VLY

meszw — Tl
f\[*('(’\yt A}W\

‘/l’/\np OV,’\L(-(?

C \-mu "72/\/5

== Y

v YR U V& -

L6S

“THE

This section of the book dezaiis the forces usad by the Gray
Knights — their wespers, their units and a selection spedial
characters. Each eniry describes the unit and gives the
specific rules you wil! need 0 use them :n your games. The
army iist (pages 81-95) refers back to these entnes.
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ARMY OF TITAN

The second part of the Army of Titan section cetzils the Gray

it A% =

‘7- ((’wc%\ T’l/\ A§§F‘UH— C_(T""/‘:M)
Ucﬁ /*’é\ {W‘"‘(‘C&:C’L)

CAZGE BlasT

Knights' armoury of waapors and equipmert. Unigue items

of wargear can be found with the appropriate unit entry,

whereas more Common items are detailed i II" their own
saction, beginning on page 54.

GREY KNIGHTS SPECIAL RULES

The Grey Knights army usas 2 number of special rules that are
common o severai un-s, as denoted in the unit antries.

BROTHERHOOD OF PSYKERS

Units of Grey Knights are psykers, 2nd use their mental micht
to ennanca their cbiiities or unleask psychic attacks.

A Grey Knight unit can use one psychic power ea<h turn. The
unit COunis as a single psyker znd follows al! the normal rules
for psykers, with the folowing clarificztiors:

» A Grey Knigit unit uses the Leacership of its justicar or
Kaaper of the Fizme (if hhe is aiive) or the unit (:f he is dezc)
for Psychic tests. A Grey Knight unit can naver use the
Leadership of an independent characier for Psychic tests.

* [f the Grey Knight unit suffers a Perils of the Warp attack,
or any other atiack that specificelly izrgets psykers, it is
resoived against the justicar or Knight of the Flame (if he
is alive) or against a randem non-character mocel in the
sguad if the Justicar or Knight of the Flame is dead.

PSYKER MASTERY LEVELS

Cod=x- Grey Knighis usas Mestery i avels, shown in brackets

after the Psyker special ruic, tc determine how many gsychic
povvers a charadter (an use 22¢h wrn. For each Mastery Leve
2 character has, 72 30 e one psychic power per turn.

PSYCHIC PILOT

A vehide wiih this spedial ruie is treated as being Leadershio
10 for the purposas of Psychic t2s5ts and psychic hoods. I the
vehicle suffers 3 Periis of the Warp attack, reatii as a
giancirg hit.

PREFERRED ENEMY (DAEMONS)

Grey Knights 3-e implacable foes of all things gzemonic,
“heir doctrines and weapons honed to the slaughtar of
warpspawn. To represant this, meny Grey Knights units
have the Preferred Enemy (Daemons) speciz! rule.
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AND THEY SHALL KNOW NO FEAR
Grey Knighits suiomaticeliy pass tests to regroup, and can
izke such tests even  f the sguad has been reduced 10 iess
than haif strength by casualties, though ali other criteria
appily. Usually troops that ragroup cannot move normally and
aiways count as moving whether they do or not, but thase
msf.rictions do not zpply to models subject 10 this speciai rule.
i Grey Knights are csughs by a sweeping zdvance, they are
not destroyed and wili instead continue to ficht normaly. If
this heppens tnan the unit is subject 10 the No R:Unaﬂ rule
in this round cf close combat and might therefore suffer
additionai casualties.

5 which ar2 not entrely formed of Grey Kn:ghts are stifi
subject to this ru'e, providing that the unit contairs 3 ieast
one Grey Knight.

COMBAT SQUADS

Units witn this speciai rule have the opticn of breaking down

into two five-man units, called combat squads. For example,

3 1@n-man Terminator squad czn fight as 2 ten-man unit or
brezk down into two five-man combat squads.

The degsion fo split the unn into comiet squads, as well 2
which models go into each combat scuad, must be mace
when the unil s depicyed. Both combat squads car te
c‘=oioved in separate locations. If ycu dedide to split 2 unit
o combat sguads, then sach combzt squad is treated as 2
separare unit Tor ail game ourposas fram 13t point on.

THE AEGIS

The armour worn by tne Grey Knichts is archaic anc barcgue,
bound and sealed oy the greatest mystical anc psychic
defencas xnown fo the imperium of Man.

if 2 psyker attempts t0 t2rget 2 mocel with the Aegis specia!
rule {or 2 unit that cortains a2 mode! with the Aegis spadial
ruie; ae suffars a -1 peraity to his Leadership for the surposas
of his Psychic test. A psychic power that dees not spedifically
1arget @ unit with the Aegis soedial rule does not suffer this
penaily, aven if the unit with the Aegis spedal rule is affecied
by the afychic power.
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LIBRARIAN PSYCHIC POWERS

addition: to the Hammernand oower, 2 Librenan &2n

put

Smite
Lathal boits of iightning leap from the Librarian’s fingertios,

tezring his enemies 2part in 3 barrage of psychic eneigy.

This power is 2 psychic shooting attack and has the
iclowng profile:

Range Strength AP Type
12* = 2 Aszzrt 4
Quicksilver

Quickened by the Librarian’s uncanny mind, ths Gray Kmighis

advance ot incrodibiz speed.

The power is used &t the start of the Liprarian’s Movement
hase. if the sy-"! ictestis >Lcces< . choose a friendly unit
ithin 6 fwshich can be the Librarian and the unit he nas

ined) That unit is init:stive 10 for the =yt of the wrn

a0

k-]

Warp Rift

With 2 simgcle a aesturs the Librarian rends the material

rezlm asunder, drawing his foes into the crushing caprices

of the Werp.

power 's & psychic shcoung 2tz ck 20 has the following
e

Thi
pr

Strength AP Type
Assauit 1

Range
jempasts < -

* The target unit must take an Initistive test for each non-
vehicle modsl hit. For every test that is failed, onz mcdel i
remosad as 2 casualty with ne seving throws alicwed.
Vehicies hit automatically take & single penstrating hit.

Might of Titan
Drawing strength from the iegends of his Cnapter, tha
Librarian bolsters the might of his ailiss.

“he power i used 2t the start of the Librasian’s Assac n:
phzse. if the psychic tesi:s successful, choose & “riendy unit
aiinin 6 (which can be the Librarian anc 37y uns .he h
ioinet i the targat unit have +1 Stre
2nd of the turn 2ad rol an extrz D6 for armicur panetiaiion.
Tne Strength bonus from 'vnm of Titan is cumulative with
that from Hzmmerhard.

The Shrouding

The Librarian uses his psgchic mastsry 1o og the minds Gif
anemizs, clouding sight ana instinct. 56 1t is that even a shor
reken at point blenk range is uniikely 1o Tind its =er, but
instead wastes its force on a shacow-imags thet exists only
in the firer’s ming.

This power is used during the Cpponents Shoosing p"as=
¥ the Psychic test is successful. the Librarian, arc any friengly
unit within 67 ¢ him, have tne Stezith spcc
Arc—mm:zlly the unit bengfits from a 6+ cove
1: the open. This power 125t unti the end 6T &

dwe further psychic powers, as descrbed in the amy ist.

Mind Blades
The Librarian imbuss his ailizs’ biades to seek weakpeints in
the foes’ fighting stance.

d duning the Assaukt phase fin either wrn)
'a\.'" geen -mlp‘ewd but .PIO’: any

is passad, cheose

enemy unit wfnr C ’\, odas in the umt suffer a3 -1 penaly
tc their Toughress until the end of the phase {this does affect
the victims' inszant desth trashold)

Vortex of Doom

The Librarian opens 2 t2ar betvseen the mat terial rezlm and
the howlino gestruction of the Warp, unfsashing Cevasiziing
that uitarly consume his 7ces.

hic shooting atiack with the

Range Strength AP Type =
i2" “C k] Hezvy 1, Biast

if when using this power the ! Librarian Fails his Psychic test,
n'ace the Vo’tex p'ast marker cn the Librarign — in this c2se
moiate will nol scatir

Sanctuary
f 7 in vwwords O

turnuience o funder i

f binding, the Librarian <roztes a shield
fiis foes.

i p;v( .-.'e=t alt tarr:n .
terral r, 23 aom cxﬁ«cu i and dangerous.

The Summoning
The Libraran creates & Warp bridze and summons Batile-
Zrothers to his side

Thic sower is usad 21 the beginning of the Librarian’s
gvamaen: phasa. it peychic test is successiul, choose @

'l“ U..
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ns" of

ih2 Lab =0p 2nd -'*rred 1eaj/ piaced any
+he Ligranan using the Dsep Strike rul

ica is a1 enduring symbol of the Grey
10 Fis mission, and conisins the

; f iore culied from the dark knowiedge

i cagec Mrhm a sanctum sanctorum’s walls. The books
| themseivss are a'so potant t2fismans in their own fight.
#iuminated in silver ang bound 10 & spine
thighbone of @ maryred saint.

The Gray ¥nights
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GREY KNIGHTS GRAND MASTERS

By traditinn, thers are sight Grand Masters of the Grey
Knights. Each is the soirituzi heir of ong of the eigrt found rg
Grand Masters 2il these long millennia ago To rezch th
is to have bettied on ten thousand worids, 10 have sizin

; siood sx=!war‘ 33 zn
arity, not only ¢ your
Bettie-3rothe 0 every soui s ‘mperu n. Even then,
2 Rw Graf‘(j iviaster 31 only De cDOO:ﬂ.Gd by the wil of
those whose r2nks he wou:d join. Beiore he can De raisad,
those already estabiished must be unanimous in 30proval.

Grand Masters hold rasponsibility for maintaining the
Chapter's many 2kiancas, whether with other 0fganisatiors

wrthir the imperium, or the various 3iden rzces with whom
the Grey Knighis have covert cealings. The actua xce.c:= oi

such reaties, pacts and accords are worked cut by th
Chaptar's scrides — 2 warricr’s Tme s {00 precious ¢ 3::-e
excended on such oursaucratic detail. The G rard Mast
cl""‘ ro'e in these matiers is to atiend in fuil regaiiz of war.
He >p-=a\s as fitizasis -'\ece;s-fy his grm and f“cfdci a3p=Ct
vho would think 0 zbuse

PAaster’s pracioal dut; 51C 'alfe crarge of thoss batties 50
U?"clal oS

0118 C=p.=.n e ce:r‘.aa irsufhic: em 0 h a<‘r at rand.
Such a campaign s sure to see the Grey Knights at the vary

sy Kriighits

Tiie Gray

pnnacle of thair abilit'es, for @ Grand Maser has a keen eye
for strategy, and an uncanny skill for ensuring his troops fight
a" neak ~r'.r's'1(y tinder 3 Giand Master's guicing will, s
Grey Knights strike force il 6ftan adopt non-standard
cu::r;nn with 3 precision and speed thet is nothing shori of

15 said by some that 2 er-; P‘.“..';S;E' is ept

LuncaENny. ingsed, 1t

© CONtro: his 5uDOrdinates’ mnds if it Wil brir Fing viciory.
Craers cizim it is simply the halimark of a remarkaoie ieader,
303 who Can say whare e truin fies?

'5Toaz s ally is m:rcly tomorrow s traitor.

We wdl be watching you.”®

- Grand Master Agraveld Tor
speaking 3t the Aatares Conclave

i
1
A
)
|

UNIT TYPE: Infantry, character.

Wargeatr: Terminator armour, storm bolter, Nemesis
force sword, frag grenades, krak grenades, psyk-out
graneades, iron halo.

Special Ruies: Indepandent Character, And They
Shzll Know No Fear, Preferred Enemy (Dasmons), Psyker
{Mastery Level 1), The Aegis.

Grand Strategy: At the sizrt of the game, before forces ars
depioyed, the Grand I':stef can assign special battiefield
‘oies 1o uriis unger his commanc. Roil e ©3 and checose that
infentry, jump infaniry, monstrous creature or waikar
_.’JJ’ army (sut not miecels with the Inu-‘ua'*amx
criai Henchmen Warbzands or
Morcraks unit of Ghos: Knighisd). These

s have one of the following roles for the

e game {they must all have the same roie)

Jn';_ in

nomina
ddra:son =)

Hammer of Righteousness: The chosen unit is given 1ne
~onour of sgesrneeding the atiack, o sweep asice the
sriemy in cne mighty biow. The nominated units re-icli To
Wound rolis of | for the duration of the game.

Shield of Blades: The Grey Knights zdopt 2 defensiva
stance, reacy to re;:e' any fo2. The nominaied unis nav2
the Countar=atiack soecai rule for the game's duration.

Spear of Light: Tha Grey Knights musi maxe a pre-
amptve strike, 1o NoIC the ioe at bay whiist othar unils

= The nomnaied units higve the Scouis spedal rule
for the duration of the gamc.

Unyielding Anvil: A key position must be seized for
v c1ory 10 be wer. The nominatad Gray Knight uniis car
izim ghisctives as if they were Trcops.

Psychic Powers: Hammerhand (sse page 23),
Psychic Communion (see pags »x).



GREY KNIGHTS BROTHER-C

Brothe~Captzins stand amongst the Chapter’s foremost
warriors, and ar2 second only in rank and battle-skill to the
Grand Masters themsalves. Ezch has proven his werth time
and again. bath as  leader of Battle-Brothers and as 2
faarsome fighter in his own fight. Erothe~Captains zre aimost
exciusivaly appointed from the ranks of the Chepter’s
paladins. Only ihese tnost =xper-enced of warriors an be saic
to disolay both the martia' and strategic skii's that 2 Captain
mest master. That said, excanticns hava been mace for
exceptionally valorous and capabie Battle-Brotners, for the
Grey Knights are nothing if not pragmatic. Procedure and
t-adition are all very weil, outitis the mission that matters.

Each Brather-Captain has authority over on2 of the Cnapter’s
Erotnernoods, znd thus has one nundred of the gaiaxy’s
finest warricrs at his direct command. in matiers of strategy
and planning, 2 Captain answars 10 NC-0NE, no: even 10 the
Giand Masters. His is a heavy responsibility, and on2
underisker: with scmbre dignity. Tc commeand 2 Brotherhood
of the Grey Krignts is to command power «seff, and in lesser
orgznisations, Lrrestrained control of such power could, and
oflen doss, lead to the corruption of the incdividuel in
question. Yet a Brother-Captain of the Grey Krights is above
such things. After ail, when cne’s soul is hardenec against the
promises and biandishments proffered by Daemors, then
mere morial tempiations are easly set aside.

Upon the battefield, & Brother-Captain’s place is in ihe vary
heart of the fighting, fer what example can e set for his
Battle-Brothars unless he siands shouider-to-shoulder with
them? Yet even whie the Captain sinkes at the enemy with
<torm bolter and Nemesis force weapon, nismindisset to
directing his forces towards the greater victory. Indeed, as
part of his training, 3 Brother-Cantain will learn how 10 make
psycric contact with Ais warriors. even amidst tha dameudr of
battle, the better to ensure that reinforcements amive
precisely at the tme they are needed.

By his ceeds, e2ch Brothar-Captzin will have earned honours
and titles ather thar his formal rank. Some of these are
traditional to tre Chapter, others are Lnigue, awarded by the
Grand iMastars for acts of valour, and by their form serve as ¢
sruncated history of that warnior’s achicvements. So it is that
2 long-serving Brother-Captain may be xnown by as many 35
3 rali-cozen or more tifles. None have accrued so many S5
A'dar the Bold, whose traditional title of "Keaper of the
Light” has been suppiemented by no less than 3 scere of
other nonorifics, of which “Sisyer of the Bloodbeast” can be
considered the least, and "Liberator of the Solipsis Sector” is
by far the most prastgious. Whilst such 3 weighty roster of
honours can lead to ponderous moments at the Grey Knights’
high feasts {when each Captain’s tw'es must be announced ir
fuli) they 522nd &s an important exampie of duty and heroism
1o 2il the Chaprer’s Battie-Brothers.

“Why should I fear the Daemon?
He 'has no power over me.
- Brother-Captain Castavor Drik

s

WS ES'S T W 1 AldSy
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: Brathe;'-Capteiﬁ'

UNIT TYPE: Infantry, character.

