DAEMON, TZEENTCH, BRIMSTONE HORRORS 



STRATEG IC PLOYS 
I f  you r  faction  is CHAOS DAEMONI, you can use the 
fo l lowi ng Strateg ic Ploys du ri ng a game. 

U N STO P PAB L E  F E RO C I T Y  1 C P 
Unti l the end of the Tu rn i ng  Poi nt, add 1 to the Attacks 
characteristic of melee weapons friendly KHORNE operatives 
a re equ i pped with. 

QU I C KS I LV E R  S W I F T N E S S  1 C P 
Unti l the end of the Tu rn ing Poi nt, each time a friendly 
SLAANESH operative is activated, it can perform a free Dash 
action duri ng that activation. 

G L I S T E N I N G  BARRAG E 1 C P 
Unti l the end of the Turn i ng  Poi nt, ra nged weapons friendly 
TZEENTCH operatives are equ i pped with ga in  the Ceaseless 
specia l  rule. 

C O N TAG I O N  1 C P 
Unti l the end of the Tu rn i ng Poi nt, whi le  an enemy operative is 
Vis ib le to and with i n  O of a friendly NURGLE operative, that 
enemy operative is treated as be i ng i nju red (on ly subtract 0 
from its Movement characteristic as a resu lt of be ing i nj u red if 
it is activated with i n  O of a friendly NURGLE operative). 

TACTICAL PLOYS 
I f  you r  faction i s  CHAOS DAEMONI, you can use the 
fo l l owi ng Tactica l Ploys duri ng  a game. 

WARP SURG E  1 C P 
Use this Tactica l Ploy when a friendly CHAOS DAEMONI 
operative is selected as the ta rget of a ra nged attack. Unti l 
the end of the Turn ing Poi nt, each time a shooting attack is 
made aga inst that friendly operative, i n  the Rol l  Defence Dice 
step of that shooting attack, you can re-ro l l  a ny or all of you r  
defence dice. 

EPH EMERAL REG EN ERATION 1 C P 
Use this Tactica l Ploy when a friendly CHAOS DAEMONI 
operative is activated. That friendly operative rega ins 2 D3 
lost wounds. 

SPLIT  1 / 2 C P  
Use this Tactica l Ploy when a friendly PINK HORROR operative 
is i ncapacitated for 2CP, or when a friendly BLUE HORROR 
operative is i ncapacitated for 1 CP. 

• Before that PINK HORROR operative is removed from the 
k i l lzone, set u p  two BLUE HORROR operatives as close 
as poss ib le to that operative a nd not with i n  Engagement 
Range of enemy operatives. 

• Before that BLUE HORROR operative is removed from the 
ki l lzone, set up  one BRIMSTONE HORRORS operative 
as close as possib le to that operative and not with in  
Engagement Range of enemy operatives. 

In either case, set up those operatives with the same order as 
the p revious operative ( i ncluding if it was ready or activated). I n  
na rrative play, any operatives set up  a s  a resu lt of this Tactica l 
Ploy a re no longer part of your ki l l  team after the game. 
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IQUIPMINT 
CHAOS DAEMONI 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). Each operative can be equipped with no more than one of each item. 

BRASS  H O R N S  [ 1 E P J  
KHORNE operative only. The operative gains the following 
ability for the battle: 

Brass Horns: Each time this operative fights in combat, in 
the Roll Attack Dice step of that combat, if it performed a 
Charge action during that activation, you can re-roll one of 
your attack dice. 

S CO RC H E D  S KU L L  [ 3 E PJ 
KHORNE operative only. The operative is equipped with the 
following ranged weapon for the battle: 

Name I BS D 

4 4+ 4/5 Scorched sku l l  

Special Rules --------------
A P 1 

RAN C I D  VOM I T  [ 3 EP ]  
NURGLE operative only. The operative is equipped with the 
following ranged weapon for the battle: 

Name 

Ranc i d  vom it 

Special Rules 

Rng •, Torrent _.. 

D E ATH ' S  H EADS  [ 1 E PJ 

I BS D 

5 2+ 2/3 

NURGLE operative only. The operative is equipped with the 
following ranged weapon for the battle: 

Name 

Death's heads  

Special Rules 

Rng • 

A 

4 

BS D 

3+ 3/5 

ALLU R I N G  M U SK  [ 3 E PJ 
SLAANESH operative only. The operative is equipped with the 
following ranged weapon for the battle: 

Name I 

Al l u ri ng  m usk 5 
BS D 

2+ 1 / 1  -------------
s ecial Rules ---------------
Rng  • 

Stun 

P I E R C I N G  C LAWS  [ 2 E PJ 
SLAANESH operative only. Select one claws the operative 
is equipped with. Add 1 to that weapon's Critical Damage 
characteristic and it gains the Rending critical hit rule for 
the battle. 

R I TUAL  DAG G E R  [ 2 E P ]  
PINK HORROR or BLUE HORROR operative only. The 
operative is equipped with the following melee weapon for 
the battle: 

Name 

R itua l  d a gge r  

I 
3 -------

IS D 

4+ 3/6 

s1e1:ial Rules ---------------
8 a I a n  c e d 

T R I NKET  O F  F LUX  [ 2 E PJ 
PINK HORROR or BLUE HORROR operative only. Select one 
coruscating flames or fizzing flames the operative is equipped 
with. Add 1 to that weapon's Damage characteristics for 
the battle. 



* CRAHWDRLH 

CRAfTWORlD Ki ll TEAM 
A CRAFTWORLDI kill team consists of two fire teams selected from the following list: 

• GUARDIAN DEFENDER 
• STORM GUARDIAN 
• RANGER 
• DIRE AVENGER 

ARCHITYPI: SICURITY / RICDN 

GUARDIAN Dlf INDIR f IHI 11AM 
� A GUARDIAN DEFENDER fire team includes five GUARDIAN DEFENDER operatives selected from the following list: 

• GUARDIAN DEFENDER WARRIOR 
• GUARDIAN DEFENDER HEAVY GUNNER 
• GUARDIAN DEFENDER HEAVY WEAPON PLATFORM equipped one of the following options: 

o Aeldari missile launcher, bright lance, scatter laser, shuriken cannon or starcannon 

Other than GUARDIAN DEFENDER WARRIOR operatives, your kill team can only include each operative above once. Your  kill 
team can only include a GUARDIAN DEFENDER HEAVY WEAPON PLATFORM operative if it also includes one GUARDIAN 
DEFENDER HEAVY GUNNER operative. 

� If your kill team does not include any other LEADER operatives, instead of selecting one GUARDIAN DEFENDER WARRIOR 
operative for one GUARDIAN DEFENDER fire team, you can select one GUARDIAN DEFENDER LEADER operative. 

101 < 
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ARCHETYPE: SHK AND DESTROY / RECON 

STORM GUARDIAN f IHI 11AM 
},l, A STORM GUARDIAN fire team includes five STORM GUARDIAN operatives selected from the following list: 

• STORM GUARDIAN WARRIOR 
• STORM GUARDIAN GUNNER each separately equipped with fists and one of the following options: 

o Flamer or fusion gun 

Each STORM GUARDIAN fire team can only include up to one STORM GUARDIAN GUNNER operative. 

� If your kill team does not include any other LEADER operatives, instead of selecting one STORM GUARDIAN WARRIOR 
operative for one STORM GUARDIAN fire team, you can select one STORM GUARDIAN LEADER operative. 

ARCHETYPE: Rf CON / INHlTRATIDN 

RANGIR f IHI TIii 
},l, A RANGER fire team includes four RANGER WARRIOR operatives. 

� If your kill team does not include any other LEADER operatives, instead of selecting one RANGER WARRIOR operative for 
one RANGER fire team, you can select one RANGER LEADER operative. 

DIRI AVINGER f IHI TIii 
� A DIRE AVENGER fire team includes four DIRE AVENGER WARRIOR operatives. 

� If your kill team does not include any other LEADER operatives, instead of selecting one DIRE AVENGER WARRIOR 
operative for one DIRE AVENGER fire team, you can select one DIRE AVENGER EXARCH operative equipped with one of the 
following options: 

o Twin avenger shuriken catapult 
o Avenger shuriken catapult; fists 
o One option from each of the following: 

0 Diresword or power weapon 
0 Shimmershield or shuriken pistol 



•1 I 11/11 I BR 

4 3+ 3/4 Rending 
3 3+ 2/3 

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

<) Shuriken catapult 
X Fists 

anma 

4 

3 

3+ 

3+ 

3/4 

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 

* 
� 
::1:11 

c::::I 
::1:11 

� 
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NIIE I BI/IS D SB . I 

<:} 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 

I 11/11 I 
4 
3 

2+ 
2+ 

3/4 
2/3 

II 

I BTIIIS 

CRAFTWORLDt, AELDARI, ASURYANI, <CRAFTWORLD>, GUARDIAN DEFENDER, LEADER 

Rending 



1111 
<:> Shuriken pistol 
X Storm Guardian blades 

I BS/11 D 
4 

4 

3+ 3/4 
3+ 3/4 

SR 
Rng • 

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

•1 
{;} Flamer 
{:> Fusion gun 
X Fists 

llllfflll 

I 
5 

4 
3 

11/18 D II 
2+ 2/2 Rng •, Torrent O 
3+ 6/3 Rng ., AP2 
3+ 2/3 

011 DI ICTIIII 

CRAFTWORLDI, AELDARI, ASURYANI, <CRAFTWORLD>, STORM GUARDIAN, GUNNER 

105 < 
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{;)- Shuriken pistol 
X Storm Guardian blades 

llllfflll 

I BI/II B 
4 2+ 3/4 

4 2+ 3/4 

II 
Rng • 

Ill II BTIDII 

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 

11111111 

I 
4 

4 

3 

18/11 8 
2+ 3/3 

2+ 3/4 

2+ 2/3 

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 

4 
3 

3+ 

3+ 

3/4 

2/3 

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 

107 < 
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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 



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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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 



�
,, 

DRUKHARI 

COMMORR  TI Ki ll 11AM 
A COMMORRITEt kill team consists of two fire teams selected from the following list: 

• KABALITE 
• WYCH 

ARCHITYPI: SICURITY / RICDN 

KABAllTE f IHI TIA 

� A KABALITE fire team includes five KABALITE operatives selected from the following list: 
• KABALITE WARRIOR 
• KABALITE GUNNER equipped with array of blades and one of the following options: 

o Blaster or shredder 
• KABALITE HEAVY GUNNER equipped with array of blades and one of the following options: 

o Dark lance or splinter cannon 

Each KABALITE fire team can only include up to one KABALITE GUNNER operative. Your kill team can only include up to one 
KABALITE HEAVY GUNNER operative. 

J> If your kill team does not include any other LEADER operatives, instead of selecting one KABALITE WARRIOR operative for 
one KABALITE fire team, you can select one SYBARITE operative equipped with one option from each of the following: 
• Blast pistol, splinter pistol or splinter rifle 
• Agoniser, array of blades or power weapon 

ARCHITYPI: SHK 8 DISTRDY / RICDN 

WYCH flRI TI M 

l> A WYCH fire team includes five WYCH operatives selected from the following list: 
• WYCH WARRIOR 
• WYCH FIGHTER equipped with one of the following options: 

o Hydra gauntlets, razorflails, or shardnet and impaler 

Your kill team can only include up to two WYCH FIGHTER operatives. If your kill team includes two WYCH fire teams, it can 
include up to three WYCH FIGHTER operatives instead. Each WYCH FIGHTER operative in your kill team must be equipped with 
different options. 

