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lturRooucTlotr
Genestealer is lhe gamo of psychic combar in Space Hulk We gave
you a quick system for using psychic powers in Deathwing -

Genestealer presents lhe full Psychic combat system, allowing
psykers a wide range of atlacks that make them fearsomely
powe ul opponents, especially agains! those without psychic
defences.

The psychic combat system uses the 44 psychic attack cards
provided in the box, giving psykers powers like Lightning Arc'
ilellflre, Stasis, warp Time, Blast and Telepon. Using the catds is
simple - you take a hand of cards which you can play during your
and your opponent's tum. At the slafl of your tum, you get to dmw
new cards !o rcplenish your band. Each cad can be used for sevelal
effects: to cas! ihe attack named on the cald; as a deimce against
other psychic attacks: as a close combat bonus; lo dispel psychic
effecta that rcmain on the boad (indicaled by the 12 psychic s€rtion
effect markets on the cald sheet) and so foflh.

The c€rd she€ts contain E new 3-wide corridors plus 3 new geotiles
so that you can use lhe board sections with the mission genelalor
from Deathwing. Genesteale! includes rules for incorporaling lhe
new Librarians and Hybrids into your games, lollowed by two
missions using Libnrians, Hybrids and the new boald sections:
Behind Enemy Lines and The Final Assault. At the end of the
rulebook are tules for Grey KniShts, the chapter of space Madnes
dedicated to the eradicalion of Chaos and Daemonic influmce ftom
the Imperium, with suggestions for incorporating them inlo your
m1s$ons.

The best way to leam the new rules is to flick through lhe whole
book quiclly to give you an idea of what's here. Then r€d through
the nles once or twice so that you know the basics. Thetl get right
on ard play your fiIst game with Ubrarians, Hybrids and psychic
combal Don't .l{orry if you can't rcmember it all al this stage - you
can check things as you play provided you know where to find
lhem, and lhe tr€s! way to le3m lhe garne is to PIay it.

You'll find four rcference she€ls in the middle ofthe rulebook lt's a
good idea to rcmove these stmight away so thal they'r to hand as
you lead the rules. lf anything on these looks a bit tdcky, don'l
worry - once you've rerd the les evert'lhing will drcP into plac€.
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PSYNE
The material univeEe is but one aspect of reality. Therc is a
quite separate and co-existing immaterial universe. This is
commonly known as the \f,arp or warpspace, altlough it is
also known as Chaos, the otherworld, the ether, the
emplrean, the void and the immateriwn. Warpspace may be
explained in tems of an endlessly broad and de€p s€a of raw
energy. This energy carries within it the landom thoughts,
unfettered emotions, memory fragments and rmshakeable
beliofs of those who live in Ihe material universe - it is the
collective mind of the universe itself.

A11 living creatues exist in warpspace as well as in the
material universe, although most are not conscious of the
facl Just as a man's body inhabits the matedal universe, his
soul inhabits drat of the wary. The body is part of the
universe and made of matter the soul is part of the warp and
is made ftom the snrff of mw Chaos.

Human sensitivity to thg warp is not generally well
developed. The soul itself is not aware: it is sirnply a
coherent lump of Chaos energy maintained whole by its
anchor to the material body, However, in a minority of
people this sensitivity is far more finely tuned. Thes€ people
are psykers and they are able to consciously conhol and use
fte energy of the x,arp to affect the material unive$e. There
are many kinds of psyke$, not all of them Human, some of
whom are tolerated or encouraged within Human society
while others are regarded as dangerous and are actively
pers€cuted ard destroyed.

PSYCHIC POU'CBS
As power from the warp flows into realspace, it splits into
eight parts, each perceived by those with psychic awareness
(often called the second sight) as a separate colour. Just as
the warp comprises tides and curents of emotion that over
dre millemia have melded toge0ler to form the gleat Powe$
of Chaos, so in realspace each of the colous of psychic
power draws on a ce ain type of emotion or energy flom
warpspace. This gives each colour its own distinctive elfects
when used by a psyker, A snall amount of raw energy from
the warp leaks through into realspace all the time. Those
with psychic powers see this energy as layered mists of
colour, building into boiling, turbulent clouds and multi-
hued storms where the barder between the warD and
rcalspaae is particularly tenuous.

To cast a psychic attack, the psyker pulls energy of one
colour into himself, draining the surrounding area as he
concantrates and focuses thg colour. Whgn he uses his
powers, he further weakens the distinction between
warpspace and realspace, allowing more power to flow
tfuough, providing additional impetus to his attack and
replenishing the mist of colour that surlounds him. To those
with psychic second sight, ir appears rhar the psyker is the
cantre of a maelstom as fragments of colour whip and twist
arcund him, As he gathers all the energy of one colour, the
storm dies for a brief moment and he stands at the cal]Il

centre of the boiling clouds - he moulds the power into his
chosen form, lrming it wirh his mind from raw energy into a
potent weapotl of attack or a shield of defence. Then he
releases the pent-up energy, hurling it at his enemy or
pushing it out to folm an impeneaable slEll around him.

Those with the second sight see psychic attacks in many
ways. Each psyker interprets what he seqs according !o his
understanding of the warp: some as a dance of pure colour;
otheru as a strange geometry of mystical symbols drawn
ftom the arcana; many as images of power and destruction
taken from the mythologies of tieir homeworld. Where one
may s€e bolts of startling colour, others will see the talons of
huge beasts grappling with their enemies or strange forms
witl a Daemonic ilfirt in their eyes ripping and teadng. For
some, skeletal hands reach out of the darkness with the touch
of death where others see all-consuming hellish fires
buming witl the souls of the damned. One will see spiders
and begdgs whose eyqs glow with an uncamy radiance and
whose feet send out sparks as they skitter along faint webs of
colou to reach with thin feelers into the minds of their
victims. Anothet will see pools of darkness ftat spread from
the caster to consume everything they meet with the
insatiable hrurger of the warp.
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WARPSPACE AND PSYKERS

Even those without the second sight see flickering shadows,
or calch a sight of sometling from the corner of their eyes,
bdnging a moment's dread apprehension before the psyk€r's
attack busts upon them with its full energy, surrounding
them with deadly files or a hail of coloured bolts that strike
down all in their path.

As well as using the power of the warp by dlawing it into
rcalspace, the psyker aan reach out within ttre warp itself to
clutch the soul of an enemy and break the thread that
connects it to a living body. For a second the eyes of his
victim will go blank and any who look into them will feel
&awn in, sucked by the black enptiness of death, before the
victim crurnples to the ground in silence - only his soul, tom
apart by the psyker, scream! unheard with the agonies of
aflfhilation.

The links of those who are weak are easily bloken; the
psychically strong are anchored to their souls with
adamanting chains and only the most powerful of enernies
can d[eaten ihem. As they feel the prcsenc€ of animosity in
the warp, they can concentrate their power into the chain,
setting it aglow as ifjust pulled from the fires of a fumace,
thowing back the assailant with a whire psychic heat that
bums any who approach.

PSYITERS IIT THE
lmPERruil

Most Humans do not have psychic powers, although all
Humans have at least a limiM potential for psychic activity.
However, a small but glowing minority of Humans do
develop tangible powers. These people are ca[ed psykers by
the Imperial authorities - on their own worlds they may be
known by many names: warlock, witch, neqomancer, spidt
walker, exorcist, speaker in tongues, shaman. Psykers arc
dangerous individuals whose powe6 can ollly be iolerated
when safely hamessed within the Imperial organisation: the
psychic univeNe is the universe of Chaos and therefore
pedlous. It is a universe inhabited by Daemonic aliens rhat
care nothing for living creatules and wish only to us€ and
destroy Humanity, All psykers, even the most po\rerful,
offer thes€ aliens a potential means of entering and affecting
the material world.

Every planet in the Imperium is bound by law to control its
psychic population. Persecutions or witch-hunts are an
everyday pa of life on most worlds. The same laws oblige
rulers to s€t aside a levy of young and rclatively promising
psykers for transport to Earth by the Adeptus Astta
Telepathic a.

The Adeptus Astra Telepathica
The Adeptus Astla Telepathica is dedicated to the
rccruitment and training of psykers for service thoughout
the Impedum. The headquartels of the organisation is on
Earth, but its ships tlavel the Imperium and its offices extend
over most of Human space. The institution is divided into a
tsaching body called the Scholastia Psykana and a
Fcruiting body known as The League of Blackships. These
two are united under the Master of the AdeDtus Astra
Telepalhica and his advisory council of sever;l hundred
senior oflicials drawn trom the main divisions.
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The League of Blackships
The lrague consists of a substantial fle€t based throughout
the Impelium. The ships visit each world every hundred
years or so. As the fleets approach their destiiation, the
ruling Impedal Commander is inshucted to prepare the
customary lery. On many planets, this is a holy time - a time
for rejoiaing as tho young hopefuls gather for their chance to
be taken to the stals and serve the rmseen Master who rules
them all, Once the levy has been collected, the Blackship
Captains make an initial evaluation of their cargo before
proceeding to the next world in ftet circuit. When the holds
are full, the Blackships tum towards Eaflh. It is common for
Inquisitors to tavel on board these ships, as this gives them
a good opportunity to investigate a planet's potential for
psychic corruption and other heresy.

The Scholastia Psykana
The Scholastia Psykana is a vast teaching institution
dedicated to the trainhg of psychics. Most recruits are
drawn from the levy collected by the Blackships, but a
minority are handed over by the Inquisition, the Judges or
through other channels. The rcle of lhis institution is to teach
young psychics how to develop and control their powers.
The futule of each psyker depends on his abilities and
character. Initial evaluation divides the levy into several
groups depending on thet innate psychic power and their
willingness to serve the Emperor.

The Chosen
Those whose powers and sfength of chancter are sufficient
to resist possession and Daemonic tainf under normal
circumstances ale chosen to serve in an elite capacity. They
are often known as primary psykers or the Chosen and they
will leam to serve the Impedwn in many ways ftroughout
the galaxy. The very young rnay be indoctrinated into the
Space Marines as Librarians; the most talented may become
Inquisitors or Crrey Knights. Even these chosen psyke$ arc
not invulnerable to the powers of Daemons and psychic
aggrcssols, but their training gives tiem a fighting chance
against all but the most potent of these cleatutes.

Astropaths
Asaopaths are selected ftom the second mr*ing of psykers,
those whose powers are considerable but inadequate to resist
the dangers of possession or Daemonic corruption.
Astropaths undergo basic training aoupled wirh a thorough
study of telepathy. Thgy are taught how to use the Emperor's
Tarot, how to cast horoscopes, and the practices of
cheiromancy and augury of all kinds. Once they have be€n
prepared in this way they undergo the unique Binding Ritual
which gives them a litde of the Emperor's strength,

Sscrifrces
The psychic levy inevitably includes many whose powe6
are too landom and whose minds are too vulnerable. If left
unrestrahed they would soon perish and their doom would
lead to further deaths - maybe even to the destruction of
entire Human worlds. In a teeming universe their loss is of
no great matter but even in death they can serve, for the
Emperor must feed upon raw psychic energy if he is to
survive as the protecto! of Humanity. They becorne
sacrifices to the Emperor, their souls leached from their
bodies to sustain the Father of Mankind.

il
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WARPSPACE AND PSYKERS

LIBRARIAITS
A Marine chapter's Librarium is both its command and
commrmications centre, ard the repository for centudes of
wisdom and history, culled from the reports, featises and
memoi$ of the chapter's greatest warriors and finest minds.
Because interstellar communications are achieved by
psychic means, sending messages through the warp rather
flar thrcugh rcalspace, most of the Madnes who work in the
Librarium are psykers. Known as Librarians, thgy are
requited from among the youngest and most Promising
prirnary psykers trained by the AdePtus AsAa Telepa0lica.
Librarians also have Potent psychic powers which they use
on the battlefield to augnent the conventional weaponry of
their brother Marines.

Librarians hold a functionary rank, describing their rcle as
well as their position. The four battlefield rarks of Librarian,
in ascending order of importance, are Loxicanian, Codicier,
Epistolary and Chief Liblarian. Each of these enters battle
rcady to support his brothers with a range of psychic attacks
and defences. They are fielded in many different situations,
especially when Marines of the chapter face psychic
opponenfs such as covens containing Rogue Psykers or
followers of the Chaos Powers.

In addition to their duties as warrio$, each performs an
auxiliary role. The Lexicanian prepares a report of each
battle for the chapter's tecords. The Codicier evaluates the
repofis of Lexicanians and provides a strategic overview of
campaigns. The Epistolary is a more poweful Librarian -

his role is that of chief psychic cornmunications officer. He
transmits and receives psychic messages on the batdefield.
The most important of all fighting Librarians are the Chief
Librarians, superior in rank and psychic Power. They repofi
directly to the chapter's commander and hold overall
rgsponsibility for the maintenance of communicatiol lines.
They also scrutinise their subordinates' battlo rePo s and
give re.ommendations for honour awards, drawing on their
intimate knowledge of the chapter's glorious past to appralse
a Marine's valorous actions.
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HYBRID PSYITERS
All Genestealers arc psychic. They share a limited folm of
telepathy that lets the members of a brcod communicate.
They also use tleir power to hypnotise their victims before
st king to implant their seed, lulling them into submission
and then erasing the event from their minds. Only when the
much'loved firstbom of such a victim arrives does the truth
become apparcnt - by then the victim is ensnared, bonded to
his Hybdd child by chains of parental love, strengtiened by
the pull of the Hyb d's latent Psychic power. From this
beginning, a brood of Hybrids and followers will grow,
owing allegiance to their founder and Patriarch.

The psychic power of a brood is shared between all the
mgmbels and is focused on the Pafiiarch. The Patdarch has
the strongest soul and thg greatest ability to draw Power
from the warp. He is a mighty psyker and his attacks can be
devastating - to those unprepared to face him, it may se€m
as if the very gates of hell have opened when he unleashes
his full power. He also passes on part of ftis Power to his
children, feeding and directing curents of warp energy
towards them and strengthening their own psychic abilities.

In Pwestrain Stealers, this Psychic power is latent. In many
cases, however, Hybrids of the 3d and 4th Seneration arc
able to diect their psychic power, casting psychic attacks to
annihilate their enemies or shielding themselves and their
kin from harm. Like other Stealers, they draw their power
from the brood's shared presence within the warp; each
Hybdd benefits from tiis presenca, having a geater ability
as part of the brood than he would alone.

Because they draw power ftom the brood's srongly-bonded
souls, the abilities of Hybrid psykers vary less lhan those of
rhet Human counterparts. Even so, some Hybrids are Sifted
wifi much greater tatents than others - it is one of these who
will rise to the exalted position of Magus, standing at the
dght hard of the Patriarch, s€€ond only to him in power, and
interFeting his will to the Human and other cult followe$ of
the brood.

a
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Gonestealer includes 15 completely new plastic Citadel
Miniatures: 5 Marine Librarians and 10 Genestealer
Hybrids. The Libradans are each armed with a force axe and
storm bolter. The Hybrids have a selection of arm and
weapon vadants allowing you to assenble the models in a
number of differcnt poses. Therc should be enough arms for
the 10 Hybrids, 6 heavy weapons (2 each of autocannon,
conversion beamer and missile launcher), plus enough basic
and close assault weapons to arm the 4 HyMds rct carrying
healy weapons. All the rules for thc Libradan and Hybrid
weapons are giv€n in the New Weapons s€ction.

This section tells you how to assemble and paint your
models. The best paints for these miniahres are the rarlge of
Citadel acrylic paints and inks, particularly the Space
Marine Paint Set which has coloun specifically chosin to
paint four of the most famous Space Madne chaDters:
Ultramarines, Space Wolves, Blood Angels and Dark
Angels. The Space Marine paint set also includes a free
painting guide explaining how !o paint your Marines.

If you want some advice on painting or assembling your
miniatures or you're not familiar with some of thg terms
used in this section (eg highlights, washe"s and drybrushin9,
ask any of the staff at your local Games Workshop store -
they'll be happy to answer your questions and give you
helpful tips. Or send a large stamped, self-addressed
envelope to the Games Workshop Mail Order Service and
ask for our free Citadel Miniatures Painting Guide. The
Games Workshop Mail Order Service can also supply any
Citadel Miniatrues you rcquire - for more details, write to:

Games Workshop Mail order Service
Chewton Sneet, Hillrop, Eastwood, Notts, NG16 3Hy

ASSEiIBLTIIG THE
fIODELS

The assembly diagrams show you how to put togeiler your
Librarian and Hybrid models, The Librarians are very
straightforward: just glue the arm holding the force axe
under the model's right shoulder pad and the arm holding the
storm bolte{ under the left should€r pad.

With the Hybrids, you've got more choice. There are four
right arms and four left arms on each arm sprue - which
arms you put on which Hybdd is entirely up !o you. Mosr
Hybdds have 2 Human arms and 1 Stealer claw. but if vou
want a Hybrid with jrlst 2 Human arms or one with 2 Human
arms and 2 Steal€r claws, that's fine.