Wargear: Terminator armour, storm bolter, Nemesis
force sword, frag grenades, krak grenades, psyk-out
grenades, iron hzlo.

Special Rules: Independent Character, And They
Shall Know No Fear, Preferred Enemy {Daemons),
psyker (Mastery Level 1), The Aegis.

Psychic Powers: Hammerhand (see page 25).

Psychic Communion: By corcentrating h's psychic potentia’,
a Grey Kright commander can make contect with the minds
of his Teliows, guiding them 10 tne battlefield zt the very
moment they are neaded. Many 2 pattie has been won Of
lost on such a timely arrival.

I8}

This power is used 3t the start of the Grey Krught's Movement
onase. if the Psychic testis successiul, you can modify any
raserve rolls made this phase by +1 of -1 {choose after each
Jice -oll has been mace).

This power s cumulative with other bonues/ocnaities,
acluding other uses of Psychic Communion.

8
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BROTHERHOOD CHAMPION

At the forefron- of each Grey Knight Brotharhood fights &
single Champion, & warrior who has forsaken aif other marta!
disciplines o pursue pariecton with

1 the biade.

for mc ma ﬁa! waning uf new recrul

(Vi)

anditis f‘nl« n'f‘p'n that
tha?. tr.e Chapter can pic
nds rezdy to die in ?
ro ¢ sacrifice is ‘Ein

i
-t
m

ssary, fcr oniy

(:) r iuckiest) of o.,paner" e "d chance o7 breaking 2
Brothernocd Champion's Suard, ‘et 30ne surviving his
vengeful return strixe

Shouid 2 Champion be struck doven, 1t 5 unwise 1o court
him out of the fight tco readily. Upen receiving 3 moital
wounrd, a Brotherhooc Chamgion unieashes 2 puis2 of
psychic energy into 2 3! GLrst of
fproidden magic for one final perientous deed. This dying
impuise inpels the suil i iemporari iy re-knit sinew and bone,
znd gives the falen Brotherhood Champion ihe ogportunity
to sirike ore last bicw for his Battle-Brothers — an attack 2l
the more deadly for is .,n=xp“.ea source. This iast act thus
parformed, the Champion’s soul finally passes beyord, s
tody 1o be Istar recoversc anc :nterred in the vaults of
Anah, 50 he may continua 10 guerd egainst avil in ceath

s ABCIS - on2

as he aid

The Grey Knights

= WSBSSTW!ALdSv
Brcrhefroec\_r‘cn“;cr'? 4 4 4 1 5 * i0 2+

UNIT TYPE: infantry, character.

Wargear: Artificer armour, storm bolter, frag
grenadss, krak grenades, psyk-out grenadss, iron halo.
5 {raditionally borns by

Anointed Blade: The sword
ns are said to De amrongst the oides

Brotherheod Cn a p:ons 2r

nied biads is 2 Nemss s “orce swerd. Adaition
2 ed stzampis 1o wound mede with it car be e

Special Rules: independent Character, And They
Shall Know No Fear, Preferred Enemy (Daemons),
Psyker {Mastery Levei 1), The Aegis.

Titan's Herzald: On 2 player turn in which he assauiis, 2
3rotherhood Champion ard ali members of any squad he

‘oined can re-roil Taled roils to hit.

n
vi

*The Perfect Warrior: in the Assault phase, after asszul
moves have been made but bafore any biows are struck, ycu

~us: choose one of the folicwing battie stances for the
2rotherhocd Champion 10 3doot:

Sword Storm: The Cazmp.on’s biade whiris 11 2 glittaning
a7, striking all nearby foes. The Brotherhocc Champion
"P..k“: 2 singie zitacx on every enemy medel n base
contact with him (act2 trat ha does rot receive bonus
attacks for charging).

_ru
-t
o |
m

Blade Shield: Holding his biade ir 3 guard stg'vc

rampion prepares to parry his enemies’ sirikes.
Bro-.r.e.'r’ooo Crhampion canrot attack this wrn, butre rois
failed saving throws uniil the end of the phase.

Rapier Strike' The Champion focuses his might intc 3
single perfact biow that moves faster than the eye can see
The Champion makes D3 aitacks this turn (03+1 if he
cnarged). These attacks are rasoived at inftiative 10 2nc
must ba direcied 2Gainst 3 single independent characier o
monstrous creature in base contact.

Psychic Powers: Hammerhand (see page 25).

Heroic Sacrifice: Though 7is bocy be rent 2nd torn, the
B-otherhood Champicn reaches into his innar raserves ¢
znmate his failng form for one final, fatai biow

This power s used wher Lhe Brothernood Champion 3
removed 35 3 Casuaity dunng either playars’ Assat

if the gsychic west i suceassit, the Brotherhood Champicn
immegdiatay makes 3§ '\gi: attack against cne enemy megel
that was in bass contact. If this atiack hits, both models are
removed 25 casualties with no saves of any «ind zliowed. I
the attack misses, oniy the Brothernood Champion s
rermoved 25 2 Casusily.



Nothing spaaks so diearly of the Gray Knights’ status 35 an
elite amongst an elite as ine famed Terminator Sguads thet
form the heart of their armies. Most Space Marire Chapters,
be they a fresk Founding or a fragmant of the Legions of
yore, €an <O themselves lucky to own perhaps a few score
suits of Terminator armour with which © outiiz their Ist
Company. Tne Grey Knights, o0 the cther hand, can muster
enough Tacticai Dreadnought armour © outfit almost thet’
entire Chzpter. Yet formicable though the armour is, the
warrior within is far more remarkatie. To pursue the endless
war agzinst the Daemons of Chaos tskes more than 2 mere
Space Marine. [t 12k3s5 3 Grey Knight — an aliogeiner more
Cifficie warrior, who is as far above other Space Marines as
the Space Marnes are 2bove the common run of humaniy.

On Titan, uniike on other Chapler Planets, there is no initia!
*zining as a Scout. There is only an unyieiding and brutal
regime whose Success 3t turning raw recruits into the finest
warriors in the galaxy has beer: hcned over the course of
centuries. Only 2 fraction of the youths who enter the
Foriress Monastary as neophytes survive the grueliing trials
sat befora them. Those that finzlly emerge do so ermoured
witn a superhuman physigue, unyieldirg will, razor-sharp
battle skills 2nd an ail-encompassing knowiedge of ceemonic
lore and psychic sorcery. In short, from the moment 2 Grey
Knight initiate’s training is ccmplets, anc he s presented wit?
<he suit of Terminator armour that shalt be His consant
companion fer the remainder of his iife, he is to be counted
amongst the mightiest of Space N zrines — and his abilities

. : 5 T W I A Sv-
Terminator : 4 2 4 4 17 2 2 9 2+
Terminator Justicar 4 4 2 41 4 2 9 2+

UNIT TYPE: infantry.

WARGEAR: Terminator armour, storm bolter,
Nemesis force sword, frag grenades, krak grenades,
psyk-out grenades.

SPECIAL RULES: And They Shali Know No Fear,
Brotherhood of Psykers, Combat Squads, Preferred
Enemy (Daemons), The Aegis.

PSYCHIC POWERS:

Hammerhand. Focusing the raging powver of their mincs,
Gray Knights can eugment their cieady procigious might
Zven unarmec, such 2 warrior can crush flash ard bone -
gven blade or hammer there s sttla it to whzt he can siay.
This power ‘s usad at the start of the Assault phase in either
p ayers turr, after assault moves hava been made, but before
any blows have baan struc.

¢ the psychic test is passed, alf models in the unit (includin
independent cheracters) have +1 Strength untii the end of
the Assauit phase. Note that tis Strength oorus S apolied
before 2y other modif ers, such as for Nemesis
Daemonhammers and so foth).

CREY KNIGHTS TERMINATORS

wil! only improve once he is tested in batile. Orly here, on
~itan, can recruits be trained so completely — and so fast -
but cnly here is it SO Necassary.

A Terminators primary armamant is 2 Nemasis ferce weagon
of some kind, selectea from the Chapter’s armaury accorcing
1o the skills and oreferences of its wielder. As there is no
doctrinal restriction on the types and numbers of weapons
carned, it is rare for two Terminator Squads to bear exaCly
she same weapons combination — the Grey Kmights have
ahways favoured bruts! =fficiency over organiseticnal
mardate. Some orsfer the crushirg force of 2 Nemesis
Dasmonnammer, cthers the flurry of attacks granted by 3
matched pair of Nemesis Falchions. Complementing this
fsarsome cluse qGuarier armament, each Terminator wiil 2lso
carry 2 storm bolter, typically mountad upon his left
vambrace, thus leaving his left hand free for 2 doubie-handed
grip on his force weapan, of to access ihe suppiy of grenades
belted 2t his waist.

Terminator Squads rarely oparate a siandard iine of battle,

for the Grey Knigh's are ever outnumbereC and must
concentrate their attacks for full effect. As a resuilt,
Terminators often choose 1o felepont straight into tne heart
of battle, tha better 1o caich the fce unawares in 3 S1OTM of
firepower and vergefui blades. indead, somezimes the only
warn:ng that  besat enemy will raceve is the momentiary
flash of light and stink of ozcre that pracedss z teleport
beam — by wh ¢h time, it 's much 100 3@

The Gray Knights



GREY KNICHTS STRIKE SQUADS

i is said that amongst the greatest of military vriues s
be in the right place at tha right time, znd for no cne is this
truer than 7or the Grey Knights. Aided by the premoniticns
of their Prognosticars, the Grey Knichis can precici when &
i~ incursion will occur, and gre sometmes 1 obit or

daemc
cver pianeiside at the time of the invasion. Yet for
Gaemenic tirreat 10 be contained, esth portal must i
or prevented from svar corvng 10 b2 For such tas
Knights teleport ther Strive Sguzds directly Oni0 1

Marny Siike Squads carry persunal teleporiers — Dackpacs-
sized devices that allow the squad to t2iepof site-to-5it2,
withcut the massive arrays of machinery empioyad by
conventional devices. Uniixe other Strike Squads, these
equipped with personal teleporiers can ra=ct to battiefieid
circumsTances on the fly anc cover huge straight-fine
cistances by ‘shurting’ themseives throuch Warpspace.

Tris makes 3 properly 2quipped Sike Sguad far more
mobile than a Terminztor Sguad. Whilst Terminators rcutinaly
+2 eport into batlle, they czrnot de 50 38 in without 2ccess
0 2 massive teispor: chamoer.

indaed, it nes bean proven thiat sKilfui use of 3 parsona!
teieporter czn transport the wearer ‘rom one neigi-bounng
planeat to anothar, # his calculztions and vectors are correct.
s a1l the warriors in service to the Imperium, only Grey
Knights couic nope to utifise sucn technolcgy. The wearer
mus: gossess great fortitude of mind and body 10 traverse
wWarpspace witrout the pretacuon of z Gelier “i2id. Worss,

ine Grsy Kngnts

ne must o 50 without the acded protectons of Terminaior
armour. Such wargaar is too bulky for e limitations of the
personal weleporter, which is why Sirke Squads — though they
re otherwise amed icentically to their Terminator 3aitie-

< — are instasd issusd with sdits of firely wrought

2 daemonic periai v
~oncepton, there o slay its CONILICT and oieven

esisblishment of & proper fooihold. More Gecisive, nowever,

: can arrive before the porial forms. Should thic
n, They ¢zn unieash & psychic shockwave ziong the
ngary oehween real- and Warp-space. Though this tremor
iy causges direct harm 10 the foe, it piays n3voC with
.ro-quidance systems, ergine statiiisers and, crucially, the
i eneroy currents oOF the Warg. Under such conditions
impossible for a cortal to open, duying a few mor

.3 mosenTs in whicn the Gray Knights ¢an bring 37
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1 8 G+
Justicar 14 2 3+

UNIT TYPE: Infantry.

WARGEAR: Power annour, storm bolter, Nemesis
force sword, frag grenades, krak grenades, psyk-out
grenades.

personal Teleporter: Units with personai taleporiers are
jump Iniantry. Once per game, the uriz can elect 10 mske &
telepcrt shunt instead of moving. if making 2 teleport shung,
the unit immeciazely mzkes 3 meve of up 1 307 inany
direciicn < move cannot end on top of another unit orin
.mpassable terrain, but igneres intervening Jnits, t&rrein a2nd
=0 on. A unit that movas via & teleport shunt (2nnat assault

, although it can shoot O Tun 25 normai. The

_nit counts as havirg moved.

SPECIAL RULES: And They Shall Know No Fear,
Combat Squads, Deep Strike, Brotherhood of Psykers,
preferred Enemy {Daemons), The Aegis.

PSY(CHIC POWERS: Hammerhand (see page xx).

Warp Quake: The Gray Knghts cause 3 remor on the
horder betwean the Warp ard realspace, throwing telepon
5azms OFf course, siensng marker ceacons and destabiising

‘anding thrusiars.

This povrer is used 3t the start of your Movement phass and
izst5 urtil the stari of your next Movement ohase. If the
Psychic tast is sJceassful, ail enemy teleport homers and other

it=ms of wargear that prevent Deep Strike scalier within 127
of the Teieper: Strike Squad cease 10 funciion whiist the

power :5 in effect. Furthermore, any enemy unit deploying by
Desp Strike within 127 of the Teieport Strike Sgquad (afier
seatienngi v f

: zutomahically sufier a Desp Strike mishap.



PURGATION SQUADS

Purgation Squads are the Gray Knights’ foremost means of
delivering purishing firepower. Each squac carnes not 0e,
but up to four of the Chapter’s heavy weapons, their
porderous weight offset by suspenscr-harnasses 10 maintain
utmost mobility.

in aspect, 3 Purgation Squad appa3rs fittle ditferent 10 the
Sevastator Sguacs employed by more conventional Space
marine Chapters. in doctrine, Fowever, the two are marxedly
diffzrent. in most Chapters, duty in a Devestator Squad 's
seen as 3n excelient oprortunity for 3 new “eCruit o
sxoerience the sights and sounds of a battiefisid. Not so in
the Grey Knights. The weagonry wielded by 2 Purgation
Squad is wice 25 deacly, & hundreg times rarer and ten
thousand times more valuzble than the more commonp.ace
armaments caried by Soace Marine Devastators. Trerefore
the members of a Purgation Scuad muss, if anything, have
displayed an zbifity anc resolv beyond that of their paers.
“urthermore, whilst Davastztors wili normally 2dvance benind
the main asssult, seeking ou: suilable locations frorm which 10
unieash covering firs, Purgation Squads are ever required tc
kaep pace with the main aftack, ¢l the while picking out
suitsble targets for their weaponry.

Tae Grey Knights weli appreciate that precision Tire support
can swing the fortunes of war, and 50 a Batile-Brother who
2arns a piace in a2 Purgation Sguad wil not only have shown
nic steadfastness, but will aiso have proven himself to be The
master of a keen eye and a steady hand.

- - i g P ———
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GreyKnght 4 A 5410 208
Cjusticar 4 474 4 1 4 2 9 3+
UNIT TYPE: infantry.

WARGEAR: Power armour, storm bolter, Nemesis
force sword, frag grenades, krak grenades, psyk-out
grenades.

SPECIAL RULES: And They Shall Know No Fear,
Combat Squads, Brotherhood of Psykers, Preferred
Enemy (Daemons), The Aegis.

PSYCHIC POWERS: Hammerhand (see page xx).

Astral Aim: Littls 5 hidden from the gaze of a Grey Knight
Pyrgauon Sguad. Marshallirg ancient sorceries, they czn
project zr astrel image that guices their shois onio the
proper target.

Th.s power s used during the Grey Knignts’ Shooting phase.
Iif tre test is passed, the unit (including any independert
character) <an shoo: at any enemy un:t within range,
reqarcless of whether or not they have line of sight to it. Tre
target unit automaticelly has ¢ 4+ cover save (which cannot
be modified by any means} against this attac<.

This power cannct be used to target an enemy unit ihat s
embarked or 2 transsort vehidle.