� If your kill team does not include any other LEADER operatives, instead of selecting one WYCH WARRIOR operative for one 
WYCH fire team, you can select one HEKATRIX operative equipped with one option from each of the following: 

o Blast pistol or splinter pistol 
o Agoniser, hekatarii blade or power weapon 

111 < 

� 



> 112 
•1 I 11/11 D 1B 

,� 
4 3+ 2/4 Lethal 5+ 
3 3+ 2/3 Rending 

COMMORRITEI, AELDARI, DRUKHARI, <KABAL>, KABALITE, WARRIOR 

m1 I 11/11 D II 

<:> Blast pistol 4 2+ 4/5 Rng ., AP2 
<:> Splinter pistol 4 2+ 2/4 Lethal 5+, Rng * 
<:> Splinter rifle 4 2+ 2/4 Lethal 5+ 
X Agoniser 4 2+ 3/6 Lethal 5+, Brutal 
X Array of blades 3 2+ 2/3 Rending 
X Power weapon 4 2+ 4/6 Lethal 5+ 

llllfflll 

COMMORRITEI, AELDARI, DRUKHARI, <KABAL>, KABALITE, LEADER, SYBARITE 



NAIi I BS/11 D SI 
na < 

(:> Blaster 4 3+ 5/6 AP2 

� -C:> Shredder 5 3+ 3/4 Blast O 
X Array of blades 3 3+ 2/3 Rending 

Alllfflll UII I fflllll 

COMMORRITEI, AELDARI, DRUKHARI, <KABAL>, KABALITE, GUNNER 

HII I 11/11 D • 
{> Dark lance 4 3+ Bn Heavy, Unwieldy, AP2 
(:> Splinter cannon 5 3+ 3/5 Heavy, Lethal 5+, Fusillade 
X Array of blades 3 3+ 2/3 Rending 

Alllfflll o• DI ICIIIII 

COMMORRITEI, AELDARI, DRUKHARI, <KABAL>, KABALITE, HEAVY GUNNER 
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,� 
<:> Splinter pistol 
X Hekatarii blade 

AIIUIIIB 

I 18/11 D 
4 3+ 2/4 
4 3+ 3/4 

Dodge: This operative has a 5+ invu lnerable save. 

BR 
Lethal 5+, Rng • 

111111 ICTIIIB 

COMMORRITEI, AELDARI, DRUKHARI, <WYCH CULT>, WYCH, WARRIOR 

1111 I .,. I IB 
<:> Blast pistol 4 2+ 4/5 Rng e, AP2 
<:> Splinter pistol 4 2+ 2/4 Lethal 5+, Rng • 
X Agoniser 4 2+ 3/6 Lethal 5+, Brutal 
X Hekatarii blade 4 2+ 3/4 
X Power weapon 4 2+ 4/6 Lethal 5+ 

IIIUIIIB 111 IE BTIDIB 
Dodge: This operative has a 5+ invulnerable save. 

COMMORRITEI, AELDARI, DRUKHARI, <WYCH CULT>, LEADER, WYCH, HEKATRIX 

Rending 

Rending 



HII 
X Hydra gauntlets 
X Razorflails 
X Shardnet and impaler 

llllfflll 

I BS 
5 3+ 

5 3+ 

4 3+ 

Shardnet and Impaler: While an enemy operative is with in 
Engagement Range of friend ly operatives equ ipped with 
this weapon, subtra ct 1 from that enemy operative's 
Attacks cha racteristic .  

Dodge: This operative has  a 5+  invu lnerable save. 

D 

4/6 

3/4 

4/5 

BI 

Ceaseless, Brutal 

IIIRI ICIIBII 

COMMORRITEI, AELDARI, DRUKHARI, <WYCH CULT>, WYCH, FIGHTER 

Reap 1 



STRATEG IC PLOYS 
I f  your faction i s  COMMORRITEt, you can use the following 
Strategic Ploys dur ing a game. 

F LE ET 1 C P 
Until the end of the Turn i ng Poi nt, each time a friendly 
COMMORRITEI operative performs a Fall Back or Normal 

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

AG I LE G LA D I ATO RS  1 C P 
Until the end of the Turn i ng Poi nt, each time a friendly WYCH 
operative fights in combat, i n  the Resolve Successful Hits step 
of that combat, each time your opponent strikes with a normal 
hit, you can roll one D6: on a 4+, treat that strike as a parry 
i nstead. In addition, each time a friendly WYCH operative 
performs any k ind of move: 

• It can move around, across and over other operatives (and 
their bases} as if they were not there, but must fin ish the 
move following all requirements specified by that move, 
and cannot finish its move on top of other operatives (or 
their bases). 

• It can ignore the first O distance it travels when climbi ng, 
traversi ng and droppi ng. 

• It automatically passes jump tests. 

PREY  O N  T H E  W EAK  1 C P 
Until the end of the Turn i ng Point, each time a friendly 
COMMORRITEI operative fights in combat or makes a 
shooti ng attack, i n  the Roll Attack Dice step of that combat or 
shooting attack, if the target has half or fewer of its wounds 
remain i ng, you can re-roll up to two of your attack dice. 

I N U R E D  TO S U F F E R I N G  1 C P 
Until the end of the Turn i ng Poi nt, each time a friendly 
COMMORRITEI operative would lose a wound, roll one D6: 
on a 6+, that wound is not lost. You can only use this Strategic 
Ploy if one or more operatives have been i ncapacitated. 

TACTICAL PLOYS 
If your faction i s  COMMORRITEI, you can use the followi ng 
Tactical Ploys duri ng a game. 

POWER  FROM  PAIN  1 C P 
Use this Tactical Ploy when an enemy operative is 
i ncapacitated. Before it i s  removed from the k illzone, 
select one ready friendly COMMORRITEI operative that 
enemy operative is with in . of and Visible to. After the 
current activation: 

• You can activate that ready friendly operative. 
• Add 1 to its APL. 
• During i ts next activation , it can perform Shoot or Fight 

actions twice, i nstead of once. 

NO ESCAPE 1 C P 
Use this Tactical Ploy when a Fal l  Back action is declared for 
an enemy operative within Engagement Range of a friendly 
WYCH operative. Roll one D6, subtracting 1 if that enemy 
operative has a higher Wounds characteristic than that WYCH 
operative, and adding 1 if that enemy operative is i njured. On 
a 3+, that enemy operative cannot Fal l  Back, but the action 
points subtracted are not refunded. 



EQU IPMENT 
COMMORRITEI 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). Each operative can be equipped with no more than one of each item and cannot be equipped with 
more than one item marked with a +. 

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

Name I BS D -------------- ---
P l asma g renade 4 
Special Rules 

Rng •, B l a st 0, Lim ited, I n d i re ct 

H AY W I R E  G R E N A D E  [ 2 E PJ 

3+ 3/4 

WYCH operative only. The operative is equipped with the 
following ranged weapon for the battle: 

NIii 

Haywire g renade  
8 ecial Rules 

I 

4 

BS D 

3+ 2/3 

-------�-�----
Rn g •, B l a st 0, I n d i re ct, Haywi re* 

* Haywire: Each time a friendly operative makes a shooting 
attack with this weapon, if the target has a Save characteristic 
of 3+ or better, this weapon has the Lethal 4+ special rule for 
that shooting attack. 

PHANTASM G RENADE  LAUNCHER  [ 3 E PJ 
LEADER operative only. The operative is equipped with the 
following ranged weapon for the battle: 

Name A BS D 

Pha ntasm g renade l a unche r  4 3+ 1 /2 
--------

Bgecial Rules 

Rng •, B l a st ., Leth a l  5+ 

Stu n 

H Y P E X+ [ 2 E PJ 
WYCH operative only. Add • to the operative's Movement 
characteristic for the battle. 

AGO N I T P  [ 3 E P J  
KABALITE operative only. Select one splinter cannon, splinter 
pistol or splinter rifle the operative is equipped. That weapon 
gains the Relentless special rule for the battle. 

A D R E N A L I T E+ [ 2 E PJ 
WYCH operative only. The operative gains the following 
ability for the battle: 

Adrenalite: Each time this operative fights in combat, in the 
Roll Attack Dice step of that combat, if it performed a Charge 
action during that activation, you can re-roll one of your 
attack dice. 

PA I N B R I N G E R+ [ 2 E PJ 
WYCH operative only. The operative gains the following 
ability for the battle: 

Painbringer: Each time an attack dice would inflict damage 
on this operative, if the damage to be inflicted is 3 or less, 
subtract 1 from the amount of damage that would be inflicted 
from that attack dice. 

G RAV E LOTU S+ [ 2 E PJ 
WYCH operative only. The operative gains the following 
ability for the battle: 

Grave Lotus: Each time this operative fights in combat, in 
the Resolve Successful Hits step of that combat, the first time 
you strike, inflict one additional damage. 

KABA L I T E  BAN N E R  [ 3 E PJ 
SYBARITE operative only. The operative gains the following 
ability for the battle: 

Kabalite Banner: While a friendly KABALITE 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. 

D EAT H B LO O M+ [ 3 E PJ 
KABALITE operative only. Select one splinter cannon, splinter 
pistol or splinter rifle the operative is equipped. That weapon 
gains the Rending critical hit rule for the battle. 

F E RA L E X+ [ 3 E PJ 
KABALITE operative only. Select one splinter cannon, splinter 
pistol or splinter rifle the operative is equipped. That weapon 
gains the Splash 1 critical hit rule for the battle. 

117 < 

� 



> 118 

* 

)I( HARUUUINS 

TRDUPI Ki ll TIAM 
li>- A TROUPEI kill team includes 1 PLAYER LEADER operative equipped with 

one option from each of the following: 
• Fusion pistol, neuro disruptor or shuriken pistol 
• Harlequin's blade, Harlequin's caress, Harlequin's embrace, 

Harlequin's kiss or power weapon 

� It also includes seven TROUPEI operatives selected from 
the following list: 
• PLAYER WARRIOR each separately equipped with a 

shuriken pistol and one of the following options: 
o Harlequin's blade, Harlequin's caress, Harlequin's 

embrace or Harlequin's kiss 
• PLAYER GUNNER each separately equipped with one 

option from each of the following: 
o Fusion pistol or neuro disruptor 
o Harlequin's blade, Harlequin's caress, Harlequin's 

embrace or Harlequin's kiss 

Your kill team can only include up to two PLAYER 
GUNNER operatives. 



NIii A BS/IS D 
<:> Shuriken pistol 4 3+ 3/4 

X Harlequin's blade 5 3+ 4/5 

X Harlequin's caress 5 4+ 5/6 

X Harlequin's embrace 5 3+ 4/5 

X Harlequin's kiss 5 3+ 3n 

Alllfflll 
Holo-suit: This operative has  a 4+ i nvu lnerab le save. 

Flip Belt: Each time this ope rative performs an  a ction  i n  which  it 
moves, it moves as though it can FLY and a utomatica l ly passes 
jump tests. 

TROUPEI, AELDARI, HARLEQUINS, <MASQUE>, PLAYER, WARRIOR 

1111 I 11/11 D 
<:> Fusion pistol 4 3+ 5/3 

<) Neuro disruptor 4 3+ 4/5 

X Harlequin's blade 5 3+ 4/5 

X Harlequin's caress 5 4+ 5/6 

X Harlequin's embrace 5 3+ 4/5 

X Harlequin's kiss 5 3+ 3n 

Alllfflll 
Holo-suit: Thi s  operative has a 4+ i nvu lnerab le save. 

Fl ip  Belt: Each time th is  operative pe rforms an a ction  i n  whi ch  it 
moves, it moves as though  it can FLY and a utomati ca l ly passes 
jump tests. 

TROUPEI, AELDARI, HARLEQUINS, <MASQUE>, PLAYER, GUNNER 

SR -------------
Rn g • 

Balanced 

Brutal 

111811 ICTIIII 

SI 
Rng ., AP2 
Rng ., APl 
Balanced 

Brutal 

Ill I ICTIIII 

Rending 

MW3 
Stun 
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Ml I 11/11 D 

-c:} Fusion pistol 4 2+ 5/3 
-c:} Neuro disruptor 4 2+ 4/5 
-c:} Shu riken pistol 4 2+ 3/4 
X Harlequin's blade 5 2+ 4/5 
X Harlequin's caress 5 3+ 5/6 
X Harlequin's embrace 5 2+ 4/5 
X Harlequin's kiss 5 2+ 3/7 
X Power weapon 5 2+ 4/6 -

Holo-suit: This operative has a 4+ invulnerable save. 

Flip Belt: Each time this operative performs an action in which it moves, 
it moves as though it can FLY and automatical ly passes jump tests. 

TROUPEI, AELDARI, HARLEQUINS, <MASQUE>, PLAYER, LEADER 

STRATEG IC PLOYS 

II 
Rng ., AP2 
Rng ., APl 

Rng • 
Balanced 

Brutal 

Lethal 5+ -

MW3 
Stun 

Rending 

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

R I S I N G  C R E S C E N DO 1 C P 
Until the end of the Turning Point, each time a friendly 
TROUPEI operative is activated: 

• It can perform Dash and Charge actions while within 
Engagement Range of enemy operatives. 

• Each time it performs a Normal Move, Fall Back, Dash 

or Charge action during that activation, it can move an 
additional .A,. 