When you're assembling the Hybrids armed with heavy
weapons, bear in mind the pose and balance of the model.
Make surg the combination of arms you choose allows the
Hybrid to hold the weapon without looking too ctumsy. If
you're not sule what the model is going to look like, hold it
together \dth a few small pieces of adhesive poster putty
such as Blu-Tac to check the pose before you glue it in place.

For a Hybdd arrned with a smaller weapon such as a bolter
or plasma gun, you simply need to stick the weapon onto one
of $e Hybrid's Human hands,

The best glue to use for sticking your models together is
polystyrene cement - ideally the kind that comes in a bottle
witl its own application brush. Be very spadng lvhen putting
this on the model, If you use too much, you can darnage the
miniature by removing sone of the fine detail.

Fit the slots in th€ arms over the snds on the side of ths Librarian ruw%,
%

Glulng th. models: put a thin layer of polystyrene camenl on ong
of the sudaces to be stuck, tlen push tle lwo parts tog€her and
hord tiem ljght tor about ten s€conds. cendy let go and pul the
model aside for half an hour to allow the glu€ to harden. lf you
wanl an Instant resull. you can us€ superglue, but we prefer
polystyrene cement for a bettet result.

It's best to use lhe Human doht arm
for Hybrids with heary weapo-ns - lor
unahed Hybrids or fiose wi$ smaller
weapons such as bolters or plasma
guns, you can choos€ lo have lhe
clawed arm on either sid6

P.eparlng th. modeb: when you remole th€ pans lor the models
frcm he sprues, it's best to qlt bem off carefullv with a modellno
knife - il you twisl hem off, you may break them. use a sharp knil;
and atways qJt away from your fingers onto a fiam surface. ilefore
you glu€ rh€ nodels together, trim any excess plaslic from th6
Jornls to make $r€ yorJ g€t a oood fit.



I.IBRARIANS AND IIYBRIDS

PATI{TII{G LIBRARIAIUS
Take a look at the side of the box bottom for an example of
the colour schemes of four of the greatest Marine chapters:
Ultramarines, Space wolves, Blood Angels and Dark
Angels. The basic colour scheme for a Teminator Lihadan
is the same as for a Marine of his chapier:

The Dark Angels' colour is for the Terminators of
Deaftwing - other Dark Angels wear dark green arnorr.

A Libradan's rank is shown by the colour of the banding
arcund the plates of his Terminator armour and the colour of
the gems studding his shoulder pad. The colours for each
rank, as laid down in the Codex Impedalis, are:

Rank Banding Gems
t exiianlan cr$netal Bldsk
Codicier Bronzg Creen
Eprstolary Silver Blue
Chieflibnrian Gold Red

Dark Angels
The Libradans of Deathwing don't follow the Codex
regulation colour schemes. All the ranks wear amour with
gold banding and red gems.

In Deathwing, ranl is shovn by rhe litanies of honour
Daintcd on lheir arnout: lbe colour of the scroll on which the
iitany is wrirrcn indic.res Op Libraian's rark:

Rank
lJli:&ia
Codicier
Episolry
Chief Ubrarian

Generally sp€aking, the higher the rank, the morc litanies.
To add these to yow model, paint one or more narrow strips
of the appropiate coloured scroll on exposed armour Plates.
Then, using a fine brush or a technical pen suah as a Rotring,
make a series of tiny marks on the scroll to reprcsent the
litany itself - don't wory about trying to wdte any words!

Personalizing Librarian Armour
The guidelines above hold true for most Libradans but, like
mary Marines, Librarians often persgnalize their armour to
commemorate honoumblg or heroic actions or to display
their personal heraldry. The variations are endless and you
can choose what personalization, if any, you want toadd.

The illustrations on the side of the box give you a couple of
examples. Common va ants include Painting an area in a
non-standard colour, painting checks or coloured lines on an
armour plate, and carrying the banding colour ove! the
carapace or a l imb. Personal helaldry or coats of arms
usually goes on the dght shoulder Pad in place of (or often
incoryorating) the chapter symbol.

PAil{Tlr{O
GENESTCALERS

On the sides of the box bottom therc are a nwnber of Painted
Genestealers and Hybrids. The basic colours that you use to
paint Stealers and Hybdds are:

Arca Bas€ Colour Highlight Shrding
Skin Womr Purple Wom Purpte ard Purfle Ink

Skull lvhic
Carapace Moody Bluc and Add Sku[ White Blue and B]ack

Chaos Black to base mix lnt
Claws Orc Blown Sku[ Wbits Brown Ink

To get the best results, you have to spend a bit of time
adding several laye$ qf paint. Rather tlan apply a single
highlight in one go, you can highlight tle model in gentle
stages. Use the colorus given in the table above, but each
time add a little more of the highlight colour. When you are
satisfied that the miniature has enough highlights, you may
want to put a very thin wash of ink over the area - this
blends the highlights in and gives a rich, subtle finish.

The painting on the back of the box and the Magus on the
side (model 1 ) give you plenty of examples of the tattoos and
symbols used by stealer Hyhids. Hybrid tattoos are often
blue or purple, while symbols on clothes can be painted in
any colours that stand out well against dre backgound.

Details like this can be pailted onto your miniaturcs very
easily by using a fi'Ie, good quality Citadel brush. You may
find it easier to draw oul lhe design with a pencil before
painting it in.

Scroll
Gwrmetsl
Bronze
Silv€i
Cold

(,
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PAINTIITG TIPS
To give you a better idea of how to get good rcsults on yow
Liharians and Genestealers, we'll take you through the two
painted miniatures on the back of the box in more detail. The
Hybrid was painted by Tim Prow and the Deathwing
Codicier by Mike McVey.

Both models were first undercoated with white Daint and left
lo dry before any colour was added; a white undercoat is the
best way to start any miniature, giving you a good basis on
which you can add colows and details. All the colours are
ftom sets of Citadel paints and inks.

Tim gave the Hybrid a base coat of a mix of Moody Blue
and Chaos Black. He added Skull White to rhis mix and then
applied rle highlights. For the skin areas, he used a base coar
of Worm Purple, highlighted with Worm Purple and Skull
White. He painted the dtual ranoos and the missile launcher
in colows that fitted tlrc taditional Stealer colours, mainly
blues and purples but with yellow areas as a sharp contlast.
To get the banding on fte edges of the carapace, Tim painted
them with Skull White and then went over rhem with
Sunbust Yellow; the dots were sported in with Chaos Black.

Mike painted his Deatlwing Librarian using a technique
Olat's quick and easy but prcvides an excellent finish. Once
the undercoat was dry, he put a wash of Chaos Black over
the whole miniature to get the arcas of de€p shading. This is
very impo ant when you're painting models with a
predominantly \rhite colour scheme as it defines the shape
of the model. When the wash was dry, Mike applied a base

L.IB RARIANS AN D TIYB RID S

coat of Orc Brown over all the areas that arc going to end up
white, leaving a thin line of black betwe€n the amour plates
and the banding. He ther highlighted the brown up to pule
Skull White. For the shoulder pad markings, he used one of
the transfe$ from the Dark Angel decals set as a guide and
then painted over it with Blood Angel Red. The br93t in the
sword was added by painting a line though ir with Skull
White.

Finally, here's a few notes on tfuee of the minianrres on the
box that are exanples of interesting painting techniques.

As Hybdds get closer to becoming Humans, the colour of
their skin becomes more flesh'like. This can cle€rly be se€n
on the 3rd generatiot Hybdd with a cleaver (model 3). Ivan
Baftleet painted this model almost in two separare halves.
He painted r}le side of lhe Hybrid with Genestealer claws in
the normal way, thbn faded the usual Stealer blue-purple
colour into conventional Humar skin tones on the other side.

With t]le lnquisitor in Terminator armour (model 10), notice
how Tim has painted red edging round some of the plates.
This really helps to define the shape of the miniature and
almost acts as a highlight. For the checked areas, Tim fust
painted on a coat of Skull Whire. He then painted a grid of
thin black lines over the whole area, finishing ir off by fi[ing
in the appropdate squares with Chaos Black.

To pick out the skull partem on the Space Wolf Captain's
scabbard (model 11), the area was firsr given a wash wirh a
mix of Brcwn and Yellow Int. When this was dry, ir was
drybrushed with Bronzed Flesh, leaving the original wash in
the recassed areas to show up the pattem.o
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The following section gives you rules for new weapons in
Space Hulk. Most of thqs€ are weapons used by Genestealer
Hybrids - the New Blips section explains how you tell
which Hybdds are arned with which weapons.

Some of these weapons are provided wi0r the models in the
box: you get two each of the autocannon, conve$ion beamer
and missile launcher, plus a s€lection of smaller weapons.
The other weaporu are for the lange of metal Hybdd Citadel
Miniatures. These models are available from your local
Games Workshop store or ftom the Games Workshop Mail
Oder Servica (see Painting Your Models for details),

This section also contains rules for the force weaoons
carried by Madne Librariars and leir psychicaUy-ad;pled
Aegis suits of Terminator annour. Plus new overwatch rules
for armed Hybrids going into overwatch as well as Marines.

Rolls to Kill
The range, area of effect, rolls to kill and so forth for the new
weapons are all listed in the Weapon Reference Table. Ir's a
good idea to rcfer to the table as you read each description to
give you a feel for how powerful the weapon is.

HYSRIDS II'ITH
IDEAPOI{S

The rules for using Hybrids with weapons are exactly the
same as those for Marines in the Spac€ Hulk rulebook. The
weapon descriptions that follow explain which weapons can
be placed in overwatch, allow move and fire actions, etc.
Here's a summary of fie rules as they apply to Hybrids.

Thrgeting
A Hybrid with a ranged weapon can only fire at targets
within its 180' LOS and 90' ire arc (dre same as Marines).

Move and Fire
Hybrids can make move ald fire actions with many of their
weapons, although heavy weapons are too cumbersome for
this. A move and fire action costs 1 or 2 APs depending on
whether the Hybrid moves forwards or backwards; Iange is
measured from the square the Hybrid moved to. Sustained
firg bonuses are lost whgnever a Hybrid moves and fires,

ii
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Overwatch
Hybdds can be put into overwaich with weapons that allow
this action. Hyb ds don't get a suslained fire bonus iI in
overwatch. As models from both sides can now be put into
overwatch, there are some overwatch rule amendments _
these are fully covered later in this section.

Unarmed Close Assault
Hybdds dont have any0ring like the awesome srength of a
Purestrain Genestealer and they can't dp their way thiough a
Marine's Terminator armour with the same ferocious ease.
In close assault, a Hybrid gets a sitgle dice with a -z
modifier. Like a Purestnin, it can only assault into its frcnr
square. If it is assaulted from behind, it can fum to face its
attacker if the rcund of combat is tied or it wins.

Close Assault with a Weapon
If a Hybdd is amled with a weapon that can be used in close
assault, such as a chainsword or bolt Distol. it receives a
bonus ro its dice roll. This bonus paflli offsets its nomal
penalfy - it doesn't rcplace the penalty (so a weapon with a
+1 bonus means the Hybrid has an overall -1 modifier).

AUTOCAITilOI{
The autocannon is a large-calibre gun which fires
high-velocity mass-reactive explosive ammunition - this
gives the weapon a hefty lecoil and the firer must bmca
himself firmly to take the shock. Within the confines of a
space hulk, the autocannon has an unlimited range, but is
pafticularly effective at closer ranges wherc it can lay down
an impenetrable hail of fire making full use of its large
ammunition supply.

Because of the massive retoil, a model firing an autocarulon
must be halted; move and fire actions are not Dossible. It
costs I AP to rrre an autocannon.

Sustained fire bonuses apply to autocannon. This mea.ns it is
possible to have an automatic hit. For example, against a
Terminator at close range, the fourth shot will need a 1 or
better to kill - this means the Marine will be hit
automatically,

COIUUERSIOI{ BCAiIER
The conversion beam projector, also known as the
beamer, works by converting matter into pure energy,
creating an energy field before it. The beam builds uD
slowly, increasing in intensiry as it exterds furrher hom the
prqector - at the beam's focus point, the matter-energy
conversion becomes so powerful that it causes a violgnt
explosion. Because of ftis, beamers are inqedibly effective
against massively artnoured targets, such as Tgrminators,
and instantly eradicate large static objects like bulkheads
and doors. The firer must lemain stationary otherwise the
energy field becomes unfocused and the effects are
negligible - firers of[en wear boots adapted with speciat
claw$ to provide a stable firing position.

NEW WEAPONS

Because of ihe required stabiliry, it costs 2 Aps to fire a
conversion beam projector and the firer carmot perform a
move and fire action. Sustained fhe bonuses do noL apply as
it's impossible to maintain an accurate beam focus over
several shots, The beamer's range and ammunition are
unlimited.

ilrssrlE tAuttcHCR
These are bulky shoulder-mounted weapons that fire small
missi)es armed with powertul wafteads. Typically, a missile
launcher is loaded wi0r a combination of armour-piercing
crack missiles and arca-effect plasma missiles, either of
which can be selected before firing. Crack missiles are
armcd with a double-aharged hollowrase wafiead designed
to ruptue arrnour. Plasma missiles detonate in a split-second
bulst of flesh-boiling super-heated ptasma,

It costs 2 APs to fire a missile launcher, Because of lhe
weapon's bulk, move and ffue actions are impossible.

All missile launchers are equipped with an untmited supply
of crack and plasma missiles. The player whose model is
fiing must select the type of missile he's using before fuing;
different q?es of missle can be fired by the same model in
the same turn. As each missile is a separate shot, missile
launchers receive no sustaited firc bonus.

Crack missiles are used against single targets. Plasma
missles alfect an entirg board section, much in thg same way
as a flamer hit - as the affgcts are nearly instantangous,
plasma missile explosions block neither movement nor LOS
and no marker remains on the affected board section.
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NEW WEAPONS

80tT GUttS
Bolt guns fire large bolts or shells with explosive or
armour-piercing tips, similar to the storm bolten used by
Teminato6. They are also popular arnong races such as the
Orks, who appreciate their violent noise as much as their
deadly effect, and are widely used by Stealer Hybrids. There
are thee types of bolt gun: the bolter, which is the standard
issue weapon for most Marines; the bolt pistol, which is
more compact and is favoured, often in pairs, by assault
troops; and the heavy bolter, which is a shoulder-mounted
heavy suppofi weapon, Used on automatic fire, bolt guns lay
down sweeping cwtains of death, able to cut down a ling of
enemy toops with a single sustained burst.

Bolter
Like stom bolters, bolters arc capable of sustained fire but
their maximum bonus is lower:

It takes several seconds to build up thg energy for a laser bolt
and none of these weapons are capable of automatic or
sustained fhe - thei energy is released as individual bolts
that punch holes though their targets.

Lasgun
Hybdds with lasguns can be placed in overwatch, but this
reduces 0leir range from ur imited to 12 squares.

Laspistol
Because the laspistol is a light, hand-held gun, it only has a
range of 12 squares but it cajl be used even when the enemy
attack at close quafiers. This gives a model armed with a
laspistol a +1 close assault modifier against opponenrs in its
front or side squares (this means a Stealer Hyb d with a
laspistol has an overall -1 modifier in close assault). Stealer
Hybdds with laspistols can be placed in overwatch.

Las:Cannon
Because of the size of a las-carnon, it costs 2 APs to fire,
and a model armed with a las-cannon cannot make a move
and fiie action or be put into overwatch. These penalties are
offset by the devastating power of the weapon -
Terminators, for exarnple, are killed on a 2 or bener.

PtASilA UTEAPOilS
Plasma weapons firc a hail ofplasma bolts: small packets of
super-heated gas plasma with awesome destructive
capabilities. It takes a vast amount of energy to heat the
plasma to this lethal level and all plasma weapons take some
time to recharge after liring a bolt while the power packs
energise the plasma under great pressurc.

Like bolt guns and laser weapons, there are threg t ?es of
plasma weapon: thg basic plasma gun; the smaller and
slightly less poweful plasma pistol; and the heavy plasma
gun. The heavy plasrna gun carries huge power packs, far
larger than the standald power packs of other plasma
weapons, which means it is able to fire in two modes: rapid
fire or maximal fire - Iapid fire uses only a small amount of
the weapon's energy so that it can fire without rccharging,
whereas maxirnal fire releases the cntire pent-up energy in a
single cataclysmic bust.

Plasha gun colntgrs: the modelcan't lir€ wilh one ofhes€
next to it. The counters are lwo-sided: place th€ red lired
side face-up as soon as the modelshoots. Flipthecounter to
lhe green r€charging side al the start of i ts next turn.
Remove fie cohler enti.ely at the start ol its following turn.

Sustained Fire
First sho!
Second shot

Hit On
. 6  . . ,
5-6

Subse4uent shots 4-6 .. . .'

stealer Hybdds with bolters can be placed in overwatch but
this reduces their range from unlimited to 12 squares.