Yet sometimes a keen eye is not encugh. Fate often ensures
that the Grey Knighis go 1o battle greatly outnumberad, and
\warriors outnumaered are prone to baing overwhelmad from
an uRseen source whiist their attentior is eisewhere. SO it is
that th0se Batile-Brotners wno serve in 3 Purgation Squad
hone their minds <0 see through the roiiing energies of the
othenworldly Warp, to percaive the foe and guide tnair shots
upon him, regardless of whct nmight fic :n between. This aswal
vision sifows 3 Purgation Sguad 1c attempt seemingy
impossible shots, bending the oath of projectiles and aven
energy D2ams around corners, betwsaan trass and around
soriifications mid-Tlight. Mzny an enemy has met 2 swift and
bioogy 2nd whilst believing h mseif shisided by 2 permacrete
wali or the burnt-out huli 6f 3 tank. So it is that Purgation
Squads ara commonly seen as tha truest exprassion of the
Emperors Will, for their onslaught cannot be stayed by
earthiy orotections.

Oncs his dunes are estabished, it is rare for 2 member o7 3
Purcation Squad ic see service elsewhere in the Chapter. A
ranged tattle-siance, once mastered, is rot easily sat sside
for biace upon blade tactics — indeed, those Grand Mastars
and Brother-Capiains whc once served ir. Purgation Squads
are easily indentified, as they continue to wieid a psycannon
or psilencer — the wespon that iong 30 became as much a
part of their being s treir own right arm. Those officers who
do evertually set aside their heavy weapon for 3 sto'm bolter
can be -anked amongst the firest shots in the imperium, for
the kil 67 a Purgator is one thst never truy fades.
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PALADINS

The Grey Knights do rict believe that 2 warrior 57 forged in
battle: rather thzt war temoars tne fighting spirit of 2 man
born to great things. Tresefore, it 2 Grey Knight wshes 10
prove himseif worthy of 3 place amengst the Paizgins,
bravery and skiil are ot snough - ne must compiete 2ight
guesis ic es:ablish his Chigradier ant Lause.

First. the aspirant must spend a day and a nghtin 17
haun-ed caverns bereath Mount Anarch withoul iosing

sanity or purpose Should he encure, he muss
zqainst the unsleeping evil ¢f the grezd 1ome
which lies chainec 0 the Chagter’s sercum zendiordam. -L>
menta, fortitude thus 1=sted. the asprant wi n bz calisd
upon tc orove his strength 3t arms

He wil make pignimege 16 Lansels Tonk on the goomed
moen of Tethys, bearng 0 armou’ +p preserve him from 102
\Vivarp-spawred pessts trapped thers. He must seek out and

delver a ceathilow 1o each of the four types of Dzemon
Herzid in service to the Chaos Gods, raturning with 3 horn or
+o0th from each to prove his victory. Four more quests are
inerg, 23C1 More g:uemng than U with the final on2
tiie most difficuii of &ll. The <a { hunt down and
canish one of the six hundred and sxty-six Mmost poweriu
Daerrons (o ever manifest n (hs mortai realm, armred cniy
with his Nemesis ferze sword and the baast’s true name,
cleaned frem the pacss of 112 iron Grimoire. Only when this
is done will the aspiiznt have earreg his ascandion 10 the
rank o Palaain.

The Grey Knighis

Given the perilous nature of thesa quests, it is fittie woncer
that oniy the doidest Knight becomes 3 Pzladin. Neverthelsss,

is almos: unheard of for an &spirant o ebandon IS GUEST,
a5 20 do sc is o incur grave dishonour. Whst the ost of
oursung the Palacin's guasis s high, it ensures that nowhere
in .1-— Impernuim ¢an 50 noble an as:er‘xmaac of warriors oe
:an’s Hall of Champions

Once his quess er2 cur*pl te, and the night of triumphant
‘e3sting is over, th2 new Paiadin eaves hs Brotherhood end
'a‘;f-es nis 523t in that hallowed hali. From the moment of hss

1ion, each Palacin is bound ir service not oniy 10 hi
pier, but also 1o ore of the Granc Masters for whorm he

<t as bodyguard, champicn and 30visor Henceiorih, his
- ugon the oatt ofieid wili be whersver the fighiing is
tnickest and a2 peri greaisst.

A
w
<.
(\)

;015 On wmcH cne of the Grey Knights
Apothecern s io ihe pattiefield, nis orotection wiil
Zwen cver o 2 squad ot ?a!ad:rb. Fews Battie-Brothers
"":"Gf‘iaﬂ* © the Chapter’s future as zn Apothecary itis fns
125k to terd to falien Battle-Brothers, hezling them with his
narthecium, or reclaiming the progenoid organs — ard the
srecioLs Gane-seed within - with his reducter should the
~ounds be 100 severe. Without Apothecaries, the Grey
“nights’ genetic heritage would be lost amic the ruin of
: . and the Chzoter vwould ceass 1o axist within 3 matier
jes. Thus o the Apcthecaries recaive e Toramost

the Chaoter Can provice.

,_
a
) |
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WS'BS S T W I A
5-42 4 4 2 4 2 3 2
ecary S 4 4 3 2 4 2 & 2+

UNIT TYPE: infantry.

WARGEAR: Terminator armour, storm boiter,
Nemesis force sword, frag grenades, krak grenades,
psyk-out granades.

Narthecium {Apothecary Only): As long as the Adotheary
< afive, all modeis in his sguad have the Feel No Pain
snwversa’ specal ruis.

SPECIAL RULES: And They Shall Know No Fear,
Combat Squads, Brotherhood of Psykers, Preferred
Enemy (Dzemons), The Aegis.

PSYCHIC POWERS: Hammerhand (see page xx).
Holocaust: Un:ting their sorceries, the Paladins conjure 2

searing ball of white-hot fiame, thus purgs g ".e ioe from
the fieid of datile.

This is 3 psychic shooting attack, resolved from z squad
member of your choice (other models can snoot normaily).
Holocaust uses t1e following profile:

Range Strength AP Type
12" 5 - Assauit 1, laige dlast



The Purifiers are an order aoart within the Gray Knights,
cistenced from their Battle-Brothers by treir niature and
+radit:on. The Chambers of Purity lie deep below tne Foriress
Morastery, at the entrance © the ancient and snadowy veults
of Mount Anarch, the betier 10 ensir2 that the Pur:fiers serve
55 the guardians cf the sumbenng 2vil that lurks therain.
Only she Chapter’s Grard Masters ére permitted 0 enter
sthese halls unbidden. This egict Ies proved something of 2
chzllenge 1o necphyies over the centunes. Some r=lum 1o
the chambers above fcllowing 3 brutal beaung 10 reirforce
the iesson that the Punfiers trust not even their Batle-
Brothers where some secrets are concernad. Other intruders
Go not return a1 21, their fate 2 mystery 10 ail

Jus- as the Paladins serve as exampizrs of the Grey <nights’
warrior ideal, the Purifiers stand as lving remingers of the
Chaprers sanctity of purpose. Thay are dour and tacium
even by the standards of Gy Krughts, and their eyes burn
with a plack fire that borders on fanaticism. There is neither
training regime nor set process oy which a Grzy Knight can
join these ranks. Membership ¢f the Purifier orger is not
granted through skil!, vaiour or 3 wally of grim deeds sozked
in biooa. Indesd, 2 Grey Knigat car serve nis Chapter with
distinciion for centuries withot end. y2t still this vitimate
honour may wall be cenied him. Rather, Purifiers racruit only
from those amoncst their Battle-Brothers whcse souls zre
considered to be utterly incorruptible 2nd resisiznt to the
tempiztions Gi tne Warp —even by the exacting stancaros
of the Grey Kaughts.

LT F AT NSHES S T W T AT Sy
. Purfier T4 4 4 4 1 4 2 3 3+
" KnightoftheFleme 4 4 ¢ 4 1 4 2 % 3+

UNIT TYPE: infantry.

WARGEAR: Power armour, storm boiter, Nemesis
force sword, frag grenades, krak grenades, psyk-out
grenades.

SPECIAL RULES: Fearless, Combat Squads,
Brotherhood of Psykers, Preferred Enemy {Daemons),
The Aegis.

PSYCHIC POWERS: Hammerhand (see page 25).

Cleansing Flame: The Purifie’s send forth the fire in their
souis ¢ corisume the o2,

This powser is used at ihe szt of the Assauit phase in either
piayer’s turn, aiter assaulit moves have peen mzde, but before
any blows ave been struck.

if the Psychic Test is passec, 2li enemy mocels that ere pari of
+he same assault suffer one wound ¢n a rofi of £+. Armour
saves can be taken a5 normal. Once the eifecs of Cleansing
Figme have heen resoived {and any casuaities removed) blows
e struck 25 normal. Unsavad wounds caused by Cleansing

Flame are countad 35 having been CauseC in COse combat for
ail purposes.

So careful is the saiection that there are seldom more than 2
iow scere Purifiars, yet never has thought been given to
relaxing the resirictions upon induction. To do so would b= 10
compromise the sanctity of spirit that defines the order

foriunataly, the imied numbers of Purifiers have never yet
been tco Emited for the task at hand. yet whether tais s Gu2
16 some strange quirk of fate o e mechnators of
<ome higher power ix impossible to say. Perhaps, & in times
past, iz is par: of the natural order of things for there tc exist
2 handfu of unblemisher warriors, whose purpese isto
combat Daemens i1 all their forms 2nd to ensure that me
fire of victory is never axtinguished. This is perhaps of scant
cormfort o the Purifiers, who inevitably form the Cnapter’s
spezrhead i thess dark times. But for them, as for ali Grey
¥n.ghts, duty comes sefore personal survival.

Jntarnished spirit is nat iy the Purifiers’ defining
characieristic — it i5 2lso their greatest weapon. Combined
with 3 Gray Xnight's formidable psychic might, this
hallowness of heart, ming and soul can be transformed into 3
cieansing azure flame that burns not the body, but the soul
wAthin. It is 2n stiack that few creatures can resist. All beings
harbour some carkness of spirt, be it patly meanness or
unbndied malevolence. it is this evil that fusls the flame,
transforming briltiant spark into unstoppabie conflagration.
Through this inferna none save the purifiers car walk

2-mned, alzbaster armour gleaming &5 their biaces speed
+he gesths of their crarred and bisckened ‘ce.

The Grey Knights
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LIBRARIANS

All Grev Knights have some iatent psychic talent, but faw
Ba-tie-Brotners exerciss it with free rein. For most, careful
training and sz.perll sion aliows them 1o focus ther apilties i
concart with those of thewr Battie-Brotnars, and even then

alorg soecfic lines only - the use o. Ne
znd of the psychic powers usec oy the 5 t
serve. However, 1hose wno prove 10 have ::er.gth of minc
~‘=r grezier than thet of their fedows wiis gc on 10 icin the
nks of the Cheptor’s Liorarians

,\7

Grey Knigit Librarizns have 3 wil of iron. mus:, for he
—o'cer ies they wield ars far more nowerfui than those cf their
aitle-Brothers, and thus shine infinitely brghter in the Warp.
To show the sfighiast wavering ™QOsT momeniary o
weaknessss, is 10 offer oneself up © thes2 ot therworidly

{?‘eir na cx>m=y of raw
psychic "ugh:, s.xcr 25 3 Catatysmic ‘/ arp rift or bo't of
eidritch fightinc. Yet i 5 perhay, the Ligrarians’ sustier
powers that have the most effect. With a iitile e-"'or:, El
Librarian can summon others 10 '1-5 side, ciogk them :
protective shadow, or imtue them wi th greai str
Littie is beyond & Librarian, for i the sanclum sarc*:;r i is
recorded every conceivabie psychic abitity, sigil of power and
magica! incentaton, and it is from hera thet the Librarian
chooses his weapons for the baitle 'o come. Thusis 2
tibrarian amongst the Chapter’s most versatile warriors.

th.

"
i
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:\ni-:_xhts strixa force, “'s most v:tax 1asks are chec OLt \
s walis of the Fortress Monastery. it is here that
iin.'ar-an will schoo’ new racruiis in the mysteries that ail
Grey Kni g 1ts ”U)t ows the six chants of denidl, the seven
he eight songs of batte, the nine
ik ard mudh

L".;‘L n:)'f"- the pasis of aif m 12Q

Librarian's tuteisge is 3 most 1igorous process, énd many
2soirants go not s is it not better for 3 wesk racruit
10 perish a: 2 Libranan’s hands rather tian Jor him to imperil
the C“ o‘a' tarough his inzdequagies? Yetif the Librarians
ara czlied upon 10 be ruthiess, tnere is litde crueity in their
=ctiors, 2nG no maice. This culling of the weak is merely 2
scessity — for the Grey Knigihis 10 remain incorruptidie, they
b: as hard of mind znd will as they are of body.

: sriunate encugh to reach an 338
e heir bodies can no longer meset the nigours of
r_.m.,.-:- . Such warriors are removad from the Chapler's
fighting rosier entirely, and ratire 10 the labyrinthine corriders
sanCium 3ancoium, 10 Eke up gucm!anshm Of IS
musiy <ryots. Only these 3ncent ores know the | full
catzlcgue, for there zre some secrats buried therein of which
svan the Grand Masters are ignorant. Such mysteries Gan
never be ailowed 10 escape the conf nes of the sancum
corum, for the fear is cver inat even some amongst the
~OulC NGH prove immone (o their :emptaiions.

3 WSB S T W I A td Sv
Librarian 5 4 4 4 2z 4 2 1iC 2+

UNIT TYPE: infantry, character.

Wargear: Terminator armour, storm bolter, Nemesis
force sword, frag grenades, krak grenades, psyk-out
grenadss.

Psychic hood: Psycric hoods zre embadded with arcane
constructions cf psychicad nad crystals that gliow 2

_ibrarizn to disoers2 1h gy c% zZn enemy p‘yker’s cower.

u will use the psy chic hood aiter an eneimy
4° cf the Libiar:zn £asses = Psychic test. if
§ ins i range, cnly one <en atiem
psychic power - you must cheose which. E3ch
a :o 5 2 DB end aras r,m*e s Leadershio value
o Space Menne LiD s the Cpposing
made:'s score taen the psyahic cower is ruifified and does not
ke €f f'-ct that turn. if the cpposing model’s score is 2gusi of
nighar, it can use its psychic cower as normal. The psychic
~ocd can be used once 2ach Tims 2n enemy medal uses 2
osychic powar within range.

Special Rules: independent Character, And They
Shail Know No Fear, Preferred Enemy (Daemons),
Psyker (Mastery Level 2), The Aegis.

Psychic Powers: Hammerhand {see page 25).
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Techmarines are warrior-smiths of the highast calibre,
responsicle for the creation and repair of 2l the equipment
empioyed by the Grey Knights. 8y their toff are sufts cf
armour mada reacy for war, starshios girded for intarstellar

voyage, Dreadnoughts awakenec from slumber ard Nemesis
force weapons painstakingly crafted from silver and iron.

To begin huis tuteiage, an Techmarine-nominate 1akes ship
to Mears. Bearing siverad seals of introducuon, he passes
through the Ring of iror anc deep into the hidder forge
cities of the Rad Plaret. Here he is immersed ir: the ancient
and jeciousy guarded lcre of the Adeptus Mechznicus. He
.2arns to master the t00ls of the Techmarine, which will
2ifow tney him to visit miracies upon sundered tecinology
Faw are the harms that 2 Techmarine cannot make hale. He
can fix minor weaponry matiunctions with but & ceft touch
and, given time and approprate facifities, can bring wracked
3nd ruined batile t=nks back to iife.

Once he returns 0 Titar, a Techmarine is forever apart from
his Bsttle-Brothers, for long years of training on Mars
inculcate 2n antirzy new set of traditions and rituals upon
him. Few of these coctrines are entirely compatible with
those of the Grey Knights. In fact, many stand in direct
contradicion to the aims and goals of his Chapter. So it is
that 2 Techmarine is caled upon 10 balance these two
opposad sides of his nzture on & daily basis: to serve the
goais and idea's of hs Chapter, out according ic the
+racitions of the Adeotus Mechanicus.

St fn

@
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Much of the Techmarine’s work s carried out in the foundries
and werkshops on Titan, yet he is no stranger 10 war. Such is
the Techmarine’s skiil that he can effect ali but the most
difficult of repairs amidst the howling furies of batile.
Hunched zlone beside 3 wounded machine, his minc
concenirated on the ask at hand, a Techmarine ceuld be
thought easy prey, save for the array of cutters, welders and
servo-armis ai his command. Though primarily intended “or
sir, these t00is can annihilate attackers just as easily. .