D O M I N O  F I E L D  1 C P 
Until the end of the Turning Point, while a friendly TROUPEI 

operative that has not made a shooting attack during the 
Turning Point is within .A, of a terrain feature that provides 
Cover, enemy operatives always treat it as having a Conceal 
order, regardless of any other rules (e.g. Vantage Point). 

P R I S MAT I C  B LU R  1 C P 
Until the end of the Turning Point, each time a friendly 
TROUPEI operative performs a Normal Move, Fall 

Back or Charge action, it is a prismatic blur. While it is a 
prismatic blur: 

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

• Each time that operative fights in combat, in the Resolve 
Successful Hits step of that combat, each time your 
opponent strikes with a normal hit, you can roll one D6: on 
a 4+, treat that strike as a parry instead. 



TACTICAL PLOYS 
I f  your faction is TROUPEI, you can use the following Tactical 
Ploys during a game. 

MU RDEROUS ENTRAN CE  1 C P 
Use this Tactical Ploy in the Resolve Successful Hits step of a 
combat, after a friendly TROUPEI operative that performed a 
Charge action during this activation strikes with a critical hit. 
You can immediately select one of your remaining attack dice 
and strike with it. 

THE  CURTAIN  FALLS 1 C P 
Use this Tactical Ploy in the Resolve Successful Hits step of a 
combat, after an active friendly TROUPEI operative strikes. 
Immediately end that combat and that friendly operative can 
perform a Fall Back action for 1 AP even if it has performed an 
action during that activation that prevents it from performing a 
Fall Back action (e.g. a Charge action). 

H ERO ' S  PATH 1 C P 
Use this Tactical Ploy when a friendly TROUPEI operative is 
activated. Until the end of its activation, it can perform the 
following action: 

Move this operative anywhere in the killzone that is more 
than . from enemy operatives. 

EQUIPMENT 
TROUPEI 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. 

S H R I E K E R  TOX I N  RO U N DS [ 3 E P] 
Select one shuriken pistol the operative is equipped with. That 
weapon gains the MWl critical hit rule for the battle. 

D E ATH MASK+ [ 3 E PJ 
This operative gains the following ability for the battle: 

Death Mask: If this operative is incapacitated, at the end of 
that activation, you gain 1 CP 

ACCELERATED MONOFILAMENT WIRE [3EPJ 
Select one Harlequin's embrace the operative is equipped 
with. That weapon gains the Reap 1 critical hit rule and Lethal 
5+ special rule for the battle. 

SUPERTENSILE MONOFILAMENT WIRE [3EPJ 
Select one Harlequin's kiss the operative is equipped with. 
Add 1 to that weapon's Normal Damage characteristic for 
the battle. 

P U R E  PSYC H O C RYSTALS  [ 3 E PJ 
Select one neuro disruptor the operative is equipped with. 
That weapon gains the Lethal 5+ special rule for the battle. 

W R A I T H BO N E  TA L I S MAN  [ 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 

P R I S MAT I C  G R E N A D E  [ 3 E PJ 
The operative is equipped with the following ranged weapon 
for the battle: 

Name I 

Prismati c g renade  4 

I ecial Rules 

Rng •, Lim ited, B l ast 0, I nd i re ct 

Stu n 

BS D 

3+ 3/4 

--------. 
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GRIINSKIN Kill TIAM 
A GREENSKINI kill team consists of two fire teams selected from the following list: 

BOY 
• CLAN KOMMANDO 
• SPESHULIST (max one per kill team) 

ARCHETYPE: SHK AND DESTROY / SECURITY 

BOY f IHI TEAM 

ii> A BOY fire team includes five BOY operatives selected from the following list: 

• BOY FIGHTER each separately equipped with one of the following options: 

o Shoota; fists 

o Slugga; choppa 

• BOY GUNNER each separately equipped with fists and one of the following options: 

o Big shoota or rokkit launcha 

Each BOY fire team can only include up to one BOY GUNNER operative. 

ii> Instead of selecting one BOY FIGHTER operative in each BOY fire team, you can select two BOY GRETCHIN operatives. 

ii> If your kill team does not include any other LEADER operatives, one BOY fire team can also include one BOY BOSS NOB 
operative equipped with one of the following options: 

• Shoota; fists 

• One option from each of the following: 

o Kombi-rokkit, kombi-skorcha or slugga 

o Big choppa, choppa, killsaw or power klaw 

i:i :JH: 1 a i'i u 11 � �(1:111 11 11 f3 i :J 1i'd 11'! � 1 ! i :t,i i 1 11�1 
CLAN KDMMANDO f IHI TEAM 

ii> A CLAN KOMMANDO fire team includes five CLAN 
KOMMANDO FIGHTER operatives. 

},a, If your kill team does not include any other LEADER 
operatives, instead of selecting one CLAN KOMMANDO 
FIGHTER operative for one CLAN KOMMANDO fire team, 

you can select one CLAN KOMMANDO NOB operative 

equipped with a slugga and one of the following options: 

• Chappa or power klaw 

ARCHHYPI: SHK AND DESTROY 

SPISHULIST f •HI TEAM 

j;> A SPESHULIST fire team includes four SPESHULIST 
operatives selecte_d from the following list: 

• BURNA BOY SPESHULIST 
• LOOTA SPESHULIST 

ii> If your kill team does not include any other LEADER 
operatives, instead of selecting one BURNA BOY operative 

for one SPESHULIST fire team, you can select one 

SPANNER SPESHULIST operative equipped with fists and 

one of the following options: 

• Big shoota, kustom mega-blasta or rokkit launcha 



- -- -- - -- ---------------------------

NIii A BS/WS 0 

·O· Shoota 4 5+ 3/4 

<)· Slugga 4 5+ 3/4 

X Chappa 4 3+ 4/5 

X Fists 3 3+ 3/4 

GREENSKINI, ORK, <CLAN>, BOY, FIGHTER 

NIii I • B D 

-c:> Kombi-rokkit 5 5+ 4/5 

-c:> Kombi-skorcha 6 2+ 2/2 

<:> Shoota 4 5+ 3/4 

-c:> Slugga 4 5+ 3/4 

X Big choppa 4 2+ 5/6 

X Chappa 4 2+ 4/5 

X Fists 3 2+ 3/4 

X Killsaw 4 3+ 5/7 

X Power klaw 4 3+ 5/7 

*Kombi: An operative equipped with this weapon is also equipped 

with a shoota. 

GREENSKINI, ORK, <CLAN>, LEADER, BOY, BOSS NOB 

SR 

Rng• 

INI II ACTIONS 

BR 

Kombi*, Limited, AP1 Splash 1 
Kombi*, Limited, Rng •, Torrent 0 

Rng•���. 

Rending 
Brutal 
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1111 I BI/II I 

(:> Big shoota 6 5+ 2/3 
(:> Rokkit launcha 5 5+ 4/5 
.X Fists 3 3+ 3/4 

llllfflll 

GREENSKINI, ORK, <CLAN>, BOY, GUNNER 

I •Ill I 
3 4+ 2/3 
3 5+ 1 /2 

Runt: This operative cannot be equ ipped with equ ipment. This 
operative cannot benefit from your Strateg ic and Tactica l  Ploys. 

GREENSKINI, ORK, <CLAN>, BOY, GRETCHIN 

SR 
Fusillade 

APl Splash 1 

011 I BTIIIB 

• 
Rng • 



NAIi I 11/11 D SR 
125 < 

4 5+ 3/4 Rng • '-t� 
4 3:t 4/5 

GREENSKINI, ORK, <CLAN>, CLAN KOMMANDO, FIGHTER 

1111 I BI/II I II 

{:> Slugga 4 4+ 3/4 Rng • 
X Choppa 4 2+ 4/5 

X Power klaw 4 3+ 5/7 Brutal 

llllffll 111 11 1m1a 

GREENSKINI, ORK, <CLAN>, LEADER, CLAN KOMMANDO, KOMMANDO NOB 
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<:> Burna 5 2+ 2/2 

X Fists 3 3+ 3/4 

UIUTIEI 

GREENSKINI, ORK, <CLAN>, SPESHULIST, BURNA BOY 

1111 
<:> Deffgun 
X Fists 

Ullfflll 

I 11/111 D 
5 5+ 4/6 
3 3+ 3/4 

GREENSKINI, ORK, <CLAN>, SPESHULIST, LOOTA 

II 
Rng •, Torrent 0 
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I 11/11 I BR 

{:> Big shoota 6 4+ 2/3 Fusillade '-t� {:> Kustom mega-blasta 4 4+ 5/6 AP2, Hot 
{:> Rokkit launcha 5 4+ 4/5 APl Splash 1 
X Fists 3 3+ 3/4 

DIIQDI Amlll 

GREENSKIN9, ORK, <CLAN>, LEADER, SPESHULIST, SPANNER 
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STRATEGIC PLOYS 
If your faction is GREENSKINI, you can use the following Strategic Ploys during a game. 

DAKKA! DAKKA! DAKKA! 1CP 

Until the end of the Turning Point, each time a friendly 

GREENSKINI operative makes a shooting attack, in the 

Roll Attack Dice step of that shooting attack, if you retain 

any critical hits, you can select one of your failed hits to be 

retained as a successful normal hit. 

WAAAAGH! 1CP 

Until the end of the Turning Point, each time a friendly 

GREENSKINI operative fights in combat, in the Roll Attack 

Dice step of that combat, when you would retain two or more 

normal hits, you can select one of those hits to be retained as 

a critical hit instead. 

TACTICAL PLOYS 

GET STUCK IN! 1CP 

Until the end of the Turning Point, each time a friendly BOY 

operative performs a Fight action, in the Roll Attack Dice step 

of that combat, you can re-roll one of your attack dice. 

SKULK ABOUT 1CP 

Until the end of the Turning Point, each time a shooting 

attack is made against a friendly CLAN KOMMANDO 

operative, in the Roll Defence Dice step of that shooting 

attack, before rolling defence dice, if it has a Conceal order, 

you can retain one as a successful normal save without 

rolling it. 

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

JUST A SCRATCH 1CP 

Use this Tactical Ploy in the Resolve Successful Hits step of a 

shooting attack or combat, when damage would be inflicted 

on a friendly GREENSKINI operative from an attack dice. 

Ignore the damage inflicted from that attack dice. 

MORE DAKKA 1CP 

Use this Tactical Ploy after making a shooting attack with a 

friendly GREENSKINI operative in which the target did not 

lose any wounds. Repeat that shooting attack. 



EQUIPMENT 
GREENSKINI 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. 

STIKKBOMB [2EP] 

The operative is equipped with the following ranged weapon 
for the battle: 

Name A BS 

Stikkbomb 
_____ 

4 3+ 2/4 

Special Rules 
Rng •, Limited, Blast 0, Indirect 

'EAVY ARMOUR [2EPJ 

Operative with a 5+ Save characteristic only. Change the 
operative's Save characteristic to 4+ for the battle. 

BOSSPOLE+ [3EP] 

BOSS NOB or KOMMANDO NOB operative only. Add 1 to 
the operative's APL for the battle. 

DRUM MAG [2EPJ 

Select one shoota or big shoota this operative is equipped 
with. That weapon gains the Ceaseless special rule for 
the battle. 

TARGET IN' FING [3EP] 

Select one ranged weapon this operative is equipped 
with (excluding a burna or a ranged weapon with the 
kombi special rule). Improve that weapon's Ballistic Skill 
characteristic by 1 for the battle (to a maximum of 4+). 

CUTTIN' NOZZLE [2EPJ 

BURNA BOY operative only. The operative is equipped with 
the following melee weapon for the battle: 

Name 
Cuttin' nozzle 

Special Rules 
Lethal 5+ 

A 

4 

WS D 

3+ 3/5 

KUSTOM FORCE FIELD+ [3EPJ 

SPANNER operative only. The operative gains the following 
ability for the battle: 

Kustom Force Field: Each time an operative makes a 
shooting attack, if the target is wholly within• of this 
operative and the operative making the shooting attack is not, 
the target has a 5+ invulnerable save for that shooting attack. 
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f NICRONS 

TOMB IDRlD Ki ll TEAM 
A TOMB WORLDI kill team consists of two fire teams selected from the following list: 

• NECRON WARRIOR (max one per kill team) 
• IMMORTAL 
• FLAYED ONE 
• DEATHMARK 

ARCHITYPI: SICURITY 

NEGRON WARRIOR flRI TIAM 
� A NECRON WARRIOR fire team includes five NECRON WARRIOR operatives. 