Bolt Pistol
Bolt pistols have a shorter range than bolters but their
compact size allows them to be fired against close combat
opponents, so models with bolt pistols gain a +1 close
assault modifier against opponents in thei! front or side
squares (lhis means a Stealer Hyb d with a bolt pistol has an
overall -1 modifier in close assault).

Heavy Bolter
As this is a much larger weapon than the standard bolter,
models with heavy bolters roll two dice and get improved
bonuses for sustained firc;

Sustained Fire Hit On
Fi$t Shof .. i ,,.. i  " '  6 , 'r 1,.;r:-r,1.'r,,: i  ,,1.,,,

Se.ond shot 5-6
?htd '$d( ' l l r ' .  

-  
r  , l ' . r , : , - ' "  4 { '  '  r i l . , r , r ' '  l i  '

Subsequent shots 3-6

Move and fhe actions are not possible with heavy bolten but
they can be put into overwatch.

LASEB WEAPOI{S
Advanced laser technology is common to all races
thrcughout ft e galaxy and easily-maintained, highly-reliable
laser weaponiy is widely available to Genestealer Hybrids.
Laser weapons come in a variety of sizes: las-rifles or
lasguns arc the standard arnament for the Imperial Guard
and for many Planetary Defence Forces; the laspistol is a
short-ranged weapon often carried as a side-arm, being
openly wom on many planets; and lasrannon are powerful
shoulder-mounted weapons, easily capable of cutting
tlrough even Terminator armow.
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NEW WEAPONS
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Plasma Gun and Plasma Pistol
As soon as a plasma gun or plasma pistol has been fircd,
place a plasma weapon counter beside the model, with the
fired side face up. At the start of that model's next nrm, flip
the counter over so that the recharging side is now face up.
Then, at the slan of fiat model's next tum (ie be second rum
after the gun was fired), the counter should be removed.
While a model has a counter beside it, on either rhe fired or
recharging side, it cannot fire its plasma weapon - rhis
mears plasma guns and pistols can only be fired once every
two ttlns,

Models with plasma guns and plasma pisrols can't be placed
in overwatch.

Heavy Plasma Gun
Before a heavy plasma gun is fired, the player must declare
whetier rapid firc or maximal fue is being used.

Rapid Fire: because this option only uses a small amount of
the heavy plasma gun's vast energy reserves, no plasma
weapon countei is placed beside the model when it fires. It
can fire again in the sane h-rm in either modc.

Maximal Fire: this option releases the weapon's energy in a
single all-out bust affecting all the models and featurcs in
one section. The hcavy plasma gun has unlimited ftnge but

at least one square in the target section must be within the
firer's LOS. Once the heary plasma gun has been fired on
maximal fire, place a plasma weapon counter beside the
model as describedabove.

Models with heavy plasma guns cannot be placed in
overwatch alld cannot move and lre.

CTOSE ASSAULT
wEAPOt{S

Genestealer Hybrids may be armed with close assault
weapons such as power sr*ords and chainswords, A
Hybdd with a close assault weapon receives a close assault
modifier against opponents in its ftont or side squares. This
is additional to the Hybrid's usual ,2 penalty rather than a
replacement - the table below gives borh the individual
weapon modifier and the overall modifier including the -2.

Weapon Modifier
ChafuFword +1
Power Sword +2

Note that, unlike Marines with power swords, Hybrids don't
get the option to parry - they don't have the training and
expertise to use the swod for anything fancy !

Overall
-1
0

I J



NEW WEAPONS

FORCE II'EAPOITS
Marine Librarians are invariably armed with a force sword
or force axe. The carbon steel blades of these weapons
house a mgticulously engineered psi-matrix formed into a
precise seryenting shape which concentrates ard directs the
psychic energy of the wielder. In the hands of a non-psyker,
these weapons behave like any other sword or axe. A psyker,
however, can channel his psychic energy through the psi-
ruatrix to increase the sfength of a blow. Every attack
benefits from the psyker's resgrves of power and he can
choose to actively send a psychic blast through the blade to
crush his enemy in a single mighty blow.

Whenever a Librarian attacks with a force weapon, he
automatically receives a +1 close assault modifier. In
addition, when the Librarian is facing his opponent in a
round of close assault, he can play as many of his psychic
asack cards as he likes and add their close assault bonuses to
his rcll @sychic cards ale fuUy explained latet. A Libmrian
facing awai from his attacker cannot enhance his roll by
playing cads, but still receives his normal +1 bonus. As
usual, he may turn to face his attacker if he suvives the
initial round of combat.

THE AEGIS SUIT
Terminator Librurians wear Aegis suits - these are suits of
Tactical Dreadnought Armour specially modified v,/ith a
protective psychic hood. The hood encases the Liharian's
head and is made from reinforced plasteel interlaced with
the intricate crystals of a psi-matrix. The psi-matrix
amplifies the natural psychic defences of the Libradan and
helps to deflect harmful psychic attacks.

Because of his Aegis suit, a Librarian gets the equivalelt of
one free force card agaiNt every psychic attack card that
affects him - the force defence is always the same colour as
the attack (force aards and psychic attack cards are fully
explained later). Ir costs 0 APs [o use tlis defence and does
not count as an action, This means that to psychically arhck
a Librarian (or a section containing a Libradan for section
effeat aards), the Steale( play€r must have at least one folce
card of the correct colour to suc4e€d.

The Librarian does not have to use tho free force if he
doesn't want to. Force defences not used immediately
camot b€ saved upi they fie lost.

l4

OUERII'ATCH
As Hybrids can use weapons, it is now possible for the
Stealer player to place models in overwatch. Not a[ Hybrid
weapons can be placed in overwatch - the individual
descriptions detail which weapons can and can't be placed in
overwatch. Overwatch rules remain vifiually unchanged.
Remember, a model car only take a shot immediately after
the target model has taken an action in the frer's l,OS and
fire arc. Weapons that roll a single dice can't jam in
overwatch - this means the heavy bolter is the only one of
Lhe new weapons that jams on a double

Stopping the Clock
Stdctly speaking, you should stop the clock whenever a
Ilybdd model fircs ftom overwatch- However, if the playe$
arc willing to co-operate and take their dice rolls quickly,
there's often no need to do so. If there's any question of
whether or Ilot to stop the clock, it\ always up to the Madne
player - if he wants to stop the clock, then he can. As soon as
the overwatch has bcen resolved, start the clock again.

Sequence of Play in Overwatch
Overwatch does not take effect until the beginning of fte
enemy player's tum. This means that if a Hybrid is placed in
ovelwatch but. before the end of the Stealer tum, the Marino
player spends CPs to perfom an action in tie Hybdd's LOS
and fire arc, the Hyb(id does not get to fte at the Madne.

Making a psychic attack counts as an action, but playing a
psychic card as a force card, playing an Aula caid or using a
psychic card as a close assault bonus doesn't count as an
action and therefore doesn't allow a model in overwatch to
fire (all these terms for psychic combat are explained later).

Overwatch always takes place after the enemy action is
complete - it is not simultaneous. This means that if an
enemy psyker kills the model in overwatch witl a psychic
attack, the overwatch model cannot fire at the psyker.
Similarly, a psychic attack drat blocks LOS between the
psyker and the overwatch model prcvents overwatch firc.

Ir is also importaut for move and fire actions: a model
making a move and fire action always gets to fire beforc the
model h overwatch can fire back - again, it's possible to kill
a model in overwatch beforc it has a ahance to !e[rm fire.

Mandatory Firing in Overwatch
If a model is in overwatch and a new target appears, the
model is obliged to fire at the new target as usual, It must
wait until the enemy model takes another action before
being able to play a psychic attack card. Playing a psychic
attack card counts as an action and means that it loses
overwatch (playing a force or an AuIa card doesn't count as
an action and doesn't take a model out of overwatch).

A model in overwatch doesn't have to lire at a target which
enters its LOS if the target is out of its fire arc or is more than
12 squarcs away (ie it would be impossible to hit the target
due to range restlictions on weapons in overwatch). If the
model in over,ratch is a Marine, he can choose to drop out of
overwatch immediately; he can then spend CPs as usual if
any enemy models take fuflher actions in his LOS.
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In Genestealer, psychic poPerc arg reprcs€nted by a hand of
psychio attack cards. These are held by any player whose
force includes one or more psykers. This card system is an
altemative to fie quick Psychic powe$ system covered in
Deathwing - Mariae Librarians don't get both psi points and
a hand of cards.

You should agee with your opponent which system to use
before the game. If the Stealer Player doesn't have any
psykers and the Marine player only has one low-level
Librarian, you might want to play the slightly quicker psi
points version - whenever the Stealer playe! is using
psykers, and when you want the fun of hcluding the full
range of psychic tactical options, you should play the card
system.

This section begins witl a quick introductory overview of
what psychic combat is all about and how the cards are
played, fouowed by the complete rules for using psychic
attack cards. Don't worry if you find a few terns you'rc not
familiar with in the intloduction - it's all fully explained in
the rules that follow.

OUERUIEW
Any player who has one or rnore psykers in his force gets a
number of psychic attack cards, known as a hand of cards.

To cast a psychic attack you simply Play one or more of the
cards in your hand - any psyker in your force can use any of
the cards. The mrmber of cards you get depends on whether
you're the Ma ne or the Stealer player and, in ths case of the
Marines, on how many psykels you have.

Each psychic card allows you to cast one type of psychic
attack and each card gives the name of 0Ie psychic attack,

targeting information and a brief description; the calds also
have a variety of symbols on them showing which suit or
colour the card is, whether it's a force card that can disP€l
psychic attacks, whether it's unstoppable, and its close
assault bonus.

All psychic attack cards can be used to cast the effe€t named
and described on the card. These effeats fall into two grcups:
those which are resolved irnmediately, and those which have
an effect ove! several turns and leave a marker on the board.
Most psychic cards can also be used to dispel the attack of
anothir psyker and to give a psyker a bonus to dice rolls in

close assault.

You can play a card'at various times during a tum'
depending on the t'?e of card, During your tum, both active
and inactive models can make psychic attacks by sPending
APs or cPs; in the endphase of a tum, you can attgmpt to
disperse existing psychic effects; cards with a close assault
bonus can be played any time a Psyker is in close assault;
antl you can play cards during your opponent's tum to dispel
or nultry the effeats of an attack.

The cost of a psychic attack dePends on the level of ihe
psyker casting it: as the psyker's level increases, it b€comes
cheaper for him to cast an attack. For simplicity and clarity'
we've assumed that all psykers are 4th leYel of mastery
thrcughout the rules that follow - a later section tells you

how to deal with lower level psykers.

The following sections give you tlle general rules for using
psychic cards, beginning with a desqiPtion of the cards'
working through the different uses of a card, and finally
looking at how you get your hand of cards and how psychic
cards work in play.

The Psychic Attack Cards section explains the effects of
each card in detail. And there's a revised sequence of Play
incorporating psychic combat.

a

Sult lcon: the symbol in lhe top lelt corner shows whic*l of lhe four suits the card b€longs lo:

p6ionic, pow€r, kinesis orlemporal. Each suil has its own @lour.

Ett6cl: the card's area of effect; this can be s€lt, mo;al' doo( teature or seclion s€ll etfect

cards don't have an entry forTargedng or Range.

Taro€tino: tf'ere are three rypes ol targelilg: LOS (lin€ ol sight), blind ahd hee - blind larg€ting

a.ois thE osvker to lire'ourd cornes,lree ta'geting allows him lo fire through clos€d doors and

section efiects.

Bango: either lhe lnaximum range in squares or unlirnited range

D€scriotion: this a shorl description which tells you mosl olwhal yolr need to know attout he

card a;d ils efiect. Full details of each card appear in he Psychic Anack Cards section onca
you've been playing the psychic cornbat system lor awhileyoti probably{on't have lo refer to the

iull rules very olten - the cards willOiveyo! allthe informaion you need.

Close Assault Bonus: lhe psyker can use his power to Inctease his dic€ roll in dose assault il

het usino a force weapori thi number in he iircle rs added lo his close assauk dice roll (in

addition t6 anv other bo4uses lor using a lorc€ weapon).

Unstoppable: attacks with the skull icon canl be disp€lled by using a force card.

Force: cards with an icon in he bottom ght corner can be used to dispel o. reinforc€ psychic amcks. Each icon shows the @lour and

symbolof one of he lour suils - ilcan only be used to dispel or reinlorce attacks lrom this suit.
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In the warp, the raw stuff of psychic power boils and swirls
as a sea of dark energy. When a psyker casts a psychic
attack, he draws on this power, focusing warpstuff into his
chosen form and projecting it against his target. But in
channelling and shaping the warpstuff, he apart the
darkness, splitting it into differcnt colours of energy in rhe
same way that a prism splits light into beams of colour.

These colours of energ)., only perceived by the psychically
aware, each show an affinity for a ceftain range of effe€ts in
realspace, echoing their affinity to the seething coloured
whirlpools of emotion in the warp that form the great Chaos
Powers.

In Genestealer, ll,e deal with four of the eight psychic
colows. Eaah psychic power is linked to one of the four
colours and the 44 psychic attack cards are splir into four
suits or colours of 11 cards each: psionic, power, kinesis
and temporal. A card's suit is shown by the coloued band
running across the top of the cald and by the psychic symbol
in the top left comer.

Each suit contains cards with a similar type of effect; these
arc fully detailed in t}re section on psychic attack cards but a
quick summary of each suit follows.

Psionic
Every qeature has a prqsenca, often called a soul, within the
warp. For most cteatures, this is a mere spark in the
maelstrom - t}le strongqst of psykers, however, blaze with a
bdlliant fire, their soul a resonant echo of r.hefu manifestation
in realspace.

A psyker can hunt the soul of an enemy through rhe warp
and, by bdefly touching it with his own strong presence, he
can momentarily contact the mind of that enemy in
realspace. The contact can be a light mind-reading or can be
more poweful, allowing the psyker to take over the mind of
his enemy or crush him with a deadly psychic blast.

The symbol for psionic effects is a three-eyed skuu, altuding
to the members of the great knperial Navigator families who
possess a third eye which sees dirc{tly into ths warp - this
allows them to guide their starships tluough warpspace and
has such uncanny power that it can s[ike dgad anyone who
stares dire€dy into it.

Power
A psyker can open a hole into the warp and let though the
smallest fraction of the terrible energies ftom the other side.
By focusing this energy, he can cause a roaring blaze of
psychic power that burns with the fires of hell, or thow an
arcing bolt of lighming. He can even allow the raw warpstuff
to enter unfocused as a whirl ing vortex of pure psychic
energy, a wild tornado of destruction that moves out of
control and lips apart everything in its path.

The power symbol is an eight-pointed star radiating wirh
jagged lines from a central hub. This represents rhe eight
colours of psychic power that come from the warp; the
lightning strokes show the dgstructive power that can be
summoned.

PSYCHIC COMBAT

Kinesis
The twisting paths of warpspace often follow a very
different geometry to t]Ie straight lines of realspace, allowing
starships to travel the vast distances betwegn suns and
planets. By entering the warp, a sho er but vastly mole
dangercus rcute call be travelled. In a similar way, a psyker
can entangle an area within the webs of warpspace and
manipulate things with the power of his mind. He can
interfere with the action of small objects such as door locks
and weapon triggers, or alter spaca to fling about large
objects or ieleport himself,

The symbol for kinesis is the three-armed triskele. The
number fhree is powerh mystical number, found in many
psychic s).rnbols and fomulae, atd the thrce-armed figue is
frequently associated witi psychic power of tlds colour,

Temporal
In the wary, time runs in strarge patigms, sometimes faster,
sometimgs slower thar in realspace. In placas, it may run
backwfids, or stop entirely, or leap ftom moment to moment
with cenbrdes passing in the blink of an eye. A psyker can
use these unaanny effects to pollute the time in realspace,
shetching or compressing the passing minutgs, or freezing
an area out of time. He can even look forward into the fuu[e.
seeing his enemy's next move b€fore it's be€n made.

The tcmporal symbol is a skeletal figwe clutching a scythe -
a traditional image of time as the Grim Reape! found on
many worlds and cultues throughout the Impeium.
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Usually, playing a psychic attack cad costs the caster I AB
or 2 APs if the model is inactive. If the attack card being
played belongs to the trump suit during that tum, it costs no
APs to play the card, regardless of whether the model is
aclive or inactive.

To determine which suit is trumps at ihe starr of the game,
shuffle the complete deck of cards and then cut them. The
suit of the card you turn up is the tmrnp suit for the first tum,
Place Ole kump suit counter on the relevant section of the
colour track.

At the end of the Stealer's turn, the trump suit changes and a
new suit is trumps for the next tum. To show this, move the
mrmp suit counter one s€ction to the right along the colour
track - when you get !o the end, the counter moves back to
thg Dsionic section at the start.

