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INTR DUCTI 
The Warhammer 40,000 Battle Manual is our first 
attempt lo redescribe all the weapons in the 
Warhammer 40,000 game since the original volume 
was published in 1987. Astute players will notice a 
few of the less useable weapons in the original book 
have been dropped altogether, and that other 
weapons have got new rules more appropriate to 
Lheir appearance as depicted by the most recent 
models. 

Our intention has been to update the rules where this 
was felt to benefit the game, and to compile the 
information in one place for the frrst time. Since the 
Warhammer 40,000 game first appeared our game 
universe has expanded considerably to include many 
new weapons and copious detail s about many 
different races and armies. Some of these new rules 
are readily available elsewhere, and we have chosen 
to avoid describing those few highly specialised or 
variable weapons that are already covered by 
published books. For example, it is hardly worth 
filling up lots of pages with rules for Ork kombi
weapons already covered in Ere We Go, as any 
player with an Ork army will undoubtedly already 
own a copy of this book. 

Certainly there will be more weapons to describe as 
we reveal more about the lmperium, Orks, Eldar, and 
Tyranids. Such information will be published in 
White Dwarf magazine with army lists for new 
forces, painting guides, battle reports, and modelling 
hints. 

As we ll as redefining some of the weapons, 
particularly grenades and other weapons with a burst 
area, improvements have been made to the game 
rules themselves. Many of these changes stem from 
the copious suggestions made by players as well as 
our own experiences of the game. ln particular the 
effects of certain gas grenades have been redefined in 
terms more appropriate to a model's appearance and 
armour. We've also changed the templates used for 
flamers into a more appropriate shape, and the rules 
governing burning targets have been revised too. 
Distort cannons, beamers, and other more exotic 
weapons have been revised extensively. 

A substantial change has al so been made to the 
format in which the weapon profiles are presented. 
These are much more st raightforward than the 
original style profiles, especially about special rules, 
area effects, and encumbrance penalties. 
Experienced hands will doubtless appreciate the 
improvement in clarity. 

But perhaps the biggest change is in the rules for 
hand-tohand combat. When the original rules for 
Warhammer 40,000 were published, the rules for 
combat drew heavily on Warhammer Fantasy Battle. 
While these rules worked well enough for large 
forces slugging it out with fists and teeth, we soon 
realised that combats of this scale were the exception 
on the battlefields of the Warbammer 40,000 

• universe. 

What we needed was a new combat system, that 
while remaining compatible with the older rules 
allowed for a greater level of detail needed for 
smaller scale combat. The sys tem we've come up 
with fulfills both criteria admirably - and uses the 
same statistics as the older rules. 

Given that certain rules revisions were also necessary 
in the shooting rules, we thought it would be a good 
idea to print a revised section to replace the one in the 
Warhammer 40,000 rule book. So, for example, the 
section given here takes into account the new vehicle 
rules published in White Dwarf. Although the basic 
underlying rules remain the same, we felt it was 
worthwhile repeating to put the new rules into a 
proper context that made them easier to explain. 
Because the section is quite short we have been able 
to do this without adding to the cost of this volume. 

The most significant change to the Shooting section 
is the way in which the deviation rules work. We've 
renamed the process scatter to bring it into line with 
our other games as well as to set it apart from the old 
system. 

A few other terms have also been changed to a more 
convenient form , so you will not find weapons 
described as 'slow' when what is really meant is that 
they cannot move and fire in the same tum. Although 
such changes make no difference to the way the 
game plays, they make it easier to understand what is 
being represented by the game rules. 

From the number of letters we receive requesting 
weapon profiles and rules we know that players will 
appreciate this volume as a useful reference tool. In 
addition , we tried to provide a genuinely useful 
selection of reference sheets and templates. These 
can be photocopied and stuck onto card or simply cut 
straight out of the back of the book. 

Overall we're happy to be able to print this volume 
and hope you'll agree with us that it makes a valuable 
and worthwhile addition to the Warhammer 40,000 
game. 



. --·---

This section describes and provides rules for the many different kinds of weapons available 
to the warrior of the forty first millennium. As well as a general description, each entry 
includes any special rules that apply to the weapon, and summarises its effects by means of 
a weapon profile. 

THE WEAPON PROFILE 
Short Long ToIDt To HJt Strength 
Range Range Short Long 

0-12 12-24 +l 4 

Short Range 
The short range of the weapon, for example 0-12". 

Long Range 
The long range of the weapon, for example 12-24". 

To Hit Short and Long 
The 'to hit ' modifier applied when shooting at short and long 
range. 

Strength 
The strength value of a hit caused by the weapon. 

Damage 
The amount of damage or amount of wounds caused by a hit. 

Save Modifier 
The saving throw dice modifier applied to the target's saving 
thro w. 

Special 
This column lists particular rules that apply to the weapon and 
which are covered by the main rules. Any special rules that 
apply only to that weapon are explained above the profiJe 
itself. This column may contain any of the following remarks. 

C lose Combat: Only weapons indicated in this way may be 
used in hand-to-hand combat. 

Damage Save Special 
Modifier 

1 -1 

Heavy n" penalty: The word heavy followed by a number of 
inches indicates that when carried the weapon is either heavy 
or very bulky, and chat a model carrying it suffers a movement 
penalty to represent this. For example " Heavy 2" penalty". 
Note that this penaJty onJy applies to troops moving on foot 
and carrying the weapon, it does not apply to mounted troops, 
vehicles or dreadnoughts. 

Move or Fire: Where the weapon is carried it may either 
move or fire during the tum. but not both. If the model moves 
then it cannot shoot with the weapon. This does not apply to 
mounted troops, vehicles, and dreadnoughts which may both 
move and fire with these weapons. 

Sustained Fire: The weapon is capable of shooting mOl'e than 
once during the shooting phase as described in the sustained 
fire rules. 

Area n" radius: This indicates that the weapon is an area 
weapon as described in the Shooting rules. The weapon uses a 
burst marker with a radius equal to the number shown. 

See above: Many weapons have speciaJ rules which are 
impossible to sununarise on the profile itself. These are given in 
the text before the weapon profile. 

EXAMPLE: MELTA GUN 
The melta gun is a powerful heat weapon. Its profile serves as 
a good example of how weapon profiles work. 

The melta gun has a short range of up lo 6" and a long range of 
up to 12", and at short range there is a +1 to hiL The weapon 

Short Long To Hit To Hit Strength 
Range Range Short Long 

-

0-6 6-12 +I 8 

4 

has a very high strength of 8 and c auses 06 damage points, 
which is aJso very high as most weapons cause only 1. 

Damage Save Special 
Modifier 

D6 -4 



WEAPONS 

E PLE: LASCANNON 
luC11J111on. or laser cannon, is a large weapon which fires 
~>ating blast of laser energy. The lascannon has a short 

::;t'C· "'r 20" and a long range of 72" - a much longer range 
e melLa gun. It has a strength of 9 and causes 206 
points. This combination of high strength and damage 

ates this weapon Lhe ultimate tank buster! Should the 

.- Long To Hit To Hit Strength ' 
- Range Short Long 

?O 20-72 9 

weapon be directed against armoured infantry its saving throw 
modifier of -6 will ensure that damage is not likely to be 
saved. The special section indicates that the weapon is heavy 
with a 2" movement penalty, and that it may not move and fire 
during the tum. 

Damage Save Spec.lat 
ModlOer 

2D6 -6 Move or fire 

Heavy 2" penalty 

WEAPON TYPES 
arious weapons are divided into six types: hand-to-hand 

:nbat weapons, pistols, basic weapons, heavy weapons, 
~>Oft weapons and grenades. 

and-to-hand combat weapons are weapons which are 
• gned for use purely in close combat. For example swords 
lrious types, the hunting lance and the power axe. Such 

'UlDOilS cannot be used in the shooting phase, only in the 
b~-IO-hand combat phase. 

....: •ol can be used in close combat but also at a distance. 
They can be fired in the shooting phase by troops nol already 

~i!JCl in band-to-hand fighting or during the hand-to-hand 
•CG::nbat phase by troops engaged in hand-to-hand fighting. 

weapons are normally used only during the shooting 
pfulSe, although the addition of an axe-blade or bayonet 
~lbles them to be used to stab or chop in close combat. Basic 

:'Cal>Ons are designed Lo be fired in both hands rather like a 
rwJem rifle. 

fft~·vy weapons are extra-powerful or extra-ranged weapons 
c:aried by a small proportion of troops and used to support 

err fellows by laying down covering fire, taking oul 
-m...,'ltoured vehicles, and picking off enemy from a distance. 
Tiiese weapons tend to be large and heavy, and are usually 

s mobile than ordinary weapons. 

Support weapons are so large that they cannot be carried, and 
therefore have their own mobile transporters which carry them 
into the battle zone. 

Grenades are small bombs or grenades that are thrown by 
hand. Many grenades in the arsenals of the 4lst millennium 
are quite small, some are no larger than a coin. 

The weapons described here are not all the weapons that exist 
in the Imperium or beyond it. To even attempt to catalogue 
every variation in design and capability would be futile, so we 
have concentrated on the main types which are used on the 
banlefield. 

There is a further broad class of much larger and heavier 
weaponry, but this is hardly appropriate for battles using 
Citadel models - the weapons themselves might be as big as 
the tabletop! These are weapons designed for blasting 
spacecraft out of orbit, for destroying huge targets from vast 
distances, or for razing cities. Por example~ the planetary 
defence laser is a huge weapon designed to be frred against 
targets high into the atmosphere, such as enemy landing craft 
and orbiting spaceships. These supremely potent devices may 
be constructed deep underground, with only their tips 
protruding above the surface. Although weapons of this kind 
play a vitally important role in the defence and large scale 
destruction of planets, they have no part on the battlefield and 
so we have not included them in this book. 

SUPPORT WEAPONS 
Some support weapons incorporate their own carriage or 
mobile platform, such as the Thudd gun and the D-cannon. 
Weapons mounted in this way are so large and heavy that they 
cannot be carried by an ordinary trooper. The carriage permits 
them to be wheeled about, pushed into position, or Lowed by a 
'chicle. Specific rules relating to their use are included with 
lhe description of each weapon. 

Typical examples include the Imperial tarantula and the Eldar 
suspensor platform. These incorporate a mount that allows the 
weapon to swing from side to side and pivot up and down, and 
a mobile base that allows it to move. 

TOWING SUPPORT WEAPONS 
Weapons with a mobile carriage may be towed by any suitable 
vehicle, while the weapon's crew ride along in the vehicle or 
hold onto the weapon itself. Although some model vehicles 
are not equipped with towing hooks, it is assumed that all 
vehicles except bikes and trikes are capable of towing a 
mobile weapon. 

A mobile weapon may be coupled to a vehicle provided both 
models are stationary and within 1" of each olher at the end of 
the movement phase. At least one of the weapon's crewman, 
or one of the vehicle crew, must be present to fasten the 
coupling. Once fastened the weapon is limbered. 

5 
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Each model may shoot one weapon or throw a single grenade 
during its own side's shooting phase. Generally speaking, a 
model may shoot only once, although in some special cases 
certain weapons may be fired several times as discussed later. 

The rules given here are general rules which apply to most 
weapon s in most c ircumstances . Some weapons are 
except ions which work in their own unique way, and the 
rules which apply to them a re discussed with their 
descriptions later in this book. 

FACING IN THE RIGHT DIRECTION 
T he direction a model faces indicates the actual direction 
faced by the individual foot soldier it represents. The same 
goes for vehicles, large weapons, and every other model on 
the table. Obviously it is not possible for a man to shoot a 
weapon behind himself. or for a large artillery piece to shoot 
backwards. Not only would be it physically impossible to 
perform these contortions, but you wouldn't be able to see 
where you were shooting! To represent this, a weapon may 
be fired, or a grenade thrown, anywhere within a 90° arc to 
the front of the model, as shown on the diagram opposite. 

8 

• 

• 

• . 

• • 

• 

In o 1ituotion like 1hi1 il'1 hord lo 
tell ii the larget c:an be shol or 
not; ii )'OU can't decide, put the 
decision IO a dice roll: 

1-3: The lorget c:an be 1hot 
4-6: The lorget c:an '1 be 1ho1 

• • 

This Ork ob¥iou1ly lies with in 
the Spoc. Morine'• 90" lire arc. 

• 
' 

. ' . 

• 
. , . 

• 

-. 

• • 

.. 

• 

This represents the area in front of the individual that he can 
reasonably be expected to see. Occasionally, a target may lie 
very close to the edge of this arc, so that it is very difficult to 
tell whether it can be seen and shoe at or not. In cases like this 
a s traight 50/50 dice roll will decide the matter fairly. 



SHOOTING RULES 

LINE OF SIGHT AND COVER 
mu.st be able to see its target in order to shoot at it. It 

PJ:Sl.lble to shoot through terrain, buildings. vehicles or 
which conceal a target beyond. This ability lo 

nw a line from the shooter lo his target is called 
• Al. It will usually be obvious that a model can't 

~ ..... • tsget because there is a hill. a building, or some 
1:111~ and solid object in the way. In some cases it is 

~i:t:::~ IO 11ell if a line of sight is blocked or not, and players 
over the table for a "model's eye view". 

~::c;rx,b the general rule is that a model can shoot al 
~=git could theoretically see, there are a few specific 

as discussed below. These special rules allow us 
the fact that real troops, unlike our models, can 

a=:=:'b be.bind cover, sloop, mo ve through folds in the 
;:=i:='l:I. md make themselves harder to see in all sorts of 

CJ: are not necessarily apparent on the tabletop. 

LOW OBSTACLES 
obstacles such as hedges or walls, and rows of 

saub or rock arc difficult Lo see through because of 
c=:;:· bnb:·cn outline and jumble of different colours and 

Lo obstacles will generally appear on the tabletop 
-~'--or rows of scrub or rock approximately as high as a 

~:Zl model and up to 1" wide. 

"RI~ ~ are important in the game because they allow 
bll 1llrf'W'l•pen~rr...s lo move from one position to another, using 

obscure them from sight or as a sheltered spot from 
lib lbe:y can fire at the enen1y. We sha11 therefore rule that 

10bstacles block the line of sight over level ground. 
b ly where a model is positioned on high ground he 

• 

• 
• 

ble to see and fire over a low obstacle from his 
ileCS position (eg a roof top or the slope of a hill). 

• 

• 

•• 
•• 

. , 

I 

: .,, .. . . .. ,. . . 

-- . . ... - . 
• . 

• • 

The low obstacle. together with natural falls and rises of the 
<ll'Tntmd. is assumed to obscure troops on the other side even 
1hoogh a "model's eye view" may indicate that part of the 
tlrget is visible. Remember that real people will avoid being 
seen by stooping low, using natural shallows of the ground, 
and keeping moving. Models cannot literally do this but we 
can imagine that they would. 

SHOOTING FROM COVER 
A real iroopcr can lean over a wall, hedge, rock, or other low 
obstacle with only his upper body exposed in order to shooL 
Because we have already said that low obstacles block a 
model's line of sight we must make an exception so that 
iroops can fire from behind cover. We shall rule that a model 
positioned direclly behind a low obstacle is assumed to be 
leaning over so that he can see over it. In doing so he exposes 
himself Lo the view of troops on the other side. If a player 
wishes to make matters crystal clear he can simply declare to 

his opponen t that the model is leaning over the cover. 
Similarly, if you want to make it especialJy clear that the 
model is not exposing himself then you can leave a easily 
recogniscablc gap between the model and the wall or hedge. 
ff you think there's any room for confusion just tell your 
opponent that the model is keeping his head down. 

• • 

The leading Orie hoi token up o pcnition 
so that he con see o ... r the bushes; the 
remaining Orlt is positioned JO rhot he 
con nol be seen from the other side. 

.. 
• 

WOODLAND 
It is convenient to assume that inte!JX)sing woodland blocks 
the line of sight even though there might be little gaps 
between model trees. This is because there are many more 
trees, bushes, and other tangled undergrowth in a real wood 
than can be reasonably represented on the tabletop. A model 
on one side of a wood cannot therefore see or f rre at a target 
on the other side . 

A person inside a wood can see a little way even though he is 
surrounded by foliage. Models inside a wood can therefore 
see and fire at ranges of up lO 2". 

Folliage is thinner at the edge of a wood enabling troops 
inside to see out and troops outside to see in! Troops who are 
within a wood can therefore see and shoot out if they are 
within 2" of the edge. However, they can also be seen and 
shot at by other troops . 

• 

. . 
• 

• 

, . 

, 

This Orlt is o! the edge of o wood, 
positioned JO thot he con see out. 

.. • 
• 

• 

' . ... •• ·;i;:·· . . 
'-' - .. 

, .. 
,. 
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SHOOTING RULES 

OBSTRUCTING MODELS 
For reasons which are self-evident a player cannot shoot 
through one model at a target beyond. The only exceptioo is 
where troops are positioned on a higher level, such as a roof 
top or a tall slope, in which case it is usually possible to shoot 
over the heads of troops below just as it is possible to shoot 
over a wall, hedge, or other obstacle. If in doubt check the 
"model's eye view" to see if the proposed shot is blocked by a 
model or obstacle. Obviously it is preferable for players to 
arrange their troops so that they avoid shooting lhrough their 
own men! 

!' • • .. , . 
• • 

• 

• 
• • 

• 
• 

Here the rearmost Spece Morine is positioned 
very badly - he cannot shoot ot the Ork 
because of the Spooe Morine in front of him. 

COVER 

• 

• • 

• 
• 

• 

• 

• . . , 
• • . ~- . . .. . ., 

... 
• I 

• 

On a real battlefield, trenches, walls, scrub, woods and olher 
features provide cover for foot troops. By moving from one 
patch of cover to another a trooper makes it hard for an 
enemy to shoot him. In Lhe rules any shois against models in 
cover suffer a minus 'to hit' dice modifier as explained later. 

Cover is divided into two types: hard cover and soft cover. 
Hard cover compri ses walls, ditches, trenches, vehicles, 
rocks, the corners of buildings, and olher features which not 
only partially obscure a shooter's target but which also offer a 
measure of solid protection. Soft cover comprises fearures 
which partially obscure the target, but which offer no 
substantial protection. Most vegetation is considered to be 
soft cover, including hedges, scrub, and woods. Obviously it 
is preferable from the target's point of view to be behind a 
wall rather than a hedge, but it is better to be behind a hedge 
than out in Lhe open! 

The following points should be self-evident in play. Some 
situations are a bit more complex and tbe following 
guidelines will help you lo decide if a n1odel is behind cover. 

10 

1. A ooope1 leaning over a low obstacle is in cover from 
shooters on the other side. It is assumed the trooper has 
taken up a position exposing at least some part of his 
body so that be can see or shoot. 

2. 

3. 

1W1 Oli: is positioned behind o row of scrub. He con see ond shoot 
Lom behind hi~ cover, ond con be seen ond shot ol by enemy troops. 
liowlt-..c, all shots tolcen ol him ore ot -1 ro hit os he is behind soft 
CO¥et. 

• 
• • . . -

• • 
• 

• • 

• 

• 

• 

- . . • 

• 

• • 

A trooper can lean round the corner of a building, 
vehicle, or large rock in order to see and shoot, in which 
case he leartS out exposing just enough of himself to fire 
his weapon. The model is placed right on the comer, but 
if Lhere is any room for doubl the player can delare to 
his opponent thal the trooper is leaning out. The model 
counts as behind hard cover. This is very useful when 
you are fighting among buildings or ruins, where you 
want to be able to see and fire at the enemy but you 
don't want to present an easy target in return. 

• ' ~ ·, . 
• 

Thi$ Ork hos been plo<»d ol 
the corner of the building IO 

toke odYOnloge of the cover 
ii offers - he ex>unta os being 
in hord cover lo the Spoce 
Morine, ond so rhere is ·2 
modifier to hir him 

. . . .. 

' . I' •• 
I 

• • •• 
. ' 

• 

• 

.. 
• 

. . ' • 
' ' . 

• • • 
o ' I ~ . : 

• .. 
• 

• • 

• 

I 

• . 
• • • • ,. . 

• 

Inside a wood the tangle of undergrowth, small trees 
and branches offer a measure of protection. A model 
inside a wood is always considered to be in soft cover. 

4. Troops inside craters, trenches or pits are well protected 
from enemy frre. Models within these features count as 
behind hard cover. Of course, if both sides are in the 
same trench or large crater then neither side can claim to 
be behind cover, although it may be possible for models 
to find cover behind individual small rocks or the 
corners of trenches. 

5. Models inside buildings and positioned at windows or 
doors always count as behind hard cover from outside 
fire. 



SHOOTING RULES 

TO HIT 
IOCSleJ fires the player declares it is shooting and 

target. The player is not permitted to measure 
fore he nominates the target - he must use his 
decide whether the weapon is in range or nol. 

t:g; tzs:g l has been nominated the player measures the 
Re tf the target is in range. If it is not in range 

Cz h>1 automatically misses and has no further effecL 
~ l allowed to change their mind once they have 
:±2~ •1W '°shoot at. Real life troops have to rely on their 
~:=mt and can't try again just because they made a 

are. firing with a unit of troops, such as a squad of 
dz:i:mc~ or a Mob of Orks, it is usua1 to declare targets 

:'1J>Jc unit before you fire. This means you have to 
·-. many shots to expend against each enemy targel 

:::=::: tut to shoot - whether to concentrate on one 
::5:CC'OlCillY or spread your f tre against several targets. 

RANGE 
c;:ms1.anees it is easier to hie a target at short range 

long range. Details of each weapon's short and 
c~ r.c.i~ are given later in with the descriptions of the 
•=Ji?:~ themselves. The maximum range of a weapon is 

c most extreme long range as shown by the 
~es below. 

' 

Short 
Range 

Long 
Range 

Maximum 
Range 

' . ' ' . . . . . . . . . . . . . . . . . . . . . . . . 
Pi~ 1 ... ,;o.~\,; .::: .. ,:,:,:.,:.,,,,,:~:::.s} t :~·'.,f ::·.,:::.i:i: :=::::::: :{::,;:}§.!:1·:,:;,::::,·:~<:}.: .,:.: 

Pistol 0-6" 6-18" 18" 

Gm 

Gun 

·~ l i!·' ... : :·) :: ":lf~ f.4 ','., •. :.:,:-·::.:/::: ·::::::;t~1 :~:::;;:)'~:· · .. :,.' .; : .. 
0-12" 12-24" 24" 

•, 

0-6" 6- Ii~; ,., ·:·?'':::~'.~· :":,::·\i:~:.'_ ''(:.;.:''"'.·: : . 

~e Ute shooter has nominated his carget Lhe range is 
C::2Sl;::rc1d to make sure the targec is within the maximum 
~:of the weapon, and if so check to see whether the range 

•aXntor long. . 

~ 
/ 

• 

• 

, 

HITTING THE TARGET 
To dete1mine if a shot hits its target roll a 06. The dice 
score needed will depend on how good a shot the firer 
is (as shown by his ballistic skill characteristic or BS). 
The chart below shows the minimum D6 roll needed to 
score a hit. 

BS of Shooter Score Required 

2 5 

4 3 

For example, if the shooter has a BS of 3, a dice roll of 
a 4 or more is required to hit This is easy to remember 
if you think of a character with a BS of 3 having a "3 
in 6" chance of hiuing (dice rolls of 4, 5 or 6). So a 
character with a BS of 1 has a "1 in 6" chance (a roll of 
a 6), a character with a BS of 2 has a "2 in 6" chance 
(rolls of 5 or 6) and so on. 

Although the chart covers scores of 1 and even less, 
the minimum dice roll needed to hit is always at least 
2. There is normally no such thing as an automatic hit, 
and a roll of a 1 always misses. 

BASIC MODIFIERS 
Some shots are easier than others - a target might be 
moving fast., or it could be behind cover. The dice roll 
is modified to reOect how easy or difficult the shot is. 

-1 Shooting from a vehicle which is moving 
at its fast rate. 

-1 

-1 

-2 

Applies zo all weapons fired from zhe 
vehicle including those mounJed in or on 
the vehicle. 

Shooting at a rapid moving target. . 

If rhe larger moved between JO and 20" 
during irs previous movemenJ phase. 

lf the target is behind soft cover. 

As discussed in zhe sec/ion on cover. 

If the target is behind hard cover. 

As discussed in rhe section on cover. 

-2 Shooting at a very rapid moving targel. 

If rhe larger moved more than 20" during 
its previous movemen.J phase. 
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SHOOTING RULES 

WEAPON MODIFIERS 
Certain weapons arc more accurate than others for various 
reasons. Some are better balanced, while others have a spread 
effect which makes them more likely to hit their target. Most 
weapons are less accurate at long range Lhan aL short, 
especially pistols, which are excellent short range weapons 
but inaccurate at long range. 

Every weapon has its own "to hit" modifiers which are added 
to or deducted from your dice roll. These are given in full in 
the descriptions of the weapons. The following examples 
show how the system works. 

Weapon Short 
Range 

Plasma Pistol +2 

·: ::::d~~ltsun .. ··="''·=)(fr:= +1 

Las gun +I 

Long 
Range 

-1 
. :-: 

, . " : . :}:.:" 0 

0 

"· , 

It can be seen how the two pistol weapons confer high short 
range bonuses (+2). The Plasma pistol is relatively inaccurate 
at long range (-1 ). The Boltgun, Lasgun and Mclta GWl are 
larger clumsier weapons and less likely Lo hit at short range 
than the pistols ( + 1) . 

TO HIT SCORES OF 7+ 
Sometimes a roll of 7 or more is needed to hit once modifiers 
have been taken into accounL Such shots may still hit so long 
as the score needed is not I 0 or more. The shooter must first 
roll a score of 6. If successful the shooter is entitled to a 
further roll and requires the score indicated on the chart 
below. If Lb.is second roll is successful the shot has hit. If the 
initial score required is 10 or more the shot cannot hit. 

Roll Required to hit 

·. ..·Second~ 5core .. 
•, -~ ·.· ·:··· . •'.· . . 

7 8 9 10+ 

,. 6 . ::;}:Cfillli3t Hit . 
- .. :·:·:·:· .. ·.·'.-" " -'· .. . .·:·. 

Example. A model with a BS of 3 requires a 4 to hit with his 
plasma pistol. The target is at long range (-1 ). and behind 
hard cover (-2). The dice roll required to hit will be 7 as 3 
will be deducted from the score and a 4 is needed to hit. The 
fi rer will therefore need to roll a 6 followed by a 4 or more if 
he is to hit his target. 

Example. The same model is frring from a fast moving 
vehicle (-1) against a target behind soft cover (-1), and at 
long range (-1 ). The score required to hit is 8 as 4 will be 
deducted from the score and a 4 is needed to hit. The firer 
will therefore need to roll a 6 followed by a 5 or more if he is 
to hit his target. 

DAMAGE 
Hitting your target is not always enough to put it out of 
action. Some targets can take quite a bit of damage before 
lhey are destroyed while some hits cause no damage al all. A 
hit might result in nothing more than a superficial graze or iL 
might rebound off a piece of equipment. To decide if a nit 
causes damage, compare the weapon's sLrength with the 
target's toughness. Each weapon has its own strength score as 
given in its description. 

Consult the Damage Chart and cross reference the weapon's 
strength (S) with the target's toughness (T). The number 
indicated is the minimum score on a 06 
needed to conven the hit into damage. 

ff this roll is successful the target has been 
damaged and it sustains 1 or more damage 
points. Most weapons cause only I damage 
point. tnough some large or powerful weapons 
cause more. usually expressed as a further 
dice roll number of damage points: 04, 06, 
010, etc. 

·'1·· '=' . . 
:: : . 

2 

4 
;·: 

s· ... 
6 

Note that N on the chart means the hit has no effect. A target 
with lhe toughness indicated cannot be harmed by a hit with 
that strength. 

EXAMPLE: An Ork armed with a boltgun shoots at an 
Imperial Guardsman and hits him. The boltgun has a strength 
of 4 and the Guardsman has a toughness of 3. Referring to 
the chart a score of 3 or more is needed to convert the hit into 
damage. lf the dice roll is 3 or more the Guardsman takes l 
point of damage - as he has only 1 wound in the first place 
this means that he will be 'killed' and removed from play. 

I 

4 

3 

2 

2 

2 

DAMAGE CHART 
TARGET'S TOUGHNESS 

2 3 4 
" ·•· . · ..•.. · ·. 

5 ·:: .: 6:{:: 6 .·:<·: . .. :·:·" . ...... .. 

4 5 6 

2 3 4 
. . .... 

2 :::':'.· 2'\: 3 
.•. :::;. •· .·: :~ ::: ::: ·: 

2 2 2 

s 
N 
6 

5 

4 

3 

6 7 
... . 

·N r::/'N 
:·:~:·:·:· ·:·:·: 

N N 

6 6 
:==5=;I::,'.:;:~: 6 .. 

. ·.··:-::: .::::· ·•· 

4 5 

8 

N 
N 

N 

6 
6 

9 10 

N:=:~:}tN . ..... . ... ·~· . 

N N 

N N 
N ''==·=:;-<=:'N- .. 

. . . . . '.• 

6 N 

When a fool trooper model is hit the number 
of damage points caused is deducted from its 
wounds (W) characteristic. If the model has 
only 1 wound (as is usually the case) the 
model becomes a casualty and should be 
removed from play. If the model has more 
than 1 wound, a record is kept of damage 
points sustained until its wound total is 
reached. Once the model has zero wounds 
remaining it is removed from the game as a 
casualty. Casualties are not necessarily dead. 
they may be hurt. knocked unconscious or 
inc.apacitated in some way. In any event, they 
are no longer fit to participate in the game. 

~ .: '= JZ:'.~:,: :: . =::= =,::2 ·:!: .:;:;\: ~I::::J;[::gl~l~Ji):i:: :;:: 2.:f :r:::= : i ' =:: : ':\:::~~:!i~::::;:i::,'.::~!f J ts=·:::; ::::=r .=~:::1:i::::~:!~~~:::;:;:!;: ,::~i 

~ 8 2 
9 =:·: ... '2 

2 2 2 
2 .. ·:; ·: {2'.i:t . 2 . . . . . . . . . .. . -.·.·. 

IO 2 2 2 2 

12 

2 2 
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2 

4 

3 
2 

5 6 
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SHOOTING RULES 

SAVING THROWS 
e son of protective clothing or armour. 

±;g ammur is allowed a further dice roll to see 
o:a:-· lhe damage it has taken. This is called a 

,successf uJJy stops damage roll a 06. The 
ftue~ how the minimum D6 score required 

1tb:i:ee s:ample types of armour. Other values 
t'- mam Warhammer 40,000 rules. 

!\'I in Lm llm D6 score 
required to save 

Mils a 0 6 score equal to or greater than the 
~;::::at damage points from lhat hit are ignored. 

a Space Marine wearing power armour is hit 
O:J;g(d staining 1 wound - normally enough to 

a casualty. The model is entitled to a saving 
06 is rolled resulting in a score of 5. The 

e.::rt:.!~ saved, and the Space Marine is unharmed 
llCCS harmlessly off his arn1our. 

AVE MODIFIERS 
~;xntS~ are more powerful than others and better at 

~:-r=: w. For example, if an Imperial Guardman 
miour were hit by a relatively low-powered 

~Q:~is;::rb as a Las pistol his armour might absorb the 
o ;r.:.d ~ve him unharmed. On the olher hand if he 

the b1asl of the l arger and more powerful 
his armour would be vapourised instantly! 

•ili<~"'i are good at penetrating armour are given a 
~::.:~~modifier. These are given later togelher with the 
QQi:z:::sof the weapons. The examples given below show 

ect the final dice roll . 

Pistol 

Gun 

Dice 
Modifier 

-1 

-1 

-2 

Basic Save 
of Mesh 

5 

5 

5 

Score needed 
to save 

6 

6 

No Save 

ee. djee roll required lo save is 7 or more the shot is not 
- the weapon is so powerful that the armour counts for 

TAKING SHOTS TOGETHER 
If you are fighting large battles you may find that shooting 
with one model at a time is a bit too lime consuming. This is 
especially apparent when a group of identically armed troops 
is firing at a group of enemy with the same toughness, 
armour, and weapons. As each trooper will need exactly the 
same dice rolls it seems an unnecessary waste of time to roll 
for each model separately. In cases where several models are 
shooting at a group of enemy models and all shooters need 
the same 'to hit' roll, you can save lime by rolling for all the 
shots at once. 

For example, 7 Marines are frring bolters at a group of 6 Or1cs 
needing 3+ to hit. The Space Marine player rolls all 7 dice 
scoring 1, 1, 3, 4, 4, 5 and 6 = 5 hits. 

If targets have the same toughness then damage dice may 
also be rolled all at once to establish how many hits cause 
damage. 