ARCHITYPI: SHK AND DISTRDY / SICURITY 

IMMORTAL f IHI TIAM 
� An IMMORTAL fire team includes four IMMORTAL WARRIOR operatives each separately equipped with a bayonet and one 

of the following options: 
• Gauss blaster or tesla carbine 

� If your kill team does not include any other LEADER operatives, instead of selecting one IMMORTAL WARRIOR operative 
for one IMMORTAL fire team, you can select one IMMORTAL LEADER operative equipped with a bayonet and one of the 
following options: 
• Gauss blaster or tesla carbine 

ARCHHYPI: SHK AND DISTROY / INfllTRATION 

f LAYID ONI f IHI TIAM 
� A FLAYED ONE fire team includes five FLAYED ONE WARRIOR operatives. 

� If your kill team does not include any other LEADER operatives, instead of selecting one FLAYED ONE WARRIOR operative 
for one FLAYED ONE fire team, you can select one FLAYED ONE LEADER operative. 

ARCHITYPI: SHK AND DISTRDY / RICON 

DIATHMARK flRI TIAM 
� A DEATHMARK fire team includes four DEATHMARK WARRIOR operatives. 

� If your kill team does not include any other LEADER operatives, instead of selecting one DEATHMARK WARRIOR operative 
for one DEATHMARK fire team, you can select one DEATHMARK LEADER operative. 



RAif I 8S/18 D 
<;3- Gauss flayer 4 3+ 3/4 

<:> Gauss reaper 4 3+ 4/5 

X Bayonet 3 3+ 3/4 

IBIUTIII 
Living Metal :  I n  the Ready O peratives step of ea ch  Tu rn ing Point, 
this operative rega ins up to 2 lost wounds. 

TOMB WORLDI, NECRON, <DYNASTY>, NECRON WARRIOR 

1111 I 8S/11 8 
<:> Gauss blaster 4 3+ 4/5 

<:> Tesla c arbine 4 3+ 4/5 

X Bayonet 4 3+ 3/4 

llllfflll 
Living Metal :  In the Ready Operatives step of each  Turning Point, 
th is  operative rega ins up to 2 lost wou nds. 

TOMB WORLDI, NECRON, <DYNASTY>, IMMORTAL, WARRIOR 

131 < 
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SR 
AP1 

Splash 1 

011 DI ICIIDII 
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<:> Gauss blaster 4 2+ 4/5 
<:> Tesla carbine 4 2+ 4/5 
.X Bayonet 4 2+ 3/4 

IBllDIEI 

Living Metal :  In the Ready Operatives step of each Tu rning Point, 
this operative rega ins up to 2 lost wou nds. 

TOMB WORLDI, NECRON, <DYNASTY>, IMMORTAL, LEADER 

1111 
.X Flayer claws 

llllfflll 

I II/IS 0 
5 3+ 3/4 

Living Metal: In the Ready Operatives step of each Turning Point, 
this operative rega ins up to 2 lost wounds. 

TOMB WORLDI, NECRON, <DYNASTY>, FLAYED ONE, WARRIOR 

SI 
APl 

Splash 1 

Ill II BTIIII 

II 
Rending 

011101 ICTIIII _______ __ 



I IS/IS D 

5 2+ 3/4 

living Metal :  In the Ready O peratives step of each  Tu rn ing Point, 
this operative regains up to 2 lost wounds. 

TOMB WORLDS, NECRON, <DYNASTY>, FLAYED ONE, LEADER 

IAIE 

{;} Synaptic disintegrator 
X Fists 

Ullfflll 

I BS/18 D 
4 

3 

2+ 4/4 
3+ 3/4 

living Metal :  In the Ready O peratives step of each  Turning  Point, 
this operative reg a ins up to 2 lost wounds. 

TOMB WORLDS, NECRON, <DYNASTY>, DEATHMARK, WARRIOR 

SR 
133 < 

Rending 

111811 ACTIIIS ' 

SI 
Heavy, AP1 MW1 
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(;} Synaptic disintegrator 
X Fists 

I 11/11 I 

4 2+ 4/4 
3 2+ 3/4 

Living Metal :  In the Ready Operatives step of each  Turning Point, 
this operative regains up to 2 lost wounds. 

TOMB WORLDI, NECRON, <DYNASTY>, DEATHMARK, LEADER 

STRATIG IC PLOYS 

SB ---
Heavy, APl , Balanced MWl 

111101 ICTIIII 

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

R E L ENTL E S S  O N S LAUGHT  1 C P 
Until the end of the Turning Point, each time a friendly TOMB 
WORLDI operative makes a shooting attack, in the Roll 
Attack Dice step of that shooting attack, if the target is within 
• of it, you can re-roll one of your attack dice. 

D I M E N S IONAL  C O N C EALM ENT  1 C P 
Until the end of the Turning Point, friendly DEATHMARK 
operatives can perform the following action: 

Change this operative's order. 

I M P LACA B L E  MAR C H  1 C P 
Until the end of the Turning Point, each time a friendly TOMB 
WORLDI operative is activated, after determining its order, if 
it has an Engage order, it can perform an implacable march. If 
it does, for that activation: 

• Add O to i ts Movement characteristic .  
• I t  can only perform Normal Move, Charge, Shoot and 

Fight actions. 

SKU LK I N G  K I LL E R  1 C P 
Until the end of the Turning Point, friendly FLAYED ONE 
operatives gain the following abil ity: 

Skulking Killer: This operative can perform a Charge action 
while it has a Conceal order. 



TACTICAL PLOYS 
I f  your  faction is TOMB WORLDI, you can use the fol lowing Tactical Ploys during a game. 

REANIMATION PROTOCOLS 1 C P 
Use this Tactical Ploy when a friendly TOMB WORLDI 
operative is incapacitated. Before removing that operative from 
the killzone, place a Reanimation token u nder its base and 
leave its order token next to it. In the Ready Operatives step of 
each Turning Point, before resolving the Living Metal ability, 
roll one D6 for each of your Reanimation tokens. On a 3+ (or a 
2+ if that operative is a NECRON WARRIOR operative): 

• Set up the operative that Reanimation token was placed for. 
• It must be as close as possible to that Reanimation token 

and not within Engagement Range of enemy operatives. 
• It has D3 wounds remaining. 
• It has the order of the remaining order token. 
• Remove that Reanimation token. 

IQU IPMINT 

LIVING  LIGHTNING  1 C P 
Use this Tactical Ploy in the Roll Attack Dice step of a shooting 
attack, when one or more critical hits are retained for a 
shooting attack made with a tesla carbine that a friendly 
IMMORTAL operative is equipped with. Select one of the 
following for that shooting attack: 

• Treat that weapon's Splash 1 critical hit rule as Splash 
2 instead. 

• Treat the distance requirement for that weapon's Splash 1 
critical hit rule as . instead of 0. 

TOMB WORLDI 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. 

D EVOU R E R  NANOS CARABS  [ 3 E P J  
The operative is equipped with the following ranged weapon 
for the battle: 

Name 
D evou re r  n a nosca ra bs 

s ecial Rules 

I 

4 
IS D 

3+ 3/4 

Rng  •, Lim ited ,  I nd i re ct, Letha l  5+ 

S EM P I T E RNAL  W EAVE+ [ 3 E P J  
DEATHMARK LEADER or IMMORTAL LEADER operative only. 
The operative has a Save characteristic of 2+ for the battle. 

STA R F I R E C O R E  [ 2 E PJ 
Select one gauss flayer, gauss reaper or gauss blaster the 
operative is equipped with. That weapon gains the following 
special rule for the battle: 

Starfire Core: Each time a friendly operative makes a 
shooting attack with this weapon, in the Roll Attack Dice step 
of that shooting attack, if you retain any critical hits, you can 
retain one of your failed hits as a successful normal hit. 

T E S LA W EAVE [ 2 E P J  
The operative gains the following ability for the battle: 

Tesla Weave: Each time an enemy operative finishes a Charge 

action within Engagement Range of this operative, roll three 
D6. For each result of 5+, that enemy operative suffers 1 
mortal wound. 

M I N D S HACKLE  S CARABS+ [ 3 E PJ 
This operative can perform the following action during 
the battle: 

M I N D S H A C K L E  1 A P 

Select one enemy operative within .of and Visible to 
this operative and roll one D6. If the result is higher 
than that enemy operative's APL characteristic, su btract 
1 from its APL. If the result is more than double 
that enemy operative's APL characteristic, you can 
immediately perform a free Shoot or Fight action with 
that enemy operative as if it was a friendly operative. 
This operative can only perform this action once. 

H Y P E R PH A S E B L A D E  [ 2 E PJ 
Select one bayonet the operative is equipped with. That 
weapon gains the Lethal 5+ special rule for the battle. 
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HUNTIR CADR I  Ki ll TIAM 
A HUNTER CADREI kill team consists of two fire teams selected from the following list: 

• FIRE WARRIOR 
• PATHFINDER 
• STEALTH BATTLESUIT 

ARCHITYPE: SECURITY 

f IHI WARRIOR f IHI 11AM 
Ji> A FIRE WARRIOR fire team includes six FIRE WARRIOR SHAS'LA operatives each separately equipped with a gun butt and 

one of the following options: 
• Pulse blaster, pulse carbine or pulse rifle 

l> If your kill team does not include any other LEADER operatives, instead of selecting one FIRE WARRIOR SHAS'LA operative 
for one FIRE WARRIOR fire team, you can select one FIRE WARRIOR SHAS'UI operative equipped with a gun butt and one 
of the following options: 
• Pulse blaster, pulse carbine or pulse rifle 

ARCH HYPE: RE CON 

PATHf INDIR f IHI 11AM 
Ji> A PATHFINDER fire team includes six PATHFINDER operatives selected from the follpwing list: 

• PATHFINDER SHAS'LA 
• PATHFINDER HEAVY GUNNER equipped with a gun butt and one of the following options 

o Ion rifle or rail rifle 

Each PATHFINDER fire team can only include up to one PATHFINDER HEAVY GUNNER operative. 

Ji> If your kill team does not include any other LEADER operatives, you can also include one PATHFINDER SHAS'UI operative in 
one PATHFINDER fire team. 

ARCHITYPE: INHLTRATIDN / Rf CON 

STIALTH BATILISUIT f IHI 11AM 
li> An STEALTH BATTLESUIT fire team includes three STEALTH BATTLESUIT SHAS'UI operatives each separately equipped 

with fists and one of the following options: 
• Fusion blaster (max one per fire team) or burst cannon 

lr> If your kill team does not include any other LEADER operatives, instead of selecting one STEALTH BATTLESUIT SHAS'UI 
operative for one STEALTH BATTLESUIT fire team, you can select one STEALTH BATTLESUIT SHAS'VRE operative equipped 
with fists and one of the following options: 
• Fusion blaster (max one per fire team) or burst cannon 



DRONIS 
Instead of selecting a SHAS'LA operative for a FIRE 
WARRIOR or PATHFINDER fire team, you can select 
one DRONE operative from the list below. Instead of 
selecting a STEALTH BATILESUIT SHAS'UI operative 
for a STEALTH BATILESUIT fire team, you can select 
two DRONE operatives from the list below. Each 
DRONE operative still counts as one selection for a 
FIRE WARRIOR or PATHFINDER fire team, and every 
two DRONE operatives count as one selection for a 
STEALTH BATILESUIT fire team. The total number of 
DRONE operatives in that fire team cannot exceed the 
total number of other operatives in that fire team. 

MV1 GUN DRONE 
MV4 SHIELD DRONE 
MV7 MARKER DRONE 
MB3 RECON DRONE (counts as two selections) 
MV31 PULSE ACCELERATOR DRONE 
MV33 GRAV-INHIBITOR DRONE 
MV36 GUARDIAN DRONE 
DSB TACTICAL SUPPORT TURRET 

Your kill team can only include each operative 
above once. MB3 RECON DRONE, MV31 PULSE 
ACCELERATOR DRONE and MV33 GRAV-INHIBITOR 
DRONE operatives can only be selected for a 
PATHFINDER fire team. MV36 GUARDIAN DRONE and 
DSB TACTICAL SUPPORT TURRET operatives can only 
be selected for a FIRE WARRIOR fire team. 

UNIQUE ACTION 

M A R K E R L I G H T  1 A P 

Select one enemy operative Visible to this operative. That 
enemy operative gains one Markerlight token until the 
end of the Turning Point. This operative cannot perform 
this action while within Engagement Range of enemy 
operatives. If an operative would perform this action and 
a Shoot action in the same activation, only the target of 
that Shoot action's shooting attack can be selected for 
this action. 