CFfECT
Psychic attacks differ in.tlle area they can affect. There are
five categodes of effect: self, model, door, feature and
section. Each card states whioh type of effect applios to ftat
osvchic attack.

Self
Psychic powers of this type affect only the psyker
employing them. The effect is instantaneous. As they have
no separate larget, cards with a self effect cannot be
dispelled by a force or Aura card.

Model
The attack affecrs any one model chosen by the psyker,
within the card's lange and targeting restrictions. Model
effect attacks arc instantaneous.

If a model effect attack is made on a Blip, the Blip is
immediately converted. The models are placad by lhe
Marine player and then giving thei facing by the Stealer
player. The Marine player may stop the clock if there's any
problem finding the corre4t models and while tiey are given
their facing.

The Marine player rnay now choose which of the converted
Stealers is affected by the psychic attack, provided that
model is within the card's range and targeting rcstrictions. A
Hybdd psyker converted in this way is now in play and can
immediately use a force or Aura card to nulify the effe€ts of
the attack.

Door
The Switch card has a door effect - it only works on dools,
not on any other features, and has an instantaneous effe€L

Feature
The Blast cald has a featue effect and can be used against
any inanimate feature, such as doors, rubble, qates etc. The
effect is instantaneous. Although a feature effect can't be
used on a living model, the feature that is Blasted may
subsequendy hit and damage a model.

THE TRUTIP SUIT
Warpspace is in turmoil with a constant ebb and flow of
strange curents and undeltows. Waves of power wash
across the void, continually changing the pattelns of
emotion that colour the darkness. In lealspace, this causes
local inbalances between the eight colours of psychic
power: one colour becomes dominant, perhaps only for a
few seconds on one part of a planet as a storn passes
tiuough the warp, peftaps for centuries across the vast blank
stretches of deep spaca. A psykcr can use these imbalances
to his advantage - it is easier for him to draw power from the
colour that is strongesr, shaping his attacks to match the
ever-shifting patterns that sunound him.

To represent the changing balances of enelgy flowing irto
realspac€ from the warp, one of the fou! suits or colours of
psychic card is dominant each turn. This is known as the
trump suit for that tum. Playing cards frorn the tlump suit
costs fewer APs than playing cards ftom the other suits.

colour track and trump ruh countar: he track shows the
foursuits of psychic porer. The counter moves lolhe righl at
he end of eadr Stealerlun. Tho s€clion ils on shows whlch
suit is rumps lor lhat tum.
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Section

Se€tion effe€t psychic powen affect every target on an entte
board section. This includes all models and Blips, and any
featues such as bulkheads, cratgs or closed doors - open
doors are not affected, as they have moved back into their
wall cavity and are protected.

The attacking psyker only needs to be able to target one
squarc of the section to affect the whole section (ie only one
square needs to be in range or LOS etc). However, if the
only square of Ore se.ction that he can target is a closed door,
the section camot be attacked - the door is considered to be
blocking LOS !o the section.

Converting Blips
Blips that arc attacked by a seation effect are not converted -
the Blip as a whole is attacked (remember that a Blip is
treated as a Purestrain Stealer when rolling to kiu). This
means that a Blip representing a psychic Hybdd doesn't get
a chanca to defend itself using force or AuIa cards as the
psyker has not been brcught into play.

Section Effect Markers
There are two types of se.ction effect attack: most section
effects remain on the board after play but Smite and Scan are
instantaneous. When a psyker casts a Smite or Scan, the
effects are applied immediately and the card is then
discarded as lormal.

All other section effects cards have a coresponding section
effect marker - each marker is identified on the back by the
name of t}le effect. An gffect marker is a circular temDlate
ftat is placed face-up on the krgeled board section as;oon
as the atrack is made (unless it's dispersed by an enemy
psyker playing a force card - see later). Psychic secrion
effect markels are similar to flamer markels in many ways,
except they usually last longer: once placed, a marker
remains on the sectiol until ir decays or is dispersed. The
only marker that doesn't remain in place is thar for the
Vortex. Once summoned, a Vortex randomly moves around
0re board, destroying everything in its path - see the section
on psychic attack calds for more details.

Continuing Damage on Affected Sectioos
Until a psychic marker decays or is dispqsed, any model in
the section suffers the full effects of the psychic attack at t}le
end of every player tum, except for the tum in which it was
cast. A model that has moved off the section during tlle turr
is obviously no longer affected. A psyker who has used an
Aura to prctect himself from the effects of the attack must
play another Aura card at the end of each tum or he is
affected - each Aura only nullifies one kill, not every kill
from that psychic effect. Models are equally affecred by
markers played by their own side's psykers as by enemy
anacks that remain on a section.

LOS Through Sectiou Effect Markers
As with a flamer marker, LOS can be &aced to and from
models on the nearest edge of an affected board section.
Models next to each othgr can also trace LOS to each other
(if facing in the light dire€tion). The exceptions to rhis are
Vortex and Stasis: these effe4ts completely block LOS to or
ftom any model on any squarc in lhe affepted section.

PSYCHIC COMBAT

Restrictions on Section Effect Attacks
There can never be more than one psychic effeat ma*er on a
section at a time. If a section sontains a marker, another
section effect card can't be played on that section until the
filst marker decays or is dispersed (see the decay and
dispeNal rules).

It is possible to cast non-section effect psychic attacks into
the section, or to cast any effect out of the section (unless it's
marked by a Miasma, which blocks all psychic activity).

This rule doesn't apply to normal s€ction effects such as
flamer narkers: a flamer or grenade can be firgd into a
section containirg a psychic effoct marker, and a psychic
section effect can be cast into a section containing a non-
psychia marker within the normal LOS and range
restdctions.

Running Out of Markers
It's unusual to have morg than two of any effgct in play at
once - they'regenerally dispersed or decayed before the
attack cards are played again. If you do run out of psychic
section effect markers, use tie psychic attack card ftat has
just been played to mark the affected section - placa the card
on the board rather than on the discad pile. This obviously
means the chances of druwing this effect are reducad.

As soon as the effect is dispelsed or dgcayed, remove the
card and retum it to the discad pile. Similarly, if a suitable
effect marker is dispelled or decayed flom another board
section, placa it on this board section and rcnrm the card to
the discard pile.

e
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TARGETTI{G
When a psyker casts a psychic attack, he must Pick the
model, feature or section $at is to be affected beforc playing
the card. There arc three ways that a psychic attack can be
targeted: LOS oine of sight), blind or free targeting. Each
psychic attack card states which of the three targeting
methods applies !o that effect.

With the exceptiol of Telepoft, self effect cards don't ]ist a
targeting as they always affect the psyker himself - for
Teleport, the targeting refers to the square onto which the
psyker Telepo s.

LOS Targeting
The psyker must be able to traca a line of sight (LOS) to his
intended target. This is just like targeting a normal ranged
weapon, except the grget only has to be in the psyker's 180'
field of vision, not specifically within his nadower arc of
fue - this includes the line of squares to either side of the
psyker, as weu as all the squarcs in front of him.

Models, doo$, cratqs and so forth all block line of sight - the
only featue that doesn't block LOS is rubble.

To rneasure the range for blind attacks, simply count the
number of squarcs betwe€n the Psyker and thc target by the
least circuitous route. You are allowed to count diagonally
and even over intervening rnodels.

Blind targeted attacks cannot be projected through closed
doors, bulkheads, crates or psychic section effect markers
that block LOS. They can, however, be delivered through
ordinary s€ction effeat markers, like flamer hits,

Free Targeting
This is the most flefble type of taryeting. The psyker has
complgte fre€dom to cast tlre attack at any model, feature or
se.tion (depending on effect) within range.

To work out the range, count the rumber of squares !o the
target by the shortest route just as with blind targeting,
However, with a free targeted attack, you can colult thmugh
closed doors, bulkheads, crates, even psychic effect markers
that normally block LOS, as well as through notmal s€ction
effect markers and over intgvening models.

The only thing that can obsmrct a free targeted attack is a
Miasma ma!ke!, which automatically prbvents any psychic
activity in that section. Even so, the psyker may be still be
able to affect the target via a different route.

Ol

Blind Targeting
With blind attacks, the psyker isn't restricted to I,oS: he can
projert the psychic effect about him in a 360' ara, and can
cast it around corners to arcas he can't se€.

RAI{GC
Apart from cards affecting only the psyker hinself, each
card lists tlle runge of the attack, This will either be a numb€r
or unlimited. A number is the maximum range to the
targeled model or section. Unlimited me{ns that there is no
restriction on range, although the normal targeting
resfictions apply.

When measuring range, count tlrc square [Ie target occupies
(or the nearest square of ihe section for s€ction effects), but
not the square the psyker is standing on, You can, of coluse,
cout diagonally as well as horizontally and veflically when
measunng range.

CLOSE ASSAULT BOITUS
A psyke! who is armed with a psychically attuned close
assault weapon, such as a force weapon, can enhalce his
effectiveness by channelling psychic energy into his blows,
using Oris power to slip attacks past his enerny's defences
and sirike him with unearthly accuracy and strength.

Atl psionic effect cads, apart from Auras, are ma*ed with a
close assault bonus. You simply play the card before you
make a closs assault roll and add the bonus to your dice
scoB. Enhancing closg assault in this way doesn't count as
an action. This gives an extra +1 to +6 on the roll, which is in
addition to any automatic bonus for fighting with a force
weapon. You must play the card before the dice are rolled.

Psykers can enhance both attacks and defences. Thus, if a
Marine Librarian is attacked dudng the Stealer Player's tum
by a Hybird psyker, t}Ie Librarian is allowed to enhance his
defence by playing cads.

t
't
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fORGE CARDS
If a psyker cornes under psychic attack, he may be able to
di$upt or deflect the attack's energy, using his power to
transform it into an unfocused psychic radiation. This
appears m surround him momentadly with a brilliant auora
before harmlessly dispersing. Setting up such defencas
drairu some of the power which the psyker could have used
for his own attacks, but can often save him from certain
death.

Six cards in each suit, known as force cards, have a force
icon that shows the colour and symbol of one of the other
thee suits. These cads can be played by a psyker to nullify
the effects of a psychic attack.

Each force card only works against anacking cards that arc
the same suit as its force icon - so force cards with a yellow
psionics icon can nullify the effects of cards from the
psionics suit, such as Smite and Miasma, but have no effect
against cads frcm any of the other suits.

In addition to its forca cards, each suit has two Aura cards
that act as force cards against psychic attacks from their own
suit - they don't have a sepamte force icon because it's the
same as the suit icon already on the card.

Playing Force Cards
To play a force card, simply lay down the apFopriate card as
soon as thg psychic attack is made - you can't wait to seo
how effective the attack is before decidins whether or not to
defend against it.

A psyker can only defend against psychic atracks when he's
the target. If the attack has a secrion effect, any psyker
within fte se€tion can play a force card againsr rie attack. If
he succeeds, the whole attack is nullified and nolle of rhe
models in the se{tion are affe4ted.

The only cards that can't be nullified by a force card are
those with an unstoppable icon (see tater). The only thing
tiat can defend against these cards is an Aura card played as
an Aura rather than as a force card (ie it nullifies a kill
suffered by the psyker rather than the effert of rhe attack).

Note that with a Lightdng Arc, the psyker can become rhe
target part-way thrcugh the attack. In fhis case only, he can
play a force card to dispel the effect when he becomes the
target rather than when the cald is played. If the defence is
successful, the Arc is nullified and any remaining hits are
lost - any model aheady killed by iJle Arc remains dead.

Playing a force card doesn't count as an action - it costs no
APs or CPs and doesn't cause tlle caster to lose overwatch.

Force Battles
Just as a defending psyker can dlaw on his psychic power to
dispel a psychic attack, so the attacker can reinforce his
assault by charging the effect with additional energy. As he
sees his targer setting up a psychic defence, he chamels
more power into the attack, trying to smash his way tlrough
his opponent's protective shield. Each psyker struggles to
best his enemy. An arcing beam of scintiallating mw psychic
energy leaps between the two, ebbing and flowing wirh
power as fust one then the other gains ascendancy.

PSYCHIC COMBAT

Evenfually, one psyker must tirc and expend all his reserve,s
of energy. The beam of power either collapses with a
deafening roar as the attack is repulsed, or channels the
energy into an attack which can no longer be rcsisted,

When a defending psyker plays a force card to nullify the
effects of a psychic attack, the casting psyker can play a
force card ftom his own hand to reinstate the original effect.
As with a defending force card, a reinforcing card must have
a force icon that matches the colout and symbol of the
original attacking card (not of the defending card),

The defending player, if he has another card wirh rhe right
force icon, caa play a second force card to nulify the effect
again. This process - called a force battle - continues until
either the defender or the attacker stops playing lorce cards.
If the defender. played the last card, the attack has been
successfully repelled. If the artacker played the last card, the
card he ori8inally played has irs full effecl.

If the attacking card has a section effect, all the models in the
section suffer the effe€ts of the card if the defending psyker
loses the force banle.

For example: a Hybrid psyker Smites a section that
contains a Librfiiar. Smite is from the psionic suit, so the
Librarian responds by playing the Lighming Arc cad wirh
the yellow psionic force icon - this dispels the effect and
saves him from certain death. If the Hybdd also has a
psionic force card, say a yellow Aura card, he can reinforce
his attack - unless the Librarian has a second psionic force
card, he's doomed after all, along wiLh any orher models in
the same section,

I
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DISPERSAT
Once a psychic card has taken effect it can't be disPeued by
a force card in the usual manner. Even if a Psyker moves
onto the affected scction (or has the effect move onto him, in
the case of a Vortex) , he cannot immediately use a force cfid
to nullify the effect. However, during the endphase of a
player's tum, any psyker in a section contairfng a psychic
effect marker, or with I,oS to such a sertion, can attempt to
disperse the effect by playing a force card. The Psyker
doesn't nced to be the target of the effe€t to try to disperse it.

The player lays down a card with a force icon of the same
colow as the original psychic card and immediately dispels
t}le effect. The effect marker is removed fTom the boald.

The opposing player car attempt to maintain t]le effect by
playing a force card of his own. He can do this provided he
has a psyker in play anywhere on the board - the psyker
needn't have LOS to f}le section to play the force card.

The dispersing player can counter this with anothcr force
card of his owl, and so on, just like a forco battle. If the
dispersing player lays the last card, the effect marker is
removed and the effect is nulified - if tlle opposing player
lays the last card, the effect marker remains on the board and
l}Ie psychic effect rcmains active.

For convenience, the Section Effects Sumary table shows
rhe suit of the cards thai leave a psychic effect marker on the
board. This will save you looking through fte discard pile to
check lhe suit of a card when an attempt is made at disPelsal.
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UNSTOPPABLE ATTAChS
Somepsychic po\r'ers cannot be dispcllcd by anofier psyke4

they manipulate rhc warp in a mannet so esotedc ihat their

effccts are lilcrally unsloppable. Cards wilh the unstoppable

icon cannot be dispcllcd by using force cards The only way

a psyke. can save himsetf from the effects of an unstoppable

caid is by usinS an Aura - rhis nultifies a kill but doesn't

actually ncgate lhe effecls of the altack, so any other models
are st i l l  affected. Cards which are unstoppable are also

immune to dispersai by force cards in the endphase

DECAY
Evcn if it isn't dispelled by another psyker, a psychic effect
doesn't remain forever. Gradually the power it is drawing
from the warp is consumed and the summoning psyker's
control is weakened - the remaining energy loses its
cohercnt form and rapidly fades into the faintest of psychic
c{hoes.

At the end of his turn, a playcr can choose to roll for psychic
effect markers still in play to see whethcr they decay. The
playcr is never forced to decay an effect and may freely pick
and choosc which markers he wants to roll for. The player
rolls one dicc for each markcl he viTants to decay. On a roll of
6, it decays and the marker is removed. You can't tly to
dispeNe and decay a psychic marker in the same turn - you
must either choose to decay a marker and roll a dice, or
disperse it and play a psychic card.

DBAIT'TIUG PSYCHIC
ATTACIT CAROS

If you have psykers in your force, you can Play psychic
attack cards - all the cards you havc available to play are
known as your hand of cards. You don't ne€d to have the
psyke$ in play to hold cards, provided ftey're part of your
force - this means a Stealer player draws cards even before
he's got any Blips rcpresenting psykers. You only get one
hand, regardless of how many psykerc you have in ihe force.

The number of cards you get in your hand depends on
whether you're fte Marine or the Stealer player. The Marine
player gets 2 cards plus 1 card for each psyker in play - this
means the size of hip card hand will change if any of his
psykers are killed. The Stcaler player gets 4 Psychic cfids
regardless of the number of psykers available to him or in
play - his hard stays the same size throughout the garne.

As the game progresses, you play cards to make psychic
attacks. At the sta of your tum, you can druw new cards to
replenish your hand. You can also discard those you don't
want - lhis means that if you've 8ot a full hand, you get a
chance to draw new cards by throvr'ing out the old ones.