For example, from our Space Marines' 5 hits we might be 
lucky and inflict, say, 3 wounds on the Or.ks. As Orks can 
only sustain 1 wound before they are 'killed' 3 Ork models 
are removed. Usually it doesn't matter much which actual 
models fall casualty in which case you can simply remove the 
nearest 3 without further ado. Even in cases where a target 
model is particularly important (because it is armed with a 
special weapon, for example) you can still use this faster 
method of casualty calculation and devise some random dice 
test to see which of the enemy models fall casualty. 
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SHOOTING RULES 

WEAPONS WITH A BLAST AREA 
Most weapons f i.re a single shot or blast which strikes only 
one target. However, a few special weapons frre a shell or 
project a blast which explodes and causes damage over a 
fairly large area. Some other weapons scatter shot with a 
similar effect. The spread of a shot or blast from a weapon is 
represented by a card circle. These circles are called blast 
markers or area markers and vary in size from 1" radius 
upwards. Depending on how large an explosion they cause, 
weapons use different sized blast markers as indicated in the 
Weapons section. 

When you wish to shoot a weapon which uses a blast marker, 
nominate a target model and roll to determine if the target is 
hit just as you would with any other weapon. If the 
nominated target lies beyond the weapon's maximum range 
then the shot automatically misses and explodes or dissipates 
harmlessly in the air, and will not land or cause damage. 

If the hit is successful, the player takes a blast marker of the 
appropriate size and places it with its centre exactly over the 
target. The target is hit, and any other model whose base is 
wholly inside the marker's area is also hit 

I f a model's base is only partially inside the area. the model is 
hit on the 06 roll of a 4, 5 or 6. 

SCATTER 
If your shot misses then you muse determine 

~ where the shot lands. To do this you will 
~ 

e 
need a special scatter djce. The scatter dice 

H\1' ) is a six sided dice with arrows on four sides 
and the word 'Hit' on the other two sides. 
The sides marked 'Hit' also have arrows 

marked on them just above the I of the word 'Hit'. 

If you do not have a scatter dice you can continue to use the 
system described in the Warhammer 40,000 rulebook. Both 
methods work just as well but the scatter dice is much more 
convenient! 
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A Spoce Morine hos decided to throw a Frog grenade ol the advancing 
Orks. He places the appropriate sized template on the chosen model ond 
rolli o 06 to hit os normal (3+ for o Space Morine) . Unfortunately he 
milses and must now role for deviation using the scoffer dice . He rolls o 
DirKlionol Arrow on the scatter dice indicating that the grenade only 
deviotei by 06". A roU of 4 on the D6 gi"'8s the distance the grenoc:le 
troveli in the direction shown. The blosl morfter covert one Ork 
completely and two partially. A D6 is roOed for eoc:h of the two Orb who 
ore portiony covered requiring o 4,5 or 6 to hit them as well. 

ROLL FOR SCATTER 

.. 

To determine where the shot lands roll the scaner dice. The 
arrow indicates the direction where the shot lands - if the 
arrow points left the shot lands to the left and so on. The 
distance the shot misses by is 106" if the scaner dice shows 
an arrow, and 206" if it shows a 'Hit' symbol. 

Remember, ' Hit' symbols actually have an arrow marked on 
them too. Bear in mind that the 'Hie' symbol doesn't actually 
indicate a direct hit - this may seem odd at first but you will 
quickly come to terms with it. The dice is also used in Space 
Marine and other Games Workshop games, and the 'Hit' 
symbol is used in those games to indicate a hit has been 
scored . 

MAXIMUM SCATTER 
No shot will ever scatter by more than half the range between 
the shooter and target. If the target is 10" away, for example, 
a miss may not scatter by more than 5" regardless of the dice 
score. Scatter may cause a shot to land outside of its normal 
fire-arc, in which case the missile or shell has spun wildly 
off-course. 

J 
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SHOOTING RULES 

DUD SHOTS 
Dud shots or misfires can only occur when you roll a ' Hit' followed by a 2D6 result of a double. This means something 
unexpected and possibly quite spectacular has happened! Consult the chart below. 

Roll Result 

1 Kerrrr ... boom! The shell jams in the breach or 
the energy charge overloads the weapon, causing 
it to explode. Place the blast marker directly on 
top of the firer and work out damage as normal. 
Even if the shoo ter survives hi s weapon is 
destroyed. 

2 Explodes prematurely. The shot explodes with a 
few seconds of leaving the barrel. Roll D6 to 
establish how far the shot Lravels towards tl1e 
target before it explodes. Place the blast marker 
the distance indicated down the projected flight 
path. 

3 Jams. The weapon jams, its n1echanisms freezing 
solid because of mechanical or electrical defects. 
The weapon does not fire and cannot be fired 
until it is fixed. A jammed gun can only be fixed 
if a model spends its en tire movement phase 
stationary attempting to free the mechanism and 
then rolls a 4, 5 or 6 on a D6. 

A Space Morine with o Missile launcher hos fired o Frog missile at o 
group of advancing Orks. He foiled lo hit the target and and so rolled for 
deviation using the scoHer dioe. The roll on the scoHer dice showed one 
of the HIT faces, which meant tho! the blast marker deviated 206• in the 
indicated direction. A roll of 6 on both dice meons that something 
unexpected ond ponibly spectoculor hos hoppenedl After consulting the 
Dud Shots table he finds thot the shell is out of control. This means that he 
shell travels 06"' forward and then changes direction. He then rolls the 
scatter dice lo determine Iha new direction (note that the shell never turns 
bock toward s the firer - so reroli any resub that indicates otherwise). The 
shell continues lo travel o further 06• in the dire ction shown before 
striking the ground and exploding hitting any targets under the blast 
template as normal. 

• 
• 

• • • • • • 

• 
• 

Original dice throw 

. ' 
•• 

• . . : .. . 

' . . . -

. . . 
• • • 

• • . . . 

.. 

4 Misfire. Due to an unexpected energy drain or 
dud shell the shot does not fire. The shooter clears 
the weapon and is ready to tire again norrnally in 
his next turn. 

5 Explodes In mid-air. The shot explodes high in 
the air and its energy is dissipated far above the 
target, or else a shell fails to explode when it 
strikes home. T he sh ot has no effect and the 
weapon is ready to fire again normally in the 
player's following turn. 

6 Out of control. The shell or energy blast spins 
out of control after leaving the barrel. The shell 
travels directly forward 06" and then changes 
direction! Roll the scatter dice to determine the 
new direction . However note that the shell cannot 
turn back towards the firer - it must continue to 
move away from him - so reroll any result that 
indicates olherwise. The shell continues Lo travel 
D6" in the direction shown and then strikes the 
ground and explodes - place the template and 
work out damage as normal. Of course if there is 
a target within the 0 6" this will be hit as normal 

. . 
• . . . . 
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Missile changes direction as 
indicated and travels 4• 
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SHOOTING RULES 

THROWING GRENADES 
Many troops carry grenades of one type or another. The most 
common grenades are explosive, and can be used to attack 
vu lnerable foot soldiers or even vehicles. There are also 
several special types of grenade which either release gas or 
have some other unusual effect. These different types of 
grenade and their effects are described in the grenade section. 

A model may throw a grenade instead of shooting if the 
player prefers. A grenade throw is treated exactly like any 
other shot: a dice roll is made to score a hit, to cause damage. 
and saving throws are taken where models have armour. With 
the notable excep tion of krak grenades, grenades have an area 
effect and will scatter if they miss. 

Roll to hit as normal using the model's BS characteristic. If 
the shot misses, roll for scatter and establish where the shot 
has landed. As with other weapons which use a blast marker, 
scatter may never exceed half the distance between thrower 
and target. 

Place the center of the area effect n1arker over the model 
where you wish the shot to land. All models wholly within 
the area are hit once. Models partially within the area are hie 
on the 06 roll of a 4, 5 or 6. Work out dan1age or special 
effects as appropriate for the grenade type. 

The range of a thrown grenade depends on how strong the 
thrower is - a stronger individual can throw a grenade further 
than a weaker one. The strength characteristic of the thrower 
and the corresponding maximum range of his throw is shown 
on the table below. 

Strength of Thrower Maximum 'fhro\v 

2 6" 

4 10" 

This can easily be remembered because the maximum 
distance a model may throw a grenade always equals 2" plus 
twice its strength up to a maximum of 12". 

SMOKE GRENADES 
Not all grenades. missile shells and mortar bombs are 
designed to kill - some are designed to produce clouds of 
smoke in or der to provide cover or create barriers to 
movement. 

When using these weapons it is not necessary to nominate a 
specific enemy model as the target. Instead all the player has 
to do is nominate a point on the tabletop which is visible to 

the shooting model and within. the maximum range of his 
weapon. The following rules apply to shots or grenade throws 
of this kind. 

1. To hit the exacc spot the player requires a dice roll of 6 
on a 06. This represents the fact that the shooter or 
grenade thrower has a broad choice of aiming points and 
not just the one selected by the player. 

If the chance of hitting would normally be less than 1 in 
6 then the chance of hitting is reduced to th.is level (roll 
a 6 followed by a further dice roll as explained above). 

2. If the shot misses then a normal scatter roll is made as 
described above. 

• 

• • 

• 

• 

.. 
Although the Space Morine con not see the Ork behind the 
building, and therefore con't throw o frog grenade al him, he may .. 
still throw o smoke grenade in front of him to block the Orks line of . 
sight. 

This is because o smoke grenade doesn't hove to be targeted at a 
single model , but con be thrown al o particular point on the 
ground. 

• 

• 

---SHOOTING AND CLOSE COMBAT---
Normally. troops do not shoot at models engaged in close 
combat because it would be very easy to hit the wrong target 
However, any player wishing to take the chance may do so if 
he wishes. 

If a model frres into a close combat, work out hits as normal 
and randomly allocate any successful hits between models 
from both sides. 

16 

For example, if firing into a combat between two models, a 
06 roll of 1, 2 or 3 would indicate one model, 4, 5 or 6 the 
other. 

A model in close combat may not shoot weapons during the 
shooting phase. A model equipped with a pistol may use his 
weapon during close combat 
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SHOOTING RULES 

OVERWATCH 
As troops advance through enemy held areas they will more 
than likely be covered by their fr iends. Covering troops do 
not move, but watch out for enemy movemenl, ready to open 
fire should they spot any opposing troops emerging from 
cover or moving into view. Often two squads will take it in 
turns to cover each other's advance, one moving for ward 
while the other covers, then once the advance squad is in 
position it halts and covers the remaining squad. This is 
represented in the Warhammer 40,000 game by the 
overwatch rule. 

PREPARING OVERWATCH 
The overwatch rule allows a model to shoot during the 
enemy's movement phase. The player declares which of his 
models are going on overwatch al the start of his turn, and 
places an overwatch counter next to them. Model s on 
overwatch may do nothing during their turn, they may neither 
move nor shoot for example. The overwatch counter remains 
in pl ace, so that the model is still on overwatch when it 
comes to the opposing player 's turn. 

FIRING ON OVERWATCH 
A model on over watch may shoot during the opposing 
player 's following movement phase. Troops on overwatch 
may shoot at targets as they present themselves at any time 
during the movement phase. For example, a model can be 
shot at before it moves, after it completes its movement., or at 
any time in between. A target which doesn 't move al all can 
still be shot at so long as it can be seen. The most common 
use for overwatch is to shoot at enemy as they move from 
cover to cover, where they would normally be hidden during 
the shooter's own turn. Overwatch can also be used to 
ambush troops as they move into range, denying them the 
chance to reach cover. 

As soon as a model shoots its overwatch counter is removed. 
Work out whether the shot hits as normal and then proceed 
with movement. There is one extra modifier to take into 
account. 

Some shots are easier than others - a target might be moving 
fast., or it could be behind cover. The dice roll is modified to 
reflect how easy or difficult the shot is. 

-1 Shooting at a model which is either emerging 
from or moving into cover, or which is charging 
the shooter. 
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The Orb behind the building ore making o d<ah 
CICll'OU the open to the oover of o nearby lxnh. 
The Spooe Morine player, guarding against wch 
on eventuollity, hos ploc.d one of his troops on 
overwolch and wisely decides to shoot at the Ork 
before it reoches the safety of ooYer .The Space 
Morine would normally 19quire o 3 lo hit (WS 4) 
but naw needs o 4 due to the . J modifier for the 
Ork emergl ng from oov.r. 
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This modifier only applies to troops on overwatch. It applies 
if the target's intended move will take it into cover, or if it 
emerges from behind cover. I t also applies if the target is 
charging the model on overwatch. TIUs is the only time when 
a model which has been charged can shoot al his attacker as 
he closes. The factor takes into account the fact th al the target 
will be visible only for a brief moment, or that the shooter 
will be flustered by the enemy's charge. Note that the -1 does 
not apply twice if a target jumps from behind cover and 
charges the shooter - it is only ever applied once. 

LOSING OVERWATCH 
Unused overwatch counters are removed at the start of the 
player's own turn. New overwatch counters may then be 
placed as required. A model can stay on overwatch from tmn 
to lllTn so long as neither side moves or fires, but it will save 
confusion if old counters are removed and new ones placed. 

A model which is shot al while on overwatch immediately 
loses its overwatch marker. Note that you don't have to hit 
the target to remove its overwatch marker - it only has to be 
shot at. This is not likely to happen often as models on 
over watc h will usually fire before the enemy (ie in the 
movement phase which comes before the shooting phase). 

However, it is possible for a model to be hit by an off-target 
friendly weapon during his own shooting phase. It is also 
possible for a model on overwatch to be shot at by an enemy 
who is also on overwatch during his own movement phase . 
As soon as the overwatch cowiter is lost the model reverts to 
the normal game sequence. 
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SHOOTING RULES 

SUSTAINED FIRE 
. ... . . ... ... . ' 

Most weapons can fire 
o n ly once d uring the 
shooting phase. A few 
special weapons are not 
restricted to one shot 
but can fire several 
bursts at one o r more 
targets. This is called 
sustained flre. 

Using 1ustoined lire a model con 'sweep' with hi s weapon ond hit 
several torgeb. , 

.:';~y~~ !:~>,-..... : •. , ·,., . . ... --... . .. e·r.:·,. ~ .. ~ . -·~ .... (' . . . 
. ' °{( ~· . ..,.... .. .&"1· 

So long os eoch model is hit, ond o succeuful domoge roll is mode, 
the firer may shoot ogoin. 

•·•• t. ~· • ' ;,"6 •• 
'. 9' • • r .:..· "t.' -r.:.~ . ., ,._-._.~ . I~ .. 
, . . _ .. ,.:t:""·~;-,2 ~ ~ ; : 

Weapons which are 
capable of sustained 
fire are indicated in the 
descr iptions of the 
individual weapons. 
T hese weapons fire a 
lengthy burst, often 
using a motor to force 
round after round into 
the firing chambers. 
spewing out a hail of 
bullets or devastating 
energy blasts. 
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Ork 1 
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Ork 2 

Weapons capable of 
sustained fire are dealt 
with in the following 
way. The player 
nominates the ini t ial 
target and shoots once 
exactly as normal. 

In this example, the Spoce Morine shot at Ork 1, hitting ond killing 
him. He could therefore continue shooting olong the line. W ith his 
next shot, the Spoce Morine successfully hit Ork 2, causing o 
wound. Luckily for Ork 2, he mode his sove ond remained standing. 

Ork 3 

. . 

However, even though the shot didn't kill Ork 2, o succeulul 
domoge roll was mode, so the Spoce Morine may still continue; he 
now hos o choice, he con either toke another shat ot Ork 2, or 
move olong to Ork 3 . 

I f the shot hits the 
target, and the player 
makes a successful 
damage roll, the player 

.. 

This example illustroles on importont point - it doesn't matter ii o 
shot isn't enough to kill the torget, ii it coused o successful wound 
then the firer moy continue . 

• • • 

may then choose to 
shoot the weapon again at either the same target, or at any 
other visible target within 4" of the original target. 

The player may continue to shoot in this way so long as each 
shot hits and a successful damage roll is made, and may 
continue to fire until he wishes to stop, misses, fails to 
damage, or runs out of targets. IL makes no difference if 
damage is saved by armour, the player may still shoot again. 

If the shooter fires at the same target for a second or 
subsequent time, he receives a + l to the "to hit" dice roll. If 
the shooter changes targets he receives a -1 penalty on the ''to 
hit" dice roll. 

• 

WEAPON MALFUNCTION 
Sustained fire places a considerable strain on a weapon's 
components. Any "to hit" dice roll of a 1 during a second or 
subsequent shot means that the weapon has malfunctioned in 
some way. This does not apply to the first shot 

Once a weapon has malfunctioned it cannot be used until it 
has been fixed. In order to repair a weapon the model must 
spend an entire turn stationary doing nothing else. At the end 
of the turn the player rolls a 06. If the score is a 4, 5 or 6 the 
weapon is repaired and can be used as normal. 

MOVE OR FIRE 
Tn the case of the majority of weapons a trooper model can 
move in the movement phase and fire in the shooting phase. 
Moving the model in no way reduces its ability to shoot. 

A few special weapons require reloading relatively frequently 
compared to others, or else Lhey need to be set-up carefully 
before they fire. Rather than introduce special rules for 
recording how much ammunition each model carries and how 
much it ex~nds (which would be very tedious indeed) we 
shall rule that these special weapons may not move and shoot 
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during the same turn . If the model mo ves during the 
movement phase the weapon may not fire during the shooting 
phase. Weapons restricted in this way are indicated in the 
Weapons section that follows. 

A trooper r iding a horse or on a vehicle may still fire a 
weapon despite a rule that forbids moving and firing. In these 
cases it is not the shooter who is considered to be moving but 
the horse or vehicle, so the trooper actually has plenty of time 
to reload his weapon. 

• 

• 



SHOOTING RULES 

CHOOSING A TARGET (Optional Rule) 
Some players are quite happy to allow models to shoot at any 
target they like as long as it is in range. Thus a trooper might 
prefer not to shoot at an enemy a few inches away in favour 
of firing at a more distant but pref erred target. T here is 
nothing wrong with this approach, and it is suggested that all 
special characters should always be allowed lo fire at exactly 
which targets they please. Por example a Space Marine 
Captain or an Imperial Inquisitor are both steely-nerved 
individuals who would coolly ignore personal danger and do 
whatever seemed the best thing at the time. Such sure
mindedness in action is to be expected from heroes! 

5. When models from the same unit are shooting at a 
group of enemy, it is noc necessary that all shooters fire 
at the leading enemy model even though it may be their 
closest target. Instead, they can shoot at the number of 
enemy equal to their own number. For example, 6 
shooters can spread their fire amongst the closest 6 
targets. There is nothing to stop 6 shooters firing at the 
closest 5, 4, 3, 2 or 1 targets, but they may not disregard 
a closer target in favour of one further away. 

For players who prefer to fight larger 
battles, perhaps with a hundred or 
more models on each side, an 
alternative is to say that a shooter 
must normally fire at the c losest 
possible target This speeds the game 
up and makes it easier for troops 
away from the main fighting areas to 
move about without any great fear of 
being picked off in an unrealistic 
manner. If you decide to adopt this 
approach - and it is entirely up to you 
- the following exceptions apply. 

l. A shooter may ignore vehicles 
in favour of other targets, or 
other targets in fav our of 
vehicles. Jn other words you 
can choose to shoot at the 
closest veh icle or the closest 
target that isn't a vehicle. 
Obviously a trooper armed with 
a tank-busting Lascannon isn't 
going to waste his time firing at 
infantry if he can find a better 
target! 

2. A shooter may also choose to 
shoot at a building or a specific 
game objective, eg storage 
tanks, generators. energy lines, 
supporting pylons, and so forth. 
T hese targets have probably 
been pointed out to troops 
before the battle so that their 
importance is well known. 

3. Models in hand-to-hand combat 
and routing model s may be 
ignored. Obviously you don't 
want to risk shooting your own 
troops and routing enemy are 
hardly worth shooting at. 

4. Targets in cover may be ignored 
in favour of targets in the open. 
even though the targets in cover 
may be closer. T his takes into 
account situations where it may 
be either impossible or virtually 
impossible to hit enemy 
because they are behind cover 
while troops in the open are an 
obvious alternative target. 
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ROUTING 

IN COVER 
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The Space Marines are confronted by 3 groups of Orks - 2 behind 
iome scrub, 2 routing ond 4 moving up. Although Iha Orks behind 
the hedge ore the doses!, they mt:r'f be ignored In favour ol torgals 
in the open (rule .d). The next neare st group ol Orks ore routing, 
so they too may be Ignored (rule 3). The Space Marines moy 
the refore shoot al the 4 advancing Orks, even though they aren't 
the neorasl group. 

If they wonl, the Spooa Marinas may still shoot ot rha Dries behind 
the hedge, but they wiR racaive o -1 lo hit os their targets ore 
behind soft cover. 

Whichever Orks they decide to shoot ot, the Space Marinas moy 
fire upon the naoresl 1, 2 or 3 members of the forget group 
(rule 5), spreading their fire among them however they wish. 

-. ADVANCING IN THE OPEN . 
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Of all forms of fighting, hand-to-hand combat is the most 
violent and desperate, with deadly adversaries doing their 
utmost to kill each other - hacking with swords, slashing 
with razor sharp talons, biting, kicking and punching. Hand
to-hand combat is resolved differently to shooting, as 
described on the following pages. 

Hand-to-hand combat is more important to some troops than 
others. Genestealcrs can only fight hand-Lo-hand for example, 
and they're very good at it! Space Marines are good all-round 
troops, able to fight well either close to or at a distance. 
Gretchin, however, arc too small and weak to fight very 
effectively at close quarters. Hand-to-hand combat is 
assumed to involve grappling and striking out with fists, 
claws, swords and rifle buus, as well as very close range 
weapon fire with pistols and other suitable weapons. 

At such close range marksmanship counts for very little as it 
is almost impossible to miss if you can overpower your f oc 
long enough to get a chance to shoot. Speed and brute 
strength count for a great deal, with victory often going to the 
combatant who manages deliver a killing blow or shot frrst. 

MODELS IN HAND-TO-HAND COMBAT 
Opposing models fight hand-to-hand combat in the hand-to
hand combat phase if their bases are touching. When a model 
is moved so that it touches an opposing model they arc 
engaged in hand-to-hand combat. 
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Once engaged in this way neither model may shoot in the 
shooting phase or move al all until the combat has been 
resolved. There are f cw exceptions to this rule - it may be 
possible for a model to move away from his opponent in 
some situations - and these are describe.d later. 

It may talce several turns to resolve the hand-to-hand combat 
if the combatants are tough and equally matched, but most 
combats will be completed within a single turn. 

Only pistols and close combat weapons can be used in hand
to-hand combat. These are weapons specifically designed for 
fighting at close quarters, such as swords, chainswords, 
knives. axes and the like. Because they are small, pistols can 
also be used, one combatant trying to force his enemy's arm 
away while his foe uses all his energy to point and shoot his 
gun. 

Pistols and some close combat weapons have their own 
strength value and saving throw modifier. Both kinds of 
weapon are described in the Weapons section of this book, 
along with their game details. including strength values and 
armour save modifiers. 

All hits inflicted by hand-to-hand combat may be worked out 
using the strength value and saving throw modifier of either 
the weapon or the model, whichever is the higher. You may, 
for example, use the strength of the model and the save 
modifier of the weapon if these are the higher values. You'll 
usually find the weapon's value is higher. 



HAND-TO-HAND COMBAT RULES 

CLOSE COMBAT PROCEDURE 
Most combats are 'one-on-one' which means one of your models is engaged against one of your enemy's models. 
These combats are worked out as shown below. Where one model is engaged against more than one enemy model, this 
is called a multiple combat. These have special rules and are described later. 

1. Throw Attack Dice 
Both players roll a number of D6's equal to their 
model's anack characteristic. 

2. Work Out Score 
Each player picks his single highest scoring dice 
and adds his model's Weapon Skill to the score. He 
then adds any other modifiers that apply from the 
close combat modifiers chart. 

3. Determine Winner 
The player who has the highest total score wins the 
combat. In the case of a tie the model with the 
highest initiative wins the combat - if there is still a 
tie the combat is a stand-off. 

CHARGE 
A charge is a move intended to bring a model inco hand-to
hand combat. The attacker leaps towards his enemy, yelling a 
blood curdling war cry or roaring a spine-chilling challenge. 

A model can onJy engage an enemy model in hand-to-hand 
combat by charging. When you wish Lo charge an enemy 
model you first declare that you are charging and nominate 
the enemy model you wish LO charge. The reason you do this 
is because the model you are charging may be able to shoot 
as the attacker bears down upon him. This can happen if the 
model is in Overwaich. The rules for OverwaJch were printed 
in White Dwarf 129. 

A charging model may move up to double its normal move 
rate. For example, if the model normally moves 4" it can 
charge up to 8". Players n1ay not measure the distance before 
declaring the charge - they must rely on their judgement to 
estimate whether a model can reach its intended opponent. lf 
a charging model fails to make contact with an enemy, it may 
do nothing for the remainder of the tum. 

Tf a model charges an enemy behind a wall or other obstacle, 
it will be impossible to move the models so that their bases 
are touching because the obstacle is in the way. However, 
they are still considered lo be touching and the hand-to-hand 
combat proceeds as normal. The charger suffers no move 
penalry on account of the obstacle. 

Sometimes models move about the battlefield randomly 
because they are affected by gas weapons or are blinded or 
disoriented. Models which are moving randomly or out of 
control may simply blunder into hand -to-hand combat 
without a charge being declared. This is an exception to the 
normal rule that says you have to declare a charge before 
moving into hand-to-hand combat. Models moving 
unintentionally into hand-to-hand combat do not receive the 
usual bonus for charging, but their opponent has the same 
options as if he were charged. 

4. Number Of Hits 
Compare the scores of both combatants. The 
difference between their scores is the number of 
times the winner has hit the loser. lf you won the 
combat on a tie you still cause I hiL 

5. Throw to Damage 
For each hit scored the attacker rolls a 06 on the 
Damage Chart and determines if the hit causes 
damage exactly as with hits from shooting. You 
may use the strength characteristic of either the 
model itself or any pistol or close combat weapon it 

• carr1es. 

6. Saving Throw 
Models that are wearing armour may attempt to 
avoid the effects of any damaging hits by making an 
armour saving throw exactly as with shooting 
damage. 

WHICH MODELS CAN FIGHT 
In the hand- to-hand combat phase all models engaged in 
hand-to-hand combat may fight. Note that it doesn' t matter 
which player's turn it is. Even if it is not your turn you may 
fight with any models engaged in hand-to-hand combat. 

Models are allowed to fight all round them, and not j ust 
against models LO their front, so you can fight through a full 
360° arc. This represents the fact that the warrior is whirling 
around, dodging and weaving, making desperate lunges, and 
generally doing his utmost to kill his opponent. Obviously the 
miniature itself is unable to move but don't let this fool you! 

If a model is engaged against two or more enemy at once 
then all the models may fight. This is called a multiple 
combat and rules for this are covered later. 
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HAND-TO-HAND COMBAT RULES 

ATTACK DICE 
During hand-to-hand combat a model rolls Lhe number of 
attack dice indicated by the Attacks (A) characteristic on its 
profile. Most models roll 1 attack dice as their Attack value is 
1. If a model carries a close combat weapon in each hand, 
such as 2 pis tols or a sword and a pistol, then the model 
automatically rolls 1 extra attack dice to represent the extra 
weapon. For example, a Space Marine nonnally rolls 1 attack 
dice, but if he were carrying a chainsword and a bolt pistol 
this would become 2 dice. 

Remember that although you may roll more than one dice, 
you only use one when working out who won the combat. 
The advantage of using more dice is that it gives you a better 
chance of rolling a high score. 

DETERMINE WINNER 
To determine the winner each player picks one of his attack 
dice, adds the model's Weapon Skill (WS) to the roll, and 
then adds any close combat modifiers to find a final score. 
The player with the highest score wins the combat. The 
winner now subtracts Lhe loser 's score from his own to 
determine how many hits his model causes. 

In the case of a tie the model with the highest initiative wins 
the combat and scores one hit. If both models have the same 
i.nitiative value the combat is a stand-off and no hits are 
scored on either model. 

Example: A Space Marine is fighting an Ork. The 
Space Marine's WS is 4 compared to the Ork's 3 and 
both have 1 attack. Each player rolls a D6 and adds 
the score to his model's WS. The Space Marine rolls a 
3 giving a score of 7 (WS4 + roll of 3) while the Ork 
rolls a 5, giving him a score of 8 (WSJ + roll of 5). 
The Ork has won by a difference of 1 so he has hit the 
Space Marine once. If the Ork had also been charging 
he would have received a close combat modifier of a 
further +l, giving him a score of9 and inflicting 2 hits 
on the Space Marine. 

THROW TO DAMAGE 
Once hits have been established determine if each hit causes 
damage in the same way as for hits from shooting - ie 
compare the attacker's strength and the defender's toughness 
on the Damage Chart. Refer to the Shooting section for full 
details. 
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THE FUMBLE RULE 
In the hurly-burly of close combat it is all too easy 
for a. weapon to slip from your grasp, to trip over, or 
overbalance and expose yourself to a quick punch or 
stab. This is represented by Lhe fumble rule. 

When both players roll their attack dice any roll of a 
1 represents a fumble. Any fumbled dice are handed 
over to the other player who adds +1 to his own 
combat score for each fumbled dice. 

This rule makes it occasionally possible for an 
hopelessly outclassed fighter to pull off a spectacular 
surprise victory against all the odds! 

THE PARRY RULE 
A warrior armed with a sword (including 
Boneswords, Chainswords, Power swords and Force 
swords) can parry or turn aside an opponent's blow 
with his own blade. To represent this a model armed 
with a sword can force an opponent to reroll his 
highest attack dice before the winner of Lhe combat is 
determined .. 

The swordsman doesn't have to parry if he doesn't 
want to. Though parries are useful it is possible an 
opponent may reroll and get a better score. An 
opponent who rolls several dice can always pick his 
next highest score and use that to determine who won 
the combat rather than use the score of his re-rolled 
dice. Re-rolled dice can still produce fumbles as 
described below. 

Most pistols and close combat weapons have their own 
strength value. If a model carries a close combat weapon. a 
hit is worked out using either the attacker 's value or the 
weapon's value, whichever is the higher. 

SAVING THROW 
Armoured models that have suffered damage can make a 
saving throw. This is exactly the same procedure as saving 
throws from shooting; refer to the Shooting section for full 
details. 

Most pistols and close combat weapons have their own 
saving throw modifier. If a model carries a close combat 
weapon, a hit is worked out using either the attacker 's value 
or the weapon's value, whichever is the higher. 

MULTIPLE COMBATS 
When two or more models are fighting a single enemy this is 
called a m.ultiple combat. To resolve what happens the 
outnumbered model must fight each of his opponents one 
after the other. The outnumbered model may choose which 
opponent to fight first and the combat is resolved exactly like 
a one-on-one combat. 

If the outnumbered model survives he must choose another 
opponent and fight him - but this time the enemy model rolls 
an extra dice and adds + 1 to the score. Should the 
outnu mbered model survive again he must fight a third, 
fourth and any other opponents who are attacking him. 

Each further opponent adds another + 1 to his score and rolls 
an additional dice. For example, a third opponent adds +2 
and rolls 2 extra dice, a fourth opponent adds +3 and rolls 3 
extra dice, and so on. This means it is possible to swamp a 
very strong opponent with sheer weight of numbers. 
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HAND-TO-HAND COMBAT RULES 

CLOSE COMBAT MODIFIERS 
In some circumstances iL is easier or harder to defeat your opponent than others. For example, it is easier to strike at 
someone from above, and harder if they are behind a wall. To represent these factors the following modifiers are 
applied to the model's score. All modifiers are cumulative. For example a+ 1, +2 and -1 gives an overall result of +2. 

+2 Frenzied 
A fighter who is frenzied automatical ly adds a 
bonus of +2 to his close combat score. Frenzy is a 
psychological effect described in the Psychology 
section of the Warhammer 40,000 rulebook. 

+1 Fumble 
If your opponent fumbles you automatically add + 1 
to your close combat score for each fumbled dice. 
Fumbles are explained above. 

+1 Charging 
If the model charged into combat this turn add +I 
to your close combat score. 

+1 Higher Up 
If the model is on a higher slope, stair, rampart.. ere 
then add + 1 to your close combaL score to represent 
the advantage gained by towering over your enemy. 
You don't get this advantage just because your 
model is taller than his opponent - that is already 
taken into accounL by Lheir WS, A and other 
characteristics. 

+1 Multiple Combat 
ff the model is the second opponent to fight in the 
same game rurn he rolls an extra 06 and has a + l 
modifier Lo his combat score. 

FOLLOW UP 
If all a combatant's opponents are slain the model may make 
a special fo llow up move. The victor can use this special 
move to leap behind cover, rush forward to engage a further 
enemy, or to move in any way he wishes. When making a 
follow up move, a model may be moved up to 2" in any 
direction. Note that this extra move is an exception to the 
tum sequence in that it takes place in the hand-to -hand 
combat phase. U your model kills all his opponents it may 
m ake a follow up move regardless of which player's rum it 
• lS. 

If you use a follow up to engage a fresh enemy then leave the 
models in base to base con tact but do not work out the hand
to-hand combat until the next close combat phase. The victor 
has time to engage his new foe, but there isn't enough time 
left to continue fighting. Because they are engaged hand-to
hand neither model may do anythi ng until the following 
hand-to-hand combat phase. 

During the follow up move no movement penalty is imposed 
for crossing a wall or other obstacle because it is assumed 
troops make their way across such obstacles as they fight. 
Other terrain penalties apply as normal. Note that a model 
that makes a follow up move can still move normally in its 
movement phase assuming it is not engaged in hand-Lo-hand 
combat. 