AtLdSv.
1 8 2+

T W
Tecnmanne 4 1 4

4 4 4

UNIT TYPE: infantry, character.

WARGEAR: Artificer armour, boltgun,
power weapon, frag grenades, krak grenades,
psyk-out grenades.

Servo-harness: A sarvo-hamess gives a Techmaripe 2 piasma
cutter (fired in the Shooting phase as a twin-linked plasma
pistal, but cannot be used in dose combat} 27d a flamer. In
the Shocting phase the Techmarine can fire both harness-
mountec weapons, or one harness mount anc another gun.
The sarvo-harmess also gives the Techmarin2 Two serve-arms.

Servo-arm: Each Servo-arm grants a singie axua close
combat aitack. made separatey at Initistive 1 2nd Strength 8,
ignaring armour savas.

SPECIAL RULES: independent Character, And They
Shall Know No Fear, Preferred Enemy (Daemons), Psyker
(Mastery Level 1), The Aegis.

Blessing of the Omnissiah: if 2 Techmarine is in base
cortact with 2 damaged vehicie during the Shooting phase,
he can attempt to repair it instead of firing. Rall 3 D5, sdding
+1 to the total if the Techmarine has 3 servo-harness. If the
result is S or more, then =ther 3 Waapon Destroyed result or
immobiiised resuit {your choice) wil' oe tepaired. i a Weapon
Destroyed result is repaired, that weapon <an be fired in the
foliowing Shcoting phase. The Techmarine cannot attempt &
repar if gone t0 ground or faling back.

Bolster Defences: Techmarines can incraase the effeciiveness
of cover. Each Techmarine can Doister a singie ruir defore the
game begins. When you deploy, nominate one ruin in your
deployment area for your Techmarine c bolster. The ruin’s
cover save is incressed by 1 for the duration of the game.

Sor example, 2 normal ruin {4+ save) when rainicrcad wouid
offer a 3+ cover save. A ruin can only be bolistered once.

Psychic Powers: Hammerhand (see page 25).

Reconstruction: The mind of the Techmarine guides his
hands, end speecs the raoairs he must complete.

Tnis psychic power is used at the start of the Techmarine’s
Movement phase If tha psychic test is successful, the
Techmarine can re-roli any repair roli he makes this turn.



RHINO AND RAZORBACK

The Rhinc a-moured Transport is ore of 1@ most venerzed
ue*vues nr service © the lrncer,u. ). dis o*;cm; iie way back in

hand tc e sta's and beca'- ‘he iong process of COOnis
no's design since those haigyon
-"'*:pr‘n caccc ty, armour
'd '*a-ﬂoeu-.rrab iwdged

5. R s smali

Tainsiay

has changed I
cays, fcr 1s cptimal
piai ng _—,nd baitiaf

unN33sc

1

1 many sson
anr‘ comv! ess thous
disrapaif, only Spacs M
Koughis, car musier a suid
10 sJit their reecs.

Chief smong
automztic repar drCuits. !
unmamntaned vehidle coerauos mcer—mppl ed
coiony world, these sysiems I"ave iong since proven '?‘e
worth on the oatiiefields of Mankinds eternal war. Soitis
shat 3 Rhino can sustain criopling damage 10 its tfcck.. and
engines, yet still raturn to il functicn without raguiring
o.tside zltention. Those hat the thno cannct ™

for .1seif are likewise c 2nd intuitive 10 repa::.
zllowing these “*.:z'—r din b e God’s mysiaries {0
ma¥e Maor OYarnaus in 2 ompar <ively sort span of ume.

Type BS- £ S R
Rlung Tanx 4 11 11.13C
_ Rezorback Tank 2 11 11 ic

WARGEAR: Storm bolter {Rhino only) Twin-linked
heavy bolter (Razorback oniy) smoke iaunchers.

TRANSPORT: The Rninc has 2 transoort capadity of @0

models. Ti'e Razorback has a transpert capaciy of six modes.
Neither vehicie car carry models in Terminator 27meUrn
Fire Points: Two modeis can nire from the RRing’s 102
T2 Razorback ies no Hre pe

Access Points: Both the hino a 10 Rezorback have one
and one 2t the rear.

access noint or 2327 502 ©f
SPECIAL RULES: The Aegis, Psychic Pilot.

5 immgiiised for any

Repair (Rhino only)‘ if 2 Ahino

1ea3s50n, 0 sudsEquent wins e ¢ 'ew car atamp: a repal
nstead o° the vehide 5 noctng. off 3 D6 in the Sheot
phass — cn 2 roli of 2 6, the Rmino & 10 10nT

Psychic Powers:
Fortitude: Tne Grey Knight pilot tiggers the veh cle’s osycho-
reactive armour piating, recalibraling its systems. 1his power
is used in the Grey Knighw’ bove phase | the psychic westss
successiul, any craw snzken and crew stunned rasul its on the
fiad ard no icnger 2ophy.

wahicle 22 nul

While stil an imporant and nonoured part of the Gr2y
Vm‘gm: arseral, tive Rino s 2 far lzss common sight Fer2

Fmin

than 1 Other Soace Marine Chaoters. This is notning 10 G ge
with com";t dodirine or rek abwry for the Rhmo W35 eVer &
s cD:El"U’ is due ='1t raiy

urec warq:ar The Rhind's Iranspor
piv not izrge enough 10 aCCCm™ ogsie
'==t m?nv Grey Kni ,r. 5 gu 0 wear

3T the '\"l."sO ’I'J\..J

Knighis ofien fight Fe
=ta'.c‘ cs c: Spacc— Ma

The Grey Knights
2 -

3
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NEMESIS DREADKNIGHTS

it is  treth reluclantly acknowiedged by the Grey Knights
ihat vaicur, punty of soirit and battie-skill can oniy carry a
wzrrior 5o far in single combat with 2 Grezter Dzemon of
Chacs. After g, such disbolic monstrosities tower over even
Terminztcrs, and aven the weakest wielcs the raw might of
more than a dczen Sozace Marines. Ye: needs must that G*te-“
such reilspawn be fzcad down end cestroyed, not Dy 3 entire
Brotherhcod cf Grey Knights, ner 2 score of Terminstors, nor
even z 5qusd of Fundiers, but by 2 single valiant hero of the
Chaptar. For suzh desperzis times was the Nemesis
Drzadkn:ght forged

A Nemesis Dreadknight ;5 a marve! of technclogy. At ifs
ncomitable hear is an ec’am nium-alioy skelston, whose
areat limbs 27e given ife by 2 compact but powerfu! plasma
reacior. Over this ars layered z series of bonded-ceramite
oiates and armoured CCniro: tinkages.

Once & Gray Knight s stragped 1nto the command harress on
ti~e Draackright’s iront, synaptic impiants give him complate
control of the walker's limbs 2nd weapon sysiems —
essentally granting um 2 surrogate cocy T2~ michtier and
mere durable than his cwn. When matched with the Nemesis
Dreadknight’s dem: alng wesgoen systems and the 3 but
impensatrzblzs forcs fislc that proteds the cthenwise excosed
piiot, this cocmbination serves e slevate the Grey Knight's
combzt abilities 10 3 point where he can withstand the blows
of sver the mightiest Graater Daemon, anc unieasn 2
fearsome counteratizck i reply

The Grsy Knights

Is the technology that drives the Nemesis Dreadknight: 2
fragment of Mankind's iost knowiedge, preserved through
the Dark Age of Technoiogy 2nd the territie times since? Or
Co its origins owe more 1¢ alien infuence? Either way, the
Grey Knights aren't saying, enc they ceriamly aren’t shanrg
Few crganisations in the Imperium could afford suck an
atutude. for it wouid bring them fovsq&.a.'e In10 coniict with
is of the Adepius Mecharucus, and indeed |
arnciples Jngrr which all of Mankind’s military ar
Grey Krignis arswer of ly 1o the ingui
aoar: from such poitifcggine oolitiGs

HE the Gray Kughis to have every Battie-
Brg d aboarg 2 Nemesis Draadkright. Alas,
ng 2ve the strength of mind and subtisty

reaciicn eGuirec 10 masier the walker's many comiat
stances. Only 2 very few Battis-Brothers show encuch
Zntiuce 10 begin the training, feT sione be deemsac Tt t
cont-ol such 2 w apon in the heat of patte. So it is that
Nemess Draadknight pilots are amongs: the Gray Knghts'
m0st honoured warriors, for they have mastered s«ills that
are the envy of their brethren. But such honour s peritous,
for it brings with it assicnment fo the most dangnrous of zit
quests. Whilst other warniors would serhads shirk such a
brutal path, Nemasis Dreadknight pilcts embra:e it. They
knuw trzt each trial furniskes them with new (nowledge and
rd hr"h g them furlher unid they zre one of the

5 in tre Emperor’s hanc. For a Grey Knight,

(\r
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Nemesis Dreadkaight

UNIT TYPE: Monstrous Creature.
WARGEAR: Two Nemesis Doomfists.

Dreadknight Armour: A maodel weaing Sreadknight
3rmour nas @ 2+ armour Save and a3 4+ invulnerable save.
Ary modal wearing Dread<nicht armour can be teleported
onto the batilefieid. They can always start the game in
reserve and arrive using the Deep Strike rules, even if it 's not
2art of the missior being playec.

SPECIAL RULES: And They Shail Know No Fear,
Psyker (Mastery Level 1), Preferred Enemy (Daemons),
The Aegis.

Psychic Powers: Hammerhand (see page xx)
Holocaust (see page 73).

% Awake now, oh Dreadkaight!
Lend me your strength and fortitude. and
I shall reward thee with righteous purpose #7

- from the Rites of Awzkening



DREADNOUGHTS &
VENERABLE DREADNOUGHTS

batties that

There are some ;
mori3 men aicne. Some tonfic

"
v
x
pd

WS BS S
pursued in the face of suc 4 2 € 12 12 10 & 2
¢an oniy be seized throug! S L g 1212 0 4 3
createst heroes In such dari 35 R
of sgescerd intra{h

¢ tha Grey Knigh ir
awzken the Chapler’s Dr=cc;rc Lgnis.

UNIT TYPE: venhicie, Walker.

WARGEAR: Muiti-melta, Nemesis Doomfist with
built-in storm bolter.

armad with
€an Srov: ce, 15 umacr‘ r
|

SPECIAL RULES: preferred Enemy (Daemons),
Psychic Pilot, The Aegis.

advanges, the anemy scatler o om it, ther fire ncochetng
its adamantium hide. Fearsome as its weapon‘y might be, th
Dreadnought’s greatest boon is pernaps iis aoil.ly tc einfoce
the psychic defences of its Battle-Brothers. Using the psyber-
circuitry vuthm its sarcophagus. the Dresdnoughit can link it
own Aecis figld with others naarby, (reatirg 2 series of wards
many times stronger than tha sum of the'r paris.

Remforced Aegls' Psych &

)
Q =

oF

'.'v-='—‘C"O’ ort swer; 2 glancing or cenetr
o re-roil hi

ust accsst the resu

Yzt it i5 not the Dreadnoughis 2
reinforcemens, nor ever it zrmam
deadiy fos. That honour gees ©
goliath; a varrior lo. } 2¢O brou
i ._;"c~, znd who M

nt's c‘,Dorqam Sarcopie

Psychic Powers: fortitude (see page XX)

Drezdnought tf

creat berg of ti‘e Crzpter. It i
tae deteat of 2 grea: warrior whose
teen s aside for a2 mechanica! for
ngashiscwnw

no.xgr‘"s wes

sz Dr2ad

.deed. amongost
unusus! for a Drezdnoug!
commander, holcing aus
ilowing the Brother-Captain
nould come as ro surp’
nad the raak ©° Broth

sefore their irternment, and relisn the

w V‘ (U

b

umen 10 fresn (& noal ""l:

. W

zhzdow of 2 hwing
Srozier wii not he o

it e t ssem _:,ra,—\r;: tnat Dreadnou
the cirest fimes. Yet the Grand M
now 118t o deper.d 100 heaviiy u
10 cishonour ke gift of theyr m“v(u ~f
Battie-Brethers ziready died once for thseir
"-he-" t“-a dar< umas have ~a<5f=d e Dregc.

’"="e -0t

iigV¥

3 8 =

Ths Gray Krights
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LAND RAIDERS

mD \1 :)y ‘r(p\‘ C '_
, 5cap ed from zhosef und (n C ey K

—Armour—

Type BS F S R
Tank £ 14 14 14

Land Ralder Crusader: ™o hu

Fire Points: |

Access Pom ts: A Lar

Powser of the Ma chme pr

t Vnhncle hAodels dise

Psychic Powers: Fortitude (see page XX).



STORMRAVEN GUNSHIPS

arcsit end

.=-:>d o’

ns Stormraven Gunship is & €6
fransgert, 3nd the Grey Xni
choice when t2leporiation (g £
compartment an & co'nr'\_ca:e rc> iess
srmoured Gy Kn-ums‘ or Wwig sz M
riifcer armour. Such 2 7002 co n--mer i3 3 fearsoms
further f reu.,w?; 32
Drezcnougntin its

more egiis tran

5

l

Gunships, the “o""cvm aliows

3 insericn

,‘e) (—»,gq <
vn‘sa‘ne Né’.’JOT‘

A{-F’H"f sysigriy wiih H ness of the
crew. Howevor, the Stornaven Oulguns even the izgendary
tand Raidss notivag fess than 2 flying fortiess

WARGEAR: Twin-linked heavy boiter, twin-linked
assault cannon, and four psi-strike missiles.

Ceramite Plating: Th2 Stormravens |

om ';’\- o

i plates are designed
0 profect 1 of orizal re-sniry,
but thay aiso serve to thwart the fury of ceriain weaporns.
Melta weapors do not gzin the sxtra DE armour denetaiion
when shooting at a Stormraven Gunshio.

TRANSPORT

e LEdS
ngie Dre
i0iogss, 1he
Strengin 4 hiten 1b regr armour:
znsports, the Stormisven Can {amy iumd
infantry (each 1323 up two peints ¢f ansoort cepaaty). For
the purscss—; of ¢2if biaciives 2nd
i me3sure W end
emoark 2
H ovement, 2l
n2®of '.!‘c Stormezven’s pase.

Fire Points: Mone

SPECIAL RULES:
Deep Strike, Psychic Pilot, The Aegis.

~g Trom 2 Siornravan

E\_f co 52 {providing the

iodels disambar
353U lt on the furn

Assauit Vehidie: |
Gnisunch an 2
Stormrzyen Sic Nl deep S

>

power of the Machine Spirit (522

rEin;, r-» do not scater. if any o the
27n0t be cepioyad, the unit is destroyad 33
des:'ibec in the ':-2 resuit on the Deep Sinike Mishap taoie.
b.'o':e that modas that disemoark in this manner annot
4it on the wrn they 6o S0.

Psychic Powers: Fortituds (see page XX).

The Gr
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GRAND MASTER MORDRAK

THE HAUNTED KNIGHT OF MORTAIN

When the foriress worid of Mortain was geswoyed &t the
hands of the Red Corsairs, Grand hiaster Viorth Mordrak was
the oniy Gray Knight 1o suwvive Theraatter, the guii of that
survival gnawed &t urn daily — visions of faller comrades
aunted his sieeping hours, their vaices over en e edge of
faz3nng. Fearing that he had hecome corrupted, MorcraX

: the Rituzls of Punty, but iucged
clean of .o manifestatons plaguad hm, alrest ie
the point of nsznity, yet sordrak coulc find reither Cause

~or rehiot.