The Card Deck
At the start of lhe game, shuffle the catds well. Once you've
cut the cards to see which is the fump suit, place the de€k
face down on the table. Each player now gets to draw his full
hand of cards, widr lie Marine player going first.
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ACTION POINTS SUMMARY

ACTION POINTS FOR MOVEMENT AND COMBAT APs PER TURN

Action Bl ip
Pure-
straln

HYBRID
Heavy Other

Weapon Weapon Mar ine
Model APs Bonus

Marine

Librarian
Grey Knight

Marins
Sergeant

Genestealet
Blip
Purestrain
Hybrid

4
4
4

4
4

6
6

+2

Move forward 1 squafe
li,ove backward 1 square
Movs sidsways 1 square
Turn 90o
Turn 180'
Set overwalch
Clear jammsd weapon
lnitiate close assault
Op€n/closg door

I
'|

1

;

1
2
2
0'
,'

'I

I

1

2
2
1

2
'I
'1

1

1
2
2
0'
I
2
1
1
'I

1
2

;
2
2
1
1
1

Turn 9oo: a Slea er or Hybrld maklng lwo 90" turns in a row pays 1 AP lor a 180" lurn.

H6avy Weapons include healy lLamer, assault cannon, autocannon, conversion beamer, missl le
launcher, heavy bo ter,las cannon and heavy plasma gun.

APs lor firing; these vary with weapon type and are Lisled on lhe Weapon Refe@nce Table.

gl ips: 6 APs whether Hybrid or Pu@strain.

Hybrids: 4 APs whelher psyker or non-psyker,
with or withoul aweapon.

ACTION POINTS FOB PLAYING PSYCHIC CARDS

Action
4TH LEVEL

Active Inactive
3RD LEVEL

Active lnactive
2ND LEVEL

Actlve Inactive
1ST LEVEL

Active Inactive
ls an

Action

Playing a card ffom:
tha lrump suit
any other suit

Playing a torcs card
Playing an Aura card
Enhancing closo assauh
Dispersing a sec{ion etfect
Psychic Blast trom a

Nemssis Wsapon

Fre€
'1

Free
Free
Frae
Free

1

,l

2
Frae
Free
Frs€
Free

1

.I

2
Free
Free
Fres
Free

2

3
Free
Free
Ffe6
Free

2

3
Tree
Free
Freo
Free

4
Frae
Free
Frse
Free

4

Free
Free
Fres
Free

4

5
Free
Free
Fre€
Free

Y€s
Yes
No
No
No
No

Yos

CLOSE ASSAULT SEOUENCE OF PLAY

Model
Dice
(D6) Modil ier

BEFONE THE GAME STARTS
Trump Sui l :  sHLff le a^d cul  r l 'e  ca 'ds lo I  nd
the l ru-p sL t -  pace "e kJmp sui t  coJr ler  on
colout ltacK.

O6al Cards: deal each player his norma hand
ol cards, stafting wiih the Maine player.

Marlne hend 2 cards plus 1 card per

Psyker in PlaY
St6aler hand 4 cards whalever fie

number of psykers in play.

MAFINE PLAYER'S TURN

TImer Phasa: remembe'lo add '30 seconds r
you've gol  a psyker -  th ls is  because the
psychic cards phase is  par l  of  the Mar ine's
imed tum.
Command Polnts Phass: as in Space H!lk.

Psychlc Cards Phas€i draw 1 card Jor each
psyker in p lay,  up to a maximum of  2 cards
aoove l-e yoJr normal hand Tl_e'r d scatd ar,
cards ol your choice io reduce your hand to its
normals ze.

Marine Actlon phas€: as in Space Hulk.

S€clion Ettecls Endphass: Roll a dice lor a
Vort ices to see i l  lhey move direct ion ol
movemenl is sho*n on lhe marker.

Roll lor additiona damage for any rnodel in a
sect on conlain ng a Helllke or Vorlex ma.ker
(lnless lhe seclon eflect was casl during lhis
Mar ne lurn).
Rol  to decay any psycl ' ic  secl io l  ef fecl
markers of your choice - rollone dice for each,
wih a 6 meaning it's decayed.

Play lo.ce ca'ds lo d isperse ary psychic
secror effect ol your cho:ce lhal yoJ d dr'l try
to decay. The effect marker is removed lnless
the Stealer player retaliates and begins a force
baftle to keep it on the board.

STEALER PLAYER'S TURN

Psychic Cards Phas€: d iscard 1 card i f  you
want,lhen draw as many cards as necessary to
relurn your hand to ts normal slze.

Sl€al€r Action Phase: as n Space Hulk.
S 6 c l i o n  E l l e c t s  E n d p h a s 6 :  r o  |  ' o r  V o f I e r
- o v e m e " l .  a d d  t i o ' r a l  d a m a q e ,  d e c a y  a T d
dlspersalas in the Marine p ayer's lurn.

Endphass:  move the l rump sui t  marker one
sect ion to rhe r ight  a long the t rump l rack (or
back to the b€glnning if it s al the end) - thls
marks the new vump sul t  unt i l  the end ol  the
next Stea er turn.

Marine
Sergeant
Captain
Librarian
Grey Knight

Marine
Sergeant

Genssl€aler
Pureslrain
Hybrid

1
1
'I

1

1
'1

,1

+ 1
+2

-2

Modif iors tor  psykers:  a L ibrat ian or  G.ey
Xnight can play a psychic atlack card b modily
his close assaull bonus. Add the number in the
bottom left corner to the model's dlce ro L The
card must b€ piayed before the dlce are rolled.

Psychic Hybr lds ca r ' l  o lay cards to gel  :
bonus unless armed wiih a lorce weapon.
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Drawing New Cards
At the start of your turn, you can draw new cards to
replenish those played in the last turr. The Genestealer
player can draw as many cards as needed to take his hand
back up to its maximum size. The Marine player can only
draw I card for each psyker he has in play.

Wlen drawing cards, the Stealer player can nevel exceed his
normal hand. The Marine player, however, can temporarily
take an extra 2 cards above the normal size of his hand
(assuning he has enough psykers to draw this many cards).
He can then choose which 2 of his cards to discard to bring
his hand back to no.mal size - Oris gives the Marine player a
much greater mnge of choice in the cards he can play.

Discarding
As cards are played, they are placed lace up on a discard pile
next to the deck. When therc arc no cards left in the deck,
shuffle lhe discard pile and place it face down as a new deck.

You can also discard at the stat of your turn. The Stealer
player may choose to discard 1 card ftom his hand before
drawing new cards. The Marine Player draws his new cards
tirst and then discards; if his hand exceeds its nomal limit,
he must discard I or 2 cards to take it back to the normal
limit - he can, of coulse, choose to discard any of his cads,
not only the extra ones he drew. Discards are always placed
face up and the other player is allowed to look at them.

PTAYIIUO PSYCHIC
ATTACIT CARDS

To play a psychic attack card, simply lay the card face up on
the tablg and call out the effect you're castinS, be it a namcd
aftack such as Hellfire. a force card. or a close assault bonus.

To use a card, a psyker must be in play. This means that
Hybrid psykers cannot make any sort of psychic attack or
defence until they've been convelted from Blips, Note that
some psychic attacks automatically convert a targeted Blip -

in such a case, the Hybrid is allowed immediately to play a
force or Aura card in defence.

Most cards are played during one or other player's action
phase, but tie process is the same whenever a card is played.
As sooll as you play the card, you must sPecify which psyker
model is playing the card and which model, feature or
secrion is the target (if there is one).

You then resolve the effects of the attack and place fhe cad
face up on t}le discard pils - if tle card was a section effect
with a ma*er, place rhe appropriate marker on the affected
sechon.

In most cases, the psyker casting the attack must pay for the
card with APs or CPs as an action. If the model is active (ie
the one cufently spending APs for movement, combat,
psychic attacks etc), it costs 0 APs to make a psychic attack
with a card ftom the tnunp suit and I AP m make a psychic
attack wit}I a card from any other suit. A psyker can continue
to play trump cards for free after he's sPent all his APs ifhe
does so before another model is activated.

PSYCHIC COMBAT

Inactive models must spend CPs to Play aitack cards. This
means that fte Stealer player can only use active models to
make attacks; the Marine player has the oPtion of using
inactive models both in his own tum and in the Stealer tum.

For inactive models, the cost goes up by one point, so
playing a card of tlxe trump suit costs I CP and playing any
other card costs 2 CPs. Playing cards in this fashion (ie using
them to cause the named effect) always counts as an action.
This is impofiant when you play a card in the enemy tum.

Playing a card as a force card or to teceive a close assault
bonus, on the other hand, costs 0 APs and doesn't count as
an action. A player can use a force card whenever he's under
psychic atack (except against unstoppable attacks) at no cost
and without performing an action. Enhancing a clos€ assault
only costs t}Ie normal amount for lhe close assault itself (ie 1
AP if attacking, free ifdefending).

Aura cards are different from any other cards; they can be
played for 0 APs at any time, in either player's tum,
whenever the psyker suffers a kill, regardless of whether
they'rc in the trump suit or not. Using an AuIa doesn't count
as an action. Simply lay the card down, declare the psyker
has shielded himself ftom the kill with an AuIa, and then
place the card on the discard pile.

If a psyker in overwatch plays a psychic card that counts as
an action, he immediately loses overwatch. This includes
making any sort ofpsychic attack but playing a force card or
an Aura doesn't lose overwatch. Defending against a close
assault loses overwatch as usual, even though playing the
card to set a bonus isn't itself an action.

it
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The psychic attack cards contain most of thg information
you'll need during play. Once you've played several games
of Space Hulk using the Genestealer psychic combat system,
you prcbably won't have to refer to this se€tion very often.
For your filst few games, however, it's best to check though
the notes on each psychic attack until you'rc sute you know
how the cards work,

Unless the description says that a card is an exception, all the
normal rules given in the Psychic Combat se.tion apply to
all the cards.

When you're playing, you'l l sometimes come across a
situation where you wonder whetler or not a certain target
can be affected. You'll find that checking the ftnge, effect
and taryeting rules alrnost always clarifies any problem.

Rolls to KilI
The Psychic Attack Cards Reference Table lisfs the rolls to
kill for tJIe diferent cards. It also summarizes the range, area
of effect, targeting and so iorth for each cad. It's a good idea
to rcfer to tlfs table as you read the card descriptions to get a
complete pichte of what each psychic attack can do.

AURA CARDS
An Awa is a psychic shield that the caster throws around
himself, putting all his power into a single brief defensive
screen that surounds him, protecting him ftom harm. The
Aura nullifies any kill suffered by the psyker, even one
resulting ftom a psychic attack.

There are two Aura cards in each suit. An Aura cald can be
played at any time, for no AP cost, and it doesn't cotmt as an
action to play the card. A model in overwatch which saves
its life wift an A.ua card does not lose its overwatch.

The important difference betwe€n playing an Aula cad and
playing a force card is that an Aura only nullifies one kill
suffercd by one model. For example, if a section effect card
hits a psyker who loses a force battle, the subsequent use of
an Aura saves the life of the psyker, but doesn't stop the
attack ftom taking its full effect on any other models or
featues in the section.

Auras can also be used as force cards. Auras are unusual
because thgy act as force cads against their own suit. There
isn't a force icon on the card as it's the same as tlle suit icon
- this doesn't stop ir acdng as a force card.

24



THE PSrOt{rC SUrr
Control

The psyker hunts the soul of his enemy through the warp,
trapping and encircling it briefly within his own stong soul.
For a momenl he is able to touch the mind of his victim,
controlling tloughts and actions, before the victim is abls to
break free with a shudder of cold terror.

The psyker who succesfully plays this card briefly takes
over an eneny model's mind: the target model can be made
to perform one move, tum or operate mechanism action
costing no more than 2 APs (only one action - two actions
each costing 1 AP are not allowed). A model in oyerwatch
who is affected by a Control card loses his overwatch.

The Conftolled model is not completely subdued and can
rcsist commands to fire on a friendly model or do something
obviously suicidal,like shooting itself - however, it could be
made to move into the LOS of an enemy model, even though
this exposes it to a potentially fatal attack. A psyker cannot
be forced to play a psychic effect card.

Miasma
The psyker projects a field of rapidly-changing randorn
psychic energy that manifests itself visibly as ever-shifting,
multi-colowed lights. The walls ard floor shimmer and dark
lue runs tlle length of force weapons as their psychic power
is leached into the wary.

The Miasma drains the psychic abilities of anyone within it,
disrupting any attack they try to make and dispersing the
energy as glistening ribbons of colour that wind arcund them
before rapidly fading.

Psykers in the affected se€tion cannot play any cards at all
for any pwpose whatsoever. The sole exception to this is the
use of a force card to dispel dle attack in the fiIst place. Once
fte Miasma field has affe.red the s€ction, it's impossible to
make psychic attacks out of or into the s€ction - even Aura
cards can't be played to nullify kills,

A psyker within a Miasma field carmot use psychic cards to
enhance close assault rolls and the automatic +1 bonus to
close assault using a force weapon is lost as the psyker can
no longer channel his power into the blows.

Forca cards can't b€ played by a psyker within the sertion to
disperse the Miasma but psykers outside the seation with
LOS to it can use force cads to dispqre the field.

The shift ing patterns of a Miasma block LOS, but not
movement - this is the only effe€t upon non-psykers.

Scan
Sending tendrils of psychic power out before him, the
psyker is able to look into an unseen area witi his mind's
eye and see what it contains. Those affected feel a spine-
tingling chill as ghostly feelers brush across their skin and
prcbe their minds. The air be4omes slightly misty aIId a
distant whistling noise is heard frcm all sides, As the psyker
withdraws his presence, a freezing wind whips through the
area, leaving a thin rime of ftost on the walls.

PSYCHIC ATTACK CARDS

This card is used m Scan a single section containing at least
one Blip and/or enemy psyker. The Scan immediately
converts any Blips on the section. Additionally, for each
enemy psyker on the section, the caster can examine two
psychic attack cards in his opponent's hand. As it 's
instantaneous, the Scan card goes onto the discard pile -
there is no section effect marker.

When Scanning Blips, flte Marine player chooses one Blip
at a time, tums it over and places the models accordingly.
Once all the Blips on the section have been convefted, the
Marine player may stop the clock while the Stealer player
selects thet facing. If there are any problems finding the
right models, the Marine player nay stop the clock while
the Stealer player locates them for him

Smite
The psyker unleashes a carefully-dirccted burst of psychic
energy that only affects his enemies - by seeking out the
strong emotions of hate a]ld animosity they project towards
him, the psyker can target his attack with great accuracy.
Those who are unable to defend themselves arc struck down
as their brains overload with the psychic assault. Flames of
golden fire lick from eyes and ears as the victim's face melts
and his bones crumble to a fine yellow sand.

Only enemy models on the affected board section ale hit -
friendly models are unaffected. Any enemy models that
aren't defended by a force or Aura card are killed. The
results are instantaneous, so the card goes dhecdy onto the
discard pile and therg's no section effe€t marker.

I
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PSYCHIC ATTACK CARDS

THE POII'ER SUIT
Assail

As the psyker concentrates his power into a hail of mighty
blows, his enemy is flung about as if battercd by the huge
hands of a giant, invisible assailant. The air around the
victim cnckles with sparks of mby light as pulsing lines of
energy entwine him and hurl him to the ground.

The target model can be moved up to 3 squares in any
dtection, even onto a boaid section containing a section
effect marker (prcvided the effect doesn't block movement).
The casting player can choose the facing of the targeted
model.

If the card is played during the enemy tum, the Assailed
model loses 3 APs, Models in overwatch who arc Assailed
lose thet overwatch.

Hellfire
The psyker unleashes a roaring blaze of psychic eneryy that
erupts around his opponents, buming them with the fues of
his enmity. The affected area is filled with huge red and
orange flames as the fumace heat boils off flesh and blood,
melts amour and blackens even the hardened plasteel walls
of a space hulk.

Hellfire affects all the models in thc targeted section. Roll
one dice for every Blip or model in ore section and refer to
l}Ie following table to find the result:

Target Roll to Kill
Blip 2
Puresfiain 2
Hykid euo
Marine 3
Door No Effect
Bulkhead No Effect

Any models that survive the Hellfie attack are treated just
as if they've survived a flamer hit, so they're free to move
off the board section if rhey wish. The effect blocks LOS and
any other movement into the section.

During $e sealion effects endphase ofevery subscquent lum
(not including the tum in which the Hellfirc was cast), roll
again for every model in the section containing tlte Hellfire
effect marker to se€ if they take another hit. The rolls to kill
for these subsequent hits are the same as those for the fhst
hir.

Lightning Arc
A bolt ofpsychic eneryy flies from the caster's hand to stike
down his chosen target, then leaps from enemy to enemy
until its desfuctive power is exhausted.