The follow up move does not affecL the distance models are 
allowed to move in their next movement phase - it is a bonus 
due to the intense bout of activity during close quarter 
fighting. 

-1 Obstacle 
If you charge against an enemy behind a hedge, 
walL barricade. or other linear obstacle then he is 
protecled Lo some degTee by Lhe inLer posing 
obstacle. This is represented by a deduction of -1 
from your close combat score. Note thaL this only 
applies in the tum in which you charge, afterwards 
your model is assumed to have climbed over Lhe 
obstacle to get to grips with his opponent. 

-1 Improvised attack 
If the model has no close combat weapons of any 
sorl and has no nalural attacks (claws etc) then a -1 
penalty is imposed on the close combat score. 

It is very rare for a warrior not 10 have a knife or at 
least a blade attached to their gun. so this penalty is 
only applied in the unlikely event of characters 
fighting with their fists - civilian wor kers 
defending their work place fr om attack, for 
example. 

Note chat some pistol weapons have 'to hiL' 
modifiers that arc applied when shooting. These 
modifiers do not apply in hand-to-hand combat, 
only when shooting at a distance. 
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HAND-TO-HAND COMBAT RULES 

UNIT COHERENCY 
IN HAND-TO-HAND COMBAT 

Models engaged in hand-to-hand combat are not bound by 
the unit coherency rule. They are allowed to be more than 2'' 
away from the rest of their uniL Models which fol1ow up are 
also permit ted to move out of the normal 2" coherency 
distance. However, once the engagement is over they will 
become subject to the coherency rules again, and must move 
back to within 2" of the rest of their unit as soon as possible. 
See the Movement rules for details. 

BREAKING OFF 
FROM CLOSE COMBAT 

Models engaged in hand-to-hand combat may no t move 
during their movement phase because it is assumed the actual 
fighting takes place throughout the turn . There fo re the 
opposing models remain locked in combat and the result is 
worked out during the hand-to-hand combat phase. 

The models cannot move away as to do so would invite their 
enemy to pounce and almost certainly slay them. This is the 
general rule - however we may allow an exception where a 
player feels his model is so hopelessly outclassed, or the 
situation is so desperate, that it is worth trying to break away 
fTom close combat. 

The warrjor turns his back on the enemy and tries to leap 
away. Perhaps the fighter is lucky enough to Lake advantage 
of a sudden lull as his enemy is thrown aside. Maybe his 
enemy is forced to duck to avoid a blow. giving the warrior a 
bare second or so to break away. It must be said that this is 
very risky! If the enemy recovers in time he will rush forward 
and attack your fighter from bchlnd. 

A model may attempt to break off from close combat in the 
following way. The player must declare hls model is breaking 
away before the models fight in the hand-to-hand combat 
phase. Then work out the combat result as normal except that 
the model attempting to break away counts his Weapon Skill 
(WS) as 0. This is because he has his back turned and cannot 
fight back effectively. If the n1odcl survives it is moved out of 
close combat and has broken off succcssf ully. 
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This is an exception to the normal game sequence as the 
movement takes place in the hand-to-hand combat phase. The 
move is at double rate and no penalty is imposed for the 
initial turn away from the enemy. The reireating model may 
not charge, shoot or do anything else for the remainder of the 
turn. 

HAND-TO-HAND COMBAT 
WITH THE VEHICLE TEMPLATES 

Regular White Dwarf readers will doubtless be familiar with 
the latest rules for vehicles that use the special targeting grid 
and hit location templates. The hand-to-hand combat rules 
described above may be used in conjunction with these rules 
for vehicles and Dreadnoughts. We']) be expanding on this in 
the forthcoming Warhammer 40,000 Vehicles Manual 
supplement. 

ROBOTS AND DREADNOUGHTS 
Robots and Dreadnoughts, or indeed any type of machine that 
has a Weapon Skill, may fight in hand-to-hand combat using 
the rules described above. 

If the Robot OT Dreadnought is rut then the attacker may 
choose which location is struck but doesn't roll for deviation. 

Armour penelration and damage is assessed in the same way 
as shooting damage. 

VEHICLES 
Vehicles cannot engage in hand-to-hand combat as such, but 
a model may attack any vehicle it is touching during the 
hand-to -hand combat phase. T his is not a proper hand-Lo
hand combat engagement and does not reslrict the movement 
of either the vehicle o r the attacker in their subsequent 
movement phases. 

A model that is attacking a vehlcle automatically ruts once 
for each Attack on its profile. The attacker may choose the 
location struck and doesn ' t roll for deviation. Armour 
penetration and damage effects are worked out exactly as for 
hits from shooting. 

If the attacker is armed with a grenade or any ranged weapon 
he may use this in hand-to-hand combat against a vehicle. 
Note that these weapons can 't normally be used in close 
combat, so this is an exception to the normal rul es. This 
allows for troops pushing gun barrels into hatches or through 
vision ports, or throwing grenades into exposed 
compartments. The attacker chooses his hit location exactly 
as if he were using a close combat weapon such as a pistol or 
power sword, and damage is worked out in the same way. 
Any area effect of the weapon is ignored - the blast being 
contained inside or under the vehicle. When used in hand-to
hand combat weapons only fire once, any sustamed fire 
ability is ignored when used in close combat against vehicles. 

Vehicles which are not moving are very vulnerable when 
attacked in close combac. The attacker can take his time to 
locate any weak points, climb up onto the structure, push his 
gun barrel through hatches, etc. To represent this hand-to
hand attacks against imn1obilised or s tationary ve hic les 
receive an armour penetration bonus of a further + 106. This 
is very useful as it allows 1roops armed with relatively light 
weapons to swarm all over and desiroy a heavily ai111oured 
vehicle that has been brought to a halt. 



.. 

HAND-ID-HAND COMBAT 

E PLE OF HAND TO HAND COMBAT 

• 

As an example of how hand-to-hand combat works we 'JI take 
a look at a combat between a Space Marine and two Ork 
Boyz. The Space Marine is armed with a chainsword and bolt 
pistol, while the Orks have their standard armament of a 
Bolter and a combat knife. 

Space Marine 
M WS BS S 
4 4 4 4 

Ork Boyz (2) 
M WS BS S 
4 3 3 3 

T W 
4 I 

T W 
4 1 

I A Ld Int Cl WP 
4 I 8 8 8 8 

I A Ld Int Cl WP 
2 1 7 6 7 7 

The Space Marine charges the Orks in the movement phase. 
Neither Ork is on overwatch, so they are not allowed to take 
a shot at the Marine as he enters combat with them. The 
Space Marine is not allowed to fire at the Orks in the 
shooting phase because he is engaged in close combat. 

We now come to the hand-to-hand combat phase. The Space 
Marine has to fight both Orks this phase, one after the other. 
The Ork player is allowed to choose which of his models will 
fight first. though in this case it is not important as the two 
models are identical. 

The Space Marine has an Attack value of 1, which is 
increased by + 1 because he is armed with two close combat 
weapons. His Weapon Skill is 4. and he is entitled to the + 1 
charging modifier from the close combat chart. This means 
that the Space Marine rolls two dice and adds +5 to the score 
of the highest roll. 

The Ork also has an Attack value of 1, but this is not 
increased as he only has one close combat weapon. His 
Weapon Skill is 3, and he is not entitled to any modifiers, so 
the Ork player will roll one dice and add +3 to the score. 

The Space Marine player rolls a 6 and a 2. He adds +5 to the 
highest dice roll, for an attack score of 6+5= 11. The Ork 
player rolls a 4. He adds +3 to the score for a final total of 
4+3=7. The Space Marine has won the combat by four points 
and so scores four hits on the unforrunate Ork. 

The Space Marine player can choose which of his model's 
close combat weapons scored the hits, but as the chainsword 
and bolt pistol both have a strength of 4 and a -1 save 
modifier it does not matter which is used. The Marine player 
rolls for each hit and scores three wounds. The Ork player 
attempts to save against the wounds but not surprisingly fails. 

The Space Marine now turns his attention to the second Ork. 
This combat will be resolved in exactly the same way as the 
frrst, except that the Ork rolls an extra 06 and has a +1 
multiple combat modifier for being the Space Marine's 
second opponent in the same turn. 

This time the Space Marine rolls a 1 and a 4. He takes the 4 
and adds his bonus of +5 for a total of 4+5=9. The Ork rolls a 
5 and a 2, which with his bonus of +4 also totals 9. In the 
case of a tie the model with the highest initiative (in this case 
the Space Marine) would score a hit. 

However, the Space Marine player rolled a l, which counts 
as a fumble, and which the Ork is allowed to add to his score. 
This takes his total to 5+4+1=10, so he wins the combat by 
one point and scores a hit! 

The ensuing damage roll wotmds the Space Marine, who fails 
to save and is eliminated. The Ork is now allowed to make a 
follow-up move of up to 2", and uses this opportunity to get 
under cover behind a nearby bush. 

. • • 

• • 
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• •· ·: The Space Marine charges Into hand-to-hand 
combat w~h two Orks. He kllls the first Ork. 
but is then killed by the second. 
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Hand-to-hand combat weapons are designed for use purely in close combat. For example 
swords of various types, the hunting lance and the power axe. Such weapons cannot be used 
in the shooting phase, only in the hand-to-hand combat phase. 

BANSHEE MASK 
Banshee masks contain a special psychosonic amplifier which 
intensifies the Eldar's screaming battle cry Lo a piercing 
shriek. Howling Banshees are trained how lo release their rage 
as they charge into combat, and taught how to focus and 
project the resultant psychic scream against their enemies. 
Enemies exposed lo this psychic scream suffer almost total 
paralys is as their central nervous system is flooded with 
unbearable levels of psychic energy. 

• I 

... 

_J .... -· 

Special Rules 
The target may neither run away nor fire overwatch at Lhe 
charging Banshee warrior, but is obliged lo hold his ground. 
Furthermore, during lhe first round of combat Lhe target's WS 
counts as 0 because of the paralysing effect. 
The Banshee Mask is only effective when the Howling 
Banshee charges - it has no effect if the Howling Banshee is 
itself charged by an enemy model. In the second and 
subsequent rounds of a close combat engagement Lhe Mask 
also has no effect. 

Short Long To Hit To Hit Strength Damage Save Special 
Range Range S hort Long Modifier 

Close combat only Enemy WS = 0 in first round of charge Cose combat 

With the addition of a heavy blade, any 
basic weapon can be used in hand-to
hand combat A model equipped in this 
fashion avoids the usual penalty for 
fighting with an improvised attack (-1). 

Short Long To Hit 
Range Range S hort 

Close combat only 
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BLADES AND SAWS 
Blades may be small and pointed, like 
bayonets, or axe-like and serrated, in 
which case they are used with a 
chopping motion like heavy axes. 

To Hit Strength Damage Save 

These ancillary combat accessories can 
take many forms, and some may be 
concealed within the body of the 
weapon until needed. 

Special 
Long Modifier 

As user 1 - Close combat 



Boneswords are bio-weapons used in 
pairs by Tyranid warriors. The blade of 
a Bonesword is a massively enlarged 
horn, sharply serrated along both 
edges. The b lades are alive. They 
slowly grow in size, and are also 
capable of repairing themselves over 
time. The hilt is the hard, chitinous exo
skeleton of the bio-construct. The 
crearure's small brain is protected deep 
within the hilt. The creature is 
incapable of independent thought, but 

Short Long To Hit 
Range Range Shor t 

Close combat only 

The chainfist is designed for use by 
T erminator Space Marines. It is 
primarily used for cutting holes 
through heavy bulkhead doors and 
walls, but it is also an awesome weapon 
in close combat. 

The chainfist is essentially a power 
glove incorporating a chainsword. T he 
cutting edge is encased in a power field 
which crackles and glows with energy. 
This power field discharges energy as 

Short Long To Hit 
Range Range Short 

Close combat only 

This is a popular weapon with officers 
in Imperial Guard forces, ship boarding 
parties and close assault troops. It is 
shaped like a traditional sword, but has 
the addition of a powered chainsaw 
edge that is studded with sharp 
monomolecular teelh capable of slicing 
through armour and sceel bulkheads. 

The chainsword makes an angry 
buzzing noise as its razor-edged teeth 
spin round, intensifying into a high 
pitched scream as the weapon bites. 

S hort Long To Hit 
Range Range Shor t 

Close combac only 

BONESWORDS 
able to generate a powerful surge of 
psychic energy when stimulated by the 
user. This psychic energy flows along 
the nerve tendrils embedded within the 
blade, causing a field effect rather like 

To Hit Strength Damage Save 

• 

HAND-TO-HAND WEAPONS 

a psyker's force weapon. This gives the 
Bonesword its potent 'bite' represented 
by its extremely high strength value 
and -2 save modifier. 

Special 
Long Modifier 

6 1 

CHAINFIST 
soon as the chainfist strikes, striking 
the target with flashing bursts of 
energy. Crackling forks of blue 
lightning crawl over the target's surface 
and shatter it, and the whirring teeth 
chew th.rough armour and flesh with 
equal ease. 

With three or four well placed cuts, a 
warrior can cut a hole in a bulkhead 
large enough for even the bulk of a 
Terminator co step through. 

-2 

To Hit Strwgth Damage Save 

Qosecombat 

The weapon is no less deadly in hand
to-hand combat, and is powerful 
enough to cut through vehicles and 
dreadnoughts. 

Its only disadvantage is its considerable 
bulk, but when fitted to Terminator 
armour this is compensated for by the 
power of the suit itself. 

Special 
Long Modifier 

10 04 -6 Close combat 

CHAINSWORD 

To Hit Strength Damage Save Special 
Long Modifier 

4 1 -1 Close combat 
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HAND-TO-HAND WEAPONS 

In a hostile and suspicious galaxy there 
will always be a ready market for small 
and easily concealed weapons. The 
digital laser o r digilaser is a laser so 
tiny that it may be concealed in a finger 
ring, or fitted unob trusively into a 
glove. Although these weapons exist, 
no-one knows where they come from, 
and it is beyond the tec hnological 
capabil ity of all known races to 
manufacture them. 

Digilasers can be carried without 
affecting the wearer's ability to carry 

Short Long To Hit 
Range Range Short 

Close combat only 

The Harlequins Kiss is used only by the 
Eldar Harlequins, and its Eldar name 
means 'Kiss of Evil ' . It is a tubular 
weapon that straps to the back of the 
forea rm. By punching forward, the 
Harlequin activates the weapon and 
releases a tightly curled 100 metre long 
monofilamenL wire (a wire only one 
molecule thic k). If the Lip of the 
weapon touches the enemy the wire 
filament pierces armour and flesh and 
instantly uncoils inside the victim's 
body. Within the space of a heartbeat 
the enemy's insides are reduced to the 
consistency of soup, and the wire whips 
back into the Harlequins Kiss. 

Special Rules 
Determine hand-to-hand combat hits as 
normal . If a hit is scored the target 
makes an immediate armour saving 
throw. If the save is passed the target is 
unharmed, and the wire fails to 
penetrate the armour. If the save is 
failed the model is automatically killed. 

The Harlequins Ki ss may be used 
again st ar moured targets such as 
Dreadnoughts and vehicles, but it 
cannot cause damage unless it is able to 
penetrate their armour. The Harlequins 
Kiss has its own special rule for 
penetrating armour. 

Short Long To Hit 
Range Range S hort 

aose combat only 
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DIGITAL LASER 
other weapons, and greatly enhance his 
hand-to-band combat potency. As they 
are so rare and expensive their 
possession is restricted lo a wealthy 
elite, and digilasers make their 
appearance on the tabletop rarely and 
then only in the possession of the most 
influential and heroic characters. 

Special Rules 
A digilaser is worn as a finger ring, or 
fitted into the knuckles of a glove. They 
do not affect a model's ability to carry 

To Hit S trength Damage Save 

or use other weapons. A model may 
wear up to 4 digilasers on each hand, or 
8 in tot.al. In hand-to-hand combat, a 
model m ay automatically shoot its 
digilasers before the combat proper is 
resolved. This is worked out in exactly 
the same way as shooting, representing 
the model blasting away al short range 
before its opponents close. 

Once close combat has been started 
digilasers have no effect, so you don't 
roll extra dice because your model is 
carrying them. 

Special 
Long Modifier 

3 1 -1 

HARLEQUINS KISS 
To determine how many points of 
armour are penetrated roll a D6. If the 
score is 1 to 5 then that is the amount of 
armour penetrated, but if the score is 6 
then roll another D6 and add this score 
Lo the first. If this second dice roll is 
also a 6 add the score of a further D6, 
and so on until a number of less than 6 
is rolled. 

Cose combat - See above 

The chances are that the Kiss won't 
penetrate even the most weakly 
protected vehicle (as most vehicles 
have at least 8 points of armour) but if 
the player is very lucky a small chink 
may be found which allows the wire to 
wreak devastation inside. I f the target is 
penetrated roll a 06 and refer to the 
chart below. 

VEHICLE CREW PENETRATION CHART 

To Hit 
Long 

• 

1 1 randomly determined crewman is caught and killed by the wire. 

2-4 Roll a 06 for each crewman. On a score of 1, 2 or 3 the individual is 
unaffected. On the score of a 4, 5 or 6 the crewman is killed. 

5 Roll a 0 6 for each crewman. On a score ·of a:· 1 the Individual is 
unaffected, on the score of a 2 or more the crewman is killed. 

6 All crew are killed. 

Strength Damage Save Specia l 
Modifier 

Close combat - See above 



HAND-TO-HAND WEAPONS 

LIGHTNING CLAWS 
Lighlning claws are a special weapon used by Space Marines 
in Terminator armour . They consist of a pair of heavy 
annoured powered gloves with long slashing talons sheathed 
in a rippling blue power field. They are only worn in pairs, and 
are a very difficult weapon to master, requiring an individual 
style of fighting in which the long claws are used to cover 
against attacks as well as to slash against the opponent. 

Because the claws are sheathed with powerful energy like a 
power glove, when the curved blades rake across armour or 
flesh lhey discharge crackling energy like small lightning 
strikes over the Largel, tearing it apart and exposing flesh and 

Short Long To Bit To Hit Strength 
Range Range Shor t Long 

Close combat only 8 

bone to further assault. 

Special Rules 
As these weapons are always worn in pairs the Terminator 
receives an extra attack dice in hand-to-hand combat. 
Lightning claws penetrate vehicle annour differently to other 
weapons. U one hit is scored against a vehicle or Dreadnought 
the amount of armour pierced is 8+03+06 as normal 
(S trength+ Damage + 06). If 2 or more hits are scored the 
player has the option of working out each hit separately or 
combining hits into a single attack penetrating 8+306. 

Damage Save Special 
Modifier 

03 -5 Close combat - See above 

MANDIBLASTER 
The helmets of the Striking Scorpions incorporate a pair of 
weapon pods positioned and shaped much like Lhe mandibles 
of a scorpion. Each pod houses a mandible blaster, o r 
MandibJaster, a unique and deadly device also known as the 
Sling of the Scorpion. The Mandiblasler is an extremely short 
range weapon, useful only al a distance of a foot or so. 

The weapon is activated by a psychic pick-up in the helmet, 
and fires a stream of tiny metallic needles straight forward 
into the targec. These needles cannot do much damage 
themselves, although in the case of unarmoured targets Lhey 
can tear and lacerate flesh, but they act as a conductive 
medium through which the Striking Scorpion delivers an 
intense laser energy sting. 

This laser energy vaporises the tiny slivers of metal inco 
plasma which rips sttaighl into the target. The Mandiblaster is 
a highly effective secondary weapon which is designed to be 
used in conjunction with other weapons. 

It is brought into play while the Aspect Warrior's opponent is 
still a few feet away, enabling the Eldar to deliver a vilal 
attack before the enemy has had a chance to strike. 

SpeciaJ Rules 
The Mandiblaster automatically shoots before the 
hand-to-hand combal proper is worked out. This is worked out 
in exactly the same way as shooting, representing the model 
blasting away at short range before its opponents close. Once 
close combat has been started Mandiblasters have no effect, so 
you don't roll extra dice because your model is carrying them. 

If a hit is scored, searing laser arcs leap from the Striking 
Scorpion's helmet mandibles and send jets of laser energy .into 
the target. Roll a 06, and if the score is equal to or more than 
Lhe target's Toughness 1 wound is sustained. Saving throws 
from Mandiblaster attacks are resolved with a -2 dice 
modifier. 

Short Long To Hit To Hit Strength 
Range Range Short Long 

Close combat only -

... , 

' 

Damage 

I 

Save 
Modifier 

-2 

~'t~ 
., \ ' . ' ' \ ,, . 

Special 
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HAND-TO-HAND WEAPONS 

POWER AXE 
The power axe resembles a large axe or halberd. Its blade is 
surrounded by a hazy blue power field which crackles with 
discharges of energy. When the weapon strikes, this energy 
is discharged over the victim, rending the target aparl with 
lightning-like power . The weapon is carried by some close 

assault troops, but is commonly associated with Tech-Marines 
and members of the Adeptus M echanicus. The weapon is large 
and requires both hands to use. 

Short Long To Hit 
Range Range Short 

Close combat only 

The power glove o r power fist is a 
heavy armoured gauntlet surrounded 
by an energy field which disrupts the 
surface of solid matter. In this form the 
energy field allows the glove to punch 
its way through walls and armour, and 
also to grip and tear away at solid 
objects. A band wearing a power glove 
during hand-to-hand combat may not 
hold anything else, but the glove may 
be turned off and the hand used 
normally when required. Power gloves 
are used in conjunction with power 
armour by Space Marine officers and 
some close assault units. 

Short Long To Hit 
Range Range Short 

CJose combat only 

This weapon is used by the Adeptus 
Arbites Judges - the dreaded 
Arbitrators of Imperial Justice. This 
galactic police force hunts down 
criminals and enforces the lmperium's 
Laws. 

The power maul is a c lub surrounded 
by an energy field which disrupts the 
surface of solid matter. T he depth of 
the field can be adjusted to bash a hole 
through a wall or merely administer a 
knock-out blow to subdue a victim. 

Short Long To Hit 
Range Range Short 

Close combat onJy 
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To Hit Strength Damage Save Special 
Long Modifier 

6 1 -3 Cose combat 

POWER GLOVE 

To Hit Strength Damage Save Special 
Long Modifier 

8 l 

POWER MAUL 
Unlike the power axe, the maul is held 
in one hand, leaving the other hand free 
for a pistol or shield. 

Special Rules 
In game terms it matters little whether a 
model is knocked out or slain, so the 

-5 

T o Hit Strength Damage Save 

Qosecombat 

profile reflects the weapon's maximum 
ability. However, any model 'killed' 
by a power maul may be assumed to be 
unconscious and automatically 
recovers once the game is over. 

Special 
Long Modifier 

5 l -3 aosecombat 



The blade of the power sword is 
surrounded by a hazy blue energy field 
which disrupts any solid matter it 
touches. As a blow is suuck the whole 
length of the sword sh ivers with a 
crackling discharge of energy which 
then envelops the targeL and tears it 
apart Amongst the Imperial forces the 
power sword is regarded very much as 
an officer 's weapon, although it is also 

Short Long To Hit 
Range Range Short 

Close combat only 

POWER SWORD 
carried by close assault troops where 
more dev as ta ting power weapons 
aren't available. Unlike the power axe, 

To Hit Strength Damage Save 

HAND-TO-HAND WEAPONS 

the sword is held in one hand, leaving 
the other hand free for a pistol or other 
close combat weapon. 

, 
, 

Special 
Long Modifier 

5 1 -3 aosecombat 

ROUGH RIDER HUNTING LANCE 
The hunting lance is used by Imperial 
Rough Riders. These tough, frontier 
horse-soldiers are much valued as 
scouts and foragers. They also make 
excellent front-line troops, often using 
the hunting lance which they use to 
hunt big game on their native worlds. 
The lance is tipped with an explosive 
charge which blows apart on impact, 
smashing the target and shattering 

Short Long 
Range Range 

aose combat only 

• , 
I • 

To Hit 
S hort 

• 
'I ,, 

armour and flesh alike. I t is essentially 
a one-hit disposable weapon, but that 
hit is fully capable of taking out an 
armoured man. 

Special Rules 
The lance tip explodes on impact 
during the first round of hand-to-hand 
combat, thereafter the Janee is useless 
and is discarded in favour of a pistol or 

To Hit Strength Damage Save 

other suitable weapon. Each model 
fighting loses its lance after the combat 
round, even if the lancer fails to hit; in 
which case the Janee is a 'dud' and fails 
to explode. If the lancers charge into 
combat they receive a +2 close combat 
modifier to the warrior's score. This 
bonus applies only during the first 
round of combat. If they are charged by 
enemy then th.is bonus does not apply. 

Special 
Long Modifier 

6 1 -2 +2 Close combat modifier in first 
round. See above 

• 

I , -- -
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SWORDS AND OTHER HAND ARMS 
In a violent galaxy it is a mark of 
caution and status to carry a sword or 
long dagger. Many civilians go about 
their daily business armed, and no-one 
considers it in the least unusual. 
Swords may be made from car bon
steel. but plastic is equally flexible and 
sharp, and can be coloured co reOecl the 
owner's wealth, status or allegiance. 

Special Rules 
A model armed with a sword, a long 
k:nif e, or any comparable hand-to-hand 
weapon (such as an axe) fights in hand-

Short Long T o Hit 

lo-hand combat using its own strength. 
Although a sword is hardly the most 
devastating of weapons in a universe in 
which such things are common. it is 
still worth having as it enables the 
p layer to avoid the -1 close combat 
penaJty otherwise imposed for having 

T o Hit Strength Damage Save 

an improvised attack. 

It is generally asswned that all troops in 
the game carry either a sword, dagger, 
or similar weapon . Only unarmed 
civ il ians or captives would be withouL. 

Special 
RanJ!e Range Short Long Modifier 

Close combat onJy As user I - Close combat - Sec ahove 

THUNDER HAMMER & STORM SHIELD 
This is a weapon used by Terminator Space Marines and is 
always used in conjunction with a storm shield. The thunder 
hammer is a large hammer with a power generator which 
energises only when the hammer strikes its target. This allows 
the weapon lo store a tremendous amount of energy and 
release it only at the moment of impact, produc.ing a terrific 
blast of energy and a sound like a crack of thunder. Were it not 
for his Terminator armour the Space Marine himself would 
probably be knocked over by the impact! 

The storm shield is surrounded by a glowing blue field of 
energy which emits crackling lightning when the Space 
Marine parries a blow. The names of these two weapons are 
derived from the resulting awesome noise of thunder and 
lightning. 

Special Rules 

The thunder hammer has no strength vaJue because this is not 
required. When the thunder hammer hits its larger it will 
automatically cause damage (barring armour effects) - the 
normal damage roll against the target's toughness is ignored. 

In the case of vehicles their armoured hull is automatically 
penetrated by the blow. The thunder hammer is always used in 
conjunction with the storm shield - a shield surrounded by a 
power field. A Terminator with a storm shield receives an 
extra armour saving throw of 5, 6 against shooting or hand-to
hand combat damage. 

This saving throw ignores normal save modi fiers - and 
therefo re offer s a save even against weapons with large 
negative modifiers such as lascannons and power weapons. As 
Terminators have a substantial armour save already, the storm 
shield save only comes into play if the Terminator armour 
doesn't save its wearer. 

Short Lo ng To Hit T o HJt Strength 
Range Range Short Long 

Close combat only 
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Damage Save Special 
Modifier 

06 -5 Close combat - See above 



Pistols are primarily designed to be used at close quarters - within hand-to-hand combat 
or in enclosed areas such as buildings and fortifications. In these situations, their accuracy 
at short range gives them a big advantage over larger weapons. 

AUTO PISTOL 
The auto-pistol is a rapid firing automatic pistol which shoots 
short bursts of caseless ammunition. It is effectively a pistol 
version of the larger and more powerful autogun. Like most 
pistol weapons it is very accurate al short range although its 
long range is limited. Like all pistol weapons the autopistol 
can be used in close combat. 

Short Long To Hit To Hit Strength 
Range Range Short Long 

0-8 8- 16 +2 - 3 

Damage 

I 

BOLT PISTOL 
Bolt pistols are small versions of the boltgun and fire the 
same kind of explosive bolt missile. They are popular with 
many official and unofficial forces throughout the galaxy, 
especially amongst tough frontiersmen who commonly refer 
to the weapons as blasters or busters. 

Bolt pistols are also carried by the street gangs of the hive 
wor lds and raider pirates: individuals who prefer ugly. 
cumbersome weapons that make a lot of noise and cause a 
great deal of obvious damage. 

Short Long To Bit To Hit Strength 
Range Range Short Long 

0-8 8-16 +2 - 4 

Damage 

1 

Save Special 
Modifier 

-1 Close Combat 

Save Special 
Mod ifier 

-I Close Combat 

37 



PISTOLS 

HAND FLAMER 
Also known as the flame pistol, or burner, this is a smaller 
and more compact version of the namer weapon. Its range is 
even shorter lhan the larger namer. but its effects are just as 
deadly. Its small size means that it can also be used in hand
to-hand fighting. 

To represent the blast of fire a special short triangular 
template wilh a curved tip is used when working out namer 
shooting. Place the template with the pointed end against the 
model shooting. Any models whose base is wholly within the 
template area are hit automatically (there is no need to roll). 
Any models whose base is partially within the template area 
arc hit on the 06 roll of a 4, 5 or 6. The Lemplate is only used 
for shooting in the shooting phase - not for hand -to-hand 
combal. In hand-to-hand combat resolve hits as normal. At 
such close quarters any direct hit is assumed to be wholly 
absorbed by the targcl. 

• • 
I 

•• • 

• • 

• 

A Space Marine armed with a Hand Flamer shoats at a group of 
advancing Orks. Taking the appropriate s i~ed template the Marine 
positions it hitting two of the Oks. One is completely covered and tokes 
an automatic hit while the other is only partially covered needing a .d ,5 or 
6 on a 06 lo be hit. A 5 is rolled and both models worit out damage in 
the normal woy. One Orlt is slain ond is remcwed as a casualty while the 
other saves . 

• 

• 
• 

. • . 
• 

• • • 

• • • 

The surviving Orit rolls on the Hand Flamer Hit Chart lo 

d ete rmine ii he hat caught fire. He roll t a 2 which 
meant he hos manage d to extinguish any remaining 
Romes and mat mow "°'molly from now on. 

Special Rules 
If a model is hit by a flamer work out damage as normal. If 
the model is slain it is removed as a casualty as normal. If lhe 
model is not slain then an immediate test is made to 
determine if it has caught fire. Roll on the Hand Flamer Hit 
Chart. Because namers use a volatile burning chemical. like 
oil or petrol, it is possible to set even vehic les o r 
dreadnoughls alight. 

Short Long To Hit To R it Strength 
Range Range S hort Long 

Special Rules - - 4 
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HAND FLAMER HIT CHART (D6) 
1-3 Target does not catch fire - the small amount of 

burning fuel is quickly extinguished. 

4-6 Target is smothered with fuel and ignites. 

Once a target has caught fire test for the eff cct at the start of 
its own turn. Roll a 06 on the Fire Test Chart . 

FIRE TEST CH A RT (06) 
I -5 Fire continues to burn causing a f urthcr automatic 

hit. Work out damage as normal and remove the 
model if slain. If the target is not slain it will move 
randomly and is unable to do anything else that 
turn. Normal coherency rules arc suspended for 
burning models. Vehicles, dreadnoughts, and 
Terminator Space Marines may choose to ignore 
the names and may continue to move and shoot as 
normal. 

6 Fire goes oul. The model may not move or fire 
during the current turn, but may figh t normally 
from its following turn onwards. If coherency has 
been broken, the model must re-establish coherency 
as soon as possible. Vehicles, dreadnoughts, and 
Terminators are not affected by lhc fire and may 
move and shoot as normal. 

Any friendly model within l " of a burning model may 
attempt to beat out the names during the movement phase. 
The beating model may move as normal, but may not shoot 
during the shooting phase. Roll a 06: if the score is 6 the 
flames are beaten out. If more than one model is available to 
he lp beat out the names the chance increases by + 1 per 
model, ic 2 models need 5+, 3 need 4+, and so on. 

Any target which is already fre112ied when hit by a namer 
may continue to fight despite the fact it is burning up. The 
model moves. shoots and fights as normal. but will continue 
to roll for damage as appropriate. 

Damage Sa ve Special 
Modifier 

I -2 Close Combat 
See Above 

I 

I 

I 



LAS PISTOL 
The laspistol or laser blaster is a pistol version of the lasgun 
and enjoys lhe same repulalion for ease of manufacture and 
convenience ·of use. IL is a standard weapon amongsL the 
Imperial Guard. It frres distinct bursts of laser energy, or laser 
shells, which explode when they hit their target. Because the 
laser's energy is rapidly dispersed into the atmosphere shots 
at long range tend to be inaccurate. 