On thz werld ¢f Ralingdni the mysiery ¢
from nis strike force Ly teleoorier Maiiun
ieft cripplec anc 2 one on @ NSt
with Daemons. Yat, 25 obiivion clos2d in and the
Dzemorhammer siippad from hiordrak’s n realess grasp,
awo score Terminators appearsii out ¢f the mist. Blades
glintng in the i light, they encircizg the URCONSTIOLS
Grand Master 10 form a protectve wall of sivered stzel. An
hour iatar, the Grand Master was found alcne on the plain,
surrouncad by score upon score of slain Dzemons None
could explain the means of MorCra<s dotiverance — whoever
nig savrours had been, they could not ha eccouni=c for

Tre mystery parsisied ‘or somre monins, unti Mordiak o0k

the field on the Blocdplsins of Beios iil. But
~ot the only witness. At 23ch of f
enigmatic warriors appear, 3iweys fighti
5 Mordrak. it was then that Mordrak <24 clear sighi cf
his zliies. He saw their armourac bodies pant and referm
petcre heitbiade anc dzemonic teion ike smoke ugen e
hresze. Morsover, ne saw piainly the apparitions’ heraldry -
<he same plazons tomre oy the Grey Knights sizin on Mortgin.

Thus was the cause cf Mordrak’s visions finsly oxpiai
Given form and voice by iviordra<’s own csychic mic
Mortai~’s tallen had oacome bound 1o him 2t the moment of
sreir deatns — a powrerful force, but also unweicome, tor ther
voicss stiit whispered of bawrayal and revenge. Merdrak knew
1=t thess emoiions were not girected at hir, for why then

would the falien protect him? Oriy one other couid e Faid
respensivie for ther deaths —Huion Biackheazrt, the Chiacs

Lord whose batt cileet hzd destroyed Morain. So did

wiordrak gather to aim & force of Batt'e-Brothers and depart

rined 7o fnally izy the fallen To 25t

5 Mordrak set hinseli. Huron B zckheart is
o/'s most oovserfu! wariards - his fiests and
armies are said to rivel those of the Traitor Legions
:hemselves. On one ocgasior, Mordrak came in viihin 3

o

'zd=’s lengih 07 dlaiming his vengeance, Oy o be chd
- the i35t by ariifice on Huron's part rdorgrak’s quest is
urther nindereG Sy his own refusal 10 551 eside his Chaptars
greater mission i place of his own, for he contnues 10
-2sp0Ond T aEMUNIC IRCUrsions, cften at the urging of his
speciral companions. Though vengeance must be servad i
the slain are 10 b2 fraed, Mordrak and his ghosly brothers
~oretheiess held true to the Chaptler's cause. Dezc or zlive,
they ar2 Grey Kmights, haart, mind ard soui, 3nC some
burdens cannot te set zside.

he Gray Knignts

: wsss S T W1 AlLdSy
Grand Meswer Morcdrzk 6 € 4 4 4 5 & 0 2+
: 4 4 1 4 2 02+

Ghost Kright 4 &

UNIT TYPE: Infantry, character.

Wargear: Terminator armour, storm bolter, master-
crafted Nemesis force hammer, frag grenades, krak
grenades, psyk-out grenades, iron halo.

Special Rules: And They Shall Know No Fear,
Psyker (Mastary Level 1), Preferred Enemy (Daemons),
The Aegis, Grand Strategy {see page xx)-

First to the Fray: If ha dep'oys via Deep Strike, Mordrak and
any unit he accompanies wiil 3utomat caliy arrive in your Tirst

1 and wiil not scaetiern

Ghostly Bodyguard: Af animy that includes Mordrax car
also inciude 2 unit of Ghost Knights. These use the rules
giver: for Tarmi z¢ nage xx). However, Ghost Krignts
ziso always have the Steaitk spac ai rule Gue to therr spearal
nature. Mordrak znd the Ghost Krights form 3 unt, with
Mordrak zcting as zn upgrade cnaradier untd such point as
qint he reveris 10
being 2 single modsat unit in nis own richt.

<he Ghost Knights zre slain, 2t which 0

\Whanever Mardrak suffers an unsaved wourd, roi 3 D3 a1
:he end of The phase. If the resuit is equal 1o 07 Gredier than
the number of Mordrak’s rema’ning wourds, 3 Ghest Knight
aopears to defend him. Place 2 naw Ghost Krigni within
~oherency of Mordrak’s uriz — it joins Mordrak’s unit 1o all
inienis and purposes.

This Ghos: Knight has default wargesr, 25 presented in the

army list entry — it cannot have any upgradas. If Morcrak’s
wait is locked in combai, this new Ghost Kaight is placed in
232 contact with enamy mode's invalveG 1n the comoat if
rossinle, othenwise it musl ke placed 1 away from eremy
rmodeis, s rorma

¥ you cc not have 3 spare Ghost Kmgt,
ficiers room 1o piace it, “hen the Ghost

Nose that it 's entirsiy Dossicle that a Ghost Kright might
zpgesr mig-3ssauit, in whnich cass it can attack f the wounc
w35 caused by an atisck mace at Initiative 5 or higher -
othenwise the Ghost Xnight appears simuitaneously with, Cf
after, its own initiative step and therefore cannot attack.

i Mordrak is removed as 2 casualty, the Ghost Knights lose
+heir cornection to the mortal world ard are also removed.

Psychic Powers: Hammerhand (see page 25),
Psychic Communion (see page ¥x).



BROTHER-CAPTAIN STERN

Arvann DT

sarving 370 mMost

UNIT TYPE: infantry, character.

YWargear: Terminator armour, storm bolter, Nemesis
force sword, frag grenades, krak grenades, psyk-out
grenades, iron haio.

Special Rules: independent Character And Thay
Shall Know No Fear, Psyker (Mastery Level 2},
The Aegis, Preferred Enemy (Daemons).

The Strands of Fate

Psychic Powers: Hammerhand (see page 25},
psychic Communion {see page x%).
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CASTELLAN GARRAN CROWE

Castellan Crowe is both head and Brotherhood Champicn of
the Purifier order. A nobler exemplar of the Grey Knights
would be impossible to find — by the measure cf the Grey
Knights, Crowe is 2 fiawless soul, not so much resistant 10
the tempiaticns of Chaos a5 immunz 1o tham. it s wail that
this :s 50, for Garran bea's 2 burden greater ¥ f

s
brothars - “he Black Biade of Antwyr

The Gray Knights first encourtered the 3iade of Antwwyr
cunng the iatier yea one of the many
rorros urleashed upon the gzlaxy durng ihe mad years of
1ne Occiusiad. Lnearihed from amongst the ruins of 2n
arcient temple oy aposties ¢f the Bind King. A Daemon
weapon of great power, the Blade of Antwyr swiflly
cor-upted is discoversrs mind and pody. Together, sword ard
stave mads bicody war upon the Vidar, Tremayne anc
Darkspire sectors,  war only enced by the intercessior of
eight Brotherhoods of Gray Kaights. in the aftenmath of
craat cenflict, the Blade and its wicider vanishad into the

Warp. Yet seldom is such evil gone forsver, and inree

thousanG years later on the docmed moon o7 i@
Blade of Antwwyr Cossed the path of the Gray Kni
more. This time, however, its bearar was finally 5iain, and
sword that Fad once nearly doomed the gelaxy now lay ir
the hands of is enemies.

Alas, the Grey Knighis were unabie o destroy the Biace of
Antwyr. Its Warp-spawned form was imnervicus To ali maans

Py

at their gisposal. Yat, they were reluciant to cast 132 et

The Grey Knights

sword into the Carkness of interstelier space, for they f2
certain that 3 fresh bearar would be drawn o its ¢l
Smilarly, 0 seal it away in 3 vaull would sirmply be o invite
corruption of the chamber's guardians. S0 was the decsion
made to place the Bizde of Antwy” inio the safest prison of
whicn the Grey Knights could conceive. It was given cver |
nen ¢ the Purers, who in wrr piaced the biacde
f their Brothernood Chempion. So has the
corruptivie warrior 10 incorupiicie

nd years, a1¢ has now reached the hands

[£3

hip of the Biads of Antwyr has orought Him
oy =ril. When not beset oy the
maddenad mori2's and desperate Daemons drawn Oy the
Crowe must Co psychic batle with the Blade

. ever t0 tempt nim with promises ¢f power

th tha plarkest socaries.

:he pursuit of victory. Many mern:
1

a chance, gambling that their will would
bz swrong enougt 1o conral the sword's bounty without

hour or desperate the batte, Crowe has never succumbed —
a2 his own. He is the guerdian of

nd invioiabie, anc wili reman 50

b s thoughts end act

he EBizde, in

o a
Now
-

UNIT TYPE: infantry, character.

Wargear: Artificar armour, storm bolter, frag
grenades, krak grenades, psyk-out grenades, iron halo.

The Blade of Antwyr: Although Crowe wielcs the Biade of
Antwyr, he doss not draw’ upon its gowers, relying only on

i i ies ard his own skill at arms. The Biede o
as a cdlose combet wezpen

v ie Blade of Astwyr provoxss, that
ich an enemy unit assauis Crowe,
+hat unit gain the Furicus Charge spacial rile and

ilad 10 it rolis for that Assaust phase.

B

Special Rules: Fearless, Psyker (Mastery Level 1),
The Aegis, Preferrad Enemy (Daemons), Titan’s Herald,
*The Perfect Warrior {see page xx).

Master Swordsman: Crowe’s skif with a biage s legendary,
and he can pick cut 2 wezk spot in even the most
jarmicabie armour. His close combet atiacks have the
Rending spedial rule, and wili ‘rend’ on 2 To Wourd roll of

4 or more.

Psychic Powers: Hammerhand (see page 25, Heroic
sacrifice (see page xx), Cleansing Flame (page xx).



JUSTICAR ANVAL THAWN

the Grey Knights' getherers boaroso the Blzck Shie i : WSBS S T W | A LdSv
i to Terra, they found him vr2iting ¥ Anvai Thaws 5 4 4 24 1 4 2 92
turs of calm amudst the

When
carmying the young An

ihem 3t 1@ ali aCk. Tne boy WESEp
Back >n'p mutad terror anc-‘ stated wiih surety that he had
igave with tem’. Taking note oithe mark o UNIT TYPE: Infantry, character.

WARGEAR: Terminator armour, Nemesis force
halberd, storm bolter, frag grenades, krak grenades,

psyk-out grenadss.

SPECIAL RULES: fearless, Preferrad Enemy

ARECt 3t:Cns. O'* ">r S. (Daemons}, Psyker (Mastary Leval 2), The Aegis.

y tFe Bipodihirsier Kor'agarand. On Gher, i
er the fallen Grand Mester
3icodistiers unt heio

ny r“cr=dc Thawn periorm —

eld: Zvery

was he who m..ad ouaf"i oV
ieorac, ien
zirived.

Vhilst scounn sns from the desertec halls of
Crafivwearia Malar ?.5. hizwnr was sizin, spitted like 5 boar o
-he Daemon N'kar’s urnoly spear. Silence fali upon T."f':
\when Thawn's hocy was brought home 10 be interr2C . Yet as
-he cortege bore Thawn into the Dead Fieids, the impossibie
napgened — the protessicn was haiied by & damour from
withir the s3720phagLs. \'\u h craat hastz and """U"n)-x
saarers cracked The caskets seal 1o find Thewn 2 i

arantly unnarmed

~rmr =

i L_\ &ithe .aﬂ“ time feared & da2pear
arier Trawn\,

C|.

&s ha'e anc Nearly as
«s, his skin unmearred. No matter how hard of
icrarians searchec for & wacs of ex::.’maﬁon ar

mg ’re
taint ncne could be found. After long years ¢f exhaust

z1d p‘ nfii examinaticn, Thawn returned 0 duly.

i'Ta'A"\ nzs Lcn‘-rued 10 patte Wiy

esm; -
warnor who,
the foci of

s long '%'e he

, ‘of Tnaven, immorietiy 8 3 curse. Gver i
th= destiny of Manking grow ever carver ang tr
o Impeium mcrz desperate. He knows, 23 oy
30, that aumanily’s coom ot be meanngivly
is actions, or even those of his 3attia-

the Darx Gogs wili have ther vicor,

p A

wough h
Zrothers. in U
2nd human civiisanior will {2 Yet sill he fight 2gainst the
nevitable, deternined 1o stand between the Imperium and
the hosis of Daemons that wouic dring it 1o ruin. Such s his
sworn duty, 2nd in 15 execution Anvai 1Thawn refuses 10 be

2ngin

g,

found wantis

Tha Grey Knghs

Hammerhand (see page ZZ).
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LORD KALDOR DRAIGO

SUPREME GRAND MASTER OF THE GREY KNIGHTS

The tale of Kador Draigo truly bagan on the worid of
Ac-alem, duning the Daemon incursicn of 799.:441. M'kar

+he Reborn had “ed forth & daemonic army from the Rea
Cnacs, ard woid te satisfied with ncth
ot nct oniy Adraier, Cul the ertre Vicar s

tie that the Gray Knighis woulC

{ ocd of the Groy KniGhis, in
wihose ranks Draigo feughs, descended upon the wodd

What awaited was one of the most t2Tibie oztties of that
century. There can be littie doubs that if the Gray Knights hac
~o: been there, Acraiem wotld have alien. The tide was oniy
rurned by their daring strike against M'kar's Warp-fortress. It
\was here that Kaldor Draigo, 2 freshly ernobied Batiie-
Srother, made a narme for himself. it was Draigo wno daait
ihe deatholow fo M'kar, and so ast the daemonic horce
back ino the waro, but the Dzemon dung { life long
enough o place a venceful curse upen nis siayer.

€& Victory is yours this day mortal, but know
that if ever you set foot upon this world
again. you and all who fol]gw you_shall walk
=ith damnation for ten millennta ¥

- Mkar the Rebora to Knight Drigo

Victey or Acralem saw Diaigo scclaimad with the rank of
justicar — the first of many such promotions. For tAG
centuries Draigo served his Chapter anc Fmperar Wwith
unisiing distinction. He earned honours ard gioy
unsurpassed by any Grey Knight tefore nim, save perhaps
Janus hmse'f, foremost of the founders whose dzads hacd
shaped the iImperium in 1S darkes: times. He kecams
Supreme Grand Master in the sarly days of 901.M41,
following the slaughter of the pravious Chapter Lord at tre
hands cf the Daemon Primarch Mortarion, ard his first 2ct
was 10 carve nis forabear’s nama upen nMortaricn's otung

emm

heart — an asuit that the Dasmon has never igrgoitan.

Two hundred years 10 ihe day snce Draigos vicory o
Acrziem, 2n Astropathic distress 582C0n Droughi news ie
Ti-an that Acralem hac been invaded by Daenons oncs
zgan. Upon learning of this, Draige knew wiinout doudt 118t
i Deemer Frince’s
stiempt ‘0 DRng Wue s CUrse. Having so determired, Dra:
gave word forbidging 1is ‘

Acralem, lest cthers t3ll prey o tne doom 3t was nis
turcen 1o bear — & Yuty his Battie-Brothers bore anwiting'y.

though, 0 his know.edge. nonc cisobeved. Yet the worid
\was not 1o be 2bzndoned 10 its fate. Dra:go 100¥ ship 10
Acraiem, there 10 meat his unfcid ng cestiry sione.

So it was -hat Kaldor Draigo, Lord o7 the Grey Knigrts, came
once 2gain 1o Acralem. Few words spake ng, yet his gnm
purpose was plain © behold as ke tod cid battlefielcs
roawakenad to iresh sizughter. At the siece of Castie Gorselh

The Gray Knights

it was Draige that unieashec the psyfiame that swept the
Daemaons away, and he who struck down the olacue-rotien
s-omination that commranded e 3ssauit. in tne Trebann
. who held rearguarg m the namowesl DI
ng nordes of madnass at bay
bzck. Sunvivors of ine retiea:
rriCOr for taG

G ing batkwerd siep. 1
10 judge which sige Feid tord Keidor
:go n the graatest dread — the Daamens, for the crippling
< ha had dealt upon their kind, or the scdiers and

2r5 of the Impenal Guard. who s2w ony 3 siient bute
Jhoze zrmour was sick with the bicod of siain hellspawn

The confroniation behween Draico anc Mkar 100k pisc2
ucon the pinraciz of Shacow Peak, pefore the swirling WaD
ich -he Dzamon Princa craw his unholy power. As
Imperigt Guardsmen pattied against the braying Daemon
hordes, Draigo sought [is eremy o7 old, for he xnewr M'kars
casth wou's end the Dasmen’s Rians of conguest. just as it

had 50 meny yea’s 2gC.