The Lighming Arc inflicts 6 hits on up to 6 different models
or featues, provided a1l the taryets are within the 12 squares
range, The casting player has a free choice ol which targets
are affected by the Lightning Arc and the number of hits ftat
are directed against each. He may choose which target to
attack next after he's rolled each hit.

zo

For each target, ro11 a dice and rcfer to the following table to

find the result:

Target Roll to Kill or DestroY

Pwesftain 3
H''brid 2
Marine 4

Bulkhead No Effect

If at any point a psyker survives by using either a fotce ot an
Aura cad, the Arc is halted and any remaining hits are lost.

If the Lightning Arc is targeted at a Blip, the Blip is
converted as usual. The casting player can now choose
which model or models to attack with the Arc. If the Blip
ollly reprcsented one model, the casting player must roll fot
at least one attack on the model but can then target other
models (including other Blips). If the Blip converts to a
Hybdd psyker he immediately gets a chance to play a force
or Aura card in defencb.

Vortex
The psyker qeates a whirlwind of pure eneryy that destoys
everything it encounters. Once it has been created, the
Vo ex luns out of confiol and moves around the space hulk
causing honible damage. A Vo ex is totally devastating, a
wild tomado of destruction that removes everylhing in its
path ard leaves nothing but empty corddors in its wake.

Once placed on the table, the only thing that can survive a
Vortex is a psyker using an Aura. However, a psyker cannot
play any psychic cards except Auras until he leaves the
affected section.

As wift a flarner hit, surviving models may move freely in
the affeated section. Otherwise, a vortex blocks movement
and completely blocks LOS - models can't trace LOS to tie
nearest section edge or even to enemy models standing
direatly beside them within the affected section. Il a model is
still in a Vortex du ng the endphase of a tum (except the
tum in which the vortex was cast), it takes another automatic
kill.

After the f[st turn, a Voltex may move around the board.
Check for this at the start of each section effects endphasg,
before any rolls for damage, dispersal or decay are taken. To
see if the Vortex moves, roll a dice. On l-4, the Vortex
moves onto an adjacent board section as indicated by the
anows on the card, On a 5 or 6, the Vortex stays put.

If there is no adjacent board section in the direction
indicated, or if that section is blocked by another psychic
section effect, the Vortex remahs in place. A vofiex will
move onto an arca occupied by an ordinary section effect
marker (eg a flamer hit), even if it normally blocks LOS.
Ordinary weapon effects are then instantly removed.

When a Vortex moves, aIIy models on the newly-affected
section suffer an irnmediate kill. PsykeN still have a chance
to use an Aura card to save themselves.

Vortices are allowed to move olf table. The Vo ex simply
vanishes out of play, automatically destroying any Steale$
lu*ing outside that entry area.
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PSYCHIC ATTACK CARDS

THE ITTITESTS SUTT
Blast

The psyker uses his power to smash an inanimate object and
hurl it backwads, crushing whatgver or whoever is behind
it. Othe! psykers see emerald beams of gnergy hu le from
t}le psyker's pointing hand towards his target - those without
the second sight catch a glimpse of a great fist from the
comer of their eye as it smashes into the target and flings it
back.

A Blast only affects featues such as doors and crates; it
camot under any circumstances be used directly against a
model, although models can be killed if caught in its way.
The Blasted object - and hence the path of destruction -
always moves 6 squares directly away from the caster along
one row of squares. It cannot move diagonally.

Featwes, models and Blips in the path of lhe Blasted object
are automatically desfioyed; Ore only way to survive the
Blast is by playing an Awa card.If any part of the Blasted
object is stopped, whether by a surviving model or a wall,
fte entire Blast is immediately halted in its tracks.

Jinx
The psyker ftrows a Jinx onto mechanical devices, causing
them to temporarily malfunction. By entangling small
mechanisms within the webs of warpspace, the psyker can
twist their movements so that firing pins fall on empty space
and cogs nevel mesh, spinning idly without effect.

28

A Jinx stops all the weapons within the targeted section from
working. As the Jinx only affects mechanical devices,
psychically-attuned weapons are unaffacted; for example, a
bolter doesn't work but a force wcapon opentes as usual.
This only affects weapons actually in the target section;
models can shoot into or tltrough a Jinxed section normally.

A Jinx does not block movement or LOS but it does prevent

, doors irl the affected section from opening or closing. A Jirx
only operates on simple mechanical devices such as the
firing mecahnisms in weapons and door locks - it doesn't
alfect arrnour or the far more complicated technology of
power weapons (so close assault weapons such as power
swords, lighhing claws etc work as usual withia a Jinx).

Switch
By telekinetically operating the confol mechanisms, the
psyker can open or close a nearby door, possibly blocking or
opening a vital line of sight to the enemy. As he rcaches out
with hjs mind, cnckling green sparks leap frcm the contlol
panel, arcing aqoss to. surround the door with an e€ry light
as it moves undcr psyclic control.

Doors on space hulks ars designed so that they cannot
possibly injure anyone. They simply will not close if anyone
- or anything - is in the way (ie standing in the door's
square). Switch doesn't work on a Jinxed door - fhe Jinx has
scrambled the contol mechanisms and the psyker camot
override them until the Jinx is dispeled.

Teleport
The psyker manipulates the link between warpspace and
realspace to open a shonlived portal into the warp. He steps
into the portal and disappears from realspace, instandy
reappearing a few yards away as the portal slams behind
him, shutting out dista,'rt cdes echoing ftom Ole warp.

The psyker can telepot to any other square on the board.
The square the psyker moves to must be empty. He ca['t
teleport into a section affccted by a psychic se.tion effe€t,
but he can telepo into a nomal sertion effect 0ike a flamer
hit) if he wishes. Any damage toll should be taken
immediately upon entedng the affected section. The card's
targeting is unrestricted, so psyken can telepolt through
anything, including doors, bulkheads, psychic section
effects (except a Miasma), ctc.

Jinx: Marine A cannot lire at the Stealer - i{ he takes a
step back, his weapon becomes functional and he can flre,
Or. il h€ takes a sleo lo ard and to the side. Madne B can
fire lhrough theJinx fleld at lhe Sleajer. lf he steal€r enlers
the lield and attacks Marine A, the l\.4arine can light in close
assault as normal- his power glove in nol atiecled.



THE TEiIPORAL SUIT
Burst of Speed

The psyker qeates an accelemted time field arormd himself,
making it seem to him that everyone else is hardly moving at
all. As he strides forward, ripples of blue fire run up and
down his limbs, leaving pools of luminescence whelever he
slePs.

This card can only be played dudng the psyker's own tum.
Playing the card ends the psyker's original move
immediately. However, the psyker remains aative and gets to
spend his normal AP allowance all over again. Burst of
Speed doesn't affect CPs - any CPs spent by the psyker
beforc the card is played are not rccovered.

A psyker under the influence of a Bust of Speed that enters
an arca affected by a Warp Time card still has to pay double
APs for each action, as usual.

Prescience
By opening his mind to the echoes of future events rippling
backwards through the warp, the psyker is able to foretell
rhings that arc about to happer Wift second sight, he sees a
few seconds into the future. Shadow-images of his
opponents move and fire, revealing attacks as yet unplamed.

Because he can see a very short time into the future, the
psyker is able !o predict the movement of his targets. He
receivgs a +1 bonus to all afiacks until Ole end of the next
enemy n[n.

The dwation of this effert applies even if a Madne psyker
casts Pres€ience in a Stealer turn - he gets the bonus for the
rcst of that tum, his next tum and the Stealer's next Nm.

The bonus applies to both psychic and physical attacks, and
is for both ransed ard close assault combat.

Stasis
Stasis freezes tims in a small area, causing it to appgar from
the outside as a dull black, impenetrable shell. By opening a
small hole into the wary, the psyker ble€ds time out of the
area affected. For those within the Stasis shell, time stops -

when the Stasis eventually fades, it will s€€m that anyone
outside has instantaneously leapt to a now Positiol.

Stasis affects a single board section - in effect, that section is
out of the game while the Stasis is operating. Stasis itself
never causes any actual harm but t}re models inside can't
pqform any actions and arc completely immune to attack or
other psychic affects. Models in the target s€ction ale ftozen
in place until the Stasis wea$ off but can then move, fire,
use psychic powers, etc just as beforc.

Stasis blocks Los and movement. As a section effect, it also
blocks blind targeted psychic attacks - it doesn't block fre€
targeted attacks even tlrcugh the s€ction is aonsidercd as out
of tlle game lor all other purposes.

Warp Time
The psyker draws on the strange fluxe,s within the wary to
slow down time within a ahosen area. By diverting the
curents of warptime into realspace, he twists time back and

PSYCHIC ATTACK CARDS

WarD Tim€: if the Marine wants to move in the seclion, he
must pay double APs - eg it costs 4 APs to move foflards
to reach $e Hybdd psyker, 4 APs to step back/vards one
square oulol the section, or 2 APs lor €ach shol, He cannot
go into ov€ffatch. lf fie Hybdd wants to enter be seclion, it
costs 2 APs to mov€ into as well as 2 APs to move within
the seclron. The Hybrid could lire a weapon or cast a model
eltect atiact at lhe Marine, but not another section eflect - il
it'swihin lhe secion, all hese action cosidouble APs.

fo h on itself. To onlookers, those affected appear to be
moving in slow motion. Within the Stasis field, people feel
themselves pushing against an unseen barrier that traps and
hinde$ their movement.

Warp Time affects all the models within a single board
seetion. The points cost for any action is doubled, even when
models are moving onto or off the affected board section.

Models affected by a Warp Time cannot go into overwatch -
their rcactions are just not fast enough.

An lnquisitot receiws the blessing of his supeiot

h
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: SEOUEITCE OF PLAY
The introduction of psyken into a game slightly alters the
sequence of play. This section explains the new se{luence -
where no difference is mentioned, follow the normal
Drocedure from SDace Hulk.

BEFORE THC GAiIE
STARTS

The Trump Suit
Shuffle and cut the card deck. The suit of the card you tum
up is the trump suir at the begiming of the game. Place the
rump suit counter on the corresponding section of the
colour track.

The Cards
Place the shuffled card deck face down. Each player tales a
full hand of cards from the top of fie deck, with f}le Marine
player going ftst. You should look at your own cards but
don't show them to the other player.

If the Marine player has any psykels, his normal hand is 2
cards, plus I card for each psyker model. For each psyker
killed during the game, the Marine player's hand is reduced
by 1 card - if he loses all his psykers, he can no longer use
psychic cads.

If the Stealer player has any psykers ir the Blip deck, his
hand is 4 cards regardless of how many psykers he has. He
can take cards even ifhe doesn't have any Stealem in play.

The Timer
Calculate the length of the Marine player's turn as you
normally would, If he has any psykers in his force, he gets a
+30 seconds bonus to his tum because of the extra time
ne€ded to draw, discard and play psychic attack cards. If at
any time the Madne player loses all his psykers, in the
following tum he also loses the time bonus they conferred.

iIARII{C PLAYER'S TURN
Timer Phase and Command Points Phases

These two phases are exactly the same as in Space Hulk.

Psychic Cards Phase
If t}Ie Marines lost any psykels last tum, work out the new
Marine card hand: if there are any psyke$ left, tle Marine
player can have up to 2 cards plus I card per psyker (if
none are left, he gets no cards and must discard any
remaining in his hand).
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Draw New Cards
Draw 1 psychic attack card for each Marine psyker in play,
up to a maximum of 2 cards above the normal hand.

Discard
If the Marine player has more than the normal hand, discard
1 or 2 cards to bring it down to the corect number - he can
choose any of the cards he's holding to be discaded.

Remember tiat this phase takes place while the clock is
rurufng, so the Madne player doesn't have too long to think
about selecting cards.

Marine Action Phase
This phase is the sajne as in Space Hulk, wift the following
exceptlon.

The Timer
As in tie original Space Hulk, stop timing the Marine player
(whether he finishes moving or simply runs out of time) at
the end of this phase. The section effects endphase is not on
the clock.

If a player manages to play a psychic attack card before time
nns out, he still gets to roll for its effects, even if his action
phase is over,

Section Effects Endphase

Roll for the Movement ofVortices
The Maine player rclls a dice fo! each Vortex on the board
to see if i[ moves - see the rules on the Vortex in tie Psychic
Attack Cards section.

Roll for Additional Damage Caused by Section Effects
The Marine player rolls to kill every model, Marine or
Stealer, that is on a section containing a Hellfire marker.
Models on sections containing a Vortex marker are
automatically killed - only psykers that play AuIa cards
survive. Note that if the section effect was cast by a Marine
psyker this turn, no roll is made until the Stealer section
effects endphase,

Roll for Decay
The Madne player may choose to try to decay any one or
more section effects by norninating rhe effect and rolling a
dice; on a 6, the effect decays and the marker is removed.

Roll for Dispersal
The Madne player may choose to play ono or more force
cards of the appropriate colour to disperce section effects.
Playing a force card automatically dispe$es an effect, rmless
the Stealer player chooses to fight a force battle over the
effcct. Effects which the Marile player has ried to decay
this endphase can't be dispersed.

a
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SEQUENCE OF PI.AY

A Marine can only spend CPs on a single action dudng tle
Stealer turn if an enemy model takes an action in his LOS or
fires upon hirn. The enemy model must take another action
before Lhe Marine can spend CPs again.

The Marine doesn't have to spend the CPs attacking the
Stealer that moved - he can make any attack (including
psychic attacks) or movement normally allowed to him.

If a Stealer moves into the LOS of a Marine in overwatch but
is outside the Marine's fire arc or range, the Marine can
immediately drop out of overwatch. He can now spend CPs
[o move, attack or play psychic cards if thar, or another,
Stealer moves witlin his LOS .

If a Marine is fired upon by a Hybdd, t}Ie attacked Marine is
allowed to spend CPs to tum and face his attacker. This is
the only exception to the rule that a Marine cannot spend
CPs during the Stealer player's tum without having IOS to a
Stealer performing an action. It applies to bo0t target and
section effect weapon fue. It only applies to psychic attacks
if the Marine is a psyker himself - other Madnes aren't
attuned to the psychic emanations of the attacking Hybrid
and cannot pinpoint it wi&out LOS.

Section Effects Endphase
Roll for the Movement of Vortices
The Stealer player rolls a dice for each Vortex on the board
to see if it moves - see the rules on the Vortex in 0re Psychia
Attack Cards section.

Roll for Additional Damage Caused by Section Effects
The Stealer player rolls to kill every model, Marine or
Stealer, that is on a section containing a Hellfire marker.
Models on sections containing a Voltex marker are
automatically killed - only psykeG that play Aura cards
survive. Note that if the section effect was cast by a Hybrid
psyker this turn, no roll is made until the Madne section
effects endphase.

Roll for Decay
The Stealer player may choose to try to decay any one or
more section effects by nominating the effe4t and rolling a
dice; on a 6, the effert decays and the marker is removed.

Roll for Dispersal
The Stealer player may choose to play one or morc force
cards of the appropriate colour to disperse section effects.
Playing a forca card automatically disperses an effect, unless
the Marine player chooses to fight a force battle over the
effect. Effects which the Stealer player has tried to decay rhis
endphase can't be dispe$ed.

Endphase
This is the same as in Space Hulk, with the following
exceptlon.

Rotating the tump Suit
Move the trump suit counter one step to the right along the
colour track - if the suit was tempolal this tum, move the
counter back to the psionics section. The aounter indicates
which suit is trurnps ultil the next Stealer endphase.

STEATCR PLAYER'S TURIT
Psychic Cards Phase

Discard
The Stealer player may choose to discard one of hjs cards;
he doesn't have to discard at all and he can't discard more
than one.

Draw New Cards
The Stgaler player can dlaw as many cards as he needs to
take his hand up ro 4 cards.

Stealer Action Phase
This is the same as in Space Hulk, wirh the following
excep[ons.

Converting Hybrid Psykers
A Hybdd psyker is not actually in play, and therefore
camot use any psychic powers, wrtil it has been conve ed
frorn a Blip - the Stealer player can srill have a hand of
psychic cards. A Hybrid can use psychic cards as soon as
it's converted, even if this is a forced conversion due to a
psychic attack.

Marine Actions
Obviously, a Marine taking an action during the Stealer tum
must pay for it with CPs. As the Marines are inactive duing
thjs phase, it costs 1 CP to play a card from the trump suir,
and 2 CPs to play any otler cad.

\
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LEUELS Of IIASTEfrY
The path to psychic mastery is long and tortuous. Therc are
many dangers on the way; the unwary invile possession by
Daemons; the foolhardy lisk everything before they are
prepared and are crushed by forces beyond their under-
standing; the prcud may be ensnared by the seductions of
Chaos.

Some fail at tle first step; many see their souls consumed by
the insatiable hunger of fte dark beings witlLin the warp. But
for those who persevere and suryivg the arduous road,
mastery bdngs great knowledge and power.