Shor t Long To Hit To Hit Strength 
Range Range Short Long 

0-8 8-16 +2 -I 3 

Dam age 

1 

PISTOLS 

Save Special 
Modifier 

- OoseCombat 
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PISTOLS 

NEEDLE PISTOL 
The needle pistol or needler is a smaller less powerful, but no 
less deadly, version of the sniper needle rifle. The weapon is 
based on the same design as the laspistol and fires bursts of 
laser energy which propels tiny Loxic darts into che Largel. 
When the target is hit the laser blasts a hole and the needles 
slam home, delivering their toxin into the target's nesh. 

Special Rules 
The weapon may be used against any target, including 
vehicles, robots, and buildings, in which case il is the laser 
rather than the toxin which does the damage. Use the details 

Short Long To Hit To Hit Strength 
Range Range Shor t Long 

0-8 8-16 +2 - see above 

given on the weapon 's profile and work out the weapon's 
effect as normal. When used against living targets roll to hit 
as normal. If the weapon hits, make any saving throw for 
armour as normal - no strength/toughness roll is required. 
The toxin automatically takes effect if the saving throw is not 
successful. Toxins can be tailored to affect any living 
creatures, but no toxin exists which will a.ff ect a daemon or 
Eldar Avatar. As yit no toxin has been developed that effects 
the extra-galactic Tyranids and Genestealers - although 
genestealer Hybrids are effected as normal. 

Damage Save Special 
Modifier 

l -1 OoseCombat 
See Above 

PLAS,.\A PISTOL 
Th.is is a pistol version o f the plasma gun, combining the 
same level of devastating destruction with the same slow rate 
of recharging. It is sometimes known as the plasma blaster. 
The weapon fues energy shells of bright glowing plasma. 
When a plasma shell hits its target tremendous beat and 
energy are released, destroying the target in an almighty 
explosion. 

Special Rules 
The energy used by the plasma pistol is so vast that once it 
has been fired it takes time for it to recharge. If a plasma 
pistol is fired it cannot then be used in the player's following 
turn (you can use one of the recharging counters provided in 
the back of the book). The weapon is ready to fire again in 
the shooting phase of the player's turn after next.. This does 
not affect the model's ability to move or to use another 
weapon if it carries one. Note that the weapon may fire 

Short Long To Hit To Hit Strength 
Range Range Short Long 

0 -6 6-18 +2 -I 6 

during the shooting phase using sustained fire - but sustained 
fire cannot be used in hand-to-hand combat. 

Damage Sa ve Special 
Modifier 

1 -1 Sustained Fire - See Above 
OoseCombat 

SHURIKEN PISTOL-----
The shuriken pistol [Eldar: Murehk] is a pistol version of the 
shuriken catapul t. The shorter barrel length and smaller 
capacity reduces the weapon's efficiency and so limits the 
range, r ate of fire and power. The missiles are identical to 
those used in the larger weapon: a spinning disc which can 
slice straight through flesh and bone. Amongst humans these 
weapons are sometimes referred to as slingers or sling pistols. 

Short Long To Hit To Hit Strength 
Range Range Short Long 

0-6 6-12 +2 - 3 
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Damage Save Special 
Modifier 

1 -2 Close Combat 



.. 

PISTOLS 

STUB GUN 
The stub or slug gun is a primitive hand gun frring solid 
bullets - usually one at a time. It is essentially the same as a 
twentieth century revolver or automatic. These pistols are 
common on industrial worlds where incessant gang warfare 
and institutional urban tribalism have created armed 
populations and a common acceptance of low-level 
weaponry. On such worlds these weapons are blessed with a 
variety of local names such as s luggers, smokers and 
shooters. 

Short Long 1b Hit To Hit Strength 
Range Range Short Long 

0-8 8-16 - -I 3 

Damage Save Special 
Modifier 

I - OoseCombat 

WEB PISTOL 
The web pistol or glue gun is an unusual weapon nol seen 
frequently on the battlefield. It is mostly used by institutional 
forces for crowd control and suppression and its effects are 
usually debilitating rather than deadly. The pistol is bulky 
with a cone shaped nozzle and a distinctive underslung 
canister. This canister contains the weapon's ammunition: a 
special gluey chemical called web-chem. When the pistol is 
fired a dark m ass of tangled threads is thrown forward over 
the target As the threads are exposed ro the air they expand 
and solidify, quickly forming a dense web of entangling 
s ticky threads. Once a target is hit the web contracts and 
binds the victim tightly, preventing all movement and action. 
The harder a victim struggles the Lighter the web becomes, 
and if the victim continues ro struggle the web will eventually 
crush him. 

Special Rules 
Once a web pistol has hit its target the victim is enmeshed: 
there is no damage roll and no saving roll. The victim may do 
nothing until released using the special web solvent carried 
by all troops equipped with web guns. At the start of their 
turn, any models enmeshed by webs may attempt to free 
themselves. However, this is risky, especially for smaller 
weaker creatures. The player rolls a 06 and adds the trapped 
model's strength. If the score is 9 or more the model is freed 
and may move and act nonnally from then on. If the model 
fails to break free it must immediately make its normal 

Short Long To Hit To Hit Strength 
Range Range Short Long 

0-4 4-8 +I -

saving throw, and if this is failed the model sustains 1 
damage point. Vehicles cannot be webbed, but crews or 
troops in open topped vehicles may be hit and affected. If a 
vehicle's driver is webbed he cannot drive, and the vehicle 
goes out of control. 

A Space Morine om1.d with o Web pi>lol ihoots ol on adwncing Oric. As the 
Orlt is al 1hort rang• (less than A") rhe Marine recie ... s a + 1 IO hit moclill• r. The 
web hits and th• Ork is automoticolly enmeshed (although there Is no damage 
oaused there ls al.a no soving throw) and pkiy1 no further part In th• game unle u 
he can break Jr ... 

• 
• • 

• 

• 

Damage 

Special 

• 

:· 

Save 
Modifier 

• 

• 

At the start of his tum the Ork player atlempls lo 
Ir .. the model. To do this the Ork must soore 9 
or more on a 06 adding ils slfenglh (3 for an 
Orlt 8oyj. Unfortunately he roft1 a 2 g iving him a 
lotal ol 5 and •ustains 1 hit, whidl falling IO sove 
kills him . 

Special 

Oose Combat 
See Above 
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Basic weapons are normally used only during the shooting phase, although the addition of 
an axe-blade or bayonet enables them to be used to stab or chop in close combat. They are 
designed to be fired in both hands rather like a modern rifle. 

The auto-gun is compar able to a 
twentieth century automatic rifle both 
in appearance and operation, though 
the introduction of caseless 
ammunition and high-tech components 
has increased the rate of fire and 
reliability. 

The autogun fires a burst of high
velocity, caseless sho t made from 
plastic, ceramics or metal. I ts strong 
point is its long effective range. 

S hort Long To Hit 
Range Range Short 

0-12 12-32 +I 

The bolt gun or bolter is the standard 
armament of Space Marines and the 
favoured weapon of Orks. It is a short 
compact weapon that fires a missile or 
bolt substantially larger than a bullet. 
The bolt contains an armoured piercing 
tip, an explosive, and a mass reactive 
detonator. It is shot from the barrel 
under low velocity. its own propellant 
igniting once the missile is clear of the 
barrel. 

The explosive detonates only when it 
has pierced armour. Any sudden 
increase in local mass activates the 
explosive and blows the target apart 
from the inside. 

Bolt guns are noisy and their effects 
are visibly devastating. Effective range 
is not great, and they are thus ideally 
suited to a shock/assault role. 

Short Long To Hit 
Range R an ge Short 

0- 12 12-24 +I 
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AUTO-GUN 

lo H it Strength Damage Save Special 
Long Modifier 

- 3 I -I -

BOLTGUN 

l o H it Strength Damage Save Special 
Long Modifier 

- 4 I -I -



BASIC WEAPONS 

BOW 
There are many primitive planets where modern weaponry is 
completely unknown. Bows are very common on these 
worlds, and are used for hunting as well as for war. 

Special Rules 
Although an arrow can pierce flesh or even thin armour it is 
relatively useless against efficient armour and vehicle hulls. 

Short Long To Hit To Hit Strength 
Range Range Shor t Long 

0-12 12-24 - -1 3 

To reflect this, its armour penetration value against vehicles 
is only 06 rather than 06+3 as you would expect. 

Although there is no armour save modifier given for h its 
against armoured troopers, any target with a save of 4+ or 
more automatically has its saving throw increased to 2+ when 
hit by an arrow. 

Damage Save Special 
Modifier 

1 - See Above 

CROSSBOW 
Crossbows, like bows, are used on primitive worlds where 
more sophisticate.d weapons are unknown or rare. They are 
not weapons commonly seen on the battlefield, although they 
sometimes appear in local uprisings in the hands of rebellious 
street gangs and other irregular troops. Constructed from 
modern high-tensile plastics and aided by an automatic 
mechanical draw, the power of such a weapon can rival that 
of more modern armaments. Its chief disadvantage is that it is 
impossible to move while reloading. 

Short Long To Hit To Hit Strength 
Range Range Short Long 

0-16 16-32 - -1 4 

Special Rules 
Although a crossbow bolt can pierce flesh or even thin 
armour it is relatively useless against efficient armour and 
thick vehicle hulls in much the same way as an arrow. To 
renect this, its armour penetration value against vehicles is 
always 0 6+ I. Although there is no armour save modifier 
given for hits against armoured troopers, any target with a 
save of 4+ or more automatically has its saving throw 
increase.d to 2+ when hit by a crossbow bolt. 

Damage Save Special 
Modifler 

1 - Move or Fire 
See Above 
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BASIC WEAPONS 

The Deathspitter is a bio-weapon 
frequently carried and used by Tyranid 
Warriors. IL is an organic symbiote 
formed from three separate and quite 
differenL creatures. Deep inside the 
quivering innards of the Deathspitter is 
a warm wet brood chamber where the 
maggot-like creatures which form the 
ammunition are nurtured. These 
creatures have a chitinous shell and a 
fiery metabolism based upon their 
highly corrosive and volatile vital 
fluids . Beside the brood chamber is the 
arming orifice in which lurks an 
oozing, spider-jawed creature which 
strips the maggot-like creature of its 
carapace with a loud grinding noise 
before finally dropping it into the 
firing colon. 

The firing colon reacts to the corrosive 
flesh of the maggot-like creature with a 
powerful spasm which fires the morsel 
of living flesh out of the Deathspitter. 

Shor t Long To Hit 
Range Range Shor t 

0-12 12-32 +I 
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DEATHS PITTER 
The still living gobbeL of flesh shrieks 
through the air (which is poison to it) 
until it reaches its target. There it 
splatters over the target and kills its 
victim with a combination of velocity, 
poison and corrosive slime. 

Nearby targets may also be unfortunate 
enough to be splatlered by gobbets of 
corrosive slime which eat throug h 
armour and burn flesh. 

1'o Hit Strength Damage Save 

If a Tyranid armed with a Deathspitter 
scores a hit on an enemy model other 
models nearby are liable to be hit. Roll 
a 06 for any models within 2" of the 
model hit by the Deathspitter. On a roll 
of 4, 5 or 6 they are splattered and 
suffer a S3 hit with no saving throw 
modifier. Note that the Deathspitter 
doesn't have to wound the target 
before you check for splatter, only a hit 
• is necessary. 

Special 
Long Modifier 

- 6 I -2 Special Rules 
See Above 
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BASIC WEAPONS 

FLAMER 
Flamers or burners are flame throwers that fire a highly 
volatile liquid chemical which ignites on contact with the air 
throwing out a great belch of name. The weapon has only a 
short range but is very eff ectivc. 

To represent the blast of fire a special triangular tcmplaLe 
with a curved tip is used. Place the template with the pointed 
end against rhe shooting model. Any models whose base is 
whoJly within the template area are hit automatically (there is 
no need to roll) and any models whose base is partially 
within the template area are hit on the 06 roll of a 4. 5 or 6. 

Special Rules 
If a mode] is hit by a namer work out damage as normal. If 
the model is slain it is removed as a casualty as normal. If the 
model is not slain then an immediate test is made to 
determine if it has caught fire. As flamers use a volatile 
burning chemical. like oil or petrol, it is possible to set even 
vehicles or dreadnoughts on fire . RolJ a 06 on the Flamer Hit 
Chart 

FLAMER HIT CHART (D6) 
1-3 Tar~ei. does not caLCh fire - the small amount of 

burning fuel is quickly extinguished. 

4-6 Target is smothered with f ucl and ignites. 

A Space Marine armed with o 
Flamer 1hoo ts al o group of 
advancing Ork1. Toking lhe 
appropriate .iz.ed lemplole the 
Marine posiliona ii hitting thr .. 
of the Orb. Two ore completely 
oovered and lolte oulomafic hill . • 
wnile the other is only portioly 
oovered n 1 1 ding o 4 ,5 or 6 
on o 06 lo be hit. A S i 1 
rolle d and oil 1he model1 
work out damage in lhe 
normal way. Two 
Orki ore aloin and · · 
ore re moved o a o 
co1uohies while lhe 
other ~-

. . . . . 

. 

.. . 

• 

• 

. .. 

• . ' 

. . 
•. 

•• 

\ . ' 

.. . . 

• 
• 
• 
• • 

• • . . .. . . 
• 

• 

The surviving Ork rolls on lhe Flamer Hit 
Chott lo determine if he h0& caught lire. He 
rolla o 2 which meon1 he ho1 managed lo 
exllngui1h ony re maining flomea and may 
mew• normally from now on • 

• 

• .. 

Short Long To Hit To Hit Strength 
Range Ra nge Short Long 

Special Rules - - 4 

Once a target has caught fire test for the eff cct at the start of 
its own turn. Roll a 06 on the Fire Test CharL 

FIRE TEST CHART (D6) 

1 -5 Fire continues to burn causing a further automatic 
h it. Work out damage as normal and remove the 
model if slain. If the target is not slain it wiJI move 
randomly and is unable to do anything else that 
turn . Normal coherency rules arc suspended for 
burning models. Vehicles , dreadnoughts, and 
Terminator Space Marines may choose to ignore 
the names and may continue to move and shoot as 
normal. 

6 Fire goes out. T he model may not move or fire 
during the current turn. but may fight normally 
from its following turn onwards. If coherency has 
been broken. the model must re-establish coherency 
as soon as possible. Vehicles, dreadnoughts, and 
Term inators are not affected by the fire and may 
move and shoot as normal. 

Any friendly model within l" of a burning model may 
allempt lO beat out the names during the movement phase. 
The beating model may move as normal. but may no t shoot 
during Lhe shooting phase. Roll a 06: if the score is 6 the 
flames are beaten out. If more than one model is available Lo 
help beat out the names the chance increases by + I per 
model. ie 2 models need 5+. 3 need 4+. and so on. 

A target which is already frenzied when hit by a namer may 
continue to fight despite the fact it is burning up. The model 
moves. shooLc; and fights as normal. but will continue to roll 
for damage as appropriate . 

Damage Save Specia l 
Mod ifier 

1 -2 See Above 
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BASIC WEAPONS 

FLESHBORER 
The Fleshborer weapon is nonnally used by HunLer- Slayers. 
IL is in fact a compact brood nest in which Borer beetles lay 
their eggs, which then hatch and maLure, fed by sticky sap 
exuded by the gun itself. Mature beeLles have long flea-l ike 
legs. though I.hey move little except to shuffle s lowly into I.he 
firing cavity of the weapon. When Lhe weapon is fired, a 
massive electro-chemical shock surges through the beetle, 
goading it into frenzied activity. I ts legs push it out of the 
weapon at tremendous speed and it hurtles forward Lo stri ke 
the first thing in its path, iL'i vicious jaws clashing furiously. 
Once the beetle s trikes its target iL expends all of its 
remaining ljfe energy in a few seconds, frenziedly boring 
through annour, flesh and bone. 

Short l,on~ To Hit To Hit Strength 
Range Range Short Long 

0-8 8-16 +1 - 4 

Damage Save Special 
Modifier 

1 - None 

GRAVITON GUN 
The graviton gun is a development of the gravitic reaction 
princ.iple, used in gravitic motors Lo propel vehicles such as 
the Imperial Land Speeder. I t affects the local gravity field 
and changes the weight of objects making I.hem far heavier or 
lighter than nonnal. The graviton gun is useful for demolition 
and siege work. as it is most effective when employed against 
massive structures such as buildings. The eff ccL against living 
targets is variable: the stresses of increased weighL may kill a 
large individual, but most targets will be merely immobilised. 

When it is fired the graviLon gun en1its a bass rumbling noise 
which begins to pulse and grow louder as its weight 
dis torting rays affect I.he air pressure in front of it causing the 
air i L<;el f to vibrate. 

Shor t Long To Hit 1o Hit Strength 
Range Range Short Long 

0-8 8-16 +I - -

Special Rules 
A target hit by a graviton g\lll is always affected, no damage 
roll is required. A living target is immobilised for the 
remainder of the game and may not move. The victim may 
not fight in hand-to-hand combat but may attempl to shoot 
Roll a 06 - on a score of 4+ the model has overcome the 
gravity effect and can shoot that tum. A psyker may continue 
to use his powers. 

If the target is a vehicle, roll for hit location as normal but 
ignore armour penetration. Roll once for damage on the 
appropriate vehicle location damage chart adding + 1 to the 
dice score. 

Damage Save Special 
Modifier 

- - I~" Radius Blast Arca 
Sec Above 

HAND BOW 
The handbow is a modern version of a 
crossbow. I t is made from composite 
plastics, drawn by automatic servos, 
and is every bit as powerful as a larger 
crossbow. IL can be fired in one hand, 
but has the same disadvanLage as its 
larger cousin - that it canno t be 
reloaded while moving. 

Short Long To Hit 
Range Range Short 

0-8 8-16 -
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Special Rules 
Although an arro w can pierce flesh or 
even lhin armour ii is relatively useless 
againsL efficient armour and thick 
vehicle hulls. To reflect this, its armour 
penetration value against vehicles is 
always 06. 

1'o Hit Strength Damage Save 

Although there is no armour save 
modifier g iven for hits against 
armoured troopers, any target with a 
save or 4+ or more automatically has 
its saving throw increased Lo 2+ when 
hil by an arrow. 

.. . 

Special 
Long Modifier 

-1 4 I - Move or f-ire 
See Above 



BASIC WEAPONS 

AUXILIARY GRENADE LAUNCHER 
The auxiliary grenade launcher is a 
rubular device that ftxes onto another 
weapon - many Imperial weapons are 
designed to lake them. Pistol weapons 
are too small to carry grenade 
launchers, but bolters, lasguns. and 
autoguns are som.etimes fitted with 
these devices. 

Grenade launchers fire pre-primed and 
pre-loaded grenades. The most highly 
favoured type is k:rak, providing extra 
short range fire -power and vehicle 
busting capacity. When the trooper 
wishes Lo use a grenade he throws a 
catch on the weapon which de
activates the normal firing mechanism 
and activates Lhe grenade launcher. 
When he pulls his trigger a grenade is 
blasted out of the launcher, hopefully 
hilling the target and exploding with a 
devastating boom. 

Special Rules 
The auxiliary grenade launcher must 
be pre-loaded with a single type of 
grenade before the game. The types of 

Short Long To Hit 
Range Range Short 

0-6 6-12 -

grenade available will vary as detai led 
in the army lists, but krak and frag are 
the usual options. 

Ammunition expenditure is not La.ken 
into account during the game, as the 
magazine is assumed lo hold enough 
grenades to last the ba ttle. Only 
preloaded grenades may be fired, 
grenades may not be loaded during the 
game. 

A model carrying a weapon with a 
grenade lawicher may choose to shoot 
either the weapon or the grenade 
launcher. A model may not fire both 
launcher and weapon during the same 
turn. 

To Hit Strength Damage Save 

Frag Grenade. The fragmentation 
grenade is designed to explode and 
fragment c ausing havoc among 
unprotected troopers. 

Str Dam 

3 l 
Save Mod 

-1 

Blast Area 
2" Radius 

Krak Grenade. Thi s grenade is 
designed specifical ly to crack open 
heavily armoured targets. It can also be 
used against foo t troopers and is 
effective against arn1oured troops. 

Str Dam 

6 D6 

Save Mod 

-3 
Blast Area 

None 

Others. Any g renade type can 
theoretically be adapted Lo fit into an 
auxiliary grenade launcher. Other types 
available are covered by the army lists 
and have the same game details as 
their standard grenade types. 

S pecial 
Long Modifier 

-1 - - - See Above 

PACK GRENADE LAUNCHER 
The Pack Grenade Launcher f Eldar: 
Creidann] is used by Eldar Warlock 
Harlequins, consisting of a ljght pack 
harness that fits onto the shoulders. 
The harness is loaded with grenades 
which are fired over the wearer's 
shoulder. The grenades are fitted with 
whistles which make a strange 
shrieking noise as they climb into the 
air and a sombre drone as they descend 
on their target. 

Special Rules 
The Creidann is an exception to the 
normal shooting rules in that it can be 
fired in addition ro a hand-held 
weapon, allowing the model to fire 
twice in the same turn. The grenade 
launcher must be pre-loaded with a 
single type of grenade before the 

Short Long To Hit 
Range Range S hort 

0-8 8-16 -

game. The types of grenade available 
are detailed in the appropriate army 
lists. 
Ammunition expendi ture is not 
considered. and the harness holds 
enough to last the battle. 

Only preloaded grenades may be fired, 
and grenades may not be loaded during 
the game. krak or f rag grenades arc the 
most commonly carried type. 

Krak Grenade. This grenade is 
designed specifically to crack open 
heavily armoured targets. lt can also be 
used against foot troopers and is 
effective against armoured troops. 

Str Dam Save Mod Blast Area 

6 D6 -3 None 

To Hil Strength Damage Save 

Frag Grenade. The fragmentation 
grenade is designed to explode and 
fragment causing havoc amon g 
unprotected troopers. 

Str Dam Save Mod Blao;t Area 
3 1 -1 2" Radius 

Others. Any g renade type can 
theoretically be adapted to fit into a 
grenade launcher. Other types 
available are covered by the army lists 
and have the same game details as 
their standard grenade types. 

' 

Special 
Long Modifier 

. ) - - - See Above 
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BASIC WEAPONS 

The lasgun or laser gun is the standard 
weapon of the Imperial Guard and the 
mosl popular weapon among mosl 
human forces. It fires an explosive 
energy blast with a similar effect to a 
bullet or sma11 shell. A lasgun may not 
be the mosl effective weapon in the 
galaxy, bul it is easy to manufacture 
and maintain, and very reliable even 
under the toughest battlefield 
conditions. The lasgun is powered by 
rechargeable batteries, but carries a 
residual supply and can be recharged 
using its own solar converters. 

Short L-0ng To Hit 
Range Range Short 

0-12 12-24 +1 

The melta-gun is also known as the 
melter, cooker or vape gun. It works by 
sub-molecular Lhermal agitation in a 
manner comparable to microwave 
irrad iation. The target eventually 
cooks, melts or evaporates. A melta 
gun can melt plasleel or plascrete, and 
its effects upon living tissue are 
impressive lo say the least. The 
weapon has only a short range. so it is 
used for close assault and support. 

The melta-gun makes no noise when 
fired, but the super-healing of the air 
produces a dis tinctive hiss which 
becomes a roaring blasl as living 
largels are hil and their bodies' 
moisture vapourises explosively. 

Short Long To Hit 
Range Range Short 

0-6 6-12 +I 

LASGUN 

To Hit Strength Damage Save Special 
Long Modifier 

- 3 I - 1 -

MELTA-GUN 

To Hit Strength Damage Save Special 
Long Modifier 

- 8 D6 -4 -

MUSKET 
Muskets, like bows and crossbows, are primitive weapons used on feral or primitive worlds by their local inhabitants. They are 
slow, clumsy and inaccurate weapons which use exploding gunpowder lo propel a solid leaden ball. 

Short Long To Hit To Hit Strength Damage Save Special 
Range Range Short Long Modifier 

0-6 6-24 - -1 3 1 -I Move o r Fire 
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BASIC WEAPONS 

NEEDLE SNIPER RIFLE 
The needle rifle is a sniper's weapon 
used by the legendary crack-shot 
Ratling Snipers of the Imperial Guard. 
The rifle fires sma11 darts made from a 
deadly neuro -to xin c hemical. The 
liquid chemical is frozen into a dart or 
sliver by the gun before it is fired. 
Unerring accuracy is afforded by a 
low-power beam of invisible laser light 
which drives and guides the chemical 
dart to its target. I f the target is 
armoured the beam automatically 
pulses when the rifle is fired, punching 
a tiny hole which allows the toxic dart 
to penetrate. 

Special Rules 
The weapon may be used against any 
target, including vehicles, robots, and 
buildings, in which case it is the laser 
rather than the toxin which does the 
damage. Use the details given on the 

S hort Long To Hit 
Range Range Short 

0-16 16-32 +1 

weapon's profile and work ou t the 
weapon's effect as normal. When used 
against living targets roll to hit as 
normal, if the weapon hi ts then 
immediately make a saving throw, no 
strength/toughness roll is required. 
The toxin automatically takes eff cct if 
the saving throw is not successful. 

To Hit Strength Damage 

r: .. ,. 
t :: !. 

Save 

Toxins can be tailored to affect any 
Jiving creatures, but no toxin exists 
which will aff cct a daemon or an Eldar 
Avatar. As yet no toxin has been 
developed which affect the extra
galactic Tyranid and Genestealers -
although Genestealer Hybrids are 
affected as normal. 

Special 
Long Modifier 

- See Above I -1 See Above 

OGRYN RIPPER GUN 
The Ogryn ripper gun is a drum-fed 
automatic combat shotgun developed 
by the lmperium for issue to Ogryn 
unit leaders. The weapon is of suitably 
large dimensions and is constructed as 
solidly as possible because Ogryns 
have a tendency to use their weapons 
as clubs . The trigger mechanism 
incorporates a burst limiter that 
prevents the firer shoot ing off the 
entire drum at once - an entertaining 
possibility that would appeal to Ogryns 
and very quickly leave them out of 

• • arnrnun1uon. 

Special Rules 
The ripper gun is designed within the 
const ra ints of an Ogryn ' s modest 
intelligence and li mitless enthusiasm. 
It has a short range because an Ogryn 's 

Short l ,ong To Hit 
Range Range S hort 

0-4 4-8 Always I lilS 

instincts are for close quarter fighting -
they wouldn ' t feel inclined to shoot at 
a distant target even if they carried 
weapons capable of doing so. At short 
range the hail of shot produced by their 

To Hit Strength Damage Save 

weapon is so dense that the Ogryns 
literally cannot miss. No "to hit" dice 
roll is necessary when shooting at a 
target at close range. 

Special 
Long Modifier 

-2 4 I - Sustained Fire 
See Above 
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BASIC WEAPONS 

The plasma gun ftres energy shells of 
bright glowing plasma. When a plasma 
shell hits tremendous heat and energy 
are released. destroying the target in an 
almighty explosion. A target hi t by a 
plasma shell suffers lhe dual effects of 
searing heat and explosive shock as its 
substance is instantly energised into 
boiling plasma. T hough the plasma 
gun is high ly effect ive, it loses 
accuracy over long range, and requires 
a massive amount of energy to power 
it. 

Special Rules 
The energy used by lhe plasma gun is 
so vast that once it has been fired it 
takes time for it to recha rge. I f a 
plasma gun is fi red it cannot then be 

Short Long To Hit 
Range Range Short 

0-6 6-24 +I 

The smooth-bore combat shotgun fires 
a massive low velocity shot which 
fragments in flight into several pieces 
of spinning metal or plastic. Although 
the weapon has only a short range it is 
quite dangerous against unarmoured 
targets. 

Combat shotguns have magazines of 
shells and rarely need to be reloaded. 
T hey are strongly made, simple 
weapons which arc ideally suited to 
brave or not very intelligent troops. 

Short Long To Hit 
Range Range Short 

0-4 4-18 -
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PLASMA GUN 
used in the player 's fol lowing turn. 
and is only ready to fire again in the 
player 's tum after next. This docs not 

To Hit Strength Damage Save 

affect the model's ability to move or to 
use another weapon if it carries one. 

Sp<?cial 
Long Modifier 

- 7 I 

SHOTGUN 
A special feature of the shotgun is its 
abili ty to fi re different kinds of special 
shot, including solid shells and loose 
scatter shot. 
Ordinary shells have a strength of 4. 
Scauer shells have a strength of only 3 
but a blast area of J ". 

Shot Gun Ammunition Types 

Shot typ e 
Solid Shell 
Scalier Shot 

Strength 
4 
3 

To Hit Strength 

Blast Area 
None 

I "radius 

Damage 

-2 

Save 

Sustained Fire 
Sec Above 

Special Rules 
If a target is hit by a shotgun but not 
slain. then it is automatically knocked 
back 2" and will fall over on a 06 
score of 4+. 
A knocked over model must spend its 
next movement phase standing up. 
Note that this rule only aff cc ts normal 
troops - not vehicles, robots or 
dreadnoughts. 

Special 
IJong Modifier 

-I Solid 4 I - Sec Atx>ve 
Scatter 3 I - 1" radius Blast Area 



BASIC WEAPONS 

SHURIKEN CATAPULT 
The Shuriken Catapult (Eldar: 
Tuelean) and related weapons are 
weapons almost unique to the Eldar, 
their technology is extremely advanced 
and very difficult Lo replicate. The 
shuriken catapult is built around a 
gravitic accelerator similar to the 
gravitic motors wh ich power vehicles 
like the Imperial Land Speeder. The 
accelerator c reates a peristaltic shift 
from the front to the rear of the firing 
chamber, hurling the shuriken missiles 
forward at tremendous velocity. A 
burst of several nlissiles can be fired in 
a fraction of a second in this way. For 
this reason, Shuriken weapo ns are 
some times known as star slingers or 
just as slingers or sling guns. 

Short Long l 'o Hit 
Range Range Shor t 

0-12 12-24 +I 

The storm bolter is a specially 
modified pair of bolt guns which have 
been re-designed for use by Terminator 
Squads of the Space Marines. 
Terminators wear very bulky, powered 
suits, and any equipment they use has 
to be specially adapted to fit their 
armour. Their role requires that they 
are very well armed. They must, fo r 
example, penetrate and clear out the 
gigantic space hulks that occasionally 
drift into and threaten the Jmperium, 
during the course of which they 
encounter all manner of creatures from 
Genestealers to Orks. 

Te rminator Squads may also be 
deployed in the depths of the Hive 
World tunnels or anywhere where their 
heavy armour and highly lethal 
weaponry is required. 

Short Long lo Hit 
Range Range Short 

0-12 12-24 +I 

The individual missiles are solid discs 
of razor sharp metal, and are usually 
star shaped, but may be Lriangular or 
circular. 

To Hit Strength Damage Save 

A spinning shuriken disc can sl ice 
straight through nesh and bone and can 
peneLTate a considerable thickness of 
metal or plasteel armour. 

Special 
Long Modlfler 

- 4 I 

STORM BOLTER 
The sto rm bolter consists of two 
ordinary bolt guns fastened together so 
that they fire in un.ison. The weapon is 
clumsy, but in the servo-assisted hands 

, 

• 

·ro Hit Str ength Damage 

-2 

• f 

Sa ve 

Sustained Fire 

of the Terminators such considerations 
are of no concern, the powered suits 
make light work of cumbersom e 
equipment. 

•, 

Special 
Long Modifier 

- 4 I -1 Sustained Fire 
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T hese are extra-powerful wea pons ca rri ed by a sma ll propor tion of t roops, a nd are 
generally used to lay down covering fi re as their companions advance, take out a rmoured 
vehicles and pick off enemy from a distance. 

ASSAULT CANNON 
This weapon is a self-loading machine autocannon used by 
Terminator Space Marines. It has six separate barrels which 
are rotated by a motor, allowing the weapon to spit out a hail 
of shells which can easily tear a man-sized target apart and 
throw it several metres. The assault cannon combines high 
penetrating power with a fast rate of frre. The astoundingly 
loud noise it makes is enough to encourage any sensible 
troops to keep their heads down. 

Although made from a special heat resistant ceramite aJloy. 
the hundreds of shells fired every second quickJy cause the 
weapon to overheat. This high rate of wear has litllc initial 
effect, but quickly leads to weapon j ams if the weapon is kept . . 
1n service. 

Special Rules 
The assault cannon will jam on a to hit roll of a 1 on a second 
or subsequent shot using sustained fire. However, once the 
weapon has jammed it cannot be unjammed, as the heat 
build-up distorts the barrels and renders the weapon useless. 

In addition, the sudden stopping of the motor causes the 
weapon Lo explode on the 06 roll of a 6. slaying the user 
instantly. 

Shor t Long To Hit To Hit trength 
Range Range Short Long 

0-12 12-32 +I - 8 

Damage Save 
Modifler 

DIO -3 

AUTO-CANNON 

• 

Special 

1 leavy - 2" penalty 
Sustained Fire 

II 
# 

• 

o. 

~ · 

r 

• 

Auto -cannon are automatic. self
loading cannon firing a high-velocity 
hail of solid shel ls. T hey arc rapid 
firing weapons which can lay down a 
burst of fire to cover advancing troops, 
or strafe enemy-held positions. These 
weapons are considered ideally suited 
for attacking e nemy vehi c les and 
fortifications from long ranges. 

Autocannon arc popular weapons in the Imperial forces but arc also common 
amongst Orks, who especially enjoy the bla7.c of shells and mind-numbing recoil! 