Each time a shooting attack is made against an enemy 
operative, in the Roll Attack Dice step of that shooting 
attack, if that enemy operative has one or more Markerlight 
tokens, you can re-roll one of your attack dice. 

ABIUTIES 

Artificial Intelligence 
• This operative cannot perform mission actions or the Pick 

Up action. 
• For the purposes of determining control of objective 

markers, treat this operative's APL as 1 lower. 
• Each time a shooting attack is made against this operative, 

in the Roll Defence Dice step of that shooting attack, if it 
has an Engage order, defence dice cannot be automatica l ly 
retained as a result of Cover. 

• When drawing a Visibility line from a DRONE operative, 
draw it from any part of the round disc at the top of 
the miniature, as shown by the red keyline area on the 
diagram below. 

• Unless otherwise specified, this operative cannot be 
equipped with equipment. 

Drone visibi l ity area 

Saviour Protocols 
Each time a friendly HUNTER CADREI operative (excluding 
DRONE operatives) is selected as the target of a shooting 
attack, if there is a friendly DRONE operative with this ability 
Visible to and within O of it and not within Engagement 
Range of an enemy operative, if that friendly DRONE 
operative is not protecting any other operatives, it can protect 
that friendly HUNTER CADREt operative until the end of 
the Turning Point. If it does so, until the end of the Turning 
Point, each time a shooting attack is made against that 
friendly HUNTER CADREI operative, make that shooting 
attack against that friendly DRONE operative instead, even if 
it would not be a valid target. In the Roll Defence Dice step 
of that shooting attack, defence dice cannot be automatically 
retained as a result of Cover. 
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-C:> Pulse blaster Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 
- Close range 4 4+ 4/5 Rng •, APl 
- Long range 4 4+ 3/4 

-<:> Pulse carbine 4 4+ 4/5 
-<:> Pulse rifle 4 4+ 4/5 
X Gun butt -�� - 3 5+ 2/3 

Ullfflll 

HUNTER CADREI, T'AU, <SEPT>, FIRE WARRIOR, SHAS'LA 

1111 I 18/11 0 

111u11 1m111 

SR 
-<:> Pulse blaster Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Close range 4 3+ 4/5 Rng •, APl 
- Long range 4 3+ 3/4 

-<:> Pulse carbine 4 3+ 4/5 
-<:> Pulse rifle 4 3+ 4/5 
X Gun butt 3 5+ 2/3 

llllfflll 

HUNTER CADREI, T'AU, <SEPT>, LEADER, FIRE WARRIOR, SHAS'UI 

111811 BTIDII 



11111 
{) Pulse carbine 

A BS/WS D 
4 
3 

4+ 4/5 
5+ 2/3 

HUNTER CADRES, T'AU, <SEPT>, PATHFINDER, SHAS'LA 

1111 I IS/IS I 

SR 

UNIQUI ACTIONS -----
Markerlight (1AP): See page 1 37. 

SI 
(} Ion rifle Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Standard 5 4+ 4/5 
- Overcharge 5 4+ 5/6 

-c:, Rail rifle _____ 4 4+ 4/4 
X Gun butt 3 5+ 2/3 

llllRIEI 

HUNTER CADREI, T'AU, <SEPT>, PATHFINDER, HEAVY GUNNER 

APl , Hot 
APl , Lethal 5+ 

UNI DI ACTIONS 

Pl 

MW2 

139 � 
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·Cr Pulse carbine 4 3+ 4/5 
3 5+ 2/3 

HUNTER CADREI, TAU, <SEPT>, LEADER, PATHFINDER, SHAS'UI 

mE I 11/18 D 
<:) Burst cannon 6 4+ 3/4 
<:) Fusion blaster 4 4+ 6/3 
X Fists 4 5+ 2/3 

llllfflEI 

Camouflage Field: Each  time an enemy operative makes a shooting 
attack, un less it is with in O of this operative or it is a subsequent 
attack  made as a resu lt of the B last specia l  rule, this operative is 
a lways treated as being in Cover for that shooting  attack. While 
this operative has a Concea l  order, it is a lways treated as having a 
Conceal  order, regard less of any other rules !e .g .  Vantage  Point). 

SR 

UIIIUE ICTIIII 

Markerlight (1AP): See page 1 37 .  

SI 

Ceaseless, Fusillade 
Rng ., AP2 

HUNTER CADREI, TAU, <SEPT>, FLY, STEALTH BATTLESUIT, SHAS'UI 

MW4 



IAIE 
<:> Bu rst ca nnon  
<:> Fus ion bl aster 
X Fists 

Alllfflll 

I IS/IS D 
6 3+ 3/4 
4 4+ 6/3 
4 4+ 2/3 

Camouflage Field: Each time an  enemy ope rative makes a shootin g  
attack, un less i t  is with in O o f  this operative or i t  i s  a subsequent 
attack  made as a result of the B last spec ia l  rule, th is  operative is 
a lways treated as being in  Cover for that shooting  attack. While 
this operative has a Concea l  order, it is a lways treated as h aving  a 
Concea l  order, regard less of a ny other rules (e .g .  Vantage  Point). 

SI 
Cease l ess, Fusi l l ade  

Rng ., AP2 

Ill BI 11:TIDIS 

HUNTER CADREI, T'AU, <SEPT>, FLY, LEADER, STEALTH BATTLESUIT, SHAS'VRE 

I IS/IS D 
4 
3 

Artificial Intel l igence, Saviour Protocols ( pg  1 37)  

4+ 
5+ 

4/5 
2/3 

HUNTER CADREI, T'AU, <SEPT>, DRONE, FLY, MV1 GUN DRONE 

SR 
Re lent less 

011101 1m111 

MW4 
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NIii I IS/IS D --------�-----
x Ram 3 5+ 2/3 

AlllRIIS 
Artificial Intel l igence, Saviour Protocols (pg 1 37) 

Shield Generator: This operative has a 4+ i nvulnerab le save. Each 
t ime th is  operative would lose a wound that is not as a result of  a 
mortal wound, rol l  one 06: on a 5+, that wound is not lost. 

HUNTER CADREt, T'AU, <SEPT>, DRONE, FLY, MV4 SHIELD DRONE 

I IS/IS D 
3 

Artificial Intel l igence, Saviour Protocols (pg 1 37) 

Guardian Shield Generator: This operative has a 5+ 
invulnerab le save. 

5+ 2/3 

SR 

UNIQUE ICTIIII 

7 

SR 

UIIIUI ICTIIIS 
Guardian Field (1 AP): Unti l this operative is next a ctivated, whi le a 
friend ly HUNTER CADREt ope rative is with in • of th is operative, 
it has a 5+ i nvulnera ble save . 

HUNTER CADREt, T'AU, <SEPT>, DRONE, FLY, MV36 GUARDIAN DRONE 



I BS/18 D 

3 5+ 2/3 

Artificial Intel l igence, Saviour Protocols ( pg  1 37)  

Pulse Accelerator: Whi le a friend ly HUNTER CADREI operative i s  
with in • of  th is  operative, pu lse  weapons that friend ly operative 
is equ ipped with are a ccelerated .  While a p u lse weapon is 
acce lerated ,  each time a shooti ng atta ck  is made with it, in the 
Rol l  Attack  D ice  step of that shooting atta ck, before rol l ing you r  
attac k  d i c e ,  you can  reta in o ne  as  a successful normal h it without 
rol l ing it. A pu lse weapon is a ranged weapon that i nc l udes the 
word 'pu lse' in its name, e.g. pu lse  ca rb ine.  

SR 

INIQIE AmDNS 

HUNTER CADREI, T'AU, <SEPT>, DRONE, FLY, MV31 PULSE ACCELERATOR DRONE 

NAIi A BS/IS D 

X Ram 3 5+ 2/3 

ABllfflES 

Artificial Inte l l igence, Saviour Protocols ( pg  1 37) 

Grav-inh ibitor: Each time an  enemy operative performs a Charge 

action, if it would move with in . of this operative, on ly add  .A: to 
the add itiona l  d istance it can  move, instead  of 0. Each  time an  
enemy operative performs a Dash action, i f  i t  would move with in  
• of  th is  operative, i t  can  on ly  move up  to  0, instead  of  u p  to  •. 

SI 

111 01 1mo1s 

Grav-wave (1AP): Place a g rav-wave token with in • of and  
Visib le  to  th is  operative. Until the  start of  this operative's next 
activation, whi le a fri end ly HUNTER CADREI operative is with in 
0 of the centre of that token, it can  perform Fall Back actions for 
one less AP (to a min imum of OAP). 

HUNTER CADREI, T'AU, <SEPT>, DRONE, FLY, MV33 GRAV-INHIBITOR DRONE 

143 < 
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X Ram 

llllfflEI 

A IS/IS I 
3 5+ 2/3 

Artificial Intel l igence, Saviour Protocols {pg  1 37) 

HUNTER CADREI, T'AU, <SEPT>, DRONE, FLY, MV7 MARKER DRONE 

I BI/IS 0 
6 
3 

Artificial Intel l igence, Saviour Protocols ( pg 1 37)  

4+ 
5+ 

3/4 

3/4 

HUNTER CADREI, T'AU, <SEPT>, DRONE, FLY, MB3 RECON DRONE 

SR 

Markerlight {1AP): See page 1 37 .  

SR 
Heavy, Cease less, Fusi l l ade  

Ill DE ICTIIII 
Analyse (1AP): Select one enemy operative Visib le  
to th is  operative, then select one other ready friend ly 
HUNTER CADREI operative that is not with in Engagement Range 
of  enemy operatives. After th is  operative's a ctivation ends, you 
can  activate that other friend ly operative, and  du ring its next 
a ctivation, each  time it makes a shooting atta ck  aga inst that 
enemy operative, i n  the Roll Attack D ice ste p of that shooting 
atta ck, you can  re-rol l  any or  a l l  of you r  atta ck  d ice . This operative 
ca nnot perform this a ction whi le with in Engagement Range of 
enemy operatives. 



NAME A BS/18 D 
{:> M iss i le pod 
{:> Smart miss i le system 

4 

6 

Artificial Intel l igence, Saviour Protocols (pg  1 37) 

4+ 
4+ 

5/7 

3/4 

*Smart Targeting: Each time  this operative makes a shooting 
attack  with th is  weapon,  you can  use th is  spec ia l  ru le .  If you do  so ,  
for  that shooting  attack: 

• Enemy operatives with an Engage  order that a re not with in  
Engagement Range of  friend ly operatives are va l i d  ta rgets and 
cannot be in  Cover. 

• In the Rol l  Atta ck  D ice  step of that shooting attac k, attack  d ice  
resu lts of  6 a re successfu l normal  hits. Al l  other  attack  d i ce  
resu lts a re  fa i l ed  h its. 

SB 
Heavy 

H eavy, Smart Ta rgeting* 

Support Turret: This operative cannot have a Concea l  order and  
c an  only perform Shoot and Overwatch actions. It cannot fight i n  
combat ( do  not se lect a weapon or r o l l  any attack  d ice  fo r  it) and  
c annot provide combat support. 

UNI DE AmlNI 

HUNTER CAD REI, T' AU, <SEPT>, DRONE, DSB TACTICAL SUPPORT TURRET 
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STRATIG C PLOYS 
I f  your faction is HUNTER CADREt, you can use the following 
Strategic Ploys during a game. 

A I M E D  PU L S E  VO L L E Y  1 C P 
Until the end of the Turning Point, each time a friendly FIRE 
WARRIOR operative makes a shooting attack with a pulse 
rifle as a result of a Shoot action, in the Roll Attack Dice 
step of that shooting attack, if it has not moved during that 
activation, you can re-roll one of your attack dice. 

B R EACH  A N D  C L EAR  1 C P 
Until the end of the Turning Point, each time a friendly FIRE 
WARRIOR operative makes a shooting attack with a pulse 
blaster as a result of a Shoot action: 

• For that shooting attack, enemy operatives within . of it 
are not in Cover. 

• In the Roll Attack Dice step of that shooting attack, if 
the target is within . of it, you can re-roll one of your 
attack dice. 

CAMOU FLAGE F I ELD ENGAG EM ENT 1 C P 
Until the end of the Turning Point, friendly STEALTH 
BATTLESUIT operatives can perform the following action: 

Change this operative's order. 