The Four Levels of Mastery
There are four levels of psychic mastery, ranked ftom 1st
level (the weakest) to 4Or level (the most powerful). For
Marines, these equate to the four ranks of Librarian:
kxicanian, Codicier, Epistolary ard Chief Libruian.

A psyker with only lst level of mastery is a relative novice,
taking his fist steps in controlling and focusing the raw
energy of the warp. A 4th level master wields consummate
power, able to strike down his enemies, bend space and time,
and control those around him by pure force of mind.

lnquisitor Maklmo rcpofting t lh the head ol a slain Palriarch es e tophy

Throughout the psychic combat rules so far, we've assumed
that all psykers are 4th level - this makes explairfng the
rules a lot simpler and clearer When you play your fi$t few
games using fte psychic combat system, it's wo h sticking
to 4ft level psykers.

Once you've got the hang of the system, leel free to
expeiment with psyke$ of other levels, even using several
different levels of psyker in the same game.

The levels of mastery rules that follow are mainly for
Marines, Hybrid psykers draw on the shared psychic power
of the brood ard are all usually ueated as 4th level. If you
wart to use Hybdd psykqls of other levels, however, therc's
no reason you shouldn't and the mles fo! Marines apply
equally to Hybids.

Playing Different Level Psykers
Regardless of what levels of psykers are in his force, the
Madne player gets the same hand of cards, 2 cards plus 1
card per psyker of any level, and can still temporadly exce€d
this hand by 2 cards during his psychic cards phase.
However, the AP and CP costs to play psychic cards now
vary with the level of mastery, reflecting fie rclative effolt
l} lat each lcvcl of psyker must invesl in summoning power
ftom the warp.

The cost is greatesl for lsl lcvel psykers and least for 4lh
level psykers. The costs that wg've been using elsewhere in
this book are for 4th level psykers - for each level lower, it
costs 1 more AP or CP for a psychic action (ie playing a
psychic attack card). Playing force and AuIa cards and using
a card's close assault bonus are not actions and cost 0 APs
for all levels of psyker.

The following table summarizes the AP costs for yarious
psychic actions for each level of psyker. If the model is
inactive. add +l to the cost.

Level of Rank of
Cost ofPlaying a Psychic

Attack Card from:
Mastery Librarian Trump Suit Other Suit

lsl lrxicanian 3 AP 4 AP
2nd Codicier 2 AP

rl

I .

3 A P

4rh Chief O A P

Identifying Librarian Models
If you'rc using different level Librarians, you'll need to be
able to tell the models apart so that each one is paying the

ght AP or CP costs for playing psychic attack cards. The
best way to do this is to paint each model witl the co[ect
colour colou! scheme for that Iank of Liharian. The painting
guidelines at the stfit of this book and the illusfations on the
side of the box bottom tell you the colour schemes for the
four mnks of Marhe Librarial.
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/* TERITIITATOB FORCE IIST
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This section expaads the Terminator force list that appearcd
in Dea0rwing. You should use it in the same fashion as the
odginal; either replay published missions with new forces
(on both sides now) or play scenarios designed with the
mission generaror also found in Deathwing.

This force list doesn't replace the original - it is an
alternative for games in which the Genestealer player is
using the new expanded Blip s€t.

Before the Game
Befors choosing the Marine player, decide whether or not
the Cenestealers get the expanded Blip set in this game, If
lhey do, the Madne player uses the following rules with this
force list to purchase his squads and both players can use
psychic cards.

ff lhe expanded Blip set is not being used, the Marine player
uses the force list and rules for Librarians published in
Deathwing. Neitler player can use psychic cards.

Choosing the Marine Player
Choose the Marine player just as you did in Deathwing by
bidding for the Madne forces. The player with the lowest bid
takes the Marine side and purchases his forces with the
amount he bid. Unlike in Deathwing, however, there is no
maximum bid when wing the expanded folce list.

Be sure to bid enough points so that if you're the Marines
you can purchase some psykers to pit against the
Genestealer Hybdds - the minimun for a commard squad
containing a Librarian with I st level of mastery is 30 points.

Using the Expanded Force List
The Marine player is allowed to purchase his forces
normally from the squads published both here and in
Deathwing wifh one notable exception: the command squad
listed here replaces the original version in its enthety (lhis
cornmand squad costs more points because of the additional
power of Lib(arians using the new psychic combat system).

Tirm length must be puchased as described in Deathwing.
However, if the Marine player purchases any squads
containing psykers, he automatically receives an extra 30
seconds for fte€ - he only gets 30 seconds, regardless of how
many psyke$ he has in his force. This ftee timer bonus lasts
until the tum after t}le Marine player's Iast psyker is kiUed.

Using the New Geotiles
There are 3 new geotiles included in Genestealer for use
with the mission generator formd in Deathwing. Simply add
these ro the original 10. When generating a boald using
geotiles, randomly select and place 8 of the 13 geotiles as
you normally would. You can generate a random number
ftom 1 to 13 in any way you find convenienl for example,
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by rolling a 20-sided dice and rcrolling on wores of 14-20,
or by using one suit from a normal deck of cards with the
jack, queen and king repesenting 11, 12 and 13.

When using the new geotiles, it's possible to end up with
tlrce squarc wide entry areas. You treat these just as if they
were standard-sized conidors. The Stealer player can choose
to bring a Blip onto the board on any of the three squares.

In order to secure a 3-square-wide enfy area, a Marine must
enter a square next to the first row of squares aqoss thg entry
point. It costs no APs to securc the area, but t}re Marine must
have LOS to all Ullee squarcs in the filst row at the same
time - it's not possible to pafiially secue ar enty area.

Geori les 11 ,  12 and 13
to add to lhose fiom
Dealhwing lor i./sing with
the mission generator. aa:. '::1. '':.

:]| ia] ,ral

I Captain wiih storm bolter. power sword and power glove
with grenade launcher

I Librarian. lst level. with storm bolter and force axe
1 Marine with llamer and power glove
I Madne wirh assault cannon (l free reload) and power glove
I Marine wfth storm bolter and power glove

Increase Libnrian's level of psychic
mastery (marimum 4th level) 5 per level

1 flarn€r rEload 2

I or 2 assauh cannon reloads I each
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I{ETI' BLIPS
'e6

Genestealer comes with l6 new Blips, 10 representing
Genestealer Hybdds and 6 representing larger numbers of
Purestrain Stealers. The Puestrain Blips are exactly the
same as those in Space H[lk, except for the numbers,

The Hybrid Blips have the same back as the Purestrains
(they give the sarne reading on a Maline's sensodum), but
the side showing the type of Hybrid has a picture of an
arrned Hybdd and a letter from A to J.

If you'le using the expanded Blip set, simply mix the new
Blips in with your original set and draw flom llle Blip cup as
you nomally would.

If you're not using Hybrids in a mission, just play with the
original Blip set. Separating the original Blips from the
expanded set is easy. Just remove any Hybdd Blips or Blips
lalger than 3 Stealers. There are 37 Blips in the expanded
set, and 21 in the original.

HYERIDS
Once a Hybrid Blip has b€en convelted to fte appropriate
model, the Hybrid only rcreives 4 APs each tum. Hybrids
have their own AP costs fo! movemgnt - thgse are similar o
a Puresfain Stealer's, except it costs an gxtra I AP for a
Hybdd wi0r a heavy weapon to tum 90' or 180'.

Hybrids are easier to kill than thet Purestrain brcthren -
they do not have thg thick carapace armour of a Purestrain to
prote€t them. There are separate scorcs for ranged weapons
and psychic attacks to kiU Puresftains and Hybrids, with the
scorcs needed to kill Hybrids being lower.

Hybrids also have-fQwer claws and are much weaker than
Pwestrains. In close assault, a Hybrid only rolls 1 dice witlr
a -2 modifier (giving it a roll of from 0 to 4).

HYERID PSYKERS
Hybdds with psychic abilities follow all the normal nrles for
using psychic attack cards and other psychic powers. To play
psychic cards, it costs them the same number of APs as a
Marine psyker,

Unlike Marine psykers, Hybrid psykers have no CPs and
therefore can never make psychic attacks during the enemy's
turn - they can still play forca cards and Alrla cards as these
don't count as an action and cost no APs.

To use any sort of psychic power, including forca cards and
Aura cards, Hybdd psykeN must be converted to models -
as Blips, they have no offensive or defensive psychic
abilities whatsoever and arc treared just like any other non-
psychic Blip.

This means that a Hybrid psyker who is still a Blip when it
becomes the target of a section gffect attack can't disp€l the
attack even if fte Stealer player has the relevant cards. If the
attack has a model effect, rhe Blip is converted before the
attack is resolved and the Hybrid immsdiately gets the
chance to play a psychic card in defence.

NEII' PURESTRATIT BTIPS
The new Blip set includes Blips representing 4, 5 and 6
Purestrains - there are two of each type in the set. These
Blips follow all the rules for Purestrain Blips in Space Hulk.

The Genestealer player must be careful to convelt a Blip
which represents a large number of Purestrains in a place
where thele's enough room to place all the models. If the
Blip's conve ed in a narrow or dead-end co[idor, you'll
immediately lose several modgls.

This can also be a problem if you place your Blips too closc
togelher, Note that models losr during conversion never
count toward victory conditions in games where the Marine
is trying to kill a number of Genestealers.

There are six Pur€strain Bl ips - two each ol 4, 5 and 6
Purestrains. Th€ ten Hybrid El ips are leltered A to J and
represenl differenl models in dilterent missionr.

HYERID EIIPS
The letter on a Hyrbid Blip allows each Blip to represent
different models in different missions. In every mission
including Hybrids, there will be a list showing what each
Blip represents. For example, it might state that Blip A is a
Hybrid psyker armed with an autocannon, Blip B is a non-
psyke! Hybrid armed with a beamer, Blip C is a Hybdd
psyker amed with a closg assault weapon and so forol.

For convenience when designing your missions, we've
included a standard Blip l ist for Hybrids plus some
suggestions of how to adapt it for your own use,

A Hybrid Blip follows all the normal rules for Purcstrain
Blips. This means, amongst other things, that a Blip can't
move into or aqoss a Marine's LOS and cat't convert into a
model during a move, Like a Puestain Blip, it has 6 APs
and is attacked as if it was a single Puesfain Stealer.

A Blip has no psychic powers, even if it represents a Hybrid
psyker - this is impo ant when a Blip is attacked by a
psychic section effect which doesn't conven iL

L.--**
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NEW BLIPS

STAITDARO BLTP ITST
You can use the following Blip list for any games involving
Stealer Hyblids with psychic powers. You can also adapt it
for your own missions, with your opponent's agreement - if
you can't agre€,just use the basic list as it stands.

When you first draw a lettered Blip from the BIip cup,
consult the list b€low to see what q'pe of Hybdd it is. When
it's converted, simply replace the Blip with the correctly-
armed model.

Blip Type of Hybrid
A Psyk€r with auto€alrnoll
B Psyker with convenion beamer
C Psyker with missile launcher
D Non-psyker with autocannon
E Non-psyker with coversion bstner
F Non-psyker with missile launcher

. G Psykrr wi& basic tr close assault $eaion
H Psyker with basic or close assault weaPon
I Psyker with basic o! clos€ sssault weapon
J Psyker with basic or close assault weapon

Basic or Close Assault Weapon Blips
If you draw one of thesg Blips you can choose to have it
armed with any of the new weapons listed, except for the
heavy weapons. You choose the Hybrid's armament whcn
it's placed on the board as a model not when you draw the
Blip.

JO

For convenience, a list of the allowed weaPons is given

below.

Bolter
Bolt Pistol

Lasgun
Laspistol

You don't have to choose a weapon if you don't want to -

the Hyblid car enter play unarmed.

UARIAI{T ELIP TISTS
If you want, you can adaPi the standard list when you design
your own missions or when you want to replay existing
missions with different forces. Make sure your opponent
sees thg new list before the game starts and agrees to it -

remember, if there's any disagrcement, use thg standard list.
If you're playing a game using tie mission Senerator and the
force lists, work out the new Blip list before either player
bids for tlle Marines.

One leason to adapt the Blip list is to include yow metal
Citadel Miniarures of Hybdds and Patriarchs - the new rules
in this book cover all the Hybrid weapons, and the lettered
Blips give you the charce to make sure that you can use your
metal minian[es in Space Hulk games.

Provided your opponent agrees, you can do whatever you
like irl adapting the list; this section just gives you a few
suggestions for some simple vadants.

Plasma Gun
Plasma Pistol
Chainsword

Power Sword

I
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More Purestrains
You can have some of the Iettered Blips represent 4 or more
Purestrains. If you do this, it's a good idea to have a roughly
equal number of 4, 5 and 6 Purestrain Blips. Blips
representing more than 6 Purestrains aren't really worth
including as you'll rarely be able to find the space to convert
this many Stealers unless you're playing with a large
DroDortion of thre€-wide corridors.

Heavy Weapons
If you've got metal Hybrid Citadel Minianlos armed with
heavy weapons, you can change some of the weapons
defined in the list so that, for example, one of the
autocannon-armed Hybrids is now armed with a heavy
bolter or a heavy plasrna gun, Or you could give heavy
weapons to one or more of the models curently armed with
basic o! close assault weapons. This is a good chance to
make the Blip set match the models that you've got
assembled and Dainted.

Psykers
You could make all of the Hybrids psychic, giving you a
very powerful Stealer force. Or you could reduce the nunber
of psykers, perhaps rnaking all the Hyb ds wirh heavy
weapons non-psychic. If you'ro playing a game without
Librarians, you could de€ide to keep the expanded Blip set
but have none of the Hybrids psychic.

Although with the nomal rules, all Hybrid psykers share rhe
brood's reserves ol psychic powgr and are treated as 4th
level of mastery, there's no reason why you shouldn't either
make them all a lowgr level of mastery or have some psykeG
at each level. If you choose to have vadous levels of psykeN,
make surc that you can tell the models apart so that you
know which is which - the easiest way to do this is by
painting different tattoos or symbols on the diffelent level
Hybrids, or by giving them differcnt coloured clotlfng.

. Magus
If you've got a Magus Citadel Miniatue, you can include
him in the list. The Magus is a strong psyker and, if he's
included in the Blip set, he increases the Stealer player's
hand of psychic cards to 5 (whether or not he's been
converted and is actually in play). If the Magus is killed, the
Stealer player's hand reverts to 4 cards. The Magus is
always a 4th level psyker. He is othgrwise treated as a
normal Hybrid in all rcsperts, although he's very rmlikely to
b€ armed with a healy weapon of any sort.

Patriarch
If you've got a Patriarch Citadel Miniature, there are a
couple of ways to include it. One of the models is seated in a
tluone and is perfect for placing on the boatd at the staft of
the game, as in the second mission in this book - see The
Final Assault fo! the abilities of such an ancient and
venerable Patriarch.

If you've got a mobils Patdarch, on the other hand, you can
include it as part of the Blip list. The Patriarch is the most
powerful of all the Steal€rs, both in combat and as a psyker.

NEW BUPS

It has 6 APs like other Puestains but rolls 4 dice in clos€
assault, each with a +3 bonus, It also allows rhe Stealer
player to have a hand of 6 psychic cards (whether or not the
Patriarch is in play).

If fte Patriarch is kitled. the Stealer player's hand reverts ro
4 cards and the psychic shock is so disabling to its children
that all Stealer psychic attacks from now on arc treated as if
from 2nd level psykers, costing 3 APS each or 2 APs if
playing a trump card (psychic attacks by M4.ine Librarians
are unaffected).

Balancing the List
One of the things that's most frm about adapting the Blip list
is trying out new combinations of Stealers - it gives you a
chance to experiment with different forces just as the Ma ne
player can with the Terminator force list. Unlike the
Terminator force list, however, thgrg arg no points values to
ensure that yow list doesn't get too powerhrl. This is why
you have to makg sure both playeG agreg to a variant list
before the game begins. ,

If you're going to make the Stealer forces a lot more
powerf|ll by, for example, grving hea\T weapons to all the
Hybrid psyken or including a Patriarch, you should ry ro
make sule the Maline player has enough Marines to cope
wift the Stealers.

Of course, if you're using the bidding system with the
Terminator force list, there's no problem - both playe$ get a
chance to bid for as many Marines as they think theyll ne€d
to take on the Stealen.

-d
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BEHII{O EITEIIY TIITES
l,€ss than two weeks ago, Genesteale$ were discovered in
the capital city of the planer Arcadium. The planet fell under
the jurisdiction of the Dark Angels Chapter of Space
Marines. Their Imperial Commander decided to launch a
full-scale attack on the city to swifdy remove the insidious
Genesteale! cancer before it spread and inevocably doomed
the entire world.

After ten days of intense battle, the Steale! brood had been
all but destroyed, However, a well-fortified pocket of
resistance remained entrgnchgd within the Impelial
Govemor's Palace. Despite tlle Marines' best efforts, timo
and again their attacks were repelled by ferocious
Pulestrains supported by heavily-armed Hybrids. The Dark
Angels' Terminator Company, the famed Deathwing, was
called in for a final all-out assault.

