SPECIAL RULES





Assault Troops/Marines





Jump packs allow troops/marines to cross all terrain without loss of movement - they just fly over it.





Capital Imperialis





The Capital Imperialis is so large that it can carry 2 imperial companies, infantry or vehicles. The Behemoth Cannon can fire up to four barrages a turn, but they must lie edge to edge; they cannot be put on top of each other. It is very heavy and can move 10 cm maximum.





Commissars





Commissars are the elite agents of the Imperium. They are command units. Their most useful ability is to join units and give orders to them. In order to do this they must join the unit's formation, i.e. 6 cm max. away from one other stand.





Commissar Yarrick





Commissar Yarrick is a command unit. He can join units and give orders to them. In order to do this he must join the unit's formation, i.e. 6 cm max. away from one other stand. Any Imperial Guard units that can see Yarrick's stand will pass any morale checks. Any Orks hand to handed by Yarrick must take a morale check. If they fail they go onto fall back orders, i.e. -2 CAF.





Deathstrike Tactical Missile Launchers





Each launcher carries only one missile - once that has been fired, the launcher may not fire again. In order to launch missile, the unit must be on first fire orders. It then moves 1d6*10 cm on the launching turn and in each following first fire phase (roll 1d6 again on each turn). Move all the missiles from one unit at a time. If you roll a 6 on 1d6 in any turn apart from the launching turn the missile runs out of fuel. Roll a further 1d6*10 cm to see how far it travels and then detonates.


Missiles can be detonated at any time. Missile also may be shot at while in flight. However to do this the firing unit must be within 25 cm of the missile and on first fire orders. Missiles are destroyed if hit.


There are three types of missiles:





Barrage Missile





When this missile explodes place a barrage template directly below it. Roll 1d6 for the number of extra template. They all must touch one other barrage template. All targets in under the templates are hit for 8 barrage points with a saving throw modifier of -2.


�
Harpoon





Harpoon missiles can strike any target in its flight path. Units without hit locations must make a save with a -2 penalty or they are destroyed. A Titan hit will either lose a void shield or, if it has no shields left, it is in trouble. Select a hit location and the opposing player must make a save with a -2 modifier. If it succeeds the missile has no effect, but if it fails the Titan must roll 1d6 on each orders phase. On a 1 the missile falls out or ceases to function but on 2,3,4,5 or 6 the player whose missile it was gains control of the Titan for that turn.





Warp Missile





Warp missiles can hit a target in its flight path automatically. Anything, including buildings, that does not have a hit location is destroyed with no saving throw. If a unit such as a Titan is hit, roll for the hit location twice. If it hits a location no save is allowed, roll on the damage table twice.





Drop Pods





Before the game allot a number to each pod and a type. Also at this stage decide which turn each pod is going to land on.


On the appropriate turn, in the orders phase but before the orders are revealed, the pods are placed. Hold a burst template 30-40 cm above the table and invert it sharply, letting the pod markers fall to the ground. Put a pod on each marker corresponding to what it is. A pod is destroyed if it lands off the table, on terrain impassable to vehicles or on a Titan. Titans or building that are hit by a pod take a hit with a -3 save modifier. Any other troop hit is destroyed.


Enemy troops on first fire may shoot at pod as they fall from the sky. They fire in the orders phase instead of in the combat stage. As the pods are in the air ignore terrain.


When pods have landed, each one will open on 3,4,5 or 6 on 1d6. Otherwise it fails to open but you may try again in all future orders phases.





Assault Pod





When this pod opens, the troops it carries are placed next to it. They have advance orders.





Deathwind Pod





Range: 10 cm radius





Attack: All targets in range are hit on 4+. Save modifier 0. Large vehicles such as Titans roll 3d6 and are hit on each roll of 4 or more. The Deathwind is a one-shot weapon.





Support Pod





These are armed with Plasma Cannons and are always on first fire. They may fire in the turn they land as well all others.





Gorgon





The Gorgon has two saving throws on its front. If either are passed it is unharmed. Due to the large blade on its front any terrain such as forests may be removed when a Gorgon passes through them.


�
Grey Knights





Grey Knights may only be used when you are fighting a chaos army - The Inquisition regards them as too valuable to be lost fighting normal enemies.


They teleport onto the battlefield on any movement phase. Nominate a target for teleportion and roll scatter dice (2d6 cm on a miss). This is the location of one stand, but all others must be within 6 cm of it. They do not need to take moral checks when daemons attack and do not suffer any penalties when attacking them in any way.





Hellbore, Mole and Termite





Tunnellers are positioned with their transports like any other models at the start of the game. From the on, until raised, the tunnellers are assumed to be underground. The transports remain above ground but still relay information to the tunnellers so if they are destroyed the tunneller may go off course as described later. Tunnellers may surface at any time in its sides movement phase. Roll 1d6. If the score is 2 or more the tunneller makes it to the surface, otherwise it has hit a rocky obstruction and cannot emerge that turn. This ends its movement for that turn although it may travel along the surface in the next turn. When surfacing, elect a point on the ground and roll the scatter dice. If a hit is rolled the tunneller emerges on its destination. If a miss is rolled roll 1d6 and multiply the result by 5 cm if the transport can be seen or 10 cm if it cannot. Troops disembark on the turn after the tunneller emerges. For Termites this is the location of one of the models; place the others within 6 cm.


When moving along the ground a tunneller can move a maximum of 15 cm in a straight line and turn once at the end up to 45 degrees. Tunneller can pass through all terrain underground and all terrain but bodies of water and marshes above ground without penalties.