Short Long ·ro Hit To Hit Strength Damage Save Special 
Range Range Short Long Modifier 

0-20 20-72 - - 8 1)6 -3 1 leavy - 2" penalty 
Sustained f-irc 
Move o r Fire 
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HEAVY WEAPONS 

BATILE CANNON 
The battle cannon is an especially large version of the auto-cannon which fires an even bigger shell and is correspondingly more 
powerful. Although the battle cannon is far too large to carry, and is basically a weapon which can only be mounted on a vehicle, 
we have included it here for the sake of completeness. Battle cannons are featured in many of the special modelling conversions 
described in White Dwarf, and form the main armament for vehicles such as the Imperial Baneblade and the Ork Gobsmasha. 

Short Long To Hit To Hit Strength Damage Save Special 
Range Range Short Long Modifier 

0-20 20-72 - - 8 206 -3 1 }f' radius Blasl Area 
Vehicle Mounted Only 
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HEAVY WEAPONS 

CONVERSION BEAi.A PROJECTOR 
The conversion beam projector or 
'beamer' projects a high-i ntensity 
energy beam which converts matter to 
energy. The denser the matter 
penetr ated by the beam the more 
energy is converted, so that a 
particularly solid target will explode 
and shatter apart with a fearsome 
rending noise. The beamer is therefore 
the ideal weapon to use against 
vehicles, buildings or other large, solid 
targets. I ts disadvantage is that the 
energy conversion taJces a little time to 
build up, so a fast moving target may 
be able to escape the beam before any 
harm is done. 

Special Rules 
Roll to hit the chosen target as normal but because the 
beamer takes a few moments to build up its power, an agile 
target may be able Lo dive out of the way more easily than he 
would be able to dodge a shot from a bolter or a laser. The 
score to hit is therefore reduced by a variable amount which 
depends on the maximum move of the target (taking into 
account any penalty for heavy equipment where appropriate). 

TO HIT PENALTY 

Target 's Maximum Movement 

0-2" 2-3" 3-5" 5+" 

To Hit Penalty -1 -2 -3 -4 

Because the beamer uses the target's own mass 10 create an 
explosion, the target's normal toughness rating offers no 
resistance. In fact, the denser and harder the target, the 
greater the molecular agitation and the more effective the 
weapon becomes. To represent this the beamer always causes 
damage on a fixed dice result. 

BEAMER DAMAGE CHART (D6) 

06 Roll 

No Effect 

l or 2 

Damage Caused 

3, 4, 5 or 6 

The normal armour based saving throw is ignored for 
beamers - armour is destroyed as easily as other substances. 

The size of the resulting blast varies according to range as the 
beam diverges. Close to the weapon the beam is tight and so 
the radjus is smaller. Further from the weapon the diverging 

Short Long ·ro Hit ·ro Hit Strength 
Range Range . Short Long 

0-20 20-40 - -I See above 
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beam affects a larger area, so the radius is larger. The blast 
area at short range is 1 1/2" increasing to 3" at long range. 

BLAST RADIUS 

Range of Shot 

0-10" 10-20" 20-30" 20-40" 

Blast Radius 1 1/2" 2" 3" 

When used against a vehicle or dreadnought the beamer may 
aff eel more than one location as the beam penetrates the 
vehicle. Roll a 03 to determine bow many individual 
locations are hit, and re-roll any duplicate locations. The 
amount of armour penetrated is not worked out in the normal 
way, instead the thickness of armour penetrated is shown on 
the table below. Roll to penetrate each area. For example, 
against an armour thickness of 9-11 the player would roll 
306 scoring somewhere between 3 and I 8. 

VEHICLE DAMAGE 

Thickness of Target's Armour 

1-4 5-8 9-11 12-14 15+ 

Penetration 06 206 306 406 506 

When used against buildings the beamer is always considered 
to have a strength sufficient Lo cause damage. The thicker and 
stronger the substance, the more powerful the beamer's 
effects become, so that even plasteel and armaplas offer no 
sure defence. 

Damage Save SpeciaJ 
Modifier 

06 See above Heavy - 2" penally 
Move or Fire 
See above 
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IOLTER 

Ork weapon• are often 
highly decorated with 

gfyph1 and clan 1ymbot. to 
identify ownership. Bolter• 
in particular attrad thi1 aort 

of attention being a 
favourecf weapon because 
they make a loud, violent 

and 1uitably 1ati1fying 
noise. A few 1uch example1 

are shown on this page. 

IOLTER 

BOLTER 

IOLTER 

Pt.ASMA PISTOL 

HEA. VY PLASMA GUN 

IOLT PISTOL 

PLASMA GUN 

IOLTER 

• • 

( 

IOLTER 



HEAVY WEAPONS 

CYCLONE TERMINATOR MISSILE LAUNCHER 
The Cyclone is designed Lo overcome the mechanical 
restrictions of the Tactical Dreadnought Suit as worn by the 
Terminator squads of the Space Marines. 

These suits are so cumbersome that it is extremely difficult to 
carry heavy weapons, as normal in-line-of-sight video 
interface targeters carmol be used effectively. Because the 
Terminators are an elite force, intended to undertake the 
toughest and most dangerous missions either in the depths of 
space or on the most hazardous battlefield, various modified 
support weapons have been created to provide additional fire 
support without affecting mobility or compromis ing 
accuracy. 

The Cyclone is ideally suited to this purpose. It has been 
developed from salvo firing ship-to-ship short range killer 
missiles. It is loaded with 12 lcrak missiles, each primed for 
maximum concentTation of fire effect. These can be fired 
singly or as a massive salvo of naming destruction. 

Special Rules 
The following special rules apply: 

1 The Cyclone is built into the armoured suit of the 
Terminator and any weight or imbalance is compensated 
for by attitude sensors, gyroscopic stabilisers and 
suspensors. As a consequence the Cyclone does not incur 
weight or movemenl penalties. However, it may not be 
used by any other Lroops. 

2 The Cyclone guidance system is linked into the laser 
guider operated by the user's left hand. The laser guider 
shoots a laser light line towards the target, visible via the 
firer's head-up video-viewer screen projected 
ho lo graphically in front of his visor. The same laser 
guider is used to trigger the weapon. The Space Marine 
may fire either one or a salvo of missiles and use the 
guider to guide the missiles to their target The + t on the 
to hit modifiers is due to the efTects of the guider. which 
make the system equally accurate at long and short range. 

3 The Space Marine may choose to ignore the guider 
system and just f lfe n1issiles over open sights. ln this case 
the firer is free to frre any weapon in his right hand. The 
model may therefore shoot Lwice, once wich the Cyclone 
and once with his other weapon. However. when firing in 
Lhis way the guider laser cannot be used and the + 1 to hit 
bonus does not apply. 

Short Long To Hit Strength 

Range Range Short Long 

0-20 20-72 +1 +1 8 
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4 The Cyclone is loaded with 12 krak missiles. The player 
must record how many missiles have been fired. The 
Cyclone is loaded and armed prior to banle, and cannot 
be loaded by the operator during the game. This means 
that once the Marine has fired 12 shots from the Cyclone 
he cannot fire that weapon again. 

5 The Cyclone may fire a single krak missile during the 
shooting phase. This has the same effect as a conventional 
missile launcher krak missile. 

Strength Damage Save Modifier Blast Area 

8 010 -6 None 

6 Instead of firing a single missile the Cyclone may fire all 
of its remaining missiles to produce a saturation effect of 
fire and devastaLion called a salvo. 

A Marine must have at least 2 missiles left to fire a salvo. 
A salvo is worked out as follows. Roll to hit as normal 
and position a blast template with a radius of 1/2" for 
every missile in the salvo. The more missiles are fired the 
larger che blast will be. Strength, damage and save 
modifiers remain the same as for a single shot. 

7 If a Terminator equipped with a Cyclone is hit by enemy 
fire there is a chance that his entire stock of missiles will 
be accidentally fired off in a single salvo. Roll 206: if lhe 
score is 11 or 12 the Cyclone activates immediately. Roll 
on the Catastrophic Launch Chart. 

Damage Save Special 

Modifier 

010 -6 See above 
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HEAVY WEAPONS 

CATASTROPHIC LAUNCH CHART(D6) 

1 Explode. All missiles explode immediately! The Space 
Marine is torn apart in a spec tac ular pyro technic 
display. Assume lhat all m issiles have exploded and 
place the appropriate blast marker on lhe model. Other 
models are affected as normal if they are within the 
blast area. 

2 F ire at n earest t a r ge t . Al l missi les launc h 
simultaneously as a single salvo, guided to lheir target 
by lhe random position of the laser-guider in the Space 
Marine 's left hand . The miss iles are automatically 
guided to the nearest possible target wilhin a 90 degree 
fire arc o f the Marine's front. This may well be another 
Space Marine or some other friendly model. 

3 Fi r e a t most d ista n t t arge t . A ll missi les launch 
simultaneously as a single salvo, guided to their target 
by the random position of the laser-guider in the Space 
Marine 's left hand. The missiles are automatically 
guided to the most dis tant possible target within a 90 
degree fire arc of the Terminator's front and within the 
Cyclone's range. The missiles pass over closer targets 
without exploding. 

4 F ire str a ight a head. All remaining missiles launch 
simultaneously in a single unguide.d salvo. Without the 
benefit o f the missile's laser-guider the salvo is fired 
straight ahead and lands 0 6 x 01 O" immediately in 
front of the Space Marine. 

5 M issiles move r a ndomly. All r emaining missiles 
laWlch simultaneously in a single unguided salvo. The 
salvo veers around the table without the benefit o f 
direction, its guidance sy ste m comple tely non
functional. Move lhe missiles 206" straight ahead of the 
Terminator. If a target lies in the missiles' path the salvo 
will hit it and explode, otherwise the missiles will 
change direction randomly (roll D 12 for direction) and 
travel a further 206". The missiles continue to veer 
around in thjs way until they leave the table or hit 
something. 

6 Fire mlssiles sepa r a te ly. The gyroscopic stabilisers 
which counterbalance the Cyclone malfunction and the 
Space Marine is spun round and round firing missiles in 
random directions. The remaining missiles fire off one 
at a time. For each missile in turn, determine a random 
direction (D I2). The missile hits the first target within 
1" of a direct line drawn in the direction shown. As each 
missile is fired the model is jarre.d into a new position 
ready to fire the next missile. Once all missiles have 
been fired the system shuts down and the Space Marine 
is unharmed. 
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HEAVY WEAPONS 

HEAVY BOLTER 
The heavy bolt gun is a larger version 
of the standard bolter. It is sometimes 
kno wn as the 'back breaker ' or 
'bruiser ' by the c rew wh o have lo 
carry it because of its great weight -
bu t also because of the heavy 
pun ishment it can deal out to the 
enemy. It fires a bolt which contains a 
more powerful prope ll ant and 
explosive charge than the normal 
bolter. T he heavy bolter is used to 
support more lightly equipped troops, 
and is designed to operate as an anti
personnel weapon although with the 
capacity to destroy lightly armoured 
vehicles. It is large and cumbersome 
but also very fast firing and efficient. 
Like all bolters it makes a loud and 
impressive n o ise as it is fi red, 
especially when its bolt missiles hit 
their target and explode. 

T he Imperium has also developed a special she ll for the 
heavy bolter called a Hellfire shell. This has been designed 
specifically to take out large alien creatures which are 
difficult to kill with ordinary weapons, for example Tyranid 
warriors. The Hellfire shell is heavier than an ordinary shell 
and has a more powerful propellant charge. For this reason, 
only one may be fired at a time, and the trooper has to load 
the shell into the gun manually from a separate compartment 
in the magazine. 

What makes this shell totally different from an o rdinary 
bolter shell is that it is made from a brittle ceramic substance 
much like glass. Within this ceramic case is a chamber which 
contains a powerful mutagenic ac id deve loped by the 
Alchemists of the Adeptus Mechanicus. When the shell 
strikes its target at high velocity, it breaks into thousands of 
needle-like shards which penetrate the hide of the target and 
carry mutagenic acid into its blood stream. lf the target is a 
human-sized creature it will probably be torn apart by the 
shards themselves - if nol, the mutagenic acids will soon eat 
through its body, rupturing cell tissue and burning through 
nesh and bone. Even a large, resilient creature like a Tyranid 
warrior is unlikely to survive unscathed. 

Special Rules 
A model may frre a Hellfire shell instead of a normal heavy 
bolter blast. Only one shell may be fired at a time, so the 
weapon's ability to use sustained fire is lost when a Hellfire 
shell is used; the range and to hit details otherwise remain the 
same. However, because of the deadly nature of the Hellfire 
shell, any shot which hits a living target automatically causes 
damage on a D6 roll of 2 or more. On the roll of 1 the shell 
either fails to burst or the acid is splattered away from the 
target. There is no need to make a normal damage roll, as 
even the slightest skin puncture is enough lo kill the target. 
Any target sustaining damage takes 06 wounds. Jf the target 
has an armour saving throw, then it is allowed to try and save 

Short Long To Hit To Hit Strength 
Range Range Short Long 

0-20 20-40 - - s 
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as normal ; if the save is successful the glass splinters fail to 
penetrate the model's armour and no damage is inflicted on 
that target. Note that all the wounds inflicted are saved with 
the one armour roll, you do not have to make a save for each 
individual wound. 

However, if a target is saved by its armour, splinters of glass 
and gobbets of mutagenic acid may rebound and hit others 
models within 2". Roll a dice for each model within 2" of the 
original target. Any models rol l ing a 6 arc hit by acid 
splashes and automatically suffer 1 wound - this may be 
saved by armour in the normal manner. 

. -. . 
. . . .. A Space Morin• willi o HecJll)' 8olt.r R,.. o Hellfi,. 1hel ot 

on advancing Ork. A lhr- of 4 lndiootes o hit which 
oubmOlioolly OOUMI don10ge Oft 0 06 IOOl9 of 2 or tn0<9. 

The shell hita ond the O r\ toa. .. 06 wounds 13 in this oose) 
but Is allowed his armour so\'lng m normal. k is 

/ 
/ 

/ 
lrnpononl b not. !hot oll the wounds lnllld.d ore , 
SOiied with one armour rol, you do not h.,.. lo 
scwe for eodl lndfvJduol wound. 

The Ork soves, but 1pllni.n of 91011 ond 
gobbets of odd rebound ond moy hit ony 
other model within 2" of the orlglnol lo rgel 
on o 06 roll of 6, cou1in9 I outomotic 
wound wh ioh oon be 1oved by armour In 
the norn10I manner. 
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A target which is nol made of living Oesh, such as a robot or 
vehicle, cannol be harmed by a Hellfire shell - any attempt to 
fire a Hellfire shell against a non-living target is treated like a 
normal heavy bolter shot. 

. 

Damage Save Special 
Modifier 

04 -2 Heavy - l " penalty 
Move or Fire 
Sustained Fire 



HEAVY WEAPONS 

HEAVY FLAMER 
The heavy tlamer operates along the 
same lines as the smaller namer and 
hand namer,' shooting an enveloping 
flame at the target and setting it alight. 
The heavy namer has an increased 
ca pacity and a longer range, and is 
known affectionately as the 'big 
burner' by its crew. 

To represent the blast of fire a special 
long triangular template with a curved 
tip is used. Place the narrow pointed 
end o f the template against the 
shooting model. Any models whose 
base is wholJy within the template area 
are hit automatically (there is no need 
to roll) and models whose base is 
partially within the template area are 
hit on the D6 roll of a 4, 5 or 6. 

A T erminolor arm.cl with a Heovy 
Flame r 1hoo ts ol o group of 
advancing Orks. Toking the 
oppropriole s ized te mplate the 
Morine positions it hilling four ol "'9 
Orb. Thr .. ore compl.t.ly covered 
ond toke automatic hit1 wh ile 1he 
<>!her i1 only portiolly 
covere d, needing a 
4,5 or 6 on a D6 lo 

be hil. A 4 i1 rolle d 
and all the models 
worlc out domoge in 
the normal way. 
Three Orks o re 
1loin and removed 
OI ooauohies while 

the olher IOV••· 

• . . : . . 
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The surviving Ork roll1 on the Flamer Hit Chott lo 
determine ii he hos caught fire. He roll1 o 3 which 
meon1 he ho1 monoged lo extinguish any remoinillg 
Rome1 ond moy mo.,.. normally from now on. 

Special Rules 

. . 
• 

If a model is hit by a flamer work out damage as normal. If 
the model is slain it is removed as a casualty; if the model is 
not slain then an immediate test is made to deLermine if it has 
caught fire. Because flamers use a volaLile burning chemical 
it is even possible to set vehicles or dreadnoughts on fire. 

FLAMER HIT CHART (D6) 
1-3 Tari!et does not catch fire. the small amount of 

burning fuel is quickly extinguished. 

4-6 Target is smothered with fuel and ignites. 

Short Long To Hit To Hit Strength 
Range Range Short Long 

Special Rules 5 

Once a target has caught fire, test for the eff cct at the start of 
its own turn . Ro ll a 06 on the Fire Test Chart. 

FIRE TEST CHART (D6) 
1-5 Fire continues 10 bum causing a f urlher automaLic 

hit. Work out damage as normal and remove the 
model if slain. If the target is not slain it will move 
randomly and is unable to do anything else that 
turn . Normal coherency rules are suspended for 
burning models. Vehicles, d readnough ts, and 
Terminator Space Marines may choose to ignore 
the flames and may continue to move and shoot as 
normal. 

6 Fire goes out. The model may not move or fire 
during the current turn, but may fight normally 
from its following turn onwards. If coherency has 
been broken, the model must re-establish coherency 
as soon as possible. Vehicles, dreadnoughts, and 
Terminators are not affected by the fire and may 
move and shoot as normal. 

Any friendly model within 1" of a burn ing model may 
aucmpl to beat out the flames during the movement phase. 
The beaLing model may move as normal. but may no t shoot 
during the shooting phase. Roll a 06: if the score is 6 the 
flames arc beaten out. If more than one model is available to 
help beat OU! the names the chance increases by + ) per 
model, ie 2 models need 5+, 3 need 4+, and so on. 

A target which is already frenzied when hit by a namer may 
conLinue to fight despite the fact it is burning up. The model 
moves, shoots and fights as normal. but will continue to roll 
for damage as appropriate. 

Damage Save Special 
Modlfler 

1 -3 1 leavy - 2" penalty 
See above 
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HEAVY PLASA\A GUN 
The heavy plasma gun generates and 
fires energy shells of bright glowing 
plasma. When the shells strike an 
object they react with its matter to 
create miniature spheres of boiling 
nuclear energy. For this reason heavy 
plasma guns are sometimes called ' sun 
guns'. 

A target enveloped by a plasma sphere 
suffers the dual effects of searing heat 
and explosive shock. As with all 
plasma weapons the heavy plasma 
gun's chief disadvantage is the massive 
amolDlt of energy required to power it. 
After firing it takes an appreciable time 
for the weapon to recharge before it is 
ready for a second shot. Because of 
this limitation, the heavy plasma gun 
has an alternative low energy setting 
which is less effective than a full 
plasma blast but which allows the 
weapon to fire more rapidly. 

Special Rules 
The heavy plasma gun can be fired on 
either Maximum Power or Low 
Energy. Do not be mislead by the term 
low energy - even in th is mode the 
plasma gun is a potent and destructive 
weapon. 

Shor t Long ·ro Hit 
Range Range Shor t 

0-20 20-40(72 -

This heavy and old-fashioned weapon 
is affectionately known as the 'big 
stubber '. It rau]es off a hail of heavy
weight bullets sufficient Lo stop a man 
dead in his tracks. To all intents the 
heavy stub gun is similar to a twentieth 
century heavy machine gun in 
appearance and effect. It is especially 
effective when deployed against 
massed formations of lightly armoured 
or unarmoured troops. 

Short Long To Hit 
Range Range Short 

0-20 20-40 -
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These two alternative values are given 
on the weapon 's profile: the Low 
Energy value is given first. followed 
by a slash, then the higher Maximum 
Power value. For example, range using 
Maximum Power is 72", while it is 
only 40" using Low Energy. Strength 
is 7 with Low Energy, 10 with 
Maximum Power. Damage is 04 with 
Low Energy, 010 with Maximum 
Power. The Save Modifier is -2 with 
Low Energy, -6 with Maximum Power. 

• •••• 

To Hit Strength Damage Save 

The energy drain on the heavy plasma 
gun in Maximum Power mode is so 
vast that once it has been fired it takes 
two complete turns for the weapon to 
recharge. 

While the weapon is recharging it 
cannot be used in either fire mode. By 
using the Low Energy mode the 
weapon does not have to recharge and 
can therefore be used every turn. 

Specia l 
Long Modifier 

- 7/10 D4/DIO -2J-6 Heavy - 2" penalty 
Move or Fire 
I ~ radius Blast Area 
See above 

HEAVY STUB GUN 

To Hit Strength Damage Save Special 
Long Modifier 

- 4 1 · l Heavy l" penalty 

Move or Fire 

Sustained fue 



HEAVY WEAPONS 

HEAVY WEBBER 
This is a larger version of the web pistol or glue gun. Like the 
web pistol, it is an unusual battlefield weapon, being more 
suited to purposes of crowd control and mob suppression as 
its effects are debilitating rather than deadly. 

Its appearance is similar to the pistol with a pronounced 
cone-shaped nozzle and conspicuous canister containing 
web-chem. The chemical web is fired from the nozzle, 
shooting a tangle of irregular threads which quickly solidify 
and form a strong, sticky mesh which covers and traps the 
target. 

Special Rules 
Once a web gun has hit its target the victim is enmeshed, 
there is no strength/toughness roll and no saving roll. The 
victim may do nothing until released using the special web 
solvent which is carried by all web gun crews and troops who 
carry web pistols. However, at the start of their tur n, any 
models enmeshed by webs may attempt to free themselves, 
although this is very risky, especially for smaller and weaker 
crearures. The player rolls a 06 and adds the trapped model's 
strength. If the score is 9 or more the model is freed and may 
move and act normally from then on. If the model fails to 
break free it must immediately make its normal saving throw 
- if this is failed the model sustains 1 damage as the web 
constricts, crushing or strangling the struggling victim. 

Crews or troops in open topped vehicles may be hit and 
affected. Vehicles can be affected if travelling slowly, 
otherwise the web is torn apart before it has a chance to 
solidify. Roll a 0 6 and consult the Vehicle Web Chart. 

VEHICLE WEB CHART (D6) 
Vehicle Speed (last movement phase) 

0-4" 4-8" 8-12" 12-16" 16"+ 

To hit 3+ 4+ 5+ 6 Miss 

A miss against a vehicle has no further effect: the web is 
sloughed away by the moving vehicle before its chemical 
base has a chance to solidify. A hit brings the vehicle to an 
immediate halt regardless of its speed. The vehicle may do 
nothing while it remains webbed. Troops inside may not 
operate weapons, fi re from it, or leave. The vehicle may 
attempt to break free from the web at the start of each 
subsequent turn. Roll a 06 on the Vehicle Escape Charl. 

Short Long To Hit To H it Strength 
Range Range Shor t Long 

VEHICLE ESCAPE CHART (D6) 
D6 Result 

. 1 . .·. · Fall ~ trapped fbr the remiiri<ler rif iliif~i;\?· >: ... ,, 
.•.. game;'may not brearc·rree):'. . ; . . . '.' ;:: : :( :. 

~- ~ . ' . . 
2-4 Fail - remain trapped. Try again next turn. 

5. · :·: ii Fail ~bur 1 taridolhly determined wea~h ·. · 
\·is freed and may be USed normally;. · .. \ ·. 

6 Free - the web is destroyed as soon as the 
vehicle moves in its movement phase. 

. 
• • . . . 

. . .. 
, 

. . 

• 

. . . 
~ 

. 

EXAMPLE 

·: . . 

• 

• • - . . 

• 

• • 

The Land Raider trave lled 
7" in its last movement phase. 

. . 

. . . .. 

. . 
• . . 

. -

Ari Ork armed with a Heavy Webber shoots al and hits a moving 
Land Raider. The Ork player row refers lo the Vehicle Wd;, Chart 
and rolls a 06. As the Land Raider on its la.sl movement phase was 
travelling 7" 50 the Ork player needs lo roll a 4+ lo successfully 
enmMh ii. He rolls a 5 and the Land Roider is now trapped, with 
troops inside unable lo operate we~ns, fire from ii or leave. 

On this next tum the Morine player oHempls lo break free of the wd:> 
by rolling a 06 on the Vehicle Escape Chart. He throws a 3 which 
means he is unable lo break free this turn but may try again al the 
start of each subsequent tum. 

Damage Save Special 
Modifier 

0-12 12-24 - - Special Heavy - 2" penalty 
Move or Fire 
2" radius Blast Area 
See above 
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REA VY WEAPONS 

The lascannon, or laser cannon, 
operates from the same basic laser 
principal as the smaller lasgun. In the 
case of this weapon the laser chamber 
is larger, the power-build heavier, and 
the shot a single cannon blast rather 
than a machine-gun like hail of lower 
intensity laser blasts. The lascannon is 
des igned to knock-ou t armou red 
vehicles and in this role it so effective 
chat i t is often known as the 'tank 
buster ', or simply as the 'buster' . It 
can also be used against single heavily 
armoured foot troopers where the laser 
will easily penetrate annour. However, 
it is a poor anti-personnel weapon 
compared to a heavy bolter or auto
cannon. 

Short Long To Hit 
Ran ge Range Short 

0-20 20-60 -

The multimelta or thermal cannon is 
named on account of the multiple 
barrel-elements used on some models. 
I t is also known as 'hotstuff', 'hells 
breath ' and 'hells halitosis' - its 
crewmen being noted for their sense of 
humour as well as the permanently 
singed condition of their uniforms. 

The weapon is essentially a more 
powerful version of the standard 
meltagun. It works by means of sub
atomjc agitation, rather like a long 
ranged microwave cooker, and can 
melt its way through even the heaviest 
armour. It is, however, handicapped by 
a relatively short range. 

The multimelta makes no noise when 
fired, but the super-heating of the air 
produces a distinctive hiss which 
becomes a roaring blast when a living 
target is hit and its body moisture 
vapourises explosively. 

Shor t Long To Hit 
Range Range S hort 

0-12 12-24 +l 
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LASCANNON 

To Hit Strength Damage Sa ve Special 
Long Modifier 

- 9 206 -6 Heavy - 2" penalty 
Move or Fire 

MULTIMELTA 

To Hit Strength Damage Save Special 

Long Modifier 

- 8 2Dl2 -4 Heavy - 2" penally 
Move or Fire 
2" radius Blast Area 
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HEAVY WEAPONS 

The missile launcher is one of the mosl 
common and highly-favoured heavy 
weapons in the Imperial arsenal. The 
concept is universal, and versions are 
produced all over th e galaxy by 
humans , O rks and Eldar . Missile 
launchers are sometimes fitted onto 
vehicles and Dreadnoughts too. 

The Imperial version carries a missile
magazine containing indiv idual self
propelled missiles, and c an fire a 
variety of missile types. The mos t 
usual m issile type is the krak armour 
p en etratio n m issile, specific ally 
engineered to 'crac k open ' armour. 
Also popular is the frag missile, 
designed to cut down ex posed foo l 
troops. 

Missile technology varies throughout 
the galaxy, and not all races or groups 
possess all of the types described here. 

S hort Long To Hit 
Range Range S hort 

0-20 20-72 -
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MISSILE LAUNCHER 
Special Rules 
The effects o f each missile rut depends upon the type of missile fired, as described 
on the opposite page. 

To Hit Strength Damage Save Special 
Long Modifier 

- As Missile Heavy - l " penalty 
Move or Fire 
See above 



KRAK MISSILE 
This missile is designed specifically to crack open heavily 
armoured targets and is the standard anti-vehicle missile. ll 
can also be effective against well armoured foot troopers, 
Dreadnoughts, etc, and is given a save modifier to reflect its 
armour penetrating abilities. 

Strength 

8 

Damage 

010 

FRAG MISSILE 

Save Modifier Blast Area 

-6 None 

This missile explodes upon impact scattering shrapnel over a 
wide area. Although unlikely to damage heavily armoured 
targets, lightly armoured troops are easily scythed down by 
the fragments of spinning metal. 

Strength 

4 

Damage 

1 

BLIND MISSILE 

Save Modifier Blast Area 

-1 2" radius 

Blind is a sophisticated form of smoke screen which 
produces broad spectrum electro-magnetic interference as 
well as dense smoke. 

The missile may be aimed against any visible piece of 
ground. A circular cloud of cotton wool shou ld be placed 
over the area to represent the screen of blind. Models may not 
see through. or into, or out of, blind. Models may not use 
targeters or infra-vision lo see through blind. Psykers may nol 
see or use their powers through blind. 

Any models within the blind cloud have the choice of 
remaining stationary, o r moving at half rate in a random 
direction. Opposing models in hand-to-hand combat within a 
blind cloud may fight. but any advantage gained due lo a 
higher initiative value is lost because of the reduced visibility 
- therefore, any tied score when in a blind cloud is a draw. 
and the highest initiative does not win. as would normally be 
the case. 

Strength Damage 

-
Save Modifier Cloud Area 

2" radius 

Once a blind cloud has been positioned its subsequent 
movement and persistence is tested at the start of each 
player's turn. Roll a 06 on the Blind Cloud Chart 

BLIND CLOUD CHART (D6) 
D6 Cloud Movement 

1 Cloud remains until end .of i~tmg .side's tum 
and then disappears with no further effect. 

2-4 Cloud remains where it is. 

5 Cloud shrinks to half current radius rounding 
down to nearest ~". 

6 Cloud moves 06" in a random direction. 

Blind clouds may be conveniently represented by a ball of 
cotton wool. 

HEAVY WEAPONS 

MELTA-MISSILE 
Upon impact, the melta-missile undergoes a sub-atomic 
reaction releasing a blast of intense heat. This missile is 
capable of melting away vehicles and buildings. and is 
especially useful for attacking troops huddled together in 
defended positions. 

Strength 

8 

Damage 

06 

Save Modifier Blast Area 

-4 1" radius 

ANTI-PLANT MISSILE 
This missile was developed as a defoliant to clear areas of 
vegetation which might otherwise act as cover to enemy 
troops. All vegetation in the area effect of the missile is 
automatically destroyed. The missile cannot a(f ect other 
models. 

Strength Damage Save Modifier Blast Area 

2" radius 

PLASMA-MISSILE 
The plasma missile converts matter to plasma during flighL 
Octcrntine where the missile lands as normal and place a 1 ~ .. 
radius blast marker or ball of cotton wool. Work out damage 
on targets within the area as normal. Any models which 
survive are thrown outside the area covered by the marker as 
a result of the blast. 

Strength 

5 

Damage 

1 

Save Modifier 

-2 

Area 

1 ~"radius 

When the casualties have been resolved leave the blast 
marker in place. The area has now Wldergone a matter/energy 
transformation and has been transformed into a glowing ball 
of plasma. At the start of each side's following turn test to 
see what happens to the plasma ball by rolling on the Plasma 
BaJI Chart. 

PLASMA BALL CHART (D6) 

D6 Result 

1 The plasma ball expands its radius by 06'' and 
disappears at the end of the turn. 

2-5 The plasma ball's radius shrinks by ~ ... 

6 The plasma ball implodes and disappears 
immediately, causing no hann this turn. 

The plasma ball remains on the table until it disappears. Any 
model within the area during a turn suffers an automatic hit. 
No model may draw a line of sight through the plasma ball, 
and all weapons discharged into it merely feed the matter-

• energy conversion. 
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HEAVY WEAPONS 

MULTI LASER 
The multilaser is a rapid firing laser that uses a multiple 
barrel configuration to reduce a standard laser charge into a 
series of rapid pulses. The result is a weapon which retains 
some of the renowned penetrative power of the lascannon but 

Short Long ·ro Hit To Hit Strength 
Range Range Short Long 

0-20 20-60 +l - 6 

which can engage a series of targets in rapid succession. It 
produces a series of distinctive pulsing blasts when fired, 
followed by explosions as the laser energy shells strike the 
target and explode. 

Damage Save Special 
Modifier 

D4 -1 Heavy - 2" penalty 
Move or Fire 
Sustained Fire 

SHURIKEN SHRIEKER CANNON 
The Shuriken Shrieker Cannon [Eldar: Buanna] is an 
upgraded version of the shuriken catapult with a longer 
barrel. It has been constructed so that it can fire either nonnal 
shuriken ammunition or the shrieker ammunition [Eldar: 
Margrech]. The special shrieker ammunition is hollow and 
contains a genetically tailored enzyme-based serum. As the 
missile hits its target the centripetal forces created by the 
spinning disc force the toxin through microscopic holes in the 
shuriken 's spines and into the target. The characteristic 
shrieking noise is caused by the rush of air into the hollow 
missile as serum is forced into the victim. I t is this noise 
which prompted the Imperial troops to give the weapon its 
name of Shrieker. The effect of the serum is discussed in the 
special rules. 

Special Rules 
With normal ammunition, the cannon may use sustained fire. 
The special shrieker ammunition must be individually loaded 
and so may not use sustained fire. Decide which ammunition 
type you want to use before frring. 