Their fhst attacks met with great success and the
Terminators soon managed to breach the palace's outer
walls. The remaining Stealels retreated to the Covemot's
mansion, an edifice built to withstand attack from the
planet's populace. Unfortunately for the Stealers, Deathwing
was fa.r better amed than any lgvolutionaries. Within scant
hours, they had enteled the mansion with orders to hunt
down and destsoy the Stealer Patliarch itself.

After penetrating lhe Stealers' defensive pelimerer, the
invading Marines were surplised at the sParseness of the
opposition's nnks. Therc were far fewer Stealers ftan they'd
expected. Things were quiet - loo quiet.

Suddenly, Deathwing's Librarians rePorted a flury of
psychic activity fiom the centre of the mansion. And then
the world twned inside out, and everything went \lrong,

Whirlwinds sprang up from nowhere. Raging fire rained
down ftom the heavgns. Lightning struck not once, but
several times. Marines began dropping like flies. There was
nothing tiey could do against this new onslaught - they had
nothing to defend themselves from such a powerful suprise

:'Jr',ll::::1"^ Knir"l cub.ier, Dear,wins,s commandins t
officer, made the most difficult de€ision of his life, Ir tumed
out to be the wisest. He ordered his men to get out of the
palace, Now!

Objectives
The Marine player's forces are the regrouped rcmdns of a
standard squad and a command squad, their dead brothers
cut down by the Steale6' psychic onslaught. They are just
one of several such groups trapped behind enemy lines.
Thei objective is simple: to escape the complex alive via the
marked exit corridors.

The Stealer player is trying to prevent the Marines from
escaping by killing the whole squad before they can leave
the board and rcgoup.

Forces
Marines
Sergeant Gervase with stom bolter and powet glove.
One Chief Librarian (4th level of mastery) with storm bolter

and force axe.
One Marine with flamer and power glove.
Two Maines with storm bolters and power gloves.

Stealers
Two Blips to start. One reinforcement Blip per tum. The
Stealer player uses the expanded Blip set - the lettered Blips
convert as follows:

'a
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Deployment
Marines: The Marines begin the game in tlle dead-end rcom
and can be deployed in any of the marked squares with any
facing.

Stealers: Thg Genqstealers can entgr the board via any of
the marked enEy areas.

Special Rules
Both playe$ use psychic cards.

Marines: The Marilre player can secure entry areas. He
rec€ivcs 3 minute.s for his move (2 minutes, plus 30 seconds
for the Sergeant and 30 s€conds for having a psyker). If this
is the first garne he's playing with the psychic cards, the
Marine player should get an extra minute to start wift.

Stealers: The Stealer player can use the ambush counters
flom Deathwing if he warts to.

Victory
The Marine player wins if he manages to get one of his
models off the boad.

The Stealer player \r,ins by killing all the Marines.

Replaying the Mission
This is a good mission to introduce you to the new psychic
combat system. We recommend that you play it through
several times to get the hang of dre system before going on
to The Final Assault. Once you'rs used to using the psychic
cards, ty varying the mastery levels of rhe Librarians.
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THE FIITAL ASSAULT
After the battered remnants of Deathwing had withdmwn
from the Govemor's Palace, Broken Knife assessed the
situation facing him.

The psychic might of the Stsalers within the mansion was
far too great for his squads of Teminators - they'd be
armihilated before they got anywhere near the Stealers. He
ne€ded to throw the weight of the Chapter's own psykers
against the enemy,

From what he could pie4e togefier, Bloken Knife concluded
that deep within the bowels of the Governor's Palace,
proterted from all but the most devastatilg of conventional
weapons, a Genestealer Patriarch was co-ordinating the
Steale$' psychic assault, guiding its children and lending
them its strength.

Removing the Patriarch was the key to winning the battle. Its
death would be a tremendous blow to the brood's power, one
from which they could not possibly recover.

To crush rhe Parriarch and the Hybrids defending him,
Broken Knife gathercd togetier tie Chapter's most powerful
psykers, The tarot was read and the Libraians looked deep
inside themsclves to seek the wisdom of their ancestors. As
night fell and the only light came from t}le leaping flames of
buming houses, a plan unfolded.

The Marines' best hope wa*s for tle Dark Angels to larmch a
full-scale offensive from all sides of the palace at once.
while the Stealers were rgeling from the Marine assault,
Broken Knife and a carefully-chosen force strong in psychic
power would be able to penehate the overloadcd dcfcnces
and destroy the Patriarch.

Success was imperative. If Brcken Knife failed, the Dark
Angels would be forced to destroy the entire city to be
certain of rooting out the infestation. Even so, without a
corpse as proof of the Patriarch's death, the Madnes would
never be swe they had fulfilled their duty and pemarently
removed the threat.

In the darkness, Broken Knife moved into position.

Objectives
The Marines are attempting to kill lhe Genestealer Patiarch
in the dead-end rcom at the bonom of flle map.

The Stealers are desperately trying to prevent this from
happening by destroying both squads.

Forces
Marines
Captain Gabriel with storm bolter, power sword, and

power glove with grenade launcher
Thee Librarians with storm bolterc and force axes
One Marine with assault cannon (one reload) and power

glove
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Captain Raphael with storm bolter, power sword, and
power glove wifl grenade launcher

Two Librariars with storm bolters and force axes
One Marine with flamer (one rcload) and power glove
One Marine with lighming claws

All of the Marine Librarians are 4th level Dsykers.

Stealers
The Patriarch is on the board at tle start. The Stealer player
receives two reinforcement Blips per turn and uses the
expanded Blip set - the lettered Blips convert as follows:

Blip TtTe of Hybrid
A Psyk€.r with autocaruron
B Psyker with conversion bcamer
C Psyk€r wilh missile launcher
D Non-psyker with autocannon
E Non-psyker with conveGion b€amer
F Non-psyker with missilc launcher
G Psyker lvitl basic or slore asrault weapon
H Psyker wift basic or close assault weapon
I Psyker with basic ol close assartl ire4pon
J Psyker with basic or close assault weapon

Deployment
Marines: The Marines begin the game with one squad on
the marked entry corridor. The Madne player can choose
which squad goes fiIst. He can bdng on the second squad at
the start of any turn after the first, provided all five squarcs
of the entry coridor are clear.

To bring on the second squad, simply place all five models
on the entry colridor - this corults as the models' move for
this turn and they don't get to spend any APs, but they can
spend CPs.

Stealersl The GenestealeN can enter lhe boad through any
of the marked entry areas.

Patriarch; If you don't have a Citadel Miniature ol a
Genestealer Patriarch, use one of your Purestrain
Genestealer models.to reprcsent it. Placa the Patdarch in the
rear center square of the dead-end room.

Special Rules
Both players use psychic cards.

Marines; The Marine player can secure entry areas. He
receives 3 minutes and 30 seconds for his move (2 minutes,
plus 30 seconds for each of the Captains and 30 seconds for
having psykers). The two Captains give him an exha 4 CPs.

Stealersr The Stealer player uses the expanded Blip set and
can use the arnbush counters from Deaftwing if he wants.
He also has six psychic attack cards in his hand due to the
presence of the Patriarch, a strong psyker who shares its
power with a1l the psyken in the brood.
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THE FINAL ASSAULT
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Patriarch
The Patdarch is very old and tired and aknost immobile.
Actively lending its children its psychic strength is an
exhemely draining process. It is all that it can do to continue
charurelling its vast reserves of psychic power to the Hybrids
defending it.

The Pat arch must remain on the same square throughout
the game. The only moys it can make is to tum 90" or 180'.

Although its movement is limited, fhe Patriarch is still
extemely dangerous. It has 9 APs available per fum for
close assault and playing psychic attack cards. It rclls 4 dice
in close assault, with a +3 bonus to each dice, making it an
awesome advercary.

Additionally, the Patriarch can make a psychic blast,
exacdy as if it were amed with a Nemesis weapon (see The
Grcy Knights section that follows this mission).
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Victory
The side that wins this battle wins the war, The Marine
player is viclodous if he kills the Patdarch. The Genestealer
player claims victory by destroying all the Marines.

If t}le Marines fail, th€ Patriarch eventually manages to slip
through the Dark Angels' grasp via a secret tunnel. A
waiting ship then takes him to another planet where the
terible cycle of Stealer infeshtion begins again.

Variant Forces
Once you've played a few games using the psychic combat
system and are familia! with the me€hanisms, you can try
out this mission with Librarians of different leyels of
mastery. This mears you have to make sure the rank of each
model is obvious so that you know how many APs each
must spend to cast a psychic attack. You can experiment
with various level combinations -here's a suggestion to start
with:

Squad Gabriel l Chieflibradan 4th level
l Epistolary 3rd level
l Codicier 2nd level

Squad Raphael 1 €hief Librarian 4th level
l Epistolary 3rd level

Playing lvith some of the Librarians at a lower level of
mastery will, of course, make the mission more difficult for
the Marines - treat it as a challenge !o see how far you can
reduce the Marines' psychic powers and still win the game!

42

Grey Knights
You can also play this mission using Grey Knights. The only
changes are to tllg Marine side - Stealer forces, deployment
and special rules all remain the sane,

Marine Forces
One Grey Knight Seryeant with Nemesis weapon
Four Grey Knight Marines with Nemqsis weapons

All the Crcy ltfghts are psykers with 4th level of mastery.

Grey KrLighs are so polverful that even with only one squad
the Genestoale$ are going to be hard-Fqssed to wipe thetn
out beforc they reach the Patriarch,

Marine Deployment
The squad deploys on OIe marked entty corridor - as there\
only one squad, ignore the rules for Marines €ntering after
the first xrm.

Marine Special Rules
The Marine player can s€curc entry areas (se€ Deathwing).
He receives 3 minute,s for his move (tlp standard 2 minutes,
plus 30 seconds for a Grey Knight Sergeant and 30 soconds
for having psyken in his force). The Sergearr also gives him
an extra 2 CPs.

Levels of Mastery
As with the Deathwing Librarians, you can try this mission
wifi various runks of Grey Knight. Giving fte Sergeant 4th
level of mastery and splitting the otlFt Grey Knights equaUy
between 2nd level and 3rd level of rnastery is a good place to
start.



The Grcy Knights are unique among the Legiones Astartes
as the only chapter to have full lorowledge of the dark seqets
of Chaos - they alone krow of the edstence of Daemons and
their appearance in the real world, and they alone are
equipped to batde and defeat mankind's most terrible enemy.

The Crey Knights arc the military arm of rhe Ordo Malleus,
the ilme{ chamber of thc Inquistion dedicated to eradicating
all manifestations of Chaos within the ImDerium. The
Chapter is the only product of rhe mysrerious Second
Founding of the Legiones Astartes in the 31st Millennium,
raised by the Empercr to Fotect Humanity by hunting down
alld desFoying Daemons in all their many foms, When the
Ordo Malleus enters battle with Daemonic forces, it is Grey
Knights tlat stand alongside tle lnquisitorc.

The Grey Knights are one of the largest Marine chapters;
even so, they are too few to stand againsf the incursions of
Chaos throughout the Imperium. The Ordo must spread
them thin, stationing individual squads in the systems
judged most at risk. When an Inquisitor seeks aid in
defeating Daemons or those irevocably tainted by the warp,
he must hope that a squad of Crey Knights is nearby - all too
often there is too little time for a full task forca of the Ordo
to be summoned.

Grey Knights often aren't called home for decades at a time.
To most, tie Chapter's homeworld is but a distant memory,
but eaah of them wishe,s eventually to be buried with honour
beneath the fortess-monastery wherc they were hained for
so many of thet younger yea$.

Grey Knight Terminarors are all psykers, each with the
immense fortitude and shong soul ne€ded to protect himself
from temptation and possession by Daemons. They are
grouped into squads of five, equipped with Nemesis
weapons and Aegis suits of Terminator armour, A Grey
Knight's Terminator armour is highly ornamented and
heavily embossed in a baroque fashion and, with the
exception of the.p-ersonal heraldry plate upon its left
shoulder, metallic gold in colour.

Each Knight enters battle with his personal hand-crafted
copy of fte Libra Daemonicus prominendy displayed in a
beautifully decorated ceramitg case fastened to his breast-
plate or hanging ftom a chain around his nerk. Many also
carry several additional scrolls of damtation and detestation
encased in canmite tubqs attached to fteir waists.

GRCY ITITIGHTS
TN SPACE HULIT

The Grey Knights are often called upon to face Genestealers,
especially when a coven has tumed to Chaos or includes
powerful psykers. The insidious hidden invasion of a Stealer
coven is frequently difficult to tell apalt from the dark
workings of Chaos, even to an experienced Inquisitor - and
the result of its discovery may often be the same:
annihilation for a whole city or planet unlqss the intiltration
is caught in its early stage,s,

We'll be dealing with crcy Knights in far more detail in rhe
futue - for now, the following rules allow you to pit Grey
Kdghts against Cenestealers in Space Hulk.

Grey Knight Squads
Grey Knights traditionally operate in squads of five: one
Sergeant and four Marines. All are armed with Nemesis
forca weapons and Aggis suits of Terminatot amour. Their
Aegis suits give them a fiee force defence against psychic
attacks as usual; Nemesis weapons are described below.

Psychic Powers
AU Grey Knight Teminaton are psykexs. You should decide
what levels of mastery they're goirg to be depending on the
mission you're playing. If you want to keep things simple,
there's no reason why you shouldn't have them all as 4th
Ievel of mastery although this would b€ an unusually stong
squad under nomal cirucmstances.

I
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THE GREY KNIGI{TS

Grey Knight Sergeants
Grey Knight Sergeants are always powerful psykers; they
are never less than 3rd level of mastery. They give the
Madne player an extra 2 CPs and 30 seconds on the timer for
each Selgeant in play. A Grey I3dght Sergeant is armed with
a Nenesis weapon and gets a +2 bonus to closg assault rolls
(rather than the usual +1 roll for a psyker using a force
weapon).

Grey Knights in Missions
'We 

haven't included a force list for Grey Knights - they're
just so awesomely powerful that tJley pl'lsh the curent points
system to its limits, The best way to include Grey Knights is
to design some missions of your own specifically for them.

If you want to use them in published missions, use the
following guidelines as a stafting point: the Marine playfi
gets one Grey Knight for every two Marines normally
allowed and the Steal€r player uses the expanded Blip set
with at least two reiifdrcement Blips every tum. You rnay
find wiri some of tlle missions that you want to inqease the
number of Blips to three a nrn, or perhaps give the Stealer
player a hand of six psychic cards,

For the Mission Generator, we suggest a squad of five Grey
Knights with the Stealer player getting the expanded Blip set
and at lgast two reinforcemen! Blips per turn, as above, If
you ne&d more Stealers, keep piling them on - you'll find
that the Grey Knights can dole out an awful lot of
punishment!

I

Nemesis Force Weapon
Nemqsis force weaDons are fte standard class of amament
used by Grey Ihight Terminaton. The Nemesis is a double-
handed weapon and comes in several forms, often as a
halberd or two-handed sword.

Whatever their shape, all Nemesis weapons have the same
basic design and function: the blade is a powerful force
weapon housing a psi-matrix attuned to tlte unique psychic
field of its o\\,Irer: and the haft or handle contains a modified
storm bolter which can be used in both raneed combat and
close assault.

Ratrged Storm Bolter Fire
In ranged combat, the bolter built into the haft or handle of a
Nemesis weapon operates exactly like a standard storm
bolter.

Close Assault
The blade of a Nemesis weapon acts as a normal force
weapon, In addition, a Grey Knight who is facing his
opponent and forcss a draw in a urnd of close assault can
then reverse his Nemesis weapon and fire the bolter at his
op,pongnt. A Purestrain is removed on a result of 3 or better,
and a Hybrid is kiled automatically. It costs 0 APs to make
this additional attack.-

kychic Blast
A Nemesis w€apon can also be used by a Grey Knight to
focus a psychic blast at'any rno<iel in his LOS and arc of lre
and within L2 squares: To do so, the Marine player lays
down as many psychic attack calds as he likqs, adding their
close assault bonuses to a D6 roll. He must always play at
least one card. The enemy model rolls as if it was facing a
close assault attack from its front square.

If the Grey Knigh! wins the confrontation, the enemy
model's brain is bumt out by a psychic overload and it dies
instantaneously. If the target survives, it can immediately
perform any one action for free. If the Grcy Kdght loses, he
suffers no ill effects oth€r than lhose described below.

Firing a psychic blast is arl extremely &aining prccadure. A
Grcy Knight who does so immediately ends his move and
cannot peform any further actions costing APs or CPs until
the Marine player's next tum. The Grey Knight can stiu
defend himself in close assault and play force and Aura
cards because these things don't cowlt as takhg an action.
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