On the edge of the rift they battlec, the Knig=t and the
Daemcn, 2ach Using every 1actic at thelr cornmand i dreak
tha other's guard. The battlefielc rang to the sound of their
szanic duel, to the clamourous srike of Nemesis sword ugon
Gasmonic tlace, of siverad steal upon VWerp-retel. The
Sasman Prirce spat curses and insults at Draigo, but

words and so-ceries could find no puidiese. Again and 20ain,
Draigo summaoned th2 sancufying flame, yet M'kar merely
iaughed & the charring of his own flest. Bur Draigo could
not kesp pace with his adversary foraver. M'kar’s blace
giowed gzrkly with Wampfizme, 2nd he unleashad 2 blow
mightier than any tnat had pracedec it. The Daemonblece
ruck home with 3 dul crack, shattering the Nemess swerd
ralhway down its length, and driving the Grey Knight 16 one
ynee. M'kar beliowad with victery, and brancished his blade
for the fin2’ biow.

iS

However, Draigo was rot yet spemt Rearing & dattiecry of his

he rose up from cne knea. anc, doubie-randed, thr
his sword’s savered stump into M'kar's biack heart. With that
one siows, Draigo deivared Acrglerr for the secend time. As
deatn-throes racked M'iar's body, 5o 100 did they begin 0
sezr 2t the Waro portal he had summonec. The nits batefd
snergies begar (o ¢i5pa7se and, one by cna, the howing

y faded away inic ngness. Yet,
tosed coniplaiely, M'kar hed one fing 2T
c it st szveng:h, *he Daemon Pance €352
fis talons aound Draico’ thrazt and heaved the Grey Knight
:nto the collapsing rift. So cid Kaidor Dra:go pass out of the
mortal worla and irte 'egend

Czamons of his 3

The tale of Kaidor Draigo dic not end that day, as many
supposed, for he surv ved his passags into the Rezim cf
Chaos. Lesser men would have been driven insane oy ther
arrival in the comain of tha Chacs Geds, where damnztion
‘urks upon every 03th. Yet Draigos mind had iong been
~ardened to the madness and seductions of Chzos, and he
andurad in the 2nd where ng other man could.



For an uncount
tandscace
wio sought t
Draigo averc4ns Hem al’ Ato:) ‘l:e Slood Falls, where the
acrd ichor of ¥r0' 1a% faiian champions wumbles endiessy
into the voic, Draigo slew the greai 3! oodthirster Kar'voih
1 int irom me Deasts
creat are, { !
Su""ered n aa?fe wi
nieashad sa..c. fied T
3!" f

th C;eam ag fire he drove daemenic &

ne
o
o

CQc
n fﬁ
. 2y

&
e

he m/ iad fiches © ozl flesiy an
<pirit. Bu ¢ worCs cou & find no purchaze upon his sou,,
-nd Fe scatierad the Daemenstiss’ dismarmberec ramsing

emorgst tre A —:‘a‘ev grasses. Al th

frd igft the urc-i)an"\ur' e'zioma::
Thrcugh such acts, and S thousang, thousand others, dic
Kaidor Dra:co forge 2 new legand, but <his time in 3 domain
where legenc is the f of sf"-‘ -'{a:o.w now cid Dasmons
naunt Draigo's footsteps T

H=

prCVeC S uter resistance 10 curupu 7, anc had ieft so
many Thousands of "chmr-'e\, Da=mons in his w -
now onw m= nrast "a..=c of Khorne's m nions Cont

conian .i‘.fé.'"i v

was g frest :mgoss:
impossidie. Yati
then ner could :ra-oo win a"v rreanir‘c-
Dasmons Fe sk
mighty jungie r
walis of the In

However, the morial world was not yst gone with tord
Draigo. \“men ne Propra' of icstero forged an zlliance
tre Deemon N™ . zim of Chacs
m'o ihe 'ror‘a- '~fo cf e rs,c- sough along

¢ 2 by OO
S :.C n

T r=
Chapter, for 2

B.Yu thernocd r- c
Draigo was Ciesrly Qng adrift in

wwarniors not, vet they embraced him 25 Jrc:'.e-
-by-side t rey cast 40wr the mad

ain wthin the Rsalm

“nzos He h (C heiped bring :'bout the deiwerance i Josiemo,
but coutd not save himself. >u:’1 nas boen Draigos fate ever
repeated since to walk the Reaim of Craos for unknowable
spans OF fime, on occesion 1aking his eternai batile infto the
mortal .voud fcr brie® soans before be ng freshly jailed upon
victory. It 1s hard 10 magine the ‘ortitude of character that
aliows Draigo to endure such nardship, yet endslra i he doss
the Reaim of Chaos still, continuing
the Chaos Gods.

H2 walis
nztiie sgamnst

One day, nie will return.

K-:GO' Draico 7 & 3
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UNIT TYPE: Infantry, character.

WARGEAR: Terminator armour, storm boiter,
storm shield, frag grenades, krak grenadas and

psyk-out grenades.

The Titansword: Tno Titsnsword i @ master-crafted force
oon with the aa*:c'\uav n.e(;-= zoe XX).
=cks thzt Draigo grrecis

ns one or more Dasmons or Psyxers

SPECIAL RULES: Fearless, Independent Character,
cternal Warrior, Preferred Enemy (Daemons),

Psyker {Mastery Level 2), The Aegis,

Grand Strategy (see page xx).

Psychic Powers: Hammerhand (see page 25),
Psychic Communion {see page xx).

Sanctified Flame: This oower (s 3 psychic shooting stiack
21d has the foliowing profite:

Strength AP Type
5° - Assault !

Range
Template

= Sapcrifiad Sarne aiwvays wounds Daemons on 3 1ol of 2+

The Grey Krighiz
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INQUISITORS

The Inquisiticn 1€

arion witf

he iast

The Grey Knights

Wws8s S T W I A LdSv
4 4 3 3 3 4 3 14

UNIT TYPE: Infantry, character.

WARGEAR: Carapace armour. bolt pistol.
chainsword, frag grenades, krak grenades, psyk-out

grenades.

SPECIAL RULES: independent Character, Stubborn.

)]

= /5 shared by Ingquisiiorns of i

2t the orofile orer 13
cus and Ordo Xenos. in 7S iy
72 entries Tor 2a¢h of the Ordos,

3 i a

 iHars,
Hers

7

QU1

£é] carry with mc an Inquisitorial Seal It s 2
small. unassuming o’r:i]cct contained 1n 2 meat
box of Pluvian obsidian. It is a modest thing
Relatively plain, adorned with a2 single motif
2od 2 simple motto. Yet with this object I can
sign the death warrant of an entire world and

consign 2 billion souls to oblivion ##

- Iaquisitor To:qu:mzd; Coteaz
Protsctor of the Formosa Sector



INQUISITOR COTEAZ

Torquemada Coteaz has ever baan driven by  singie
consuming passion: 1o gastroy Daemaers wheresoevar they ieast -wo of Cote
=5t Unike meny OF w Inguisizors of the Ordo nc? Thus
Matieus, Cotzaz ahways elusac to contem !::s hzrnessing
tha DOWET c. e \'Vr'D for nis own ands, eng ac‘- ressively

dees a traitor ga"“

n prosoarac i @n age

raasirqly nr u hx jte} u"- by the
¥y )

nce over ‘.'JCT U<

o't
nier i

LNUT

is ore

wWhi
defznc=a i

<aows how many O the Formosa secicr’s pignetary

S SWOrn

thair co*"‘“'\'“r: ?Orhowrr

5u‘/.dC> SO "'"C =g
easily in Formoss, and 3a> citizens Know .,9"" hen L:)

At Fir :

t glence, Coteaz’ strangiehold would seem mesely
arofr‘ef cautionary 12'e concerning the temptations ©°
vet e do= «"01 ;eek ic 'ula - 91:12._ ,

wor<. it 523
nassng day, out

WS 8BS S T W | A-id Sv
Torguemada {oteaz 4 3 3 3 3 4 3 102+

UNIT TYPE: infantry, character.

WARGEAR: Artificer armour, master-crafted Nemesis
daemon hammer, bolt pistol, frag grenades, krak
grenadss, psyk-out grenades.

Psyber—Eagle- Coteaz can unieash his psybar-e2gie io
int, tr2zted a5 2 =|‘oou“ga tack with the felic

Range Strength AP Type

74 4

SPECIAL RULES: stubborn, Indepandent Character,
Psyker {Mastery Level 2), Aura of Faith (ses page xx).

Spy Network. Cotezz alows you o re
1he Initiative — even i 1's your opponent’s dice reill

I've Been Expecting You: if an ereny U
reseve within 127 ¢f Coteaz and wthin his line of
Coteaz and his urit can immedist2ly make ar Gut O )
seguence shcoting atiack egainst |. There 50D "m,t 3n 10
many times the abifity can be used in 2 turn.

PSYCHIC POWERS: Hammerhand {see page 25),
Sanctuary {see page xx), Mindbiades (sze page 1)

Tis2 Gray Knighis



INQUISITOR KARAMAZOV

ing cf either can

rof th

even in those unt crgw ng
Lihless indwicual w"ud b

fer
o2

frz from on

znd cersmony O

Many Ingui
congucting owr‘e« n the shadow
but Karamazov annol be counted
pursuit of nus goals, Karamazov Car
i ¢ 3 crusading army as he &an

UNIT TYPE: infantry, character.

WARGEAR: Master-crafted multi-melta,
master-crafted power sword, frag grenades,
krak grenades, psyk-out grenades, rad grenades
and orbital strike reiay.

mAr armaark
N0t eMDaiK

ed', you ¢2n: f‘“c%e 10 place tl’c temp: ‘ie so !S cor e s
; n eneny — aven 1f that

v do so, the shot does not
emplate are hit as nom i

iai, rather &t




INQUISITOR VALERIA

inquisitor Helynr:z Valeria has siways bel
of the Ordo Xenos. and the wider inG:
guided by the spint ang ir
wezpons of the enemy 2gainst The enemy

v
o
w

Ll
Ul -
w S
=
{ g
o
w
<

UNIT TYPE: infantry, character.

WARGEAR: Power armour, frag grenades, laspistol,
krak grenades and psyk-out grenades.

arcraic end argsng, ot

iecnnolocizal wore, of

manity’s store of «<rowiscae

The racovery of the Dimensicnei Forge was 10 have beer the
crewning glory of Vaer s wiork. Accorging te the lron
Grmoire, the dev.ce was Jiscoversd by Janus dusing one of
his eariiest batties. Lagend r=counts that I couid ProiET
nul zone — an arez of space .atc wnict Daemons couid

m the corpse ¢f an
lious and

~
(918

~oars
cur
< of con
< OF ¢

t faceted emeraid is 70 mere

o(8l

and as th } Caviocy raged Hyperstone Maze: This mui
‘et s Jemstone. it is aCluaily & geevay 10 8 sub-cimenciong!

Srisan, 2n ousiietts ic which Yaleria &2n condemn ner foes.

Zm:i Darkaammer — an inquisitor who vievvec ail glien
technoiogy ang , regarcless Of IS Drigins of funcions \izleria can uss her Typersione maze Once $er game, T hau
Aving at Cavicck aiter Vaieria, Darkham a1 aoacks that mund. Choose a

had ample time to Issue ar Exierminaiss order uncer the
nretext of preventing the soread of caemoniC CorTLpiion.
As Valaria watched frem orbit, Cavieck, and its seCreis,
racuced 1o cinCers.

riheass of misking Ciose ccm

[0

-naracter of ronstrous Cresture in base cortali waln N
ictiny must immegiately roli equal 10 OF UnCeEr is

agmem
we'e

D6 or be rapped
i.e. is removed as 2 asualiy]

<o did the vencetta begin behwveer Helynnz Vaier z anc
Darkhammer. in fruth, Via'ens caved
— in her view, Miand
avs been easily rep 2ced. Rather, v
stion oF ins Dimension

at Dar<ignuder’s :
incividusi men havz ak

angered rer was the ragkiess desin
Forge, 3 Covice whose mysteries could have fnél
#4znkind “rem the per s of the Warp. Having gacizred
Da-khammer Excommunicate Tiaizoiis, she has named hi
across e Ssgmenturm Obscurus, sesking rave
retexs of justice.

7€ You say that the Emperor forbade knowlcdge of this
kind. but you twist his words. Rather. he direcied us to
employ all the means at our disposal 1o save humanity.
It is our duty to catalogue 2ad harpess the wonders of

As yet, 16 other inguisizors have sided wiih sither party — the gafaxy, sot io hide timid children bechind scraps

i1 vencettas of this nature ar2 not unheard of, anc of dogma. You sec lore aad creeds 1 s=< only hollow

s evar been served best by non-intarference missives, written by 3 wek man who secks control over

wise, the Gray Krughts largely maintain 3 neuwrs siancs, 21l that he does mot understind. 7 ¥

45 s hair pgn- and duty. However, uniess this nfict end . . )

a5 'S telr RgT- a"c "d;y "L;wf A ait"uhcm d \_‘.erx f - Inquisitor Valezia to Imguistier Dackbamumer

=gon, other pertics wiil surely be drawn int0 talung sides. ¥ =

; § LR ol shortly before the destructioa of Cavlock

+nis hapoens, the vencetia could well dasizbiiise e “

itior iseif and thus undo tha work of milienriz.

hel
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INQUISITORIAL HENCHMEN

The work of the inguisition requires many diverse skills and abilities. To expect one person — even one so
exceptional as an Inquisitor, 10 possess tham ali would be unrealistic. As a resuit, many Inquisitors gather a skilled
coterie of loyal foliowers to aid them in their work. Such retinues can vary tremendously in size, ranging from small,
dedicated warbands to vast networks of advisors — though it is extremely rare for an Inquisitor to gather anything

more than a dozen or so retainers for any one mission.

ELLANT

an De«
cn De

=t
LC

n M

i of combat

o

UNIT TYPE: infantry.
UNIT TYPE: infantry.

WARGEAR: Arco-flails (close combat weapon).
WARGEAR: Fiak armour, power weapon and

SPECIAL RULES: Feel No Pain. storm shield.

BANISHER

Though theing
he krows fuil we fal
2rmour and his Mmost polent weaporn

Daemon. So aie many INQuISItons accompanad
the mos: devout and pious of holy men,

: Banishers,

~07d. in the Incuis

He will §

unswearving belief i nd-Emperor of Manxind.
WsBS S T W & A LdSv
of = 3 3 3 1 3 1 g 5+
= = > > . = i >

UNIT TYPE: infantry.

YWARGEAR: Flak armour, chainsword and laspistol.

Eviscerator: An Eviscerat “Wo-
randed chainsword.

power fisis. anc roti 2D6 for

r is 3 grotesgucly lar
¥

srare Srdlenir ol
{ors ICHOW i

SPECIAL RULES: preferred Enemy (Daemons).

Aura of Faith: Units cf Dzemons v i
models with ihis special rule must?
invuinerztle saves.

ihe Grey Knighits



]OKAERO WEAPONSMITH MYSTIC

JOxzero are nea\., set, o'crce- d apes with reirscadie Wiysiics are mincr Gsyk chosen for thair cnyie :"Eng
i ! 0 i in the face of d= onic
oxs d

s the mental

; wielded by other psykers, €

natire 0 ¢

\-‘;c.’_’

ws8s S T W i A Ld Sv
- UNIT TYPE: infantry.
f A td Sv .
2 2 WARGEAR: Fiak armour and laspistol.

Q

lokacro We3pa
- SPECIAL RULES:
UNIT TYPE: Infantry. Psychic Beaccn l’

WARGEAR: Digital Weapons.

Dafence Orbs: The jokaeros batkps:
znd faon gc"‘r c"‘v forz oud of enargy-refraciive orb
swarm abou inCoMUNG
fire. It granis ’h: WRzgrer

CriirG

s that

SPECIAL RULES:
Jokaero ingenuity: A
we200ins, whid

jokas: 0 @:n

inconceivable Customisation n &t
Henchmen \F';'3=’=d coataming on2 or more Jokazm is

ceployad, rofl 2 -:6

D6 Resuit

1 Aesthetic Aiteration: ¥V
se modifications have ro noticed
2 improved Gun Sights: All ion-12

e urs! have their ma

Armour: Mcgals

a5 derg C": Déi' {

the unit ar2 Randing.
5 Augmentatxve Energy Fields: All mac
have a 5+ invuinerable save.