RECON  S W E E P  1 C P 
Friendly PATHFINDER operatives that are wholly within . 
of any killzone edge can immediately perform a free Dash 
action, but only if they can finish that move wholly within e 
of a killzone edge that is not your own killzone edge. 

TACTICAL PLOYS 
If your faction is HUNTER CADREt, you can use the following 
Tactical Ploys during a game. 

SU PPORTING  F I R E  1 C P 
Use this Tactical Ploy in the Firefight phase, when a Shoot 

action is declared for a friendly HUNTER CADREt operative. 
In the Select Valid Target step of that shooting attack, you 
must select an enemy operative that is within Engagement 
Range of one or more other friendly operatives and within . 
of the active operative, and that enemy operative cannot be in 
Cover as a result of friendly operatives' bases. Note, however, 
that in the Roll Defence Dice step of that shooting attack, 
the enemy operative can be in Cover as a result of friendly 
operatives' bases. 

1

STAND  AND  F I R E  1 C P  
Use this Tactical Ploy when a friendly HUNTER CADREt 
operative (excluding a DRONE operative) is selected as the 
target for combat. For that combat: 

• Select a ranged weapon to fight with. 
• Treat that weapon's Ballistic Skill characteristic as a Weapon 

Skill characteristic. 
• Ignore any special rules that weapon has. 



IQU IPMINT 
HUNTER CADREt 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. 

M A RK E R L I G H T [ 2 E P J  
The operative can perform the following action during 
the battle: 

Markerlight ( l AP): See page 1 37. 

PH OTON  G R E NA D E  [ 2 E PJ 
The operative can perform the following action during 
the battle: 

Photon Grenade ( l AP): Select one enemy operative Visible 
to this operative. Roll one D6, subtracting 1 from the result 
as follows: 

• If that enemy operative is not in this operative's Line 
of Sight. 

• If that enemy operative is more than • from this operative. 

On a 2+, that enemy operative gains a Photon token. While 
an operative has any photon tokens, subtract O from its 
Movement characteristic and it cannot perform Dash actions. 
At the end of an operative's activation, remove all Photon 
tokens it has. This operative cannot perform this action while 
within Engagement Range of enemy operatives. 

TA RG E T  LO CK  [ 3 E P] 
STEALTH BATTLESUIT operative only. The operative gains the 
following ability for the battle: 

Target Lock: Each time this operative makes a shooting 
attack, in the Roll Attack Dice step of that shooting attack, 
the target is treated as having a Markerlight token. 

H O LOG RAPH I C  R EA D O UT+ [ 2 E P J  
LEADER operative only. The operative gains the following 
ability for the battle: 

Holographic Readout: Once per battle, when a friendly 
HUNTER CADREt operative (excluding a DRONE operative) 
is activated within . of this operative, this operative can use 
this ability. If it does so, until the end of the friendly HUNTER 
CADREt operative's activation, it can perform one mission 
action for one less AP (to a minimum of OAP). 

S T I M U LANT  I N J E CTOR+ [ 3 E P] 
The operative gains the following ability for the battle: 

Stimulant Injector: Once per battle, when this operative is 
activated or would lose a wound, it can use this ability. If it 
does so, until the end of the Turning Point: 

• Each time this operative would lose a wound, roll one D6: 
on a 5+, that wound is not lost. 

• It cannot be injured. 
• You can ignore any or all modifiers to its APL .  

147 
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CADRI MIRCINARY Ki ll TIAM 
� A CADRE MERCENARYI kill team includes 1 KROOT 

CARNIVORE LEADER operative. 

� It also includes 1 2  CADRE MERCENARYI operatives 
selected from the following l ist: 
• KROOT CARNIVORE WARRIOR 
• KROOT HOUND 
• KROOTOX 

Your kill team can only include up to 4 KROOT HOUND 
operatives. Your kill team can only include up to one 
KROOTOX operative and it counts as 2 selections. 

I 18/11 I 

4 4+ 3/4 

3 3+ 3/4 

Masters of Camouflage: While th is operative is in Cover, it has a 
Save characteristic of 4 +. 

CADRE MERCENARYI, T'AU EMPIRE, KROOT, CARNIVORE, WARRIOR 

SI 



NAIi 
-c:> Kroot rifle 

A IS/IS D 
4 3+ 3/4 
3 2+ 3/4 

Masters of Camouflage: While this operative is in Cover, it has a 
Save cha racteristi c of 4+. 

CADRE MERCENARY9, T'AU EMPIRE, KROOT, CARNIVORE, LEADER 

1111 
X Ripping fangs 

IBllfflll 

I 11/11 I 
4 3+ 3/4 

Hunting Beast: This operative c annot perform mission a ctions and  
cannot be equ ipped with equ ipment. 

Masters of Camouflage: While this operative is in Cover, it has  a 
Save characteristic of 4+. 

CADRE MERCENARY9, T'AU EMPIRE, KROOT, HOUND 

149 < 
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- <:> Kroot gun 
X Krootox fists 

AllllTIEI 

4 
5 

4+ 5/6 
3+ 4/6 

CADRE MERCENARYI, T'AU EMPIRE, KROOT, KROOTOX 

STRATEG IC PLOYS 

Rending 
Brutal 

UNIQUE ACTIIII 

I f  your faction is CADRE MERCENARYt, you can use the following Strategic Ploys during a game. 

H U NT I N G  CALL  1 C P 
Until the end of the Turning Point, each time a friendly 
CADRE MERCENARYt operative performs a Fight action, in 
the Roll Attack Dice step of that combat, you can re-roll one of 
your attack dice. 

PAT I E NT STALKERS 1 C P 
Until the end of the Turning Point, friendly CADRE 
MERCENARYt operatives can perform a Charge action while 
they have a Conceal order. 

F I ELDCRAFT 1 C P 
Until the end of the Turning Point, friendly KROOT 
CARNIVORE operatives can perform the following action: 

Fieldcraft { 1 AP}: Change this operative's order. 

P E R F EC T  AMBUS H  1 C P 
Use this Strategic Ploy in the first Turning Point. Until the 
end of the Turning Point, each time a friendly CADRE 
MERCENARYt operative is activated, you can change 
its order. 



TACTICAL PLOYS 
I f  your faction i s  CADRE MERCENARYI, you can use the following Tactical Ploys during a game. 

A GORY FEAST 1 C P 
Use this Tactical Ploy when a friendly 
CADRE MERCENARYI operative incapacitates an enemy 
operative in combat. Add 1 to that friendly operative's APL 
and it regains up to D6 lost wounds. 

IQU IPMINT 

BRUTE STRENGTH 1 C P 
Use this Tactical Ploy in the Fi refight phase, when a friendly 
KROOTOX operative performs a Normal Move, Dash, Fall  

Back or Charge action. Until the end of that activation: 

• That operative can move through Light parts of a terrain 
feature as if they were not there. 

• That operative can move around, across and over other 
operatives (and their bases) as if they were not there, but 
must finish the move following all requirements specified 
by that move, and cannot finish its move on top of other 
operatives (or their bases). 

CADRE MERCENARV9 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. 

KROOT  H U N T I N G  R I F L E  [ 3 E PJ 
The operative is equipped with the followi ng ranged weapon 
for the battle: 

Name A BS D 

Kroot huntin g  rifl e 4 4+ 3/3 

Special Rules 

H eavy, S i l e nt 

! 

MWl 

S U R E- FO OT C H A R M+ [ 2 E PJ 
The operative gains the following ability for the battle: 

Sure-foot Charm: Each time this operative is activated, you 
can select one other ready friendly CADRE MERCENARVI 
operative within . of and Visible to it. After this operative's 
activation ends, you can activate that friendly operative. 

S K I N N I N G  B L A D E  [ 2 E P] 
The operative is equipped with the following melee weapon 
for the battle: 

Name 
Ski nn i ng  b l ade  

A 

4 

WS D 

3+ 3/5 

TROPHY  P I STO L [ 3 E PJ 
The operative is equipped with the following ranged weapon 
for the battle: 

Name 
Trophy p i sto l 

Special Rules 

Ba l a n ced ,  B l a st ., Range  e 
BOLAS  [ 3 E PJ 

A 

4 

BS D 

4+ 3/4 

The operative can perform the following action during 
the battle: 

BO LAS  1 A P 

Select one enemy operative Visible to and within 
• of this operative, then roll three D6 and add the 
results together. If the total is greater than that enemy 
operative's Wounds characteristic, subtract 1 from 
its APL This operative can only perform this action 
once, and cannot perform this action while within 
Engagement Range of enemy operatives. 

151 < 
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S TYRANIDS 

H IVI f ll ll Ki ll TIAM 
A HIVE FLEETI kill team consists of two fire teams selected from the following list: 

• GENESTEALER 
• TYRANID SWARM (max one per kill team) 
• TYRANID WARRIOR 

ARCHETYPE: SHK ANO DESTROY / SECURITY 

TYRANID WARRIOR f IHI TIAM 
� A TYRANID WARRIOR fire team includes three TYRANID 

WARRIOR operatives selected from the following list: 
• TYRANID WARRIOR FIGHTER each separately equipped 

with one option from each of the following: 
o Boneswords, deathspitter, devoure, rending claws, 

scything talons, spinefists or lash whip; bonesword 
o Boneswords, rending claws, scything talons or lash 

whip; bonesword 
• TYRANID WARRIOR HEAVY GUNNER each separately 

equipped with one option from each of the following: 
o Barbed strangler or venom cannon 
o Boneswords, rending claws, scything talons or lash 

whip; bonesword 

Each TYRANID WARRIOR fire team can only include up to 
one TYRANID WARRIOR HEAVY GUNNER operative. 

� If your kill team does not include any other LEADER 
operatives, instead of selecting one TYRANID WARRIOR 
FIGHTER operative for one TYRANID WARRIOR fire team, 
you can select one TYRANID WARRIOR LEADER operative 
equipped with one option f rom each of the following: 
• Boneswords, deathspitter, devourer, rending claws, 

scything talons, spinefists or lash whip; bonesword 
• Boneswords, rending claws, scything talons or lash whip; 

bonesword 

ABILITIES 

Synapse 

,., :1a:,11
1
, u 11 j j :,., ii 11 11rn1:1 1

,

1

11111 i 1, 1:u11 11 i'-

GINISTIAllR f IHI TIAM 
� A GENESTEALER fire team includes five GENESTEALER 

FIGHTER operatives each separately equipped with one of 
the following options: 
• Double rending claws 
• Rending claws; scything talons 

� If your kill team does not include any other LEADER 
operatives, instead of selecting one GENESTEALER 
FIGHTER operative for one GENESTEALER fire team, you 
can select one GENESTEALER LEADER operative equipped 
with one of the following options: 
• Double rending claws 
• Rending claws; scything talons 

i:1 :Ja: 1 I 1
1

i QIJ j j(i;,i1 11 11 fi i :t , i'U1�811 :1 i1111 :t j 8 1ill 

TYRANID SWARM flRI TIAM 
� A TYRANID SWARM fire team includes eight TYRANID 

SWARM operatives selected from the following list: 
• HORMAGAUNT 
• TERMAGANT each separately equipped with claws and 

one of the following options: 
o Devourer, fleshborer or spineftsts 

Each TERMAGANT operative equipped with a devourer 
counts as two selections. 

• Each time this operative is activated, if it is injured and within e of a friendly HIVE FLEETI SYNAPSE operative, for 
that activation, do not subtract O from its Movement characteristic as a result of being injured. 

• While this operative is injured and within e of a friendly HIVE FLEETI SYNAPSE operative, do not worsen the Ballistic 
Skill and Weapon Skill of ranged and melee weapons it is equipped with as a result of being injured. 



Nllf 
X Double rending claws 
X Rending claws 
X Scything talons 

AIIUTIIS 
Synapse: See page 1 52 

I IS/IS I 
5 
5 
5 

3+ 

3+ 

3+ 

4/5 

4/5 

4/6 

Lightning Reflexes: This o pe rative has a 5+ invu lnerable save. 
Each time this operative is  activated, it can perform a free Dash 
action during that activation. 

Hidden Horror: While this operative has a Conceal order, it is 
a lways treated as having a Concea l  order, regard less of any other 
ru les (e .g .  Vantage  Point). 