Normal shuriken ammunition is fired in the usual manner. 
Work out hits, damage and remove casualties in the usual 
way. This ammunition may be used against vehicles. 

Shrieker ammunition is worked out differently: it can only 
affect living creatures, and has no effect on vehicles. Roll co 
hit as normal. If the target is hit make any permiued saving 
throw. If this is failed the shrieker has delivered its lethal 
serum into the victim. 

The serum works in a very complex and unpleasant manner, 
combining with the victim's own genetic material, twisting 
and distorting tissues, and causing organs to malfunction in a 
spectacular fashion. Eventually the victim is driven into a 
violent delirium as the serum reaches his brain and he loses 
control of his body. Afterwards the pace of the constantly 
replicating genetic serum reaches a fever pitch and the tissues 
r eact explosively, killing the victim in a particularly 
horrifying and untidy manner. 

Once a target has been affected roll 206 during his 
movement phase and move the victim this number of inches 
in a randomly determined direction. Unit coherency is 

Short Long To Hit To Hit Strength 
Range Range Short Long 

0-20 20-40 +I - 5 
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ignored. If the 206 roll result is either a 7 or any double, the 
serum has reached its potential and the victim explodes. Place 
a l" radius area effect marker over the exploding victim: any 
target within the area automatically takes a single automatic 
strength 3 hit c ausing 1 damage point if effective. If the 
victim does not explode during his first turn of random 
movement, he will con tinue to s tagger around randomly 
during his subsequent movement phases until he either 
explodes or leaves the table. The victim may do nothing else. 

Any unit which has one or more of its members within 2" of 
a shrieker victim at the start of their movement phase must 
make a rout test. As unit coherency is 2" this means a rout 
test will normally have to be taken by the target unit .. Note 
that every enemy unit within 2" of a victim must test, as the 
risk will effect anyone too close. 

Damage Save Special 
Modifier 

D4 -3 Heavy - 2" penalty 
Sustained Fire 



MELTA GUN 

SHURIKEN CATAPULT 

FlAMER 

lASGUN 

SHURIKEN CATAPULT 

SHURIKEN PISTOL 

DARK REAPER 
MISSILE lAUNCHER 

lASPISTOL 



The weapons in this section are generally deployed to provide support for infantry and 
vehicles as they advance. They are not man-portable, being far too heavy to carry. Instead, 
they are fitted to their own mobile carriages so they can be moved around the battlefield. 

DISTORT CANNON ON ANTI-GRAV PLATFORM 
The distort or D-cannon is an Eldar weapon that makes u.c;e of 
the same warp-technology that enables spacecraft to move in 
and out of warp space. The weapon emits a low droning noise 
which builds in pitch until it fires with a high pitched shriek, 
spewing a beam of impenetrable blackness towards its target 
- a momentary rift between real space and the warp. The 
target is enmeshed in blackness and wrenched momentarily 
between warp space and reality. The massive internal 
distortion this causes tears the target apart, and usually 
destroys it. Living creatures are instantly burst apart. while 
vehicles and other constructions are ripped to pieces and 
wrecked. Local spatial distortion around the target may also 
cause some apparent movement of nearby troops as part of the 
fabric of reality is twisted and distorted. The only 
disadvantage of the weapon is its inaccuracy, inevitable with a 
weapon which distorts space as it is frred. The D-Cannon is 
mounted on a special anti-grav platform, enabling its crew of 
two lO move it easily into position. 

Special Rules 
The D-cannon is so heavy that it can only move under its own 
gravitic power. It may be turned to face any direction and 
moved up to 4" in the movement phase and requires only one 
of its two crew members to move it. The weapon may not 
move through difficult terrain or over obstacles. The D
Cannon requires a reasonable time to prepare for firing, so it 
cannot move and fire during the same rum. 

Because the weapon is a distinct piece of equipment it is 
considered lO be a separate target from its crew. At short range 
an enemy may select either of the crewmen or the weapon 
itself as the target. At long range shots are randomised 
between the gun and crew. U either crewman is killed the 
weapon may still continue to move and fire so long as the 
other crewman is alive. If both crewmen are killed the weapon 
remains on the table but is effectively useless. 

lf the weapon is shot at it is considered to have an armour 
value of 10 as if it were a vehicle. The attacking player rolls to 
penetrate the weapon's armour and if the armoured casing is 
penetrated the weapon is automaticaUy destroyed. Crewmen 
whose weapon has been destroyed may continue to fight 
independently, join other Eldar Guardian support weapons as 
spare crew or take over Eldar support weapons which have no 
crew. 

Short Long 'f o Hit To Hit Strength 
Range Range Shor t Long 

The inherent inaccuracy of the distort cannon means that it is 
equally likely to hit whether used by skilled or raw troops. To 
an extent there is always a degree of unpredictability, as 
should be expected when dealing with a device which affects 
the spatial fabric of the universe. The special distort hit system 
is used to determine hits as follows: 

1 Place the 2" radius Distort Area template over the 
intended target. 

2 Roll a 012 to establish a random direction and 
move the template 06" in. this direction. 

3 Now roll another 012 to establish a random 
direction and move the template a fW1her D6" in 
the direction indicated. 

The final position of the template indicates where the cannon 
hits. Targets wholly in the area are hit automatically, those 
partially within it are hit on the D6 roll o f a 4, 5 or 6. Most 
vehicles are so large that they cannot lie wholly in the area and 
will therefore be hit on a 4, 5 or 6. This gives vehicles a degree 
of protection and makes up for the loss of their armour 
penetration roll to some extent. All targets which are hit must 
make an immediate Distort Test to determine if they survive. 
Survivors m ay suffer further effects of spatial displacement as 
shown later. 

DISTORT TEST (D6) 
· ·:·y·;t4·: ,:·>-:·:··n ,,,,: .... , .. ,,,.,,, .. ,.,.a··--r· .,..,. ,.,,.,., ... ,., ... , .. ·.~ ·'''!" ··ddtro· ·ea.·· · ·· ,,,,,,,. ~:''\y~()ye .• arget'.entJ.r~ Y' .. y . ' . ' .. ' ,' 

5 Displaced. Target unharmed but moved 
physically by spatial displacement. See 
Displacement Test 

: ·,_.~,_',_:,::;"':~~y~a: ·TaigetUriilarme,<!'outmoved:'~:.:;·;:.:t,t;:-. .. · 
. . .'' )dr/physitally 206 fl m a random' directioa:~ :;'.: : ' 

On a Distort Test result of a 5 the model is unharmed 
but moved to a totally new position on the tabletop, 
possibly into the air or even under the ground surface. 

Although unharmed by the distortion of space, the 
target may suffer damage as a result of its displacement. 
Roll a 06 and consult the Displacement Test Chart 

Damage Save S~cial 

Modifier 

0-16 16-32 See special rules 2'' distort area 

Move or fire 

See above 
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DISPLACEMENT TEST (06) 
1 Targe t moved to a random position on a randomly 

determined table edge. 

2 Target moved 40 6" in a random direction. 

3 Target moved 606" in a random direction . 

4 T arget moved 0 6" and inverted. If the target is a 
vehicle it is unharmed but upside down. Any weapons 
mounted on the top of the vehicle are unusable; side 
mounted weapons may be used normally. The vehicle 
is immobile but may continue to fight. If the target is 
a foot model it must spend its follo wing movement 
phase standing up again. 

5 Target moved 206" in a random direction and into the 
air approximately 10 metres. The target drops to the 
ground like a stone, sustaining an automatic hit with a 
strength of 10 causing 0 6 damage. If the target is a 
veh icle or part of a building, any models d irectly 
underneath are h it on the 0 6 roll of 4 , 5 or 6. Any 
models hit automatically sustain a strength l 0 hit 
causing 06 damage. In both the case of the target and 
any models caught by fail ing material, no armour 
saving throws are allowed. 

Hit Strength Damage Save 

Automatic 10 D6 None 

6 Target moved 206" in a random direction and under 
the ground to a depth of approximately 10 metres. As 
the target attempts to warp into the space occupied by 
solid rock, the co-existence of molecules causes a 
massive explosion. Place a 2" radius blast template 
over the spot. All models in the blast area are 
automatically hit and sustain a strength 6 hit causing 
06 damage and with a save modifier of -2 on any 
saves. 

Hit 

Automatic 

Strength 

6 

Damage 

D6 

Save 

-2 

RAPIER LASER DESTROYER 
The rapier laser destroyer is a mobile anti - tank weapon 
mounted with a four barrelled laser known as a rapier. The 
weapon's four separate laser chambers are designed to focus 
with precision accuracy al a single point. A tremendous 
amount of laser energy c an be directed against the target, 
making the rapier far more powerful than the lascannon. 
However, the rapier is so heavy and bulky that it has to be 
transported on a specially-designed motorised track unit. The 
crewmen con trol the rapier's firing and movement with a 
special radio control box which they carry. 

Special Rules 
The rapier is so heavy that it can only move under its own 
power. It may move up to 4" in the movement phase so long as 
a crewman remains within 4 " of it - this being the effective 
range of his radio control box . Thanks to its all terrain tracks. 
the rapier laser destroyer can move through difficult terrain at 
half pace and cross obstacles up to six feet high without 
penalty. The rapier may not move and fire in the same turn. 

The weapon has a 45° fire arc to its front. This arc is smaller 
than usual, but reflects the precise way in which the weapon 
focuses on its target. It you have to move the weapon in order 
to bring it within this ftre arc then you cannot fire that turn. 

Because the weapon is a distinc t piece of equipment it is 
considered to be a separate target from its crew. At short range 

S hort Long To Hit T o Hlt Strength 
Range Range S hort Long 

0-18 18-72 +l - 9 

Unlike other weopon1, the 
Ropier ho1 o Rre 0tc ol 45° 
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an enemy may select either crewman or the weapon itself as 
the targeL Long range shots are randomised between the gun 
and crew. If either crewman is killed the weapon may still 
continue to move and fire so long as the other crewman is 
alive. If both crewmen are killed the weapon remains on the 
table but is effectively useless. 

If the weapon is shot at it is considered to have an armour 
value of 10 as if it were a vehicle. The attacking p layer rolls to 
penetrate the weapon's armour and if the armoured casing is 
penetrated the weapon is automatically destroyed. Crewmen 
whose weapon has been destroyed may continue to fig ht 
independently; they may join other rapiers as spare crew or 
they can take over a rapier which has no crew. 

Damage Save Special 
Modifier 

2010 -6 Move or fire 

See above 
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SUPPORT WEAPONS 

MOLE MORTAR 
The mole mortar or "moler" is an ingenious invention of the 
Squat Engineers Guild. It has been adopted by the Imperial 
Guard, and is copied by the Imperium for use by its forces. 

The mole mortar fires a burrowing sub-surface missile, or 
tunnel torpedo, into the ground. The missile burrows its way 
towards its target, bypassing all surface hazards and defences, 
and then emerges from the ground tmderneath iL The torpedo 
itself is a very sophisticated self-guided device able Lo track 
its target through solid rock. This is obviously very useful to 
the Squats, whose worlds are usually rocky and whose sub
surface fortresses are invulnerable to ordinary artillery. 

Special Rules 
The runnel torpedo cannot be aimed at a point within 12" of 
the weapon, but if the torpedo's guidance system goes wrong 
it is possible that a shot may go off target and accidentally 
explode within 12" of the mortar. 
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MOLE MORTAR ACCURACY (D6) 

1 Off Target. The torpedo's guidance system 
draws it off-targeL. Randomly determine a 
new target point within 20 6" of the original. 
Re-roll on thjs chart - if the torpedo's 
guidance system malfunctions again work 
out yet another target poinl. 

2 Airborst. The torpedo emerges on target, 
spins out of the ground and explodes in a 
devastating airburst. Work out damage as 
described below for an airbursl. 

3-4 Surface Burs t. The torpedo emerges on 
target and explodes as it breaks the surface. 
Work out damage for a surf ace burst. 

5 Ground Burst. The torpedo runnels its way 
up to the sub-soil and explodes while still 
embedded in the ground partially muffling itS 
effect. Work out damage for a ground bursl. 

6 S ubterranean Burst. The torpedo becomes 
embedded in solid rock or hits some other 
obstruction. I t explodes deep under the 
ground. Work out damage as described below 
for a subterranean bursl. 

Short Long To Hit To Hit Strength 
Range Range Short Long 

12-24 24-72 

The mortar has a crew of 2, although only one is necessary to 
operate it. The other crew member acts as a forward observer 
or 'spotter' and may move away from the weapon and the 
operator to anywhere on the battlefield. The spotter maintains 
a communication link with the mortar and its firer, and may 
irtstruct the mortar to fire at targets which the spotler can see 
but which the frrer cannot. Should the weapon's crewman be 
killed the spotter may return to the weapon in order 10 

operate it. 

Because of its unique mode of operation the procedure for 
using the mole mortar is slightly different to normal weapons. 

First, the player nominates a target point - this may be any 
point on the tabletop, it does not have to be a specific model 
and it can be in any direction. However, the target point must 
be visible to at least one of the mortar's crew - either the frrer 
or the spotter. 

Second. the player rolls a 06 to test for the mortar's accuracy 
on the Mole Mortar Accuracy Chart. 

To work out damage consult the Mole Mortar Damage Cha.rt. 
which shows the size of the blast marker, slTength, damage 
caused, and save modifier for each burst type. 

MOLE MORTAR DAMAGE 
Blast Strength Damage Save 

Radius of Hit Caused Modifier 

Airburst 3" 3 l -2 
Surface 2" 4 1 -2 

GTound 1 .. 4 1 -2 

Subterranean 0 3" 3 1 -2 

A ground or subterranean burst leaves a permanent crater 
equivalent in size to the blast area of the shot. Parts of a 
building lying over a crater will collapse. Any vehicle whlch 
lies 50'ro or more within the crater area is brought to an 
immediate halt, and must roll a 5 or 6 on a 06 at the start of 
its movement phase before it can move (vehicle with tracks 
may move on the roll of a 4, 5 or 6). Any other models within 
the crater are thrown to the ground and may not move in their 
following movement phase other than to get on their feet -
they may shoot weapons as normal at targets they can see. 
The chart below summarises the rules for craters. 

Vehicle Vehicle on Trooper 
Building in crater edge of crater in crater 

Collapses Im.mobile 5 or 6 to escape Miss I move-
(4,5,6 if tracked) mentphase 

Damage Save S pecial 
Modifier 

See Special Rules Heavy - 2" penally 
Move or Fire 
See Above 
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SUPPORT WEAPONS 

SCATIER LASER ON ANTI-GRAV PLATFORM 
The scatter laser (Eldar: Sierbahn )was originally devised by 
the Eldar for use by war walkers and dreadnoughlS, though the 
Eldar Guardian support units use a version fitted to the Eldar 
anti-grav platform. The weapon comprises six separate laser 
chambers which can be fu ed simultaneously, at the same or 
different targets. The scatter laser is similar to the multilaser, 
but more ref med, and is only used by the Eldar. The Eldar 
anti-grav platfonn is used to mount heavy weapons which are 
too heavy to be carried by foot troopers. such as the lascannon 
and the heavy plasma gun. 

Specia l Rules 
The scatter laser is so heavy that it can only move under the 
power of its anti-grav p latform. It may be turned to face any 
direction or mo ved up to 4 " in the movement phase and 
requires only one o f its two-man crew to move iL The weapon 
may not move through difficult terrain or over obstacles. 

Because the platform-mounted weapon is a distinct piece of 
equipment it is considered to be a separate target from its 
crew. At short range an enemy may select either of the two 
crewmen or the weapon itself as the target. Long range shoes 
are randomised between the gun and crew. Tf either crewman 

Short Long To Hit To Hit Strength -
Range Range Short Long 

0-20 20..(i() + I 6 

The Tarantula is a semi-robotic weapon system capable of 
mo ving and firing its weapons under the direction of its 
controller. Its base has four broad feel into wh ich are built 
gravitic reaction jets. These can lift and gently hover the 
Tarantula into position. enabling the weapon to draw a bead 
on its target without exposing the firer . The Tarantula is 
designed to carry a pair of weapons, both coordinated to f rre at 
the same target. Various types of weapons can be fitted to the 
Tarantula, but lascannon are among the most popular. 

Special Rules 
The Tarantula can only move under its own gravitic power. 
The crewman is able co control the weapon's movemenc and 
shooting with his control box up to a distance o f 4" away. The 
Tarantula may be moved up to 4" in the movement phase, but 
is not able to move through difficult terrain or over obstacles. 
Unlike many mobile support weapons the Tarantula can move 
and fire in the same turn - this is one of its strengths and one 
which makes it especially valuable. I ts weapons can also fire 
in any direction. 

Short Long To Hit To Hit Strength 
Range Range Short Long 

0-20 20..(i() 9 

Twin lascannon 

is killed the weapon may still continue to move and fue so 
long as the other crewman is alive. If both crewmen are killed 
the weapon remains on the table but is effectively useless. If 
the weapon is shot at it is considered to have an armour value 
of 10 as if it were a vehicle. The attacking p layer rolls to 
penetrate the weapon's armour and if the armoured casing is 
penetrated the weapon is automatically destroyed. Crewmen 
whose weapon has been destroyed may continue to f ight 
independently, join other Eld.ar Guardian support un its as 
spare crew, or take over an anti-grav platform which has no 
crew. 

The scatter laser may fire up to 6 shots during its shooting 
phase. Each shot m ay be ftred at a di ff crent target if the player 
wishes, but the second and any subsequent targets m ust lie 
within 6" of the fir st. The player fires each shot in turn, 
working out any damage before firing again or m oving to 
another target. 

If you want to use lascannon or heavy plasma guns on this 
platform then all the rules for crews and mobility apply as 
described above. Lascannon and heavy plasma guns mounted 
in this way may move and frre, but heavy plasma gun.s must 
still recharge as normal. 

Damage Save Special 
Modlfler 

I -1 See above 

Because the weapon is a distinct piece of equipment it is 
treated as a separate target from its crewman. At short range 
an enemy may select to fire at either the crewman or the 
Tarantula - assuming that he is able to see both. At long range 
shots are randomised. lf the crewn1an is killed the weapon 
remains on the table but is effectively useless. If the Tarantula 
is shot at it is considered to have an armour value of 10 as if it 
were a vehicle. The attacking player ro lls to penetrate the 
weapon 's armou r and if he is success ful the weapon is 
automatically destroyed. Crewmen whose weapon has been 
destroyed may continue to fight independen tly, join other 
Tarantulas as spare crew or take over a Tarantula which has no 
crew. 

The Tarantula is an adaptable mount and can be used to mount 
any pair of normally shou lder carried weapons of the same 
type: eg two heavy bo lters, two autocann on, etc. Bo th 
weapons are fired at the same target. Roll once to hit - if a hit 
is scored then both weapons hit, if a miss is scored both 

• weapons miss. 

The profile below shows the details for lascannons. 

Damage Save Special 
Modifier 

206 -6 2 Shots - Roll once to bit 

See above 
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SUPPORT WEAPONS 

THUDD GUN 
The quad latmcher is more commonly known as the thudd gun 
on accotml of the rhythmic and distinctive thudd-thudd-thudd
thudd noise that it makes when fired. The thudd gun is an 
invention of the Engineers Guild of the Squat Homeworlds, 
although it is supplied to the Adeptus Mechanicus who have 
copied the design. The weapon launches a close salvo of four 
shots, producing a pauem of four bursts on the ground. It is 
unusually heavy, and for thls reason is always mounted on its 
own special m otorised tractor unil. The thudd gun's crew 
carry a special radio control box with which they control the 
weapon's movement and firing. The crew are able to lob 
salvos high into the air, hoping they w ill land on unseen 
enemy formations or buildings held by the foe . 

Special Rules 
The weapon is so heavy that it can only move under its own 
power. It may move up to 4" in the movement phase so long as 
a crewman remains within 4 '' - this being the effective range 
of his radio control box. 

A thudd gun may not move through difficult terrain or over 
obstacles. The weapon can be turned to face any direction 
without recourse to the control box, but it cannot otherwise be 
moved unless it is towed by a vehicle. Because the rhudd gun 
requires a reasonable time to prepare for firing, it cannot move 
and fire during the same tum. 

As the weapon is a distinct piece of equipment it is considered 
to be a separate target from its crew. At short range an enemy 
may select either of the two crewman or the weapon itself as 
the target. At long range shots are randomised between the 
gun and crew. If either crewman is killed the weapon may still 
continue to move and fire so long as the other cre wman is 
alive. If both crewmen are killed the weapon remains on the 
table but is effectively useless. 

If the weapon is shot al it is considered to have an armour 
value of 10 as if it were a vehicle. The attacking player rolls to 
penetrate the weapon's armour and if the armoured casing is 
penetrated the weapon is automatically destroyed. Crewmen 
whose weapon has been destroyed may continue to fighr 
independently, join other thudd guns as spare crew or take 
over a thudd gun which has no crew. 

When firing a thudd gun at a visible target treat it exactly like 
any other weapon . Roll to hit as normal. If the shot misses 
then work out scatter to determine where to position the 
special thudd gun salvo template. The procedure for using the 
template is described later. 

l 'he Lhudd gun may also be used to fire al targets which its 
crew cannot see. Shots of this kind are called speculative fire 
because the crew are speculating that there are enemy 
somewhere in the unseen area. The player, of course, knows 
full well where the enemy are! We assume the thudd gun 
crews don't know for sure, although they may have some idea 
thanks Lo information passed to them via their helmet 
communic ators. If a player wishes to fire the thudd gun 
speculatively the following rules apply. 

Short Long To Hit ToHjt Strength 
Range Range Short Long 

0.12 12-72 -1 6 
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1 

2 

3 

4 

Damage 

1 

The player declares that he is frring speculatively 
in his shooting phase. A small marker is placed 
on the target point. The target point need not be a 
specific model, it can be any point on the table 
within the weapon's maximum range. T his 
represents the trooper setting the range and place 
he wants to hit. 

The player does not shoot the weapon that turn. 
Aligning the weapon lo begin speculative fire 
Lakes up the whole tum. 

The lhudd gun must remain stationary for the 
remainder of the turn, throughout the enemy's 
turn, and until its following shooting phase. If it 
moves then the aim marker is moved and the 
player must start over again if he wants to use 
speculative fire. 

In the following shooting phase, assum ing the 
model has not moved, the thudd gun n1ay fire at 
the target point already marked. Make a normal 
roll Lo hit. position the thudd gun salvo template 
as described below and work out damage as 
appropriate. If Lhe shot misses work out scatter 
as normal. 

Save Special 
Modifier 

·2 4 x 1" blast 

Move or fire 

See above 
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With the new landing point estahlish.d, take the thudd gun 
template and position the middle of bunt 1 where the shell 
landed. The OfTOW on the template is positioned so thot it points 
directly boci lowords tM thudd gun (the 6 o'dcd position). The 
Space Maine playw nows rols a 012 for Templaie 1 saoring a 3. 
He now mo,,_1 the arrow on Template 2 to the number 3 on 
Template 1. He continues repeating this praoe» for the other 
remoini ng lempioteL 

It ia i~lant lo note thot although o model moy IHI within two 0< 

more templates it can only be hit once. Aa normal ony model 
portiaUy covered by a bloat template ia hit on a 06 1COre of 4,5 or 
6. Damage and sa.,..1 ore worked otA in the nonnal manner. 
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The Spoce Marine player fires his Thudd gun al a 
group of advocing Orb. He nomi natea the leading 
Ork 0 1 his target point and rolls lo hit 0 1 n0<mal. The 
shot misMts and he must now roH for IOCl"•r. He rolls o 
directional arrow on the soott.r dice idiC10ling that the 
shot deviates by 06' . A roll of 5 on the 06 gi.,... the 
distonce the shell trawols in the diredion shown. 
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ASSEMBLING THE THUDD GUN TEMPLATES 

ASSEMBLY 

·a .. . . . . ·.Q. . .•• tb ... .. . 

1 2 3 4 

TOP VIEW 
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Grenades are small bombs that are thrown by hand, varying in size from a sphere the size 
of a cricket ball, to no larger than a coin. There are many different types of grenades in the 
arsenal of the 41st millennium, designed to cope with a wide variety of combat situations. 
This section gives rules for the most common variants available. 

Strength 

None 

ANTI PLANT 
Damage 

None 

Save Modifier 

None 

Area 

2" 

Antiplant is the common name given to the many different 
types of defoliant grenade. These release a gaseous chemical 
which causes plant material to shrivel and die. There are 
thousands of different types of plant life throughout the 
galaxy, some of which are very different to terran plants, and 
many different sorts of defoliant have been developed to deal 
with them. Combat forces always make sure they carry the 
correc t type for the world they are figh ting on, so the 
different types are not distinguished in the game. 

Antiplant has many uses in addition to the battlefield role of 
depriving enemy of cover. For example, it is used to create 
instant landing strips, to clear camp sites, and to prepare areas 
for building. The gaseous defoliant destroys the toughest 
foliage, but does not harm animal life and causes no damage 
to troops or machines. 

Strength 

None 

BLIND 
Damage 

None 

Save Modifier 

None 

Area 

2" 

Blind or baffler grenades are a sophisticated type of smoke 
grenade which release a cloud of smoke, infra-red baffler and 
broad spectrum electro-magnetic radiation. It is impossible to 
see through blind-smoke with normal eyesight, and even 
artificial sight aids like infra-red vision, scanners, targeters, 
or bionic eyes have no effect. No troops may shoot into or 
through a cloud of blind-smoke, and even psykers may not 
use their powers if a blind cloud hides their target. 
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Any models with.in the cloud have the choice of remaining 
stationary or moving at half rate in a random direction. 
Models in hand-to-hand combat within a cloud may fight.. but 
any advantage of higher iniative value is lost due to the 
inhibited visibility - therefore any tied score is a draw and 
the highest iniative does not win as normal. 

When a blind grenade is thrown work out where it lands as 
normal . Place a 2" radius area marker, or patch of cotton 
wool, on the spot to represent the cloud of baffler smoke. At 
the beginning of each side's turn one player rolls a 06 and 
consults the chart below. 

CLOUD MOVEMENT (D6) 
,, , :1;= :~( c1tilia ieih~:fulili ihtd &rilie·:ie~ting sicie·s 'krn 
'. ": :: ..•. _,;.-~"th~ disappeiirs 'W1th no fufther eff ett!. ''.' ..•. 

.. . -· -- .. . ,. . . . . -~ 

2-4 Cloud remains where it is. 
,. :;. :·:·.:·:. :. :;. _.;._;. ~·· ': -:: ;.·. '.;._ -·~· ::- ::: ;::;:;· ·.: . :. ' . :> • : . -·:: :· \· •• ~: • -:- •• -• • ::: ·'; ... ::- ;: ::::_ .·:.::: ••• 

. 5:' < :cJotid $biiriks to half current ramu5· rouriding ~-~:- : 
; )'::~r ~o}VIl i.O nearest ~, •. ·• ·. : i •-·· ., . · •.. f,. ;, ·. {:"< -'.',('.:·:.~ 

6 Cloud moves away 06" in a random direction. 

Strength 

None 

CHOKE 
Damage 

None 

Save Modifier 

None 

Area 

l l-S" 

Choke is a non-lethal gas which causes anyone who breathes 
it in to gasp and choke, making it impossible for them to do 
anything else. Most troops breathe air directly from the 
atmosphere, or air which is filtered but not sufficiently 
purified to make any difference to a choke attack. Space 
Marines wearing Power or Terminator armour and Eldar 
Aspect Warriors are not affected as their ar111our completely 
isolates them from the environment and has its own air 
supply. Enclosed vehicles and Dreadnoughts are also immune 
as they are assumed to be airtight. Other troops, including 
Space Marine Scouts, Imperial Guard, Eldar Guardians, and 
Orks, must try to avoid breathing in too much of the gas 
although much will depend upon the wind, how close they 
are, and how much warning they have. Choke gas has no 
effect upon daemonic troops, robots, or other mechanical 
devices. 

Throw the grenade, work out where it lands and place a 
1 ~" radius blast marker, or a patch of cotton wool, on the spot 
to represent the gas cloud. Models whose bases are totally 
with the cloud are hit and cannot avoid breathing in the gas. 
Models whose bases are partly within the cloud are hit on the 
06 roll of a 4, 5 or 6 - they stand some chance of avoiding 
breathing too much gas. Models hit by the gas make an 
immediate Choke Test. 



CHOKE TEST 
Troop Type 

Space Marines, Eldar 

06 Roll to Choke 

No effect 
Aspect \Varriors, J)readnoughts, 
Terminators, enclosed vehicles. 

Other Troops including 
Space Marine Scouts, Eldar 
Guardians, Imperial Guard, 
Squats and Orks. 

3+ 

Models affected by choke gas fall to the floor choking and 
coughing. They can do nothing else, and remain incapacitated 
as long as the gas c loud covers them. Once the cloud 
disperses or moves away they recover automatically. Models 
which have been immobilised by choke gas may be ignored 
for purposes o f unit coherency, but they must cry to rejoin 
their unit as soon as possible once they recover. 

The cloud of choke gas is left on the table. At the beginning 
of each side's rurn rolJ a 0 6 and consult the chart below. 

CLOUD MOVEMENT (06) 
1 Cloud remains until end of the testing side's tlrrll 

and then disappears with no further effect. 

2-4 Cloud remains where it is. 

5 Cloud shrinks to half current radius rounding 
down to nearest ~··. 

6 Cloud moves away 06" in a random direction. 

Strength 

3 

FRAG 
Damage 

1 

Save Modifier 

-1 

Area 

2" 

Frag is the term commonly used by troops to describe the 
Imperial issue fragmentation grenade. This is one of the most 
commonly carried grenades among Imperial and most other 
forces, and takes various shapes including the stick-shaped 
Ork Frag Stikkbomb. All these grenades are designed to 
explode and fragment causing havoc among unprotected 
troopers. Some are quite large (the Ork version is a simple 
can on a stick!), but there are special miniature versions no 
bigger than a large coin which fragment into hundreds of 
mono-molecular super-sharp slices and cause considerable 
damage despite their lack of mass. Note that frag grenades 
ar e no t as effective as frag n1issiles fired from a missile 
launcher - the latter are much more subsLantial weapons with 
a more devastating effect. 

GRENADES 

HALLUCINOGEN 
Strength 

None 

Damage 

None 

Save Modifier 

None 

Area 

IM" 

Hallucinogen is an invisible hallucinogenic gas which affects 
troops who inhale iL It has strange and unpredictable effects 
upon the mind, turning victims into slaver ing idio ts, 
homicidal maniacs, or passive zombies. Only troops isolated 
from their environment are safe. Space Marines wearing 
Power or Terminator armour are not affected, and neither are 
Eldar Aspect \Varriors - these troops wear sealed armour 
whi c h has its own air supply. Enclosed vehicles and 
dreadnoughts are also immune as they are assumed to be 
airtigh L. Olher troops, including Space Marine Scouts, 
Imperial Guard, Eldar Guardians, and Orks, must ITy as best 
they can to avoid breathing in too much o f the gas. 

Throw the grenade, work out where i t lands and place a 111" 
radius blast marker on the spot to represent the spread of the 
gas. Models whose bases are totally within the area are hit -
they cannot avoid breathing in the gas. Models whose bases 
arc partly within the area are hit on the 0 6 roll of a 4, 5 or 6 -
they stand some chance of avoiding breathing Loo much gas. 
Models hit by the gas make an immediate test as shown 
below. 

HALLUCINOGEN TEST 
Troop Type 

Space Marines, Eldar 
Aspect \Varriors, J)readnoughts, 
Terminators, enclosed vehicles. 

Other Troops including 
Space Marine Scouts, Eldar 
Guardians, Imperial Guard, 
Squats and Orks. 

D6 Roll to Effect 

No effect 

4+ 

Th e gas c lo ud is not persistent but di sper ses almost 
immediately. Determine which troops are affected and then 
remove the marker. The gas is now assumed to have become 
too dilute Lo have any further e ffect. Models affected are 
subject to some sort of compulsory or erratic behaviour. This 
may be permanent or it can last for several turns, in which 
case unit coherency does not have to be maintained by 
affected models. If models recover then they will attempt to 
rejoin their unit as soon as possible. 

The effec ts of hallucinogen gas are determined for each 
victim separately and may last for one or several turns. Roll a 
010 and consult the Hallucinogen Effects Table. 
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HALLUCINOGEN EFFECTS TABLE (DlO) 
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1 Your hands and limbs are slimy tentacles and your 
fingers turn into writhing worms! You know this is 
an illusion and try to snap out of it. 

Roll a 06. On 1-3 roll again on this chart. On 4-6 
the model shrugs off the illusion and suffers no 
further effects. 

2 The world is spinning and everything is all 
jumbled up. Your friends are an speaking too fast, 
you are speaking too slowly and somewhere you 
can hear inexplicable laughter. The faces around 
you change into the familiar faces of old friends, 
old comrades, warriors long dead and buried. You 
are going mad! 

At the start of each of your following turns roll a 
D6. On the score of a 1-3 the model may do 
nothing that turn; on the score of a 4-6 the model 
shrugs off the illusion and suffers no further 
effects. 

3 Thousands of spiders drop onto you, crawling into 
your armour and inside your clothing, swarming 
over your face and hands. You fall to the ground 
clawing and scratching your own body. 