6+ The Works: Roli twice more on tne ¢
its. Each upgrace can on
:gnore duglicate rolis including duot

The Grzy




DAEMONHOST

A Dasmonnost is @ Warp soirit bound by fite and ceremony
to the body of a mortal man. Some are created merely s0 an
Inguisitor can rrogate daemonic entities sbcut the Warp
znd its powers, others are Indentured minions, summgened
=nd shackled fc serve in the Inguisitor’s warrior retinue.
Dacmor\‘ 0515 given licence in this manner are terriiving

cmbaiafts, 3b's 10 manifest 2l manrnsr ci o: “”‘.“IDF.UY
ct.-mr..es in tieir master's servica.

Yet. for &li @ Daesmonhas™s power, only the mest seli-assured
inquisitor will ever consider creating one, iet alone aliow it
near 1C the anarchy of 2 datiiefield. Daemons do not serve
willngly, anc the wards that control them are fickie. Shouid
the Daemon break res of its binding, it takes great delight in
aenging fsel” upon any mortals urforunaie enough o b2
nazrby - which ineviably inciudes the Inguisitor who thought

0 fatier it.
WS BS S T W | A Ld Sv
Dzemonhiost 32 3 5441 3 18 -

UNIT TYPE: Infantry.

VWARGEAR: Fearsome claws, runic chains (single
close combat weapon).

SPECIAL RULES:

Warp Shield: A Dzemonhost has & 5+ nvulneradie sava.

Daemonic Power: Roi' ¢ D6 at the siari of 2
turns to determine which 3bility the Daemorhosts in the unit
have manifested this turn. Unless othenwise d
‘ames iation lasts until the start of your rext wra wnen
znotner wili repiace it

d, ezci

D6 Result
1 Re-Knit Host Form: The Daemcnhosts have the Feel
No Pzin special rule.

"~

Warp Grasp: Armour saves (2nnot 08 1zKen 3Czinst
close ccmbat wounds inflicted by the Daemonhosts.

3 Daemonic Speed: The Daemronnosts gain th2 Flest
soecel rule and their Initiative increases w 10

4 Warp Strength: The Daemonhosts’ Strangth
craracieristic increasss 1o 6.

5  Energy Torrent: in the shooting phase, each
Daemoni-osi «an make 2 shooting sitack with the
“ollowing profile:

__Range Strength AP Type

24 - 3 Assauit 1,
blast

6 Unholy Gaze: in the Shooting phase, each
Daemoniiost can make the following shooting attack:

Strength AP Type
Assault 1

Range
24" 3 -

DEATH CULT ASSASSIN

aath cuts can be found on many Imperiai worids. Thougn
many zre Chaos-spawned and lend servitude only to Khorne
"*e Blooc Gog, others are fanatically dedicated to the
imperial cread and offer up thosa they sigy to (*a E‘r;:ror -
ape yrreri of the bicod-cebt ‘\Aar‘!nnc owes Thearto
blade is paramourt o many Death Cult A\\::SSlrS the
3 of incsions, éac-:-r:ums and ouncures, the
1 they are nfiicted vath and the body iocstion ©©
are miade - ali have sgecal sig nce when

ng 'e v:ctsms :cu o ine Em rEﬁ r Ll wondsr S it

WSBS S T W I A LdSy
S 2 43 135 2 85+

Dezth Cul

UNIT TYPE: infantry.
WARGEAR: Flak armour, two power wezapons.

SPECIAL RULES:
Uncanny Reflexes: A Death Zult Assassin hias 2 5+
avulnerzbie save

INQUISITORIAL SERVITOR

Hardy by nature, uniziiingly loyal and aimost utterly immune
in tha tempiztions offered by Dsemons, Servitors are

ered by some inquisiiors 16 e perfect assistants. Not
iy C2na S:.rv' war’s incerruptble cyborg minG act as @

1e inguisicor's regords and Gat3, 15 physica!

cC

:gmented o empioy f2arsome weapuns.
2 use Of Servitors is not without 1S detraciors.

w &
wy
W
w

W wn

T W I
3 1 3
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W
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UNIT TYPE: infantry.

WARGEAR: Carapace armour and servo-arm
(see page xx

SPECIAL RULES:

Mindlock: ¥ 3 unit containing Servitors does not also contain
& inquisitor, it must zast tor mindlock at the start of 2221
f-iongly tur. To test for mindiock, roll 3 DB. if tha resuft 5 3

1 5 or 6 the test is passad and the unit can functior normelfy
for the remainde- of the turn. if the resuitisa 1, 2 or 3, the
Servitors have succumbed to mindlock - the unit (and any
characiers) may 1ot move, shoot or 35sauit that turn (though
they wili fight normaily in Close combat if elready engaged).

~l>.

he Grey Knights
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PSYKER

in thair iine Gf WOIX, *r'c i
2n experisnced Psyker
requ sition support from
Howevar, such Fsykers,

the izlents o7
v Can, Cf course 2nd cften do!

the Adepius Asta T epathica.

uncuest c'mc v loyal end

I i e ther repu’:'
is, rig'er-do-welis o7

ingusitor siays wihcut @ :

merely slipped through -he ¢racks of the imoenum

[11075TCUS DUFeauUCTacy, or simply NOT yeT (CME 10 1

on Once lecated, such men are GLic ck 10 exchange
znd n el destiv YCsC ) ex“=r§

munity from Cureaucraut vengesnce

nqusiior can previde.

(%]

by,

A Ld Sv

UNIT TYPE: infantry.
WARGEAR: Flak armour, laspistol.
Psychic Powers:

Psychic Barrage:
shooting attack wilh 1he

Psykers can unieas“ a poweriu! psychic
foilowing profiie

Range Strength AP
35 3 O

* The Strength of th2 atiack increases by i for each
additiona! Rogue Fsyker beyond the st

% The AP of the attack lmprov es by 1 for sach agditional

Rogue Fsyker beyend the first

Om, one psychic barrage is e iess of the numo2r
of Psykers in e squad. Al F>y” 2 same unit 3¢
rez1ed 3s & single psyker for the urpc—ss—s of psychic tests,
s1¢, and use their own LeacCersnip value, 101 that of any
s1ached characiers. Tre controling p 2yer (an MEssure 1anGe
ang line of sight from any r’S"{E' rmodel when resoiving 1h2

asychic barrage. If the squad sufers 2 Perils of tha Warg
sniack, ali Psykers n tha sguad suffe

the effecis.

ACOLYTE

mazirmin en inner drde cf "Cu\’I“JaY\JS
nese mGN:G.:s SaE i

)
o
"

[A¥]

(93]
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UNIT TYPE: Infantry.

WARGEAR: Flak armour, chainsword and laspistol.

I'\IQUISITORIAL CHI‘VIERA

iny, :T'fuer'c i
Chimera armoured t 'bDf) is hard tc seat. An inquisitorial
Chimerz is zimost icenticai in form and function 1C those

#3- vaster numbsars by the Imperial Guard. it is swift
! anc

ﬁ: i
enough Joserve as 3 ~obiie HQ, whlst its armoured |

wide zrray of firing points adow the tank 10 be pisssed inlo
;ob:le bunker, shoulc the naed ense

Typs 8 F 5 R
Tark 3 12 10 16

WARGEAR: Muli-laser, heavy bolter, searchiight and
smoke launchers.

Zhimere has & ranspert

TRANSPORT: Anirgusioria’ C

capacity of maive models.

Fire Points: Five mcdeis can fire from the Chimera
natch. In reaiity, severgl ere g frorm the fixeg :
empiacements dlorg either fi ank, but for sm~plr‘y wa
assume 2l shots 10 be taken from the haith

Access Points: & Chimera has one access point at the rear.

SPECIAL RULES:
Amphibious: A Chimera treats aff water “eaturss as ciear
tarrain when it moyas.




ASSASSINS

Liure of humsnit
-

me tainted with treachery

0 name. :

~rqtacrt $
oieli t

; Work

ollowing charaCtenstic proiiie, warges!

Temoles, 2nG wiil have additional

gue o that Temple as she

UNIT TYPE: infantry, character.

ns

ot §

VWARGEAR: Frag Grenades.

s 3 rubbs

SPECIAL RULES: Move Through Cover, Feariess,
Flest.




CULEXUS ASSASSIN

becauss ":" have,

Culexus A>,ass ns =r2 pnmanly (hose
ar appear 10 have, no orem'c; n tha Wamp —they are, © st
ntents ang purposes, soull -ss Culexus’ trus hrror is
~ormaliy concealed by Ris A . Howaver, when
s \Dc(udf" s
rth. waves of ant-

-n
te]

nis ﬁm-'h 5 nez’, e Lu X3 wil

WARGEAR: psyk-out Grenades, psyocculum.
Animus Speculum' The An z hucs

\""\.u.‘h 1=

shzoegc aeim Nat OECs O
Range wrength AP
1z° 5 i

* For awary Psyker within }:‘
2o the Ammus Spsculum’s A

Etherium:
Culexus tC
becoming iittle

ne o

y: f:- W KO
! ne chooses "3 sirike.

Any urniz vaishing 1C shoD!
yn: with 2 pSyCuC oowes, m.._t* stp
on 3D6 {venicles count 33 Lecderm,p 1G). H ¢ ?.

the unit cG"ﬂot r3-get the Assassin, but ar a“ac'( anGt

pass s L‘EE

15 AS5assing are masiers o7
2 Cail'

dru ;:)c%ymorpr:: az,

; doss the C"‘é

YWARGEAR:
C'tan phase sword: This !

v wounds from €
t death, regz

Range Strength AP Type
Tempisie 2" 1 Pisto

I"EU-'F, shredder are resoivad against the 1argets
r than its Toughnsss. A neurel shrecder

= lits :'rsm

z"‘ she ""Uu:cS f:'.’EJ 3
tsime D "‘z!e Vifasn ’he Cau dus As3assin arives
or"‘ reserve, (hOOSE 37 enemy Uni.
=ly fakes DB Strength 4 Ar ra
5 then placed anywrere wi an 3

= ;“J.ES, put doss ot SCatiern

SPECIAL RULES: Hit and Run, Steaith.

EVERSOR ASSASSIN

Eyersor Assassins 2re notaing less than crazed ber
do r"t fad ming 1 Singe rarc;u out rather bisze 2 bicody and
i .-su.'ge:::y. irbenween

rvers, and

a%, x_t :nce “he ms
erzon — & stmulant
o = state oi ne

WARGEAR: Meltabombs, Neuro Gauntiet (counts as
a lightning claw).

Erenzon: Eversor ASSI3Sing 2re commaniy cosed
.25 of CC(":C‘I drugs. heigr

o oxecutione? DSOS 35 §

Range Strength AP Type
12 4 2 Fistal, Poisonez (24)

SPECIAL RULES: Furicus Charge.

VINDICARE A§SASSIN

rave sleveted the kil
93 Sl-glc puliet

Exitus Rifie”
Range Strength
—_— *

use special ammunition. You must declare
smmaniiion you are using befure oling © fiit

Hellfire: Tha sFot aiways wid

Turbo-Penetrator: A 1urbo-pensraidr shot infiicis 2 woungs
n 2av ron-vehicie rode! wounded. 12t
:ahicie <he 0ot has 2n Armour Peneirsion of 4D6.

<

W

SPECIAL RULES: Steaith, Infiltrate.
Deadshot Wouncs caused by 3 Vindicares s
avs sllocated by the Vindicare’s cont

are 2

The Giey Knghts

% alow ermﬁluj C‘?qcta?csl\

'f\’\[l A% ux(’((



Unit Composition:

° 7

Unit Type:

» Infanuy {Unicue)
Lord of Titan
In an army that inciudes
Lorc K3idor Ora3igo,
Squads zre 7roops choss

Unit Composition:

L3

Unit Type:
o in“anury (Uniguel

Paizain

iU
wn

mUN3Tor SrMoui

S T W it Al >
4 &4 4 5 4 10 2%
Wargear:

» Termunglor sfincui
» Storm Daiter

Special Rules:

Ard Trey Shall Know No
“ear * Psy
2syker (Mastery Leval 1)

Grang Strategy
The Aegis

Specnal Ruies-

200 Points

HQ

...275 Points

Page XX

Psychic Powers:
» Harmerhasd
o Psvcmuc Communion

e Sancrified Fiame

Pages XX
Psychic Powers:

s Hammerhand
E e \.L:H mmsnien

Unit Composition:
« | GhostKmgnt

Unit Type:
» infz niry

Wargear:

1aior arnou’

» Siorm bolter

e Nemesis force S¥0IC
e Frzg grenadss

» Krak grenades

o Psy<-out grenaces

» Termi

Special Rules:
s And They Sasil Know

Psychic Powers:

o Hammerhand

32 Peints =~ = )
7 2 urit of Ghast Knights. - =

o
e
%

Options:

. ‘nav inci

ge Lp to ri-'xe
<': ights

32 poirits per mede
ong Temm.-_-mr. 2y

t “he IJ!"’\
& po.nts j.:e! modei
15 points per ‘mode!

. 25 poinis per mode

- Psycannon !
nesis f0re SwWert

Any mods’ may repace s ! Nep

the ‘Gi omra

- A pair of Namcc:: i
- A Nemesis warcing s1ava

The entice squac Can have:

- psyaclt smmuniticn

Any medel can make any weapon 2
master-Crafiac wespon: 10 points per weapor
One mocsi may tzke:
- Broiherhood Banner

25 points |

82 Crey Krights



BROTHER-CAPTAIN STERN . ..o :

< T W I A L6 S

Brothe:-C i 4 3 5 3102

Unit Composition:

CASTELLAN CROWE ... .o e

Wws 8BS 3 T W A id S
g 2 10 2

HQ

20C Points

Special Rules:

..150 Points

Special Ruies:

Page XX

Psychic Powers:

Page XX

33



24

HQ

175 Points

GRAND MASTER

" ws Bs

6 65
Unit Composition:
s | Grand Master
o Prefzrred Enery
(Dzemons}
Psychic Powers:
» Hamnernand
e Psychic Communion
. i.'cr ngic
BROTHER-CAPTAIN ... ... ... osmesnnss iSRS
WSsBS S T W t A idSv
Brother-Cagiz o 6 5 &4 4 3 5 3 10 2+
Unit Composition: Special Rules:
» 1 Brother-Captamn « Ingependent Characier
e And Thay Shali Know No
Unit Type: Fear
s infartry « Psyker (Maswery Level 1
The Aegis
Wargear: « Prafarec Enemy
« Terminator armour (Dzemens)

« Storm boiter

« Ncmasis force sword
3G crenades

e -2k crenaces

» Psyk-nut grenades
o iron nalo

Psychic Powers:
e Hammernand
« Psychic Communion

Gray Kaights

Page xx

<o

ERTI

208
]
A

[SANeal

w
v

e

o

-
[}

S pomis
10 ooints
i5 ponis
5C uO!u'(S
ZXe 2ny WESPOn 3

ter-crafted weapon 20:NTs per we3pan

.....150 Points Page xx
Options:
e 2ep zce siorm Dol wi

5 points per mocel
30 poinis cer model

- Psycannon 40 points per model
¢ Repiace Nemesis force swmd with ore of the following:
- A Nemesis forcs haiberd o7

a Nemesis Dagron Famimer 5 points
- A pair of Nemesis faichions 10 points
- A Dgemonhzmmer 15 poinis
- A Nemssis warding siave . 35 poinis
gy Take up 1o three Senao-<‘<ulv> S pecinis 2201
« May take ary of the ‘ollowing:

- Biind grenades, meltabombs, Cigita

Weapons of

psYDOIt Srrmunition 5 poinis
- 'E'np\_.'rear. brain mirss 10 poinis
sychotroke grenadas or Rac grenades 15 points

- Crbital strica relay .50 ponts

o hdizxe 2ny wegpon 2

masie~creited wespon: 5 poirts per weapen



WS BS S T W

HQC

BROTHERHOOD CHAMPION ... 100 Points Page xx
1 A Ldr Sv
4 4 1 5 % 102z
Soecnal Rules: ‘:rJ1 3
N S poi

LIBRARIAN .