HIVE FLEETe, TYRANID, <HIVE FLEET>, GENESTEALER, FIGHTER 

X Double rending claws 
X Rending claws 
X Scything talons 

Alllfflll 
Synapse: See page 1 52 

I IS/II I 
5 
5 
5 

2+ 
2+ 
2+ 

4/5 

4/5 

4/6 

Lightning Reflexes: This operative has a 5+ invu lnerable save. 
Each time th is operative is activated, it can perform a free Dash 
a ction  dur ing that activation .  

Hidden Horror: While th is  operative has  a Concea l  order, i t  is  
a lways treated as having a Concea l  order, regard less of any othe r  
ru les ( e . g .  Vantage Point). 

HIVE FLEETe, TYRANID, <HIVE FLEET>, GENESTEALER, LEADER 

SR 
Relentless 

Balanced 

Ill BI Amlll 

SR 
Relentless 

Balanced 

BNI BI ACTIIIS 

Rending 
Rending 

Rending 
Rending 
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NIIE I BS/IS 
<) Deathspitter 5 4+ 
<:> Devourer 5 4+ 
<:> Lash whip 4 3+ 
<:> Spinefists 5 3+ 
X Bonesword 3 3+ 
X Boneswords 4 3+ 
X Rending claws 4 3+ 
X Scything talons 4 3+ 

Dllfflll 
Synapse: See page 1 52 

Weaponbeast: If this operative is equ i pped with two me lee 
wea pons, add 1 to their Atta cks characteristics. 

D 

4/5 
3/4 
3/4 
3/4 
4/6 
4/6 
4/5 
4/6 

Ceaseless 
Rng . 
Rng . 

Lethal 5+ 
Lethal 5+ 

Balanced 

lash Whip: While an enemy operative is with in Engagement 
Range of friendly operatives equ i pped with this wea pon, subtract 1 
from that enemy operative's Attacks characteristics. 

HIVE FLEETI, TVRANID, <HIVE FLEET>, SYNAPSE, TVRANID WARRIOR, FIGHTER 

IIIE I 11/11 I 
<:> Barbed strangler 5 4+ 4/5 
<) Lash whip 4 3+ 3/4 
<) Venom cannon 5 4+ 5/6 
X Bonesword 3 3+ 4/6 
X Boneswords 4 3+ 4/6 
X Rending claws 4 3+ 4/5 
X Scything talons 4 3+ 4/6 

llllfflll 
Synapse: See page 1 52 

lash Whip: While an enemy operative is with in Engagement 
Range of friendly operatives equ ipped with this weapon, subtract 1 
from that enemy operative's Atta cks characteristics. 

Heavy, Blast 0 
Rng . 

Heavy, AP1 
Lethal 5+ 
Lethal 5+ 

Balanced 

UNI 11 ICTIIII 

HIVE FLEETI, TVRANID, <HIVE FLEET>, SYNAPSE, TVRANID WARRIOR, HEAVY GUNNER 

Stun 

Rending 



NAIi I IS/IS 
<:> Deathspitter 5 3+ 
{) Devourer 5 3+ 
<:> Lash whip 4 2+ 
<:> Spinefists 5 2+ 
X Bonesword 3 2+ 
X Boneswords 4 2+ 
X Rending claws 4 2+ 
X Scything talons 4 2+ 

Alllfflll 

Synapse: See page  1 52 

Weaponbeast: If this operative is equ ipped with two melee 
weapons, add 1 to the i r  Attacks cha racteristics .  

I 
4/5 
3/4 
3/4 
3/4 
4/6 
4/6 
4/5 
4/6 

SB 

Ceaseless 
Rng . Stun 
Rng e 

Lethal 5+ 
Lethal 5+ 

Rending 
Balanced 

Lash Whip: While an enemy ope rative is within Engagement 
Range of friend ly operatives equipped with this weapon, subtract 1 
from that enemy operative's Attacks chara cteristics .  

HIVE FLEETe, TYRANID, <HIVE FLEET>, SYNAPSE, TYRANID WARRIOR, LEADER 

1111 I IS/IS I SI 
<:> Devourer 5 4+ 3/4 Ceaseless 
<:> Fleshborer 4 4+ 3/4 Rng e 
<:> Spinefists 4 3+ 2/3 Rng e 
X Claws 3 4+ 2/3 

Alllfflll BNIQDI ACTIDNS 

Synapse: See page 1 52 

HIVE FLEETe, TYRANID, <HIVE FLEET>, TYRANID SWARM, TERMAGANT 
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Synapse: See page 1 52 

I IS/IS D 
4 4+ 3/5 

BI 
Relentless 

111 11 Amlll 

HIVE FLEETI, TYRANID, <HIVE FLEET>, TYRANID SWARM, HORMAGAUNT 

STRATIG IC PlOYS 
If your faction i s  HIVE FLEETI, you can use the following Strategic Ploys during a game. 

STALK  1 C P 
One friendly HIVE FLEETI operative that has a Conceal order 
and is more than • from enemy operatives can perform a 
free Normal Move action. 

LU RK  1 C P 
Until the end of the Turning Point, each time a shooting 
attack is made against a friendly HIVE FLEETI operative, in 
the Roll Defence Dice step of that shooting attack, before 
rolling your defence dice, if it is in Cover and either has a 
Conceal order or is ready, one additional dice can be retained 
as a successful normal save as a result of Cover. 

F E E D  1 C P 
Until the end of the Turning Point, each time a friendly 
HIVE FLEETI operative fights in combat, the first time 
you strike with a critical hit in that combat, inflict one 
additional damage. 



TACTICAL PLOYS 
If your faction is HIVE FLEETI, you can use the following Tactical Ploys during a game. 

U N S E EN H U N T E R  1 C P 
Use this Tactical Ploy at the start or end of any activation. 
Select one friendly HIVE FLEETI operative that has not 
performed a shooting attack during this Turning Point. You 
can change its order. 

W I L L  O F  T H E  H I V E  M I N D  1 C P 
Use this Tactical Ploy when a friendly HIVE FLEETI operative 
within . of a friendly HIVE FLEETI SYNAPSE operative is 
activated. Add 1 to the activated operative's APL. 

EQUIPMENT 

AG G R ES S I V E  B IOSTRA I N  1 C P 
Use this Tactical Ploy after making a shooting attack with a 
friendly HIVE FLEETI operative in which the target did not 
lose any wounds. Repeat that shooting attack. 

HIVE FLEETI 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). Each operative can be equipped with no more than one of each item. 

F L E S H  HOOKS [ 2 E P ]  
The operative is equipped with the following ranged weapon 
for the battle: 

Name 

Fl esh hooks 

Special Rules 

Rng  •, Letha l  5+ 

AC I D  MAW [ 2 E P J  

A 

4 
BS D 

2+ 3/4 

The operative is equipped with the following ranged weapon 
for the battle: 

Name A BS D 

Acid  maw 4 2+ 3/3 
Special Rules 

Rng • 

I 

Sp lash 1 

E X T E N D E D  C H I T I N  [ 2 / 3 E P] 
The operative gains the following ability for the battle: 

Extended Chitin: 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. 

If the operative is a TYRANID WARRIOR, this equipment 
costs 3 EP; otherwise, it costs 2 EP. 

F E E D E R  T E N D R I LS [ 2 E PJ 
The operative gains the following ability for the battle: 

Feeder Tendrils: Each time this operative incapacitates an 
enemy operative in combat, it regains up to D3 lost wounds. 

TOX I N  SACS  [ 2 E PJ 
The operative gains the following ability for the battle: 

Toxin Sacs: Each time this operative fights in combat, in the 
Roll Attack Dice step of that combat, if you retain any critical 
hits, you can retain one of your failed hits as a successful 
normal hit. 

A D R E N A L  G LA N D S  [ 2 E P J  
Add ,._ to the operative's Movement characteristic for 
the battle. 
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BROOD COVIN Kill 11AM 
A BROOD COVENI kill team consists of two fire teams selected from the following list: 

• NEOPHYTE HYBRID 
• ACOLYTE HYBRID 
• HYBRID METAMORPH 

ARCHETYPE: SECURITY / RECON / INfllTRATIDN 

NIDPHYTI HYBRID f IHI TIAM 
li> A NEOPHYTE HYBRID fire team includes seven NEOPHYTE HYBRID operatives selected from the following list: 

• NEOPHYTE HYBRID TROOPER 
• NEOPHYTE HYBRID GUNNER equipped with: gun butt; flamer 
• NEOPHYTE HYBRID GUNNER equipped with: gun butt; grenade launcher 
• NEOPHYTE HYBRID GUNNER equipped with: gun butt; webber 
• NEOPHYTE HYBRID HEAVY GUNNER equipped with: gun butt; heavy stubber 
• NEOPHYTE HYBRID HEAVY GUNNER equipped with: gun butt; mining laser 
• NEOPHYTE HYBRID HEAVY GUNNER equipped with: gun butt; seismic cannon 
• NEOPHYTE HYBRID ICON BEARER 

Each NEOPHYTE HYBRID fire team can only include up to two NEOPHYTE HYBRID GUNNER operatives and up to one 
NEOPHYTE HYBRID HEAVY GUNNER operative. Other than NEOPHYTE HYBRID TROOPER operatives, your kill team can only 
include each operative above once. Your kill team can only include up to one ICON BEARER operative. 

);> If your kill team does not include any other LEADER operatives, instead of selecting one NEOPHYTE HYBRID TROOPER 
operative for one NEOPHYTE HYBRID fire team, you can select one NEOPHYTE HYBRID LEADER operative equipped with 
one of the following options: 
• Gun butt and one of the following options: 

o Autogun or shotgun 
• One option from each of the following: 

o Chainsword, power maul or power pick 
o Autopistol, bolt pistol or web pistol 



ARCHEHPE: SHK AND DESTROY / INfllTRATION 

ACDlYTI HYBRID f IHI 11AM 
lo> An ACOLYTE HYBRID fire team includes five ACOLYTE HYBRID operatives selected from the following list: 

• ACOLYTE HYBRID TROOPER 
• ACOLYTE HYBRID GUNNER 

· • ACOLYTE HYBRID FIGHTER equipped with: autopistol; heavy rock cutter, 
• ACOLYTE HYBRID FIGHTER equipped with: autopistol; heavy rock drill 
• ACOLYTE HYBRID FIGHTER equipped with: autopistol; heavy rock saw 
• ACOLYTE HYBRID ICON BEARER 

Each ACOLYTE HYBRID fire team can only include up to one of the following options: up to two ACOLYTE HYBRID GUNNER 
operatives; up  to two ACOLYTE HYBRID FIGHTER operatives; one ACOLYTE HYBRID GUNNER and one ACOLYTE HYBRID 
FIGHTER operative. Other than ACOLYTE HYBRID TROOPER and ACOLYTE HYBRID GUNNER operatives, your kill team can 
only include each operative above once. Your  kill team can only include up to one ICON BEARER operative. 

lo> If your  kill team does not include any other LEADER operatives, instead of selecting one ACOLYTE HYBRID TROOPER 
operative for one ACOLYTE HYBRID fire team, you can select one ACOLYTE HYBRID LEADER operative equipped with one 
option from each of the following: 
• Autopistol, hand flamer or lash whip 
• Cult bonesword and claw, or cult knife and claw 

ARCHEHPE: SEEK AND DESTROY 

HYBRID MITAMORPH 
flRI 11AM 
lo> A HYBRID METAMORPH fire team includes five HYBRID 

METAMORPH operatives selected from the following list: 
• HYBRID METAMORPH FIGHTER 
• HYBRID METAMORPH GUNNER 
• HYBRID METAMORPH ICON BEARER 

Each HYBRID METAMORPH fire team can only include up 
to two HYBRID METAMORPH GUNNER operatives. Your  kill 
team can only include up to one ICON BEARER operative. 

lo> If your  kill team does not include any other LEADER 
operatives, instead of selecting one HYBRID METAMORPH 
FIGHTER operative for one HYBRID METAMORPH 
fire team, you can select one HYBRID METAMORPH 
LEADER operative equipped with one option from each of 
the following: 
• Autopistol or hand flamer 
• Cult bonesword and metamorph mutations, or 

metamorph mutations 

' 
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NAIi 
{:: Autogun 
{:} Shotgun 
.X Gun butt 

I BI/IS D 
4 4+ 2/3 
4 3+ 3/3 
3 4+ 2/3 

SR 

Ang e 

ABlllTIIS Ill II AmDNI 

BROOD COVENI, GENESTEALER CULTS, <CULT>, NEOPHYTE HYBRID, TROOPER 

NIii I 81/IS D SI 

{:: Flamer 5 2+ 2/2 Rng •, Torrent 0 
{:: G renade launcher Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Frag 4 4+ 2/4 Blast 0 
- Krak 4 4+ 4/5 APl 

<) Webber 4 3+ 2/2 Rng •, Lethal 5+ Stun 
.X Gun butt 3 4+ 2/3 

BROOD COVENI, GENESTEALER CULTS, <CULT>, NEOPHYTE HYBRID, GUNNER 



IAIE A BS/11 8 II 
<:> Heavy stubber 5 4+ 3/4 Heavy, Ceaseless, Fusillade 
<:> Mining laser 5 4+ 5/6 Heavy, APl 
<:> Seismic cannon Each time this weapon is selected to make a shooting attack with, select one of the profiles below to use: 

- Long-wave 6 4+ 2/2 Heavy, Blast• Stun 
- Short-wave 4 3+ 4/4 Rng *· Heavy Stun, Pl 

X Gun butt ________ 3 4+ 2/3 

IBIUTIII 

BROOD COVENI, GENESTEALER CULTS, <CULT>, NEOPHYTE HYBRID, HEAVY GUNNER 

<:> Autogun 
<:> Shotgun 
X Gun butt 

IBllfflll 

I 11/11 I 

4 4+ 2/3 
4 3+ 3/3 
3 4+ 2/3 

Icon Bearer: When determin ing control of an objective marker, 
treat this operative's APL chara cteristic as being 1 h igher. Note 
that this is not a modifier. In narrative p lay, this is c umul ative with 
the Focused B attle Honour (see the Ki l l  Tea m  Core Book). 