The model may do nothing while the illusion lasts. 
At the start of each of your following turns roll a 
D6 - on the score of a 6 the illusion ends with no 
further effect. 

4 In the nearest patch of cover you see something 
move, something horrible, something dangerous ... 

The model may not move, but must shoot into the 
nearest patch of cover regardless of what, if 
anything, lies within it. The model remains 
immobile, shooting into the cover while the 
illusion lasts. At the start of each of your following 
turns rolls a 06. On the score of a 6 the illusion 
ends with no further effect. 

5 Now is your chance to slip away from the others, 
while no-one is looking. You'll be home within a 
week and all this will be just a bad memory. 

In its next movement phase the model heads off 
towards the nearest table edge, moving as fast as 
possible and without shooting. The model 
continues to move until it leaves the table. 

6 The sky is so big and wide and inviting. Why don't 
you just fly into it like a bird, rolling and tumbling 
on the wind? The individual drops his weapon, his 
eyes become wide and vacant, he begins to jump 
up and down and flap his arms furiously. 

The model continues to move around the table 
randomly each turn, flapping his anns and staring 
at the sky, and continues to do this until it leaves 
the table. 

7 The enemy are all around, behind every rock, 
hiding in the forests, in tunnels beneath your feet, 
dropping down from the skies on grav-chutes. Fire 
fire fire! It's your only chance. Keep shooting. 
Keep moving! 

The model goes completely out of control, 
shooting randomly and screaming about the 
enemy. During the model's own turn it is moved 
randomly at normal speed, and shoots its weapons 
in a random direction. Roll to hit the first model in 
the direction of fire (if any). The model continues 
to move and fire in this out of control state for the 
rest of the game. 

8 Your fellow troopers are out to get you! They're 
probably traitors, they all hate you and mean to kill 
you if you let them. But you 're too clever to fall 
for their tricks! You'll get them first! 

[nits own turn the model will attempt to shoot the 
nearest model, be it friend or foe, moving in such a 
way so that it can do so. The model continues to 
shoot at the nearest target for the remainder of the 
game, moving towards it where this does n.ot 
prevent shooting. 

9 l t's all too much - the war, the killing, the endless 
misery. Chronically depressed, the trooper sits 
down upon the ground oblivious to everything 
around him. 

The model remains in its current position for the 
remainder of the game, burbling quietJy about 'the 
horror' . and may do nothing else. 

10 Suddenly its all so clear! The fighting, your fellow 
troopers, everything. it's all so funny! Nothing 
matters any more, it's a huge cosmic joke. You 
begin to laugh. 

During its own movement phase the model moves 
as fast as possible in a randomly determined 
direction, screaming hysterically, and gesturing 
insanely at the nearest troops. The model continues 
in this fashion until it leaves the table. It can do 
nothing else. 



Strength 

None 

HAYWIRE 
Damage 

None 

Save Modifier 

None 

Area 

l~" 

Haywire or scrambler grenades e.mit a burst of strong electro
magnetic interference which scrambles delicate circuits and 
overloads instruments. They are used to disrupt the robotic 
minds and control systems of Dreadnoughts, robots and 
vehicles. The effect is usually spectacular: the target jumps 
around jerkily, sparks fly in all directions while the operative 
tries feebly to control it. 

A Haywire grenade can be used against a vehicle, robot, or 
Dreadnought. and is also effective against troops wearing 
Terminator Armour and Eldar Spirit Warriors - which are 
essentially spirit powered Dreadnoughts or robots. However, 
its principle use is against vehicles. The effect is as follows. 

HAYWIRE EFFECT (D6) 

VEHICLE OR DREADNOUGHT 

Roll Effect 

1-2 Noeffect. 

3-5 Machine goes out of control in its following 
turn. While out of control no weapons may be 
fired. The machine is only affected for l tum. 

6 Machine goes out of control in its following 
turn. The machine continues to go out of 
control until 4, 5 or 6 is rolled on a 06 at the 
start of its turn. While out of control one 
randomly determined weapon will shoot at the 
nearest possible target (friend or foe). Other 
weapons cannot be fired while the machine is 
out of control. 

ROBOTS, SPIRIT WARRIORS OR TERMINATORS 

Roll Effect 

1-2 No e·ffect. 

3-5 The model is deactivated completely in its 
following turn. Circuits fizzle and pop, and the 
model whirs and jerks as it performs a 
disconnected and clumsy dance. The model is 
only affected for 1 turn. 

6 In its following turn the model moves in a 
random direction at its normal move rate. Once 
it has moved it wilJ attempt to shoot the closest 
possible target (friend or foe). The model 
continues to move and shoot in this way until 4, 
5 or 6 is rolled on a 06 at the start of its turn, 
after which it is no longer affected. 

Players may decide for themselves whether Haywire may 
affect other large pieces of machinery. There is no way we 
can provide an exhaustive list as new models are being made 
all the time! 

Strength 

6 

KRAK 
Damage 

06 

Save Modifier 

-3 
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Area 

None 

Krak grenades, also known as armour piercing grenades, are 
designed to crack open heavily armoured targets such as 
fighting vehicles and Dreadnoughts. They can also be used 
against foot troopers and are given a save modifier to reflect 
their armour penetrating abilities . The entire explosive effect 
of the krak grenade is concentrated against the target. so there 
is no large blast and no blast marker is used. Note that the 
krak grenade is smaller and less powerful than a krak missile 
and h as a slightly less effective profile to reflect this. 

Special Rules 
The krak grenade is unusual in that is has no blast area. If it 
misses the target use the scatter rules to establish where the 
grenade lands. If it lands directly on another model then that 
target is considered to have been hit and damage is worked 
out as normal. This is most useful when anacking a building 
or vehicle, where a miss may still land where it will cause 
harm. 

PHOTON FLASH FLARE 
Strength 

None 

Damage 

None 

Save Modifier 

None 

Area 

l ~" 

Photon flares explode with a tremendously powerful flash of 
light. enough to blind or dazzle any troops whose eyes are not 
protected in some way. Even 1roops wearing protective visors 
or goggles may be blinded temporarily, and light sensitive 
equipment such as infravision devices and targeters will be 
destroyed automatically. 

All models completely within the blast area are hit by the 
light blast and must test to see if they are dazzled or blinded. 
Models partiaUy within the blast area may be lucky enough to 
shield their eyes in time: they are hit by the light blast on a 
roll of a 4, 5 or 6. The following table shows the effect on 
troops who have been hit by the light blast. 

FLASH EFFECT (D6) 
No Effect Da12led Blinded 

Troops wearing 
protective visors 

1-3 

EXAMPLES: 

4-5 

Unprotected troops - Orks, Gretchin, Snotlings. 

6 

Troops with protective visors-Imperial Guards, Eldar, 
Squats, Space Marine Scouts. 

Troops with auto-senses - Space Marines, Terminators, 
Dreadnoughts and enclosed vehicles. 

We cannot produce an exhaustive list as new models are being 
made all the time. It is up lO you to decide which troops are 
protected and which ones are nOl. 
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Some special Imperial agents have chemically induced or 
surgically implanted forms of eye protection. This can take 
the form of a bio-cultured artificial implant, a pholochromic 
chemical injection, or a biosolenoid implanted into the optic 
nerve. Such instances are rare enough to be covered in the 
anny lists for lmperium agents rather than here. 

Auto-senses are artificial senses which relay a visual image 
d irectly into the mind. bypassing the eyes and optic nerve. 
Autosenses may look like goggles or the visor of a helmet, 
but are acrually far more sophisticated, automatically shutting 
off if sensory stimuli reach dangerous levels. Auto-senses are 
fitted as standard on Space Marine helmets, Dreadnoughts 
and vehicle view screens but are not otherwise common. 

Dazzled troops are temporarily disoriented by the light flare. 
Their WS and BS are reduced to 1 for the remainder of the 
current turn. though they are not otherwise affected. This 
result is only of any significance if the target is already in 
hand-to-hand combat. 

Blinded troops cannot see where they are going. They may 
move, but do so in a random direction and at half their move 
rate. Alternatively, they may choose to remain stationary. As 
they can no longer see, blinded troops do not have to 
maintain unit coherency. Bl inded troops may not shoot, but 
may fight in hand-to-hand combat with a WS of I . Troops 
who have been bli11d ed are automatically blind for the 
remainder o f the current turn and their entire following tum. 
After that, the player rolls a D6 for each model at the start of 
each of his following turns. 

D6 Result 

1-4 Remains blind. 
5-6 Recovers sight immediately. 

Once a model has recovered its sight it may move and shoot 
normally. and must attempt to re-establish unit coherency if 
possible. 
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Strength 

5 

PLASMA 
Damage 

l 

Save Modifier 

-2 

Area 
1 ~·· 

Plasma is an unpleasant and unstable material in a highly 
energised state - when a p lasma grenade explodes it creates a 
ball of shining plasma like a miniature sun. 

Determine where the grenade lands as normal and place a 
1 ~ .. area marker or ball of cotton wool. Work out damage on 
the models within the area as normal. Do not remove the area 
marker once casualties have been resolved. Instead leave the 
marker in place, the area covered by the marker has 
undergone a matter/energy transformation and is now 
glowing like a small sun. At the start of each side's following 
turns. a player should roll a D6. 

PLASMA BALL (06) 
Result Plasma llall Size 

1 The plasma area expands its radius by 
D6" and disappears at the end of the nun. 

2-5 The plasma area shrinks its radius by ~". 

6 The plasma area shrinks upon itself and 
disappears immediately causing no harm 
this turn. 

The plasma area remains on the table until it disappears. Any 
model within the area during a turn suffers an automatic hit. 
No model may draw a line of sight through the plasma area, 
as all weapons discharged into it mere ly feed the matter-

• energy conversion. 



RAD GRENADE 
Strength Damage Save Modifier Radiation 

effect Area 

D6+04 1 -3 D3" 
secretly recorded 

Radiation grenades are dangerous because the deadly 
radiation they emit is persistent. erratic and impossible to see. 
It can be detected by means of a Scanner but such equipment 
is not normally part of an ordinary trooper's kit. To use 
radiation grenades you will need to cut out the markers 
provided in the back of the book or make your own from 
some thin card. These radiation counters are used to mark the 
spot where the rad grenades land. 

The player nominates his target as normal - this does not have 
to be a specific model, it can be an area of ground or a piece 
of scenery. Before rolling to hit. the player secretly rolls a D3 
(ie half the score of a D6 rounding up) and notes the result on 
one side o f a blank counter. Determine where the grenade 
lands and place the counter face down on this point. This 
number is the range of the radiation effect and it will be 1 ", 
2" or 3". nus distance is known to the player who threw the 
grenade, but not necessarily to the other side. If any target 
moves within the distance it is automatically hjt by the 
radiation. 

A group of Orka hove jusl 
odvonc.d in to the oreo effect 
rang• of o Radiation grenade 
thrOW1'1 in a previous turn. The 
rang• of the radiation was 
established fn secret by the 
opposing player and was 3 • 
(half a 06 rounded up), and 
marked by the appropriately 
numbered lemplote from the 
bock of the book. Two of the 
Orks ore within range and toke 
o outomoli c hit of 06 + 04 
slrength this tum. 
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Once any damage has been worked out the counter is turned 
over again so that the number is hidden once more. The 
counter remains in place for the remainder of the game. Only 
the player who threw the grenade is allowed to look at the 
counter, the other side must try to remember its value. Any 
models which approach within the radiation effect distance 
are automatically hit. and they will be hit every turn if they 
remain where they are. 

Radiation damage is worked out with a randomly determined 
strength each turn. The same strength value applies to all 
targets hit by that grenade during that turn. This is 
established by adding the score of a D6 to that of a D4 
(D6+04), so the strength of the radiation varies from 2 to 10. 

lf players have the benefit of a neutral third party then he can 
make the radiation effect distance roll and keep the result 
secret from both sides. No player may look at the number on 
the counter and the neutral party will adjudicate the effect of 
radiation hits. This is by far the most satisfactory way of 
resolving radiation, as it does not give one player the 
unrealistic advantage of knowing the value of the radiation 
coWlters. 
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Strength 

None 

SCARE 
Damage 

None 

Save Modifier 

None 

Area 

2" 

Scare is a fonn of non-persistent gas which affects the central 
nervous system and produces feelings of deep anxiety and 
apprehension. When the grenade explodes the gas is 
showered over a wide area. It is absorbed quickly through the 
skin and so only troops who are totally isolated from the 
environment are safe. Space Marines wearing Power or 
Terminator armour are not affected, and neither are Eldar 
Aspect Warriors because their armour has its own air supply. 
Enclosed vehicles and dreadnoughts are also immune as they 
are assumed to be airtight. Other troops, including Space 
Marine Scouts, Imperial Guard. Eldar Guardians, and Orks, 
must try to avoid breathing in too much of the gas 

Throw the grenade, work out where it lands and place a 
l~" radius blast marker on the spot to represent the spread of 
gas. Models whose bases are totally with the area are hit -
they cannot avoid breathing in the gas. Models whose bases 
are partly within the area are hit on the D6 roll of a 4, 5 or 6 -
they stand some chance of avoiding breathing too much gas. 
Models hit by the gas make an immediate Scare Test as 
shown below. 

SCARE TEST 
Troop Type 

Space Marines, Eldar 
Aspect Warriors, Dreadnoughts, 
Terminators, enclosed vehicles. 

Other Troops including 
Space Marine Scouts, Eldar 
Guardians, Imperial Guard. 
Squats and Orks. 

D6 Roll to Scare 

No effect 

2+ 

The scare gas cloud disperses almost immediately. Determine 
which troops are scared and then remove the marker. The gas 
is now assumed to have become too dilute to have any further 
effecL Scared troops behave as described below. 

If the model is in cover it will remain where it is, too scared 
to move or act in any way. It will not frre weapons or move. 
Unit coherency is suspended for this model. 

If the model is not in cover it will immediately turn towards 
the nearest cover that lies away from the enemy or the table 
edge if this is closer. During its own turn the model will 
move as fast a it can towards this cover, and will take cover 
in it if possible. The model can do nothing else, and may not 
use its weapons or fight if attacked. Unit coherency is 
suspended for this model. 

Once scared a model may shake off the effects of the gas if it 
rolls a 5 or 6 on a D6 at the start of its own side's turn. 
Otherwise the effects last for the rest of the game. 
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SMOKE 
Strength 

None 

Damage 
None 

Save Modifier 
None 

Area 
2" 

Smoke grenades are a simple means of shrouding areas of the 
battlefield from the enemy's vision. It is impossible to see 
through smoke with normal vision, but troops equipped with 
infra-red vision, scanners, targeters, or bionic eyes can see 
clearly through smoke. In this respect it is not as effective as 
Blind which is impossible to see through even with these 
devices. 

Troops unable to see through smoke may not shoot into or 
through the smoke cloud. Psykers' powers are unaffected by 
smoke, but they may not see through it using their normal 
vision. Any models within a smoke cloud have the choice of 
remaining stationary or moving at half rate in a random 
direction. 

Models unable to see through smoke may still fight in hand
to-hand combat, but any advantage of higher iniative value is 
lost due to the inhibited visibility - therefore any tied score is 
a draw and the highest iniative does not win as normal. 

When a smoke grenade is thrown work out where it lands as 
normal. Place a 2" radius area marker, or patch of cotton 
wool, on the spot At the beginning of each side's turn one 
player rolls a D6 and consults the chart below. 

CLOUD MOVEMENT (D6) 
· . l .,· Clotlel remlliris .uniif ~4 of the testing :~ide'~ ttir·n 

and theri ·disappears·'~ith no further effect. . ·. . . ; - . 

2-4 Cloud remains where it is. 

. 5 ., Clom'fshrink~ to haif curiC:nrradius roim<lmg .. 
· down to nearest~". . . '· ... · ' · .· · 

6 Cloud moves away 06" in a random direction. 

The following list summarises those troops who wear some 
form of infra-vision goggles or visors, or whose helmets 
include auto-senses which can see through smoke: 

Space Marine Scouts, Space Marines, Space Marine 
Terminators, all Imperial Guard forces, Squats, all 
Dreadnoughts, all enclosed vehicles, all Eldar 
including Aspects and Guardians. 

The only major races of troops whose equipment does not 
enable them to see through smoke are therefore Orks and 
Tyranids. 

Strength 

None 

STASIS 
Damage 

None 

Save Modifier 
None 

Area 
2" 

The stasis grenade is a rare and unusual weapon developed 
by the Adeptus Mechanicus for use by the special agents of 
the Imperium. It is not generally issued to combat troops as it 
is very expensive, but they do occasionally appear on the 
open market where planetary rulers will pay exorbitant prices 
for a single grenade. 
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Futhermore, because the Stasis grenade is relatively bulky 
and cannot be used with a grenade launcher, the range, and 
therefore the grenade's tactical use on the battlefield by the 
average soldier, is more limited. 

At its heart lies a small time-warp generator that creates a 
self-replicating time-warp or stasis-loop centred upon itself. 
Everything close to the grenade is condemned to relive the 
same instant time and time again, effectively trapping I.hat 
section of space and time in a single moment. making the 
scene appear frozen to observers further away. The effect of 
the time-warp field weakens as the distance from the grenade 
increases. The loop becomes longer and longer, so that while 
time is slowed down it does not wholly stop. Troops within 
this outer area appear to move far slower than normal but can 
still move and act although in a restricted fashion. A stasis
loop lasts only for a limited time, but may persist for several 
game turns. 

The player nominates hi s target model, visible area of 
ground, or piece of scenery. Determine where the grenade 
hits as normal and place a 2" blast marker. Everything within 
the area is trapped in a stasis-loop. Models whose bases are 
only partially within the area are trapped on a roll of 4, 5 or 6 
- if they manage to avoid being trapped move these models 
out of the area. Nothing can happen inside a stasis-loop, 
models may neither act nor be affected by the actions of 
anything outside the loop, they cannot move or shoot and 
they cannot be shot at. It is not possible to shoot through a 
loop, although it is possible to see through it normally. 

Objects and troops immediately outside the stasis loop are 
caught in a time distortion This affects all models within 4" 
of the centre of the blast marker (other than models within 
the blast marker itself). Note that this is not an area marker 
and there is no need to roll to hit troops to see if time 
distortion takes effect All models within 4" of the spot where 
the grenade lands are affected automatically regardless of 
whether their entire base is within ·the area or ·nut. These 
models may move during their own turn, but may only do so 
at half rate. They may shoot during their own turn, but may 
not shoot for two turns in succession . Similarly, all of their 
actions take twice as long as normal, and can therefore only 
be attempted every alternate turn (psychic powers for 
example). 

Hand-to-hand combat is only worked out every other tum. 
Models may move out of the time distortion if they have 
sufficient movement, and are then free of its effects. Models 
which move into the stasis-loop from lhe distortion area are 
trapped inside the stasis. Models within the distortion area 
may be shot at by troops outside. There is a -2 to hit modifier 
for shooting into, through or out of a time distortion 

The stasis-loop and associated time distortion area may 
persist for several turns. At the beginning of each side's turn 
one player rolls a 06 and consults the Stasis Loop Chart. 

STASIS LOOP CHART (D6) 
D6 Result Stasis loop effect 

1-2 The effect remains until end of the 
testing side's turn and then the 
grenade's power source is exhausted. 
The stasis-loop is removed wilh no 
further effect 

3-6 The loop remains in place. 

• 
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Strength 
None 

TANGLE FOOT 
Damage 

None 

Save Modifier Area 
None See below 

This is another grenade developed by the Adeptus 
Mechanicus and used in small numbers by elite Imperial 
forces and special agents. This grenade consists of a small 
but extremely powerful magno-gravitic reactor, similar in 
principal to the gravitic reaction motors that power many 
hovering vehicles. The tanglefoot creates a field at and just 
above ground level, imposing an opposing force to any 
movement This is known as a tanglefield, or tripfield, 
because walking over the ground is rather like walking over a 
mass of trip wires. 

Work out where the grenade lands as normal and place a 
small card chit or other suitable marker on the spot. Any 
models within 3" of the marker move at half rate. This does 
not affect any other actions, and lhe models may shoot and 
use psychic powers normally. 

Vehicles moving into a tanglefield are also affected. Every 
inch covered counts as 2" while inside the field. As the 
vehicle leaves the field the vehicle must make a test to check 
its course. Roll a 06. 

VEHICLE IN TANGLEFIELD (D6) 
D6 Result Effect 

1 

2 

3 

4+ 

Complete remaining movement 
straight ahead. 

Turn 45° to the left and complete 
remaining movement in straight line. 

Turn 45° to the right anci eomplete 
remaining movement in straight line. 

No effect - move as normal. 

' 
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Strength 

None 

TOXIN 
Damage 

None 

Save Modifier 
None 

Area 
lW' 

When a toxin grenade explodes it showers an area with a 
cloud of powerful chemical toxin. Toxin gas is highly 
poisonous and affec.ts all living creatures which breathe iL It 
cannot harm troops inside sealed buildings, enclosed 
vehicles, or those wearing sealed types of armour. Space 
Marines wearing Power or Terminator armour are not 
affected, nor are Eldar Aspect Warriors as their armour has its 
own air supply. Enclosed vehicles and Dreadnoughts are also 
immune as they are assumed to be airtight.Tyranids and 
Tyranid creatures like Genestealers are immune too, as their 
metabolism is quite unique, being from another galaxy. 
Therefore toxins engineered to work on normal creatures will 
not work on them. Other troops, including Space Marine 
Scouts, Imperial Guard, Eldar Guardians, and Orks, must try 
to avoid breathing in lhe gas. 

TOXIN EFFECT 
Troop Type 

Space Marines, Eldar 
Aspect Warriors, Dreadnoughts, 
Terminators, Tyranids, 
enclosed vehicles. 

Space Marine Scouts, Eldar 
Guardians, Imperial Guard, 
and Squats. 
Other troops including Orks, 
and Gretchin. 

D6 Roll to Kill 

No effect 

3+ 

2+ 

Nominate your target points and work out where the grenade 
lands as normal. Place a 1 l&" radius blast marker, or a patch of 
cotton wool, on the spot. Models whose bases lie totally 
within the blast area cannot help but breathe in the gas and so 
are hit automatically. Models whose bases lie partially within 
the blast area may be able to avoid breathing in too much gas 
and so are rut on a 06 roll of a 4, 5 or 6. 

Any unprotected models hit by the toxin cloud are killed on a 
dice roll of 2+ (this is basically Orks and Gretchin. as these 
do not normally have respirators). Troops with some form of 
protection are killed on a D6 roll of a 3 or more. Troops 
wearing environmentally sealed armour and Tyranid 
creatures including Genestealers and Screamer Killers, (but 
not crossbreeds such as Genestealer Hybrids) cannot be 
affected. 

The toxin gas cloud remains on the table. At the beginning of 
each side's turn one player rolls a D6 and consults the charL 

CLOUD MOVEMENT (D6) 
1 Cloud remains until end of the testing side's turn 

and then disappears with no further effect. 

2-4 Cloud remains where it is. 

s cllind shrinks to hill c\llTent radiu5 rotm.ding 
down tO nearest ~ ... 

6 Ooud moves away D6" in a random direction. 
Models in its path may be hit and killed by the 
gas as described above. 
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Strength 

None 

VIRUS 
Damage 

None 

Save Modifier 

None 

Area 

2" 

When the virus grenade explodes it releases a genetically 
tailored virus which mutates very rapidly. As a result its 
initial effect is devastating but it quickly degenerates and 
evenrually dies out. This genetically engineered self-destruct 
mechanism means that viral warfare is relatively safe. Indeed, 
the most effective way of depopulating a planet is with giant 
viral missiles fired from space. 

However, there is always a small element of risk. It has been 
known for a virus to lay dormant for centuries and reappear 
only when the p lanet has been repopulated. Most rare of all, 
the virus may evolve into a stable but deadly form making 
the whole world uninhabitable. 

These drawbacks are more of a problem with large scale viral 
bombardment The amount of virus in a grenade is small, so 
its potential for unpredictable genetic development is almost 
nil. Because Tyranids are from a different galaxy from other 
creatures they are not affected by virus' engineered to affect 
normal metabolisms. This means the Tyranid Screamer Killer 
and Purestrain Genestealer cannot be affected by virus -
although this does not apply to Hybrid Genestealers as these 
creatures have absorbed the metobolic weaknesses from the 
humans, Orks or other creatures with which they interbreed. 

Roll to hit the target point and place a 2" radius blast marker 
where the grenade hits as normal. As per usual, models 
whose bases lie within the area are hit, and models partially 
within the area are hit on a 06 roll of 4, 5 or 6. Models which 
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have been hit by the virus and which are not protected from 
the envirorunent are killed on a 06 roll of 3 or more as shown 
on the VtrUs Effect Chart. 

vmus EFFECT CHART 
Troop Type 

Space Marines, Eldar 
Aspect Warriors, Dreadnoughts, 
Terminators, enclosed vehicles. 

Other troops including 
Space Marine Scouts, Eldar 
Guardians, Imperial Guard, 
Squats, and Orks. 

06 Roll to KUI 

No effect 

3+ 

When a model falls casualty to the virus do not remove it 
from the tabletop straight away. Instead lie the model down 
and test to see if the mutating virus spreads to nearby troops. 
Roll a 06 to establish the contact range in inches for the 
virus. Any normally vulnerable model within the contact 
range of a victim is killed on the 06 roll of a 4, 5 or 6. 

Every time a model is killed lie it down and roll for the 
contact range again, and work out if models within this range 
are killed. It is possible that a single model may have to test 
several time because it lies within the contact range of more 
than 1 victim. If models are close together it is possible that a 
single virus grenade can wipe out whole squads of troops 
before it finishes. Once th~e are no more victims within the 
contact range the virus has mutated into a safe form and there 
is no further effect. 

• 



Strength 

None 

VORTEX 
Damage 

None 

Save Modifier 

None 
Area 
1~" 

The vortex grenade is a rare weapon which is difficult to 
produce. It is made by the Adeptus Mechanicus for Imperial 
agents, and it is possible that copies made on advanced 
human worlds may occasionally find their way into the hands 
of other troops. 

The grenade takes the form of a weighty sph.ere rather like a 
cricket ball. It is far too heavy to be fired from a grenade 
launcher. Inside its outer shell is a delicate warp mechanism. 
a complicated and temperamental piece of technology. 

When the grenade is activated it creates a tiny rift between 
the real universe and warp space. a rift which becomes a 
vortex in the fabric of space like a small black hole. 
Everything encompassed by the vortex is destroyed: all 
matter and all energy is drawn through the vortex and into 
warp space where it is turned into the very stuff of the warp. 

Vortices are doubly dangerous because once created they 
behave in an unpredictable way. They may grow or shrink. 
vanish or remain for long periods, they can move, and they 
can divide. A vortex can be as deadly to its user as IO its 
target. 

Once the grenade has been thrown place the 1 ~" radius 
vortex marker on the spot where it hits . All matter 
encompassed by the vortex is destroyed .. Any troops wholly 
or partially within the vortex are also destroyed. Trees, bits of 
wall, rocks, and other scenic features are destroyed where 
they are touched by the vortex. Any part of a building is 
destroyed where it is touched. Vehicles may also be destroyed 
as described below. It is not possible to see or shoot through a 
vortex or IO use psychic powers through it. 

VORTEX CHART (DlO) 

010 Result Effect 

1-3 The vortex vanishes with no further 
effect Remove the vortex marker. 

4-6 The vortex remains unchanged. 

7 The vortex expands by lf' radius. 
Replace the marker with a larger 
marker or add a band of cotton wool 
to indicate the size of the vortex. 
Everything within the vortex is 
destroyed. 

8 The vortex moves 06" in a random 
direction, and everything in its path is 
destroyed. 

9 The vortex pulses for a moment and 
then divides into two. Place another 
marker on top of the frrst and re-roll 
on this chart for each. 

10 The vortex expands to a radius of 3" 
destroying everything within it The 
vortex vanishes at the end of the turn 
wilh no further effect 

• 

GRENADES 

The vortex marker remains in place from turn to turn - an 
Wlpredictable ball of glowing blackness ready to threaten all 
those near it. At the beginning of each side's tum roll a 010 
and consult the Vortex chart. 

When a vortex comes into contact with a vehicle it may 
destroy or damage it depending on how much of the vehicle 
is covered. Work out the results as follows. 

If the centre of the vortex passes over any part of the 
vehicle's body then the vehicle is considered to be destroyed 
completely. The vehicle is also considered destroyed if more 
than 50'1o of it is covered by lhe vortex - this means that a 
small vehicle may be destroyed even if the centre of the 
vortex doesn't touch it. 

In both these cases the amount of damage caused is so great 
that even parts not touched by the vortex itself are turned to 
pulp as surrounding structures disappear and distort 

If neither of the above applies then calculate the amount of 
damage caused using the gun sight and target diagram for the 
vehicle. Roll 206 and read the result along the bottom of the 
gun sight - this shows how far the vortex bas penetrated 
inside the vehicle. 

If the vortex is approaching from the front, all areas in front 
of the area indicated are hit. If the vortex is approaching from 
behind, all areas behind the area indicated are hit. If 
approaching from the side then all lhe areas 1 either side of 
the number rolled are hit (eg roll 7 and all areas 6 through 8 
are hit). All areas hit by a vortex are destroyed as if a 6 had 
been rolled on the damage chart. 
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Force Weapons are psychically attuned to weapons, the force that gives them their name is 
psychicforce !lr energy. Only a powerful psyker can use a Force Weapon, the weapons acts as a 

potent psi-energy conductor which turns psychic energy into devastating psychical energy. 

FORCE AXE 
Terminator Space Marine Librarians wear psychically attuned 
armour called the Aegis suit. They also carry the Force Axe, a 
carbon steel smashing blade which incorporates a psi-matrix. 
A psi-matrix is a serpentine or interlaced pattern which 
concentrates psychic energy. Using a Force Axe a Terminator 
Librarian can magnify the power of his blows, shattering 
armour and pounding flesh with his supernatural strength. 

A Space Marine Librarian with a Force Axe can use his psi 
points to increase the strength of any hits. For each psi-point 

Short Long To Hit To Hit Strength 
Range Range Shor t Long 

Oose combat only - - As user 

expended, increase the strength by +1. Each psi point 
expended also reduces the targets saving throw by -1. For 
example, a Librarian with a strength of 4 could add 3 psi 
points to his attack giving his attack a strength of 7 and a 
saving throw modifier of -3. 

All force weapons are psychically attuned and - whether 
wielded by a psyker or non-psyker - will destroy a protective 
pyschic aura on contact (by scoring a hit in hand -to-hand 
combat for example). 

Damage Save Special 
Modifier 

1 - Oose combat • see above 

FORCE ROD 
This is an unusual weapon of alien orgin. lt is made from a 
black substance which is physically indestructable and 
impentrable by X-rays or probes of any kind. Rods are nearly 
always about 15" long and weigh about a pound. 
Occasionally, rods turn up in other forms; daggers, wierd 
figurines and round circlets like a wrist bangle. 

Force rods are useless to normal creatures; only individuals 
with psychic powers can utilise them. They function as 
storage batteries for psychic energy. A psyker may store psi
points in the rod for future use, his own points are used up as 
if he had employed psychic powers, but may be regained 
through resting as normal. The psyker may store up to 10 
points in the rod for each mastery grade of pyschic 
power he has. 

Shor t Long To Hit To Hit Strength 
Range Range Short Long 

Oose combat only - - -

The power may be used as follows: 

1. A psyker can draw points back from the rod at any time He 
may never increase his psi-points over his normal psi level 
limit 

2. A pysker may instantly use points from the rod to 
augment/enhance pyschic attacks. 

3. A psyker may use the rod in combat, points used in the 
attack indicate the strength of successful hits. 
Unsuccessful hits use no points. 

All force weapons icluding rods are psychically attuned, and
whether wielded by a psyker or non-psyker - will destroy a 
protective pyschic aura on contact (by scoring a hit in hand -
to-hand combat for example). 

Damage Save Special 
Modifier 

- - see above 

FORCE SWORD 
A Force Sword can only be used by a pysker - in the hands of 
a non-psyker it counts as a normal sword. A Force Sword 
resembles a normal carbon-steel, plastic or ceramic blade - in 
fact it is very different. Inside the structure is interwoven a 
powerful psi convector, a special material formed into a 
precise serpentine shape which concentrates and directs 
psychic energy. This sometimes appears as an interlacing or 

Shor t Long To Hit To Hit Strength 
Range Range Short Long 

Oose combat only - - As user 
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serpentine pattern on the blade. A psyker scoring a successful 
h.it with the weapon can expend psi points to add to the basic 
strength of the hit (ie that of the user). In addition each point 
of psi power used reduces the targets saving throw by 1 in the 
same way as the Force Axe. 

The Force Sword is psychically attuned in the same way as a 
Force Axe and subject to the same psychic rules. 