If a tunneller emerges under a building or elects to drive through one, the building is allowed its basic saving throw. If it fails it collapses and the tunneller must make a saving throw. Hellbores 2+, Moles 3+ and Termites 4+.


Hellbores are counted as super-heavy and cannot be pinned by lighter vehicles. This does not apply to Moles or Termites.


Hellbores and Moles are available in companies but only other tunneller are allowed as support cards. Hellbores are command units. Moles and Termites are not command units but they relay orders to their troops, one member of each unit must be within 25 cm of the respective tunneller.





Leviathan





The Leviathan can carry one Imperial infantry company. All weapons, apart from the Doomsday Cannon which has a firing arc of 180 degrees, have a firing arc of 360 degrees. It is very heavy and can move 10 cm maximum. It is a command unit but as it is so huge, it can be shot at like any other model. The Leviathan is a regimental HQ and if all the Leviathans in your army are destroyed you cannot give orders to your troops in the following turn.





Librarian





Every turn a librarian can make one psychic attack as well as moving and/or firing. A librarian must have a line of sight to attack a target. If a target has shields they will stop a psychic attack on 1-3 on 1d6. Shields will not be destroyed by psychic attacks.





Purge Psyker





Range: 50 cm





Targets affected: Eldar warlock, Ork Weirdboy, another Librarian, or another living psyker but not a daemon, Chaos android, Eldar Wraithguard or Eldar Dreadnought.





Attack: Librarian 2d6. Enemy 1d6. If the Librarian's score is higher the target is destroyed. If the target's score is double that of the Librarian, the Librarian is destroyed. If the scores are equal, roll again.


�
Mind Blast





Range: 25 cm





Targets affected: All bar targets listed in Destroy Daemon and those with no minds (such as robots but it does affect tinbots due to their Mekboy controller).





Attack: Target destroyed on 4,5 or 6 on 1d6.





Destroy Daemon





Range: 25 cm





Targets affected: Eldar Avatars, Wraithguard and Dreadnoughts, Chaos Androids, Daemons, Greater Daemons.





Attack: Librarian 2d6. Daemon stands, Chaos Android 1d6, Wraithguard or Dreadnoughts 2d6, Greater Daemon, Avatar 3d6. If the Librarian's score is higher, the target is destroyed. If the target's score is double the Librarian's the Librarian is destroyed. If  the scores are equal, roll again.





Mole Mortars





If a super-heavy target is hit by a mole mortar work out damage as normal and then, if the target survives, roll 1d6. If a 6 is rolled the target falls into the resulting crater and is trapped. A model that is in a crater cannot move but may fire normally. In order to climb out the model must roll 1d6. On 3 or more it is free but cannot move that turn. Mole mortars count as infantry for moving, therefore they can go into and fire out of buildings.





Njal Storm Caller





Command unit. You may purchase Njal and Ragnar as one special card although they are totally separate units. Njal is a librarian but has two extra abilities:





Psyber Raven





This allows Njal to psychic attack anything within range ignoring terrain and line of sight. This only applies to psychic attacks not bolt pistol fire.





Wind Blast





Range: 25 cm





Targets affected: Anything without a saving throw under wind blast (barrage) template





Attack: Any targets affected are stunned and may not move or fire. It also reduced their close assault factor by -2. The template remains until the next combat phase when it is moved. Affected targets may be given orders and fire normally in the next turn. Anything with no saving throw may not pass through the wind blast template.





�
Ragnar Blackmane





Command unit. While Ragnar is alive you may add +1 to all initiative rolls. Once per game at the start of a movement phase Ragnar may utter his war cry. Any Space Wolf units with at least one stand within 35 cm of Ragnar must go on charge orders. They charge three times the normal rate in this situation. Long Fangs can restrain themselves and do not have to charge if you do not wish them to. You may purchase Njal and Ragnar as one special card although they are totally separate units.





Ratling Snipers





Snipers do not need a chain of command and can move separately from the other stands in their platoon. They are very small and if in cover can not be seen from more that 25 cm away. They are always considered to be on charge and first fire orders but if they move they may not fire. Snipers cannot be broken and victory points are awarded for destroying four sniper stands regardless of which platoon they came from.





Robots





Robots rely on a battle program and therefore do not need a chain of command. Before the start of play the player controlling the robots must make the program. He/She must give an order for the four situations below:





Situations





If there are enemies within charge reach.





If there are enemies within weapon reach.





If there are enemies in sight.





In any other situation.





Orders





Charge - nearest enemy unit, enter close combat if possible.





Capture - advance towards nearest objective, move between half and full normal rate.





Advance - move between half and full normal rate towards nearest enemy, fire in advance.





First Fire - nearest enemy unit.





Fall Back - move directly to own table edge, not getting closer to any enemies.





�
Storm Blade





If a Storm Blade moves it can only recharge one attack dice of plasma in the next turn. In order to produce the plasma it needs a small plasma reactor - meltdown 1d6. All models in area are hit on 4+ with no save modifier.





Thunderhawk Gunship





Thunderhawk gunships can be deployed or held in reserve. This means that they are not deployed but can come onto the battlefield in any movement phase. Measure the distance moved from any position on your edge of the battlefield.





Ulrik the Slayer





Command unit. All Space Wolves within 15 cm add +1 to their CAF. Ulrik is also a medic (all infantry within 15 cm get extra 5+ saving throw). Any Space Wolves that can see Ulrik pass any morale checks. Even if they cannot see him and he is still alive they may reroll any checks.