II 

Rng • 

UNI DI ICTIDNI 
Cult Icon (1AP): Unti l the end of the Turning Point, whi le this 
operative is Vis ib le to and with in • of a friend ly BROOD COVENI 
operative, that friend ly operative is inspired by the cu lt. While 
an  operative is inspired by the cu lt, each  time it fights in c ombat 
or  makes a shooting attac k, in the Rol l  Atta ck  D i ce  step of that 
combat or shootin g  attack, you c a n  re-ro l l  one of your attack  d ice .  

BROOD COVENI, GENESTEALER CULTS, <CULT>, NEOPHYTE HYBRID, ICON BEARER 
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IIIE I 11/11 D IR 
<:> Autogun 4 3+ 2/3 

<:> Autopistol 4 3+ 2/3 

<:> Bolt pistol 4 3+ 3/4 

<:> Shotgun 4 2+ 3/3 

<:> Web pistol 4 2+ 2/2 

X Chainsword 4 3+ 3/4 

X Gun butt 3 4+ 2/3 

X Power maul 4 3+ 4/5 

X Power pick 4 3+ 4/6 

llllfflll 011111 1ma11 

BROOD COVENI, GENESTEALER CULTS, <CULT>, NEOPHYTE HYBRID, LEADER 

1111 
<:> Autopistol 
X Cult knife and claw 

I 11/11 I 
4 

4 

4+ 2/3 

3+ 4/5 

SB 
Rng• 

Balanced 

111111 1m111 

BROOD COVENI, GENESTEALER CULTS, <CULT>, ACOLYTE HYBRID, TROOPER 

Stun 

Stun 
Rending 

Rending 



NAIi 
<:> Hand flame r 

A IS/IS D 
4 

4 

2+ 2/2 
3+ 4/5 

SR 
Rng •, Torrent ··- - - - -­

Balanced 

111101 ICTIINS 

BROOD COVENI, GENESTEALER CULTS, <CULT>, ACOLYTE HYBRID, GUNNER 

1111 I BI/IS I II 

<:> Autopistol 4 4+ 2/3 Rng * 
X Heavy rock c utter 4 4+ 5/7 Lethal 5+ 
X Heavy rock drill 4 3+ 4/7 Brutal 
X Heavy rock saw 4 3+ 5/6 

llllfflll 

BROOD COVENI, GENESTEALER CULTS, <CULT>, ACOLYTE HYBRID, FIGHTER 
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(:> Autopistol 
X Cult knife and claw 

Ullfflll 

I 11/11 I 
4 4+ 2/3 
4 3+ 4/5 

Icon Bearer: When determin ing control of an objective marker, 
treat this operative's APL characteristic as being 1 h igher. Note 
that this is not a modifier. In narrative piny, this is cumu lative with 
the Focused Battle Honour (see the Kill Team Core Book). 

II 
Rng e 

Balanced Rending 

Cult Icon (1AP): Until the end of the Turning Po int, whi le this 
operative is Vis ib le to and with in • of a friend ly BROOD COVENI 
operative, that friendly ope rative is inspired by Lhe cu l l. Whi le 
a n  operative is insp ired by the c u lt, each time it  fights in combat 
or makes a shooting attack, in the Rol l  Atta ck  D ice  step of that 
combat or shooting attac k, you can re-ro l l  one of you r  atta ck  d ice .  

BROOD COVENI, GENESTEALER CULTS, <CULT>, ACOLYTE HYBRID, ICON BEARER 

•1 I 11/11 I 
(:> Autopistol 4 3+ 2/3 
(:> Hand flamer 4 2+ 2/2 
() Lash whip 4 2+ 3/4 
X Cult bonesword and claw 4 2+ 4/6 

X Cult knife and claw 4 2+ 4/5 

llllfflll 

Lash Whip: While an enemy operative is with in Engagement 
Range of friendly operatives equipped with this weapon, subtra ct 1 
from that enemy ope rative's Attacks characteristi cs. 

II 
Rng e 

Rng e, Torrent• 
Rng . 

Balanced, Lethal 5+ 
Balanced 

UNI DI ACTIONS 

' BROOD COVENI, GENESTEALER CULTS, <CULT>, ACOLYTE HYBRID, LEADER 

Stun 

Rending 



1111 
<:> Autopistol 
X Meta morph 'mutations 

llllfflll 

I 18/18 D 
4 4+ 2/3 
4 3+ 4/6 

SR 
Rng * 

Balanced, Brutal 

BROOD COVENt, GENESTEALER CULTS, <CULT>, HYBRID METAMORPH, FIGHTER 

1111 
<:> Hand flamer 
X Metamorph mutations 

Allffllll 

I BI/IS 0 
4 

4 

2+ 2/2 
3+ 4/6 

1B 

Rng •, Torrent £. __ 
Balanced, Brutal 

BROOD COVENt, GENESTEALER CULTS, <CULT>, HYBRID METAMORPH, GUNNER 

Rending 

Rending 
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1111 
<) Autopistol 
X Metamorph mutations 

I IS/IS 0 

4 4+ 2/3 
4 3+ 4/6 

Icon Bearer: When determin ing control of a n  objective marker, 
treat this operative's APL cha ra cteristic as being 1 h igher. Note 
that this is not a modifier. In na rrative p lay, this is cumu lative with 
the Focused Battle Honour (see the Ki l l  Team  Core Book) .  

SR 
Rng• 

Balanced, Brutal 

111101 1m111 

Rending 

Cult Icon (1AP): Until the end of the Turning Po int, while this 
operative is Visi b le to and with in . of a friend ly BROOD COVENI 
operative, that friendly ope rative is inspired by the cu lt. Whi le 
an  operative is inspired by the cu lt, each  tim e  it  fights in combat 
or  makes a shooting  atta ck, in the Rol l  Attack  D ice  step of that 
combat or  shootin g  attack, you can re-ro l l  one of you r atta ck  d i ce. 

BROOD COVENI, GENESTEALER CULTS, <CULT>, HYBRID METAMORPH, ICON BEARER 

1111 I IS/IS 0 SB 
() Autopistol 4 2+ 2/3 Rng• 
<:> Hand flamer 4 2+ 2/2 Rng •, Torrent ..A. 
X Cult bonesword and 4 2+ 4/6 Balanced, Lethal 5+ Rending 

metamorph mutations 
X Metamorph mutations 4 2+ 4/6 Balanced, Brutal Rending 

IBllfflll 111101 1mo11 

BROOD COVENI, GENESTEALER CULTS, <CULT>, HYBRID METAMORPH, LEADER 



STRATEG IC PlOYS 
I f  your faction is BROOD COVENI, you can use the following Strategic Ploys during a game. 

C U LT A M B U S H  1 C P 
Use this Strategic Ploy in the first Turning Point. Until the end 
of the Turning Point, each time a friendly BROOD COVENI 
operative is activated, you can change its order. 

LU RK  I N  T H E  S H A D OWS  1 C P 
Until the end of the Turning Point, each time a shooting 
attack is made against a friendly BROOD COVENI operative, 
in the Roll Defence Dice step of that shooting attack, before 
roll ing your defence dice, if it is in Cover and either has a 
Conceal order or is ready, you can do one of the following: 

• One additional dice can be retained as a successful normal 
save as a result of Cover. 

• Retain one dice as a successful critical save as a result of 
Cover instead of a normal save. 

TACTICAL PlOYS 
If your faction is BROOD COVENI, you can use the following Tactical Ploys during a game. 

U N D E RG ROU N D  1 C P 
Use this Tactical Ploy in the Set Up Operatives step of the 
mission sequence. Select one friendly BROOD COVENI 
operative. That operative can be set up with a Conceal order 
anywhere on the killzone that is within _. of Heavy terrain 
and more than • from enemy operatives and the enemy 
drop zone. 

I N TO TH E S H A DOWS  1 C P 
Use this Tactical Ploy at the end of a friendly 
BROOD COVENI operative's activation. If that operative has 
an Engage order, change it to a Conceal order. 

C RO S S F I R E  1 C P 
Use this Tactical Ploy after making a shooting attack against 
an enemy operative. Until the end of the Turning Point, each 
time another friendly BROOD COVENI operative makes a 
shooting attack against that enemy operative, in the Roll 
Attack Dice step of that shooting attack, you can re-roll one of 
your Attack dice. 

LY I N G  I N  WA IT  1 C P 
Use this Tactical Ploy when you activate a friendly 
BROOD COVENI operative that has a Conceal order and is 
more than . from enemy operatives. Select one other ready 
friendly BROOD COVENI operative that has a Conceal order, 
is more than . from enemy operatives, and is Visible to and 
within . of this operative. Ignore those operatives' Group 
Activation characteristics. Instead, after activating the first 
operative, you can activate the other before your opponent 
activates any operatives. 
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IQUIPMINT 
BROOD COVENt 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. 

BLAST I N G  C HARG E [ 2 E PJ 
The operative is equipped with the following ranged weapon 
for the battle: 

NIii A 

B lasti ng  cha rge  4 

s,ecial lules 

Rng •, B last 0, I n d i re ct, Lim ited 

D E M O L I T ION  C HARG E  [ 4 E PJ 

BI D 

3+ 2/3 

The operative is equipped with the following ranged weapon 
for the battle: 

NIii 

Demo l ition  c ha rg e  

s ecial Boles 

A 

4 

BI D 

3+ 5/6 

Rng •, B last 0, AP1 , I nd i rect, Unwie ldy, Lim ited 

H EAVY W E APON  B I PO D  [ 2 E PJ 
Select one ranged weapon the NEOPHYTE HYBRID 
HEAVY GUNNER operative is equipped with that has the 
Heavy special rule. That weapon gains the following special 
rule for the battle: 

Heavy Weapon Bipod: Each time this operative makes a 
shooting attack with this weapon, in the Roll Attack Dice step 
of that shooting attack, if the operative has not moved during 
the Turning Point, you can re-roll one of your attack dice. 

F LASH  V I S O R  [ 1 E PJ 
The operative gains the following ability for the battle: 

Flash Visor: Each time this operative is activated, you can 
ignore any or all modifiers to its APL. 

M I N I N G  TOO L  R I G  [ 3 E PJ 
Select one heavy rock cutter, heavy rock drill or heavy rock saw 
the ACOLYTE HYBRID FIGHTER operative is equipped with. 
That weapon gains the Relentless special rule for the battle. 

STRU CTU RAL  S U RV E YO R+ [ 3 E PJ 
The operative can perform the fol lowing action during 
the battle: 

STRUCTURAL SURVEYOR 1 A P 

Select one terrain feature within . of this operative, 
then select one friendly BROOD COVENt operative 
Visible to and within . of this operative. Until the end 
of the Turning Point, each time that operative makes a 
shooting attack: 

• That terrain feature is not Obscuring for that 
shooting attack. 

• Defence dice cannot be automatically retained as a 
result of Cover from that terrain feature (they must 
be rolled instead). 
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