Lioranan 5 4

Unit Composition:

e 1 Linane:

Unit Type:

e inrzntry

Wargear'

Terminzior
s Sior oCi

° H3

. 150 Points Page xx
S TW ! A LdSy Options:

o B o Ty T )
0000
2 s
)
vy

{DzEmiGis)

Psychic Powers.




HQ

INQUISITORCOTEAZ . . .. ... .o oo - 100 Paints Page XX

WS 88 S T wW ! A d Sv
Torquemzda Comaz 4 4 3 3 3 4 3 10 2+
Unit Composition: Wargear: Special Rules:
LN * ficer armour e Aurs Of Faithr
. si « independent Ciraracter
Unit Type:
« infantry (Unicue: .
o -
tord of Formosa s
ingusitonat hman .

warbands are 10
2A0ICES In ar My {
includes Inquisitor
Torguemada Cotezz, anc Mincdo.zdes
sre rot limitec 0
numoer of inguistos
 your anmmy

. Sarct uay

INQUISITOR KARAMAZOV .. . .. 200 Points Page XX

wis BS S i W 1 A g Sv
fyodor Karamazcy 3 4 5 5 34 4 2 70 2+
Unit Composition: Wargear: Spacial Rules:
® i s Artficer &mic » inGepencerti Character
. Mns‘e'—c * Relenilsss
Unit Type: . e Dread Repuiztion

« Infantry {Un:que} * By Any Means Necsssary

INQUISITOR VALERIA ... .. . ... ... 140 Points Page XX

WS BS 3 T W A g Sv
Helyrna Valeria 4 4 2 3 2 43310 3+

Speclal Rules:

Unit Composition:

L

Unit Type:
o Inizniry (UnigLe)

« Runes oF Destiny
« The Dagger of Mdnight
s Hypersione faze

» Foreesnied

86 Grey Knights



HQ

ORDO MALLEUS INQUlSlT & | FU—

w 1 A LdSv
32 3 0

s

&
v
|
w
oW

I
e
W e

Unit Composition:

% in
e N0

107

Unit Type:

Special Rules:

e independent Cha

ORDO HERETICUS INQUISITOR

Sv

wo|

&

WS BS S

inquisior 4 3

[PV ]
Y
.o
0.

w

Wargear:
« Carspace armoL’
« Bolt pisict

s Chainsworc

Unit Type:

» inianty e Frag granadss
s krak grenztss

Special Ruies:
« Indecenden: Che

s Stugborn

ORDO XENOS INQUISITOR ...

wsBes s T w1 A id Sv
i i 3 3 3 4 3 104+
Unit Composition: Wargear:
> ! o {373pacle armo’

» Boit pisict
Unit Type: .

o infari

Chainsworc

Special Rules:

2 i"...cUe'*cc : Chersger

. 25 Points

. 2% Points

Page xx

Options:

s *(!:f* 302 OCE it 015

= 30

iC poms

z¢
- DSy
« Upgrade 102 rvievel 1) with
Hz TGN DS \’CﬂnC cower and

r. for & foree sword 26 ocints

I

"
)

Page XX

Options:

Page xx

.25 Points

37



88

TECHMARINE ... o

Techimarniy

I
4

Unit Composition:
e i Techmerine

Unit Type:

o Infantuy

Wargear:

» Artificer 2oL’

e Boligun

* Power wa3pcn

« Frzg grenades

= krzk grenaces

e Psyk-0ul Crenades
e Serva-Haress

Knight of the Flame 4

Composition:
e & Pur.fiers

o 1 Knight of the Flame

Unit Type:

e Infantry

Wargear:

* Powar armour

« Storm boiter

o Men esis force SwCIC
e Frag grenades

rak grenaces

VENERABLE DREADNGQUGHT . ...

“engrghie

Composition:

s 1 \Venersbiel
Unit Type:
Wargear:

o idytii-meaiiz

o Memszsis deomiist wiih

Grey Knights

WS B85S 5

5 6 12

5

ELITES

A Ld Sv

4 1 8 2

special Rules:

o And They Shail

» 3Boist

e independent Cheraciay,
o Psyker (Mastery
e The Aecis

: Epamy (Dzemans)

teval 1}

s T W | A LdSv
4 4 1 4 2 9 3+
4 4 1 4 2 9 3+

Special Rules:

o Brotherhood oF PSyxeTs

» The Aecis

s Faarless

o Preierrad tnemy {Daemcns
« Combet Sguads

Psychic Powers:
» Femmernand

g Fiame

Dedicated Transport:
o May ssiect 3 Rhno o7

—Armour —
F s R |

12 10 4

N

Special Ruies:

» Psvchic Pidot

» The Aecic

s Reinforces A=Gi5

» pPreferred Enemy {DaeTCns)

o \enerzdiz

Psychic Powers:
s Foriitude

80 Points Page XX

Options:
e RepateC

ace bkt

3 points

with storm doitsr

servg-harness il

20 ponis

r:2 foiowing:

=
free
10 po nis per mode!

GoCe SWworc with one

- A Nem 2 points

- A Nemesis Daamon neryTer 5 poinis

- A pair of Nemesis falcricrs S points
A Memesis warding stese 25 goints

: ‘2 SGusC Car have PSYDO Smunon 20 poins

+ Af 3ha Clame &
t of theriame (20

475 Points Page xx

Options:

= Replece mu

5 painis
5 painis
5 pcinls
10 pcints
15 peints

' L
bl ::’. |-/"
o 8,

=
¥
¥
o

- Extrg groaour



ELITES

PALADIN SQUAD ... o .. 55 Points Page xx

WsBS S T W i A ildsSv  Optons
Palzgin S 4 4 4 2 4 2 32 Is .
Apothecsy 5 4 4 4 2 4 2 3 2+ .

Psychic Powers:

o Hzmmerhand

per Weanon

CALLIDUS ASSASSIN .. .145 Points EVERSOR ASSASSIN. 130 Points Page XX

ES S T W 1 A WS 8BS S 7 2 LS 5+
idis AS5350 3 4 2 7 4 3 £ 4 4 2 7 4 1L 4=
Unit Composition: Unit Type: Unit Composition:
. s Infariry {Usigue? L
Wargear: Specia! Rules: Wargear: Special Rules:
o < S - i i

CULEXUS ASSASSIN. 135 Points wvennes page xx | VINDICARE ASSASSIN.__145 Points Page XX

w5 B85 S T W A 6 v Ws 25 S T W ! A LD v
g & 4 2 7 4 0 3 3 & 2 4 2 7 & 10 4+
Unit Composition: Unit Type: Unit Type:
. e infani o i v {Unious}
Wargear:
s 5 :

Zrey Knighis



ELITES

INQUISITORIAL HENCHMEN WARBAND

For each inQUISIOT iR YOUT army You M3y 2150 inClude 2 unit

of 3-12 henchmen, chosen i1 any combinaucn. This unt does

Options:
» Arco-Fiag

Page xx

15 poiniis oer modei

-

not use up 3 force organsaton

sict.

WS BS S T w i A LdSv
T 1 5 3 1 3 4 8 -
= 2 3 3 1 2% 1 8 S
4 2 3 3 i 3 1 3 5+

aemorhost 5 24 4 1 3 1 8
Death Tult Assasan T 3 2 3 1 & 72 8 5+
inaqusiter.zi Senator 3 3 3 3 1 3 1 8 4+
jokaepWesaponsmh 1 3 2 3 1 3 1 8 -
Mystic 3 2 2 1 3 1 8 5+
Psyker 3 3 3 1 3 1 &5+
3 33 1 3 1 & 5+

Wsrior Acoiyis

ARCO-FLAGELLANT
Special Rules:

« Fes No Pain

BANISHER

Special Rules:

s Aurz of Farth

« Preferred Enemy
tDaemons)

CRUSADER

- DAEMONHOST
Special Rules:
o Warp Shieid
s Daentonic Power

. DEATH CULT ASSASSIN
Special Rules:
e Uncanny Reilexas

INQUISITORIAL SERVITOR
Special Rules:
s [iindiock

JOKAERO WEAPONSMITH

Special Ruies:

s incorceivable
Customisation

» lorzerc Ingenu:ly

g0 Grey Knigrts

Wargear:
e Arcc-iiais

{close combat weapon}

Wargear:
e Flzk zrmour
e Chainsword

Wargear:
o Fegrsome daws &
iz cnains

se Ccomb3t Weagon;

Wargear:
» Defence Cros
» jukzero O

s Banisher 3 points per mocel

isher can excrange nis
jord for an eviscerator 15 points per nwode!
15 coints per medei
e fystic 10 oS ger oy
« inguisitorial Servitor 10 paints per m
-

up 10 three Servitors (2N rEPIaC2 SENVD-3IM with

- heavy polter or multimaita fras
- p:2sma annon 10 pcints per medel
» Jokasro Weaponsith 35 pcints per mcdet
e Daemonhost iC ooints oer model
o Dezth Cuit Assassin 1% poinss ser iniocel
e Psyker 1C points ser moce
» \Warrior Acoiyte 4 SoinTs per moce
ary Warrior Acoly:e can -eplace hs iasoisiol and/or

chainswcrc with:

- boilgur

storm poiter

nct-shot iasgun .
combi-fiamer, -meita or -plasme
niasmz gun, mekiz gun or Tiamer 12 points per model
Jowwer sword of pigsma Gistol 13 ponts per modet
nieid 20 po'nts per model
75 points per mocs:

1 poirit ooy moce!
3 puinis per model
5 points per model

10 pomts per mogdel

Mmoo W W

4 points per mode!
10 points per aode!

5 poinis per model

Dedicated Trahsport:
» The inguisizonial Henchmen Warb3ngd 22n salect 2ny

Jdedicated transport (see pace X}

MYSTIC

Speciai Rules:
e Psychic Beacon

Wargear:

Elte Arirriir
o Flak Anngus

PSYKER
Special Rules:

» Psychic Barrage

=

WARRIOR ACOLYTE -
Wargear:
e Flak Armour
¢ L25pSio

+ Chai




TROOPS

GREY KNIGHTS TERMINATOR SQUAD ....... . 200Points Page xx
WsBs S T W i ALldSv Options:
4 4 4 2 82 i
Termunator juIncar 4 4 Z e

Composmon.

| JUSTICAR ANVAL THAWN ... ...

i Qpe Terminaic? sgUsC cer vpgrede thes .‘“;;

£ Psychic Powers: i

i Anval Thawr < » Herumerhond ’
Unit Composition: Wargear:

» . T i

i

Unit Type: .

» ipraatry (Unigues L

GREY KNIGHTS STRIKE SQUAD ... ... o . 10¢ Points Page %

WsBS S T W , Ld Sv Optlons:
Grey Krigt s & 4 4 1 4 1 8 3 iC2 se acCito
Justicar &g £ & 4 4 2 8 -
Um omposmon. Speaal Rchs.

e
54
Psychic Powers: 101
s Hammerienc 10 point
25

« Warpg Quzks

Dedicated Transport'




92

DEDICATED

fitiHste]

Unit Composition:
e 7 Rhino

Unit Type:

L N Tomi-t
o Vehids (lans?

Wargearn:

» Smoke izunchers

RAZORBACK ... i e

Razcroak
Unit Composition:
« 1 Razoback
Unit Type:

o \zhicie (lank, Fast)

INQUISITORIAL CHIMERA

ingu'sterici Chimera

Unit Composition:

» 1 inguisitor:ai Civmera

Unit Type:
» yehicle ffenk)

Wargear:
o Niut-faser
» Hezvy boiter

s Smoke izunchers

—Armour
BS F S R
& 11 i1 10

Transport Capacity:

s Ten modes

Psychic Powers:
» Fortituce

Wargear:

ked &
o Smoke launches

Transport Capacity:
» Six models

-rArmohr—
BS F S R
3 12 10 10

Transport Capacity:

o Twalve models

Spacial Rulas:

e Amph bioLs

ezwy bolter

TRANSPORTS

.40 POINTS

Options:

o (27 izke any of the icliowing:

.45 Points

Options:

e Rep'ace mwan-ink

nsyboit am
- Psyfiame 2t
dozer blace

storm noker
hunter-Kiler mussile
ryesiiver armour

ra 2 mour

T GO |
[SUBNE U]

'
—

[

.......... 55 POINTS

Options:

¢ Repiace

Page XX

pomnts
sonts
ports

=y

(@ VWLV,

U oo«

Paga XX

+25 pts
+35 pis
+35 pts
+35 pts

i poinls
5 poinis
5 paints

5 points

13 points
10 points
10 ponts
15 points’

Page XX

;5_‘:

¢
i

[,
0

| poinis
S peinis
5 poinis
1] points
10 points
13 pornts
15 ponis



FAST ATTACK

STORMRAVEN GUNSHIP ..205 Points Page “X
fa.rmour' i Opticns:
Bs F S R e R - s

Transport Capadity

Unit Composition:

o ] 3ICT !

~Ar

5}

Spedial



WS BS
2 4

Unit Type:
s inianTry

Wargear:
o Power a7

s Storm CGu

1OUT

HEAVY SUPPORT

s ANC Thev S

-
el
-
nm

Q)
o
il

(&)
3
(=}
0
vy
£2
&
Y
Q
a

Psychlc Powers.

Dedicated Transport:
» Thesguad canseedta
R ".o Gr Razorback as
I

g
g trarspori e

DREADNOUGHT ...
B ;—Armo-ur—-;
wsss s F S R | A
{)rf-sd oughi 4 & & 121210 4 Z
Composition: Special Rules:

» 1 Draadnought

Unit Type:

o \ehicle, Waikar

wargear: Psychic Powers:

o Muilt-meite » Fortitude

o Nemesis doomfist with
t n storm DoiEr

. taunchers

NEMESIS DREADKNIGHT ...

WsBs S T W 1| A LdSv

Namnesis Dread<nght 5 & 7 7 4 4 3 102+

Composition:
« 1 Nemesis Dreadknight

Unit Type:
o Monstrous Creature

Wargearn
« Dreadknight Armour
» Two Nemesis Doomiisis

» Psychic Pilot

» Th2 AeCs

» Reinforced Aegis

« preferrad Enemy: Daemons

Special Rules:
s Ths ASQiS
s And They Shail Know
Ng Faar
» oreferred Enemy: Daemons
» Psyker {Mastery Level 1)

psychic Powers:
« Hzmmerhand
o Holocaus:

100 Points Page xx

£ zgd

wonel

poInis per m ogel
<tarm holter and
WING:

"o

2

li

fre
goints per mode!
35 points per mode!

o-ce sword with one

-

O WL O W

115 Points Page xx
Options:
« Replace multi-meita with:
- twin-iinkad heavy flamer free
- twin-link=d heavy bolter 5 poinis
- twin-linkad auiccanno? 10 poinis
- plasma ¢annon oF assauit cannon 10 paints
- twin-finkad iascannor 30 points
» Replace Nemesis doomiist with:
_ nwin-linked auicC3nnon Cf Mss: Hie launcher S points
» Take any cf the foliowing:
- Searchhight 1 point
- Psyboit amm ition 5 poinis
- Psyfigme ammunition 5 poinis
i field 5 poinis
10 painss
1% noints
_. ..130 Paints Page xx
Options:

e Take up TO TWO Weaponsi from th2 folowi
waapon (an be 12Ken ony ONnce, =)
- heavy inCinaraior
- gatiing psilencer 35 points
- hezvy DsyCannon 40 points
» Replece one Nemesis Deomfist wr}' ore of the foliowing.
- Nemesis Deemor hammer 10 points
- Nemesis grea'wmrd 25 points
» Take personai te teioporier

40 peints

75 pom_\ P
-

B

SRS
i 1



HEAVY SUPPORT

LAND RAIDER . . . e e o 255 Points

— Armour — Options:
.

35

4

=)

1anC

Unit Composition:

e | Lang nzige

Unit Type:

o Voruciz (72

Wargear:

ed hegvy Suiler

v .
. irked lascannons
. hers Psychic Powers:

T
& ritulae

LAND RAIDER CRUSADER ... . . .o o _ 255 Points

—Armour — Options:
BS F S R . 3K
Land Ra:ger 2z 12 4 12

Unit Composition:

« 1 lzng Raider

Unit Type:

~irta Tl
e {iey
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