Damage Save Special 
Modifier 

l - Oose combat - see above 
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PSYCHIC WEAPONS 

NEMESIS FORCE WEAPON 
The Nemesis Force Weapon is the standard armament of the 
Grey Knight Terminator Squads - the renowned Daemon 
fighters of the Imperium whose battles pitch them against the 
unimaginable horrors of Chaos. Each Nemesis Weapon 
incorporates an interlacing patterned psi-matrix uniquely 
matched to the psychic fields of its bearer, enhancing his 
hand-to-hand combat abilities far beyond those of an ordinary 
Marine. In addition, the Nemesis Weapons contains a compact 
bolter built into the haft of the weapon. 

The Nemesis is a highly effective close combat weapon. It has 
the same abilities of a force sword - that is, the wielder can 
expend psi points to increase the effectiveness of a successful 
hit. For each psi pointy expended, the strength of the hit is 
increased by + 1 point. and the targets saving throw reduced by 
-1 point. 

The Nemesis Weapon also has the ability to store psychic 
power in its psi-matrix, acting as a battery from which the 
wielder can draw psi points to supplement his ownt. At the 
start of a battle, a Nemesis Weapon has 206 psi points stored 
( this is in addition to the Grey Knights own psi points). 

The Nemesis Weapon can also project a Psychic Blast - a 
single blast of mental energy with a range of 12". The attack 
releases all of the psyker's remaining psi points and every psi 
point stored in the weapon's psi-matrix. reducing both scores 
to zero. The strength of the attack is equal to the number of psi 
points used up to a maximum of l 0. The target is hit 
automatically, with no psychic saving throw, and its annour 
saving throw is reduced by -1 for every psi point used in the 
attack. A successful Pyschic Blast attack causes 206 wowids. 

Short Long To Hit To Hit Strength 
Range Range Short Long 

0-4" - - - 4 

'Though exceedingly powerful. the Pyschic blast is a weapon 
of last resort. T he mental strain of launching the Blast is 
tremendous and wracks the Grey Knight with severe mental 
agony. After the attack, the controlling player must roll a 06: 
on a roll of 5 or 6, the Knight is completely disorientated by 
the pain -he immediately staggers 0 6" in a random direction. 
The disorientated Knight continues stagger 06" in a random 
direction during subsequent movement phases. until the 
controlling player rolls a 1 when detennining the distance the 
Knight moves. On a rolJ of 1, the Knight overcomes the agony 
and may move normally for the rest of the game. While 
afflicted with pain. the Grey Knight can continue to fight but 
is unable to control his movement. 

The Nemesis Weapon incorporates a short-range, lirnited
amrnunition bolter in the weapons haft. As technolog ical 
attacks have full effect against demonic creatures, this gives 
the Grey Knight Terminator ranged combat capabilities. The 
bolter holds 3 bolts, which can be fired individually or all at 

once, with a range of 4" and no modifiers to hit. When the 
Marine uses the bolter, the controlling player must declare 
how many bolts are being fired, and must keep a record of bolt 
expenditure. 

Damage Save Special 
Modifier 

] -1 See above 

WITCH BLADE 
The Witch Blade is a weapon primarily associated with the 
Eldar Warlocks of the Craftworlds. It is a Force Weapon 
which channels the user's psychic energies into the blow. Its 
crystalline psychic matrix is specially attuned to the Eldar 
psyche - other races are either unable to use a Witch Blade. 
The Witch Blade might appear very much like an ordinary 
Force Sword but in fact it is far, more powerful. The number 

Short Long To Hit To Hit Strength 
Range Range Short Long 

Oose combal only - - -

of psi points directed through the Wi tch Blade is always 
doubled before adding to the user's strength or deducting from 
the enemy's armour saving throw. So, for example, a Warlock 
with a strength of 3 can put 2 psi points into the weapon, 
increasing the s trength of a hit by +4 to give a total strength of 
7. the 2 psi points will also reduce the target's saving throw by 
-4. 

Damage Save Special 
Modifier 

1 - See above 
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SPOTIER WITH 
GOGGLES 
071533112 

GUNNER WITH SHURIKEN 
CATAPULT 
071533113 

THESE ARE All EXAMPLES OF THE 
COMPLETE ELDAR HEAVY WEAPONS 

LARGE WEAPON TRIPOO 
071533114 

Designed by Jes Goodwin 
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WEAPON TRIPOO 
071533115 

• 

SPOTIER WITH 
HELMET 

071533116 

GUNNER WITH SHURIKEN 
CATAPOLT AND HELMET 

071533117 

SPOTIER 
0715:n'19 

GUNNER WITH 
CONTROL BOX 

07153~18 

O.CANHON 1 
07153:Y20 

O.CANNON 2 
07161712 

LAS CANNON 
071521/5 

SCA TIER LASER 
071521/11 

HEAVY PLASMA GUN 
071521/ 16 

--
' 

.. SSILE LAUNCHER 
071521119 

THESE ARE All EXAMPLES OF THE 
COMPLETE ELDAR HEAVY WEAPONS 

EACH COMPLETE HEAVY WEAPON CONSISTS OF: 
1 x TRIPOD OR 1 x FLOATING WEAPON PLATFORM 

1 x WEAPON SHIELD OR 1 x WEAPON MOUNT 
1 "HEAVY WEAPON 

1 x SPOTTER 
1 xGUNNER 

PLEASE STATE WHICH ITEMS YOU REQUIRE 

WEAPON MOUNT 
(O.CANNON 1) 

071s:n'22 

\ TY ~ 
~ .. ... 

"-.; 

~ 
0 .. 
i 
• 
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SLAANESH RENEGADE 

070327/1 

RENEGADE 1 
07032718 

RENEGADES 
070327/10 

HEAVY BOLTER 
070327/13 

M SSILE LAUNCHER 
070327/14 

Designed by Michael Perry 

KHORNE RENEGADE WITH THE 
FACE OF A BLOOOLEI IER 

070327/5 

RENEGADE2 
070327/12 

RENEGADE 6 
07032712 

HEAVY PLASMA GUN 
070327/17 

NURGLE RENEGADE 
WITH HORNS 

070327/6 

RENEGADE3 
070327/11 

RENEGADE 7 
07032719 

MULTI MELTA 
070327/15 

GRENADE LAUNCHER 
070327118 

All OF THESE MODELS ARE SUPPLIED WITH ONE OF THE WEAPONS SHOWN 
AS STANDARD, PLEASE ST A TE WEAPON CHOICE WHEN ORDERING. 

EXAMPLES OF THE CHAOS RENEGADES WITH HEAVY WEAPONS 

• 

TZEENTCH RENEGADE WITH 
A FUNGUS BODY 

010321n 

REHEGADE4 
070327/4 

RENEGADES 
070327/10 

CONVERSION BEAMER 
070327/16 

LAS CANNON 
070327/19 

AU OF THE ABOVE MODELS ARE SUPPLIED WITH A CHAOS RENEGADE BACK PACK SPRUE AS STANDARD 
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EXAMPLE SPACE MARINE STRIKE FORCE. 

94 

BANNERS NOT INCLUDED 

STRIKE FORCE 
SPACE MARINE 1 

RT81511 

• 
l 

SPACE MARINE BOLTER AHO BACK PACK SPRUE 
101532 

- I 

Space Marines are the ultimate warriors of 
the 41 st Millennium and devoted servants 
of the Emperor. The Space Marines oft.he 
Strike Force are equipped with Mark 7 
power armour - also known as Armorum 
lmpetor or Eagle armour. The Space 
Marine Strike Force boxed set conta ins 15 
superbly modelled metal miniatures {3 
complete combat squads) with 5 Space 
Marine bolter and back pack sprues and 3 
Space Marine arm sprues. 

STRIKE FORCE 
SPACE MARINE 2 

RT81512 

STRIKE FORCE 
SPACE MARINE 3 

RT81513 

SPACE MARINE ARM SPRUE 
103004 
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BODIES 

CAPTAIN 
RTB9/7 

MARINE 1 
RTB915 

EACH COMPLETE 
TERMINATOR 
CONSISTS OF: 

1 x BODY 
1 x LEFT ARM 
1 x RIGHT ARM 

1 x SHIELD 
PLEASE STATE WHICH 
ITEMS YOU REQUIRE 

WHEN ORDERING 

RIGHT ARMS 

STORM BOLTER 
RTB911 

ASSAULT CANNON 
(WILL TAKE SHIELD) 

RTB9/8 

LIBRARIAN 
RTB/6 

MARINE2 
RTB9/4 

MARINE 3 
RTB913 

STORM BOLTE.A 2 
RTB9110 

HEAVY FLA.MER 
RTB919 

.. 

THE COMPLETE TERMINATOR SQUAD BOXED SET CONTAINS: 
1 x CAPTAIN 1 x FORCE AXE 

1 x LIBRARIAN 1 x SERGEANT'S POWER SWORD ARM 
2 x MARINE 1 1 x CAPTAIN'S POWER FIST 
2 x MARINE 2 3 x STORM BOLTER 1 
2 x MARINE 3 3 STORM BOL TEA 2 
1 x SHIELD 2 1 x HEAVY FLAMER 
2 x SHIELD 3 1 x POWER FIST 

1 x CHAIN FIST 1 x ASSAULT CANNON 

LEFT ARMS 

CHAI NAST 
RTB9111 

POWER A ST 
RTB9/2 

FORCE AXE 
(WILL TAKE SHIELD) 

RTB9/13 

CAPTAIN'S POWER AST 
WITH GRENADE LAUNCHER 

RTB9112 

SERGEANrs POWER SWORD ARM 
(WILL TAKE SHIELD) 

RTB9114 

SHIELDS 

SHIELD 1 
070243/13 

• 
SHIELD 2 
RTB9115 

SHIELD 3 
RTB9116 

-~~f~l'Ji~ rv NOTE THAT All OF THE TERMINATOR ARMS AND WEAPONS SHOWN ON PAGES 17, 18AND 19 Will ALSO ATON THESE TERMINATOR BODIES 

Designed by Jes Goodwin 
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LAS GUNS ANO HEAVY BOLTER SPRUE 
(1 HEAVY BOL TEA. 5 LAS GUNS, 2 LAS PISTOLS) 

131329 

••1 •. 

.. .. 

LAS GUNS ANO LAS CANNON SPRUE 
(1 LAS CANNON, 5 LAS GUNS, 2 LAS PISTOLS) 

131260 

ORK WEAPONS SPRUE 
(4 BOL TEAS, 4 BOLT PISTOLS, 

1 PLASMA PISTOL AND CHAIN SWORD) 
102749 

ORK HEAVY WEAPON SPRUE 
(1 HEAVY PLASMA GUN, 1 POWER CLAW. 2 STIKK 

BOMBZ. 1 PLASMA PISTOL AND 1 POWER SWORD) 
102752 

.. • 

SPACE MARINE BOL TERS ANO BACK PACKS SPRUE 
(3 PAIRS OF SHOULDER PADS. 3 BACK PACKS, 

3 BOL TEAS. 3 COMBAT KNIVES) 
101532 

• 

• 

• 

TM 

Cl'fAIJF.J. 
'--~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~__, ~UNr~ntRES 
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This sheet summarises the shooting and hand-t<>-hand combat rules given in this volume. 
Once you are familiar with the complete rules, you will find this sheet sufficient when 
playing Warhammer 40,000. 

HITIING THE TARGET 

To determine if a shot hits its target roll a 06. 

BS 1 
Score 6 

2 
5 

3 4 
4 3 

s 6 
2 1 

7 8 9 10 
0 -1 -2 -3 

The dice roll is modified to reflect how easy or difficuh 
the shot is. 

-1 Shooting from a vehicle which is moving at 
its fast rate. 

- 1 Shooting at a rapid moving target 10-20". 

- 1 If the target is behind soft cover. 

- 2 If the target is be.hind hard cover. 

-2 Shooting at a very rapid moving target 20"+. 

-1 Shooting at a model emerging from or 
moving into cover, or chaxging the shooter. 
Applies to models on Overwatch only. 

SCATIER 
To determine where the shot lands roll the scatter dice. 
The arrow indicates the direction where the shot lands . 
The distance the shot misses by is 106" if the scatter dice 
shows an arrow, and 206" if it shows a 'Hit' symbol. 

Dud shots occur when you roll a 'Hit' followed by a 206 
result of a double. Consult the chart below. 

Double Score Rolled: 

1 Kerrrr ... boom! Place the blast marker directly on 
top of the firer and work out damage as normal. 
Even if the shooter survives his weapon is 
destroyed. 

2 Explodes prematurely. Roll 06 to establish how 
far the shot ttavels towards the target before it 
explodes . Place the blast marker the distance 
indicated down the projected flight path . 

3 Jams. The weapon does not fire and cannot be 
fired until it is fixed. A jammed gun can only be 
fixed if a model spends its entire movement phase 
stationary attempting to free the mechanism and 
then rolls a 4, 5 or 6 on a 06. 

4 Misfire. The shot does not fire. The shooter clears 
the weapon and is ready to fire again normally in 
his next tum. 

5 Explodes In mid-air. The shell explodes high in 
the air or else fails to explode when it strikes the 
target. the shot has no effect and the weapon may 
fire normally on the player's following tum. 

6 Out of control. The shell travels 06" forward then 
changes direction (note the shell cannot tum back 
on the firer, so reroll any result that indicaces 
otherwise). Roll the scatter dice for the new 
direction and a 06 for the distance travelled. Any 
targets within the 06" will be hit as normal. 

C Copyright Gomes Workshop ltd., 1992. AU righb ,_,""'9C1, 

DAMAGE CHART 

TARGET'S TOUGHNF.SS 

1 2 3 4 5 6 7 8 9 10 

1 4 5 6 6 N N N N N N 

2 3 4 5 6 6 N N N N N 
er: 3 2 3 4 5 6 6 N N N N (:.... 
c 

4 2 2 3 4 5 6 6 N N N z 
~ 
~ 

5 Eo-
t:ll 

2 2 2 3 4 5 6 6 N N 
t:ll 

6 2 2 2 2 3 4 5 6 6 N ~ 

z 
~ 7 < 2 2 2 2 2 3 4 5 6 6 
~ 
~ 8 2 2 2 2 2 2 3 4 5 6 

9 2 2 2 2 2 2 2 3 4 5 

10 2 2 2 2 2 2 2 2 3 4 

TO HIT SCORES OF 7 + 

Roll Required 7 8 

Second D6 score 4+ 5+ 

9 

6 

10+ 

Cannot Hit 

THROWN GRENADE CHART 

Strength of Thrower 

1 

2 

3 

4 

5+ 

Maximum Throw 

4" 

6" 

8" 

10" 

12" 

The following rules apply to throwing grenades or other 
hand-held items . 

1. To hit the exact spot the player requires a dice roll of 
6 on a D6. Note this only applies to smoke grenades. 

If the chance of hitting would normally be less than 
1 in 6 then the chance of hitting is reduced to this 
level (roll a 6 followed by a further dice roll as 
explained above). 

2. If the shot misses then a normal scatter roll is made 
as described to the left. 

Perm inion lo pholOcopy for personol use only. 
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CLOSE COMBAT PROCEDURE 
Most combats are 'one-<>n-<>ne' which means one of yoor models is engaged against one of your enemy's models. These combats are 
worked oat as shown below. Where one model is engaged against more than one enemy model, this is called a multiple combaL These 
have special rules and are described later. 

1. Throw Attack Dice 
Both players roll a number of 06's equa1 to their model's 
attack characteristic. 

2. Work Out Score 
Each player pie.ks his single highest scoring dice and adds 
his model's Weapon Skill to the score. He then adds any 
other modifiers that apply from the close combat modifiers 
charL 

3. Determine Winner 
The player who has the highest total score wins the combaL 
ln the case of a tie the model with the highest initiative 
wins the combat - if there is still a tie the combat is a 
stand-off. 

CLOSE COMBAT MODIFIERS 

+2 Frenzied 
A fighter who is frenz~d automatically adds a bonus of +2 
to his close combat score. 

+1 Fumble 
If your opponent fumbles you automatically add+ I to your 
close combat score for each fumbled dice. 

+1 Charging 
If the model charged into combat this tum add + I to your 
close combat score. 

+1 Higher Up 
If the model is on a higher slope, stair, rampart, etc then 
add + 1 to your close combat score to represent the 
advantage gained by towering over your enemy. 

- 1 Obstacle 
If you charge against an enemy behind a linear obstacle, he 
is protected Lo some degree by it. This is represented by a 
deduction of - 1 from your close combat score. Note that 
this only applies in the tum in which you charge, 
afterwards your model is assumed to have climbed over the 
obstacle to get to grips with his opponent. 

- 1 Improvised attack 
If the model ha.s no close combat weapons of any sort and 
has no natural attacks {claws etc) then a - 1 penalty is 
imposed on the close combat score. 

Note that some pistol weapons have 'to hit' modifiers that are 
applied when shooting. These modifiers do not apply in hand - to 
~and combat, only when shooting al a distance. 

FUMBLES 
When both players roll their attaclc dice any roll of a 1 
represents a fumble. Any fumbled dice are handed over to the 
other player who adds + 1 to his own combat score for each 
fumbled dice. 

C Copyright Gome1 WOfluhop Ud., 1992. All right1 , .. n.ci. 

4. Number Of Hits 
Compare the scores of both combatants. The difference 
between their scores is the number of times the winner has 
hit the loser. If you won the combat on a tie you still cause 
1 hit. 

S. Throw to Damage 
For each bit scored the attacker rolls a 06 on the Damage 
Chart and detennincs if the hit causes damage exactly as 
with hits from shooting. You may use the strength 
characteristic of either the model itself or any pistol or 
close combat weapon it carries. 

6. Saving Throw 

~ 
E--o c z 
~ 
c:.: 
t;; ,,, 
~ 

z 

Models that are wearing annour may attempt to avoid the 
effects of any damaging hits by making an annour saving 
throw eJtac:lly as with shooting damage 

DAMAGE CHART 

TARGET'S TOUGHNESS 

1 2 3 4 s 6 7 8 9 10 

1 4 5 6 6 N N N N N N 

2 3 4 5 6 6 N N N N N 

3 2 3 4 5 6 6 N N N N 

4 2 2 3 4 5 6 6 N N N 

s 2 2 2 3 4 5 6 6 N N 

6 2 2 2 2 3 4 5 6 6 N 

~ 7 2 2 2 2 2 3 4 5 6 6 

~ 8 2 2 2 2 2 2 3 4 5 6 

9 2 2 2 2 2 2 2 3 4 5 

10 2 2 2 2 2 2 2 2 3 4 

PARRIES 
.A warrior anned with a sword (including Chainswords, Power 
swords and Force swords) can parry or wm aside an opponent's 
blow with bis own blade. To represent this a model armed with 
a sword can force an opponent to reroll his highest attack dice 
before the winner of the combat is detennined. 

The swordsman doesn't have to parry if he doesn't want to. 
Though parries are useful it is possible an opponent may reroll 
and get a bener score. An opponent who rolls several dice can 
always pick his next highest score and use that to determine who 
won the combat rather than use the score of his re -rolled dice. 
Re-rolled dice can still produce fumbles as described in the 
fumble section. 
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CLOSE COMBAT SUMMARY 

RANGE TO HIT SAVE 
WEAPON SHORT LONG SHORT LONG STRENGTH DAMAGE MODIFIER 

Banshee Mask Close Combat only - - -
Blade or Saw Close Combat only As user l -
Bones word Close Combat only 6 l -2 
Chainsword Close Combat only 4 l -1 
Chainfist Close Combat on~ 10 D4 -6 
Digital Laser Close Combat only 3 1 -1 
Harlequin's Kiss Close Combat only - - -
Lightning Claws Close Combat only 8 DJ -5 
Mondiblasters Close Combat only - l -2 
Power Axe Close Combat only 6 l -3 
Power Glove Close Combat only 8 l -5 
Power Moul Close Combat only 5 l -3 
Power Sword Close Combat only 5 l -3 
R. Rider lance Close Combat only 6 l -2 
Sword Close Combat only As user l -
Thunder Hammer Close Combat only - 06 -5 

PISTOLS SUMMARY 

RANGE TO HIT SAVE 
WEAPON SHORT LONG SHORT LONG STRENGTH DAMAGE MODIFIER 

Auk. ;.:istol 0-8 8-16 +2 - 3 l -1 
Bolt Pistol 0-8 8-16 +2 - 4 l -1 
Hand Flamer Template Special 4 l -2 

laspistol 0-8 8-16 +2 -1 3 l -
Needle Pistol 0-8 8-16 +2 - Special l -1 

Plasma Pistol 0-6 6-18 +2 -1 6 l -1 

Shuriken Pistol 0-6 6-12 +2 - 3 1 -2 
Stub Gun 0-8 8-16 - -1 3 1 -
Web Pistol 0-4 4-8 +1 - See Main Rules 

C Copyright Gomes Workshop lid., 1992. All rights raMrwd. 
• 

SPEClAL 
See Main Rules 
Close Combat 
Close Combat 
Close Combat 
Close Combat 
Close Combat See Main Rules 
Close Combat. See Main Rules 
Close Combat. See Main Rules 
Close Combat. See Main Rules 
Close Combat 
Close Combat 
Close Combat. See Main Rules 
Close Combat 
Close Combat. See Main Rules 
Close Combat. See Main Rules 
Close Combat. See Main Rules 

SPECW 
Close Combat 
Close Combat 
Close Combat 
Uses Hand Flamer Template 
Taroef bums on a 4+ 
Close Combat 
Close Combat, 
Unsaved hits always wound 
Close Combat 
Sustained Fire in Shooting Phase 
Moy not fire aoain within 1 Tum 
Close Combat 
Close Combat 
Close Combat, 
Free on Strenglh+2D6 score of 9+ 

Permission lo photocopy for personal UM only . 
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BASIC WEAPONS SUMMARY 

RANGE TO HIT SAVE 
WEAPON • SHORT LONG SHORT LONG STRENGTH DAMAGE MODIFIER SPEOAL 

Autoaun 0-12 12-32 +1 - 3 1 -1 - • 

Boltaun 0-12 12-24 +1 - 4 1 -1 -
Bow 0-12 12-24 - -1 3 1 - -
Crossbow 0-16 10-32 - -1 4 1 - Move or Fire 
Death Soilter 0-12 12-32 +1 - 6 1 -2 See Main Rules 
Flamer Template Special 4 1 -2 Tarqet Bums on 4+ 

• 

Flesh borer 0-8 8-16 +1 - 4 1 - -
Graviton Gun 0-8 8-16 +1 - - - - See Main Rules 

1 ~· Blast Area 
Tarqet Immobilised 

Aux. Grenade l. 0-6 0-12 - -1 - - - As Grenade T·, ,...:. 
Pack Grenade l. 0-8 8-16 - -1 - - - As Grenade l, .. _ 
Handbow 0-8 8-16 - -1 4 l - Move or fire 
Lasaun 0-12 12-24 +1 - 3 1 -1 -
Mella Gun 0-6 0-12 +1 - 8 06 -4 -
Musket 0-6 0-24 - -1 3 l -1 Move or fire 
Needle Riffe 0-16 10-32 +1 - s. 

• ial Rule 1 -1 See Main Rules 
Ripper Gun 0-4 4-8 Auto -2 4 1 - Sustained fire 

Always hits al short ranae 
Plasma Gun 0-6 0-24 +1 - 7 1 -2 Sustained Fire 

May not fire for 1 turn 
Shotgun 0-4 4-18 - - 1 See Shot Type Below 

Solid 4 1 - -
Scalter 3 1 - 1 ' Blasl Area 

Shuriken Catapult 0-12 12-24 +1 - 4 1 -2 Sustained Fire 
Storm Bolter 0-12 12-24 +1 - 4 1 -1 Sustained fire 

SUPPORT WEAPONS SUMMARY 

RANGE TO HIT SAVE 
WEAPON SHORT LONG SHORT LONG STRENGTH DAMAGE MODIFIER SPECIAL 

D-Connon 0-16 16-32 - - See Special Rules - Move or fire 
. 2' Distort Area 

See Main Rules 
Rapier 0-18 18-72 +1 - 9 2010 -6 Move or fire 

See Main Rules 
Mole Mortar 12-24 24-72 - - See Special Rules Move or fire 

See Main Rules 
Scatter loser 0-20 20-60 +1 - 6 1 -1 See Main Rules 
Tarantula 0-20 20-60 - - 9 206 -6 Roll Once for both Weapons 

See Main Rules 
Thudd Gun 0-12 12-72 - -1 6 1 -2 Move or fire 

4x 1' Bursts 
See Main Rules 

0 Copyright Gome1 Worlt1hop ltd., 1992. All ri9ht1 re .. rwd. Permi••ion to photocopy lor perlOnol UM only. 
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HEAVY WEAPONS SUMMARY 

RANGE TO HIT • SAVE 
WEAPON SHORT LONG SHORT LONG STRENGTH DAMAGE MODIFIER 

Assault Cannon 0-12 12-32 +1 - 8 010 -3 

Auto-cannon 0-20 20-72 - - 8 06 -3 

Battle Cannon 0-20 20-72 - - 8 206 -3 

Conversion Beamer 0-20 20-40 - -1 Special 06 Special 

Terminator Cyclone 0-20 20-72 +1 +1 8 010 -6 
Heavy Bolter 0-20 20-40 - - 5 04 -2 

Hellfire Shell 0-20 20-40 Hits on2+ Automatic 06 -2 

Heavy flamer Template Special 5 1 -3 
Hvy Plasma Gun 

Low Energy 0-20 20-40 - - 7 04 -2 
Max. Power 0-20 20-72 - - 10 010 -6 

Heavy Stub Gun 0-20 20-40 - - 4 1 -1 

Heavy Webber 0-12 12-24 - - Special 

Las-cannon 0-20 20-60 - - 9 206 -6 . 

Multi-meha 0-12 12-24 +1 - 8 2012 -4 

Missile launcher 0-20 20-72 - - As Missile T,,..- Below 
Krok - - - - 8 010 -6 
fraQ - - - - 4 1 -1 
Meha - - - - 8 06 -4 
Plasma - - - - - 5 1 -2 
Blind - - - - s. ·--ial . - -

Anti -Plant - - - - S; ._ial 
Muhilaser 0-20 20-60 +1 - 6 04 -1 

. 
Shuriken Cannon 0-20 20-40 +1 - 5 04 -3 

Shrieker 0-20 20-40 +1 - 5 Special -3 

C Copyright Gomes Worluhop Ud., 1992. All rights r-.rwd. 

SPECIAL 
Heavy: 21 penalty 
Sustained Fire 
Heavy: 21 penalty 
Sustained Fire 
Move or Fire 
1 ~· Blast Area 
Vehide mounted only 
Heavy: 21 penalty 
Move or Fire 
See Main Rules 
See Main Rules ~ 

Heavy: l 1 penalty 
Move or fire and Sustained fire 
No Sustained Fire 
21 Acid Solash 
He •. ny: 21 penalty, 
Heavy 2 • penalty 
Move or fire 
l 1 Blast Area. 2 turns to recharqe 
Heavy: l 1 penalty 
Move or fire 
Sustained fire 
Heavy: 21 penalty 

. 

Move or Fire 
Web Area 21 Radius 
Heavy: 21 penalty 
Move or Fire 
Heavy: 21 penalty 
Move or Fire 
21 Blast Area 
Heavy: 11 oenalty Move or Fire 
Taraet Only 
21 Blasl Area 
11 Blasl Area -

1 !h Blasl Area with Chart Role 
21 Blasl Area 
21 Blasl Area 
Heavy: 21 penalty 
Move or Fire 
Sustained Fire 
Heavy: 2' penalty 
Sustained Fire 
No Sustained fire 
1' Blasl Area See Main Rules 

• • 
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GRENADES SUMMARY 

IANGE TO HIT SAVE 
WEAPON SHORT LONG SHORT LONG STRENGTH DAMAGE MODIFIER SPEOAL 

Antiplant - - - - - - - 2' Blasl Area 
Blind - - - - - - - 2' Blast Area 
Choke - - - - - - - 1 ~ • Blasl Area 
froQ - - - - 3 1 -1 2' Blast Area 
HallucinOQen - - - - - - - 11h' Blasl Area 
Haywire - - - - - - - 1 1h' Blasl Area 
Krok - - - - 6 06 -3 TarQet Only 
Photon Flash - - - - - - - 11h1 Blasl Area 
Plasma - - - - 5 1 -2 11h' Blast Area 
Radiation - - - - 06+04 1 -3 03' Recorded in Secret 
Scare - - - - - - - 2' Blast Area 
Smoke - - - - - - - 2' Blast Area 
Stasis - - - - - - - 2' Blast Area 
Tanolefool - - - - - - - s. 

• ial See Main Rules 
Toxin - - - - - - - 11h' Blasl Area 
Virus - - - - - - - 2' Blast Area 
Vortex - - - - - - - 11h • Blast Area 

PSYCHIC WEAPONS SUMMARY 

RANGE TO HIT SAVE 
WEAPON SHORT LONG SHOil LONG STRENGTH DAMAGE MODIFIER SPECIAL 

force Axe Close Combat only As User 1 - See Main Rules 
force Rod Close Combat on~ - - - See Main Rules 
Force Sword Close Combat only As User 1 - See Main Rules 
Nemesis 0-4' - - - 4 1 -1 See Main Rules • 

Witch Blade Close Combat only - 1 - See Main Rules 

• 

C Copyrigllt Go~• Workshop ltd., 1992. All rigllts rese.....d. Permission lo photocopy for personal use only. 
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ARMOUR PENET 
This table summarises the armour penetration values of each weapon using the Warhammer 40,000 vehicle rules frrst published in 
White Dwarf. You can work out penetration rates for yourself using the profiles, but we thought it would be useful to have a 
summary. 

In addition to the penetration value, we've include the minimum and maximum results and the average result which you'll get with 
a typical dice roll. Obviously you don't need to know these values to play the game, but smart players will quickly realise the 
usefulness of knowing how much armour they 're likely to penetrate with a shot. Remember that the more dice you roll the greater 
chance you have of obtaining a result close to the average score - so a lascannon with 306+9 is more predictable than a plasma 
gun with 06+ 7. 

Armour Min. Max. Ave rage BASIC Armour Min. Max. Average 
PISTOLS Penetration Result Result Result WEAPONS P.netration Result Result Result 

Autopistol D6+3 4 9 6.5 Autogun D6+3 4 9 6.5 
Bolt Pistol D6+4 5 10 7.5 Boltgun D6+4 5 10 7.5 
Hand Flamer D6+4 5 10 7.5 Bow 06+1 2 7 4.5 
laspistol D6+3 4 9 6.5 Crossbow D6+1 2 7 4.5 
Needle Pistol D6+3 4 9 6.5 Death Spitter 06+6 7 12 9.5 
Plasma Pistol 06+6 7 12 9.5 Flamer 06+4 5 10 7.5 
Shuriken Pistol D6+3 4 9 6.5 Flesh borer D6+4 5 10 7.5 
Stub Gun D6+3 4 9 6.5 Graviton Gun - Automatically penetrate' the torget 

Hand Bow 06+1 2 7 4.5 
lasgun 06+3 4 9 6.5 
i'l.el tag un 2D6+8 10 20 15 

Musket D6+3 4 9 6.5 
Sniper Riffe D6+3 4 9 6.5 
Ogryn Rlpper D6+4 5 10 7.5 
Plasma Gun D6+7 8 13 10.5 
Shot Gun D6+4 5 10 7.5 

Shuriken Catapult D6+4 5 10 7.5 
Storm Bolter 06+4 6 10 7.5 

HEAVY Armour Min. Max. Average 

WEAPONS Penetration Result Result Result 
SUPPORT Armour Min. Max. Average 

Assault Connon 06+010+8 10 24 17 WEAPONS P.netration Result Result Result 

Auto-Cannon 206+8 10 20 15 
Distort Cannon - Automatically penetrates (see rules) 

Battle Cannon 306+8 1 1 26 18.5 
Conversion Beamer - Vories with armour value 

Rapier 06+9+2Dl0 12 35 23.5 

1-4 armour Scatter loser 06+6 7 12 9.5 06 1 6 3.5 
5-8 armour 2D6 2 12 7 Torontulo 306+9 12 27 19.5 

9-11 armour 3D6 3 18 10.5 Thudd Gun D6+6 7 12 9.5 
12-14 armour 4D6 4 24 14 
15+ armour 506 5 30 17.5 

Cyclone 010+06+8 10 24 17 
Armour Min. Max. Average 

Heavy Bolter D6+04+5 7 15 1 1 GRENADES P.netration Result Result Result 
Heavy Flamer 06+5 6 1 l 8.5 
Heavy Plasma Gun - Vories according to power setting Frog Grenade D6+3 4 9 7.5 

Mox. Power 06+Dl0+10 12 26 19 Haywire - Automoticolly penetrates !see rules) 
low Energy 7+04+D6 9 17 1 Krok Grenade 2D6+6 8 18 13 

Heavy Stub Gun 06+4 5 10 7.5 Plosmo Grenade D6+5 6 1 1 8.5 
losconnon 3D6+9 12 27 19.5 Rad Grenade 2D6+04 3 16 9.5 
Mole Marlor - Vories according to burst type Vortex Grenade - Automatically penetrates !see rules) 

Airburst D6+3 4 9 7.5 
Surface Burst D6+4 5 10 8.5 
Ground Burst 06+4 5 10 8.5 
Subterranean 06+3 4 9 7.5 

Missile launcher - Varies according to missile type 
Krok Missile D6+D10+8 10 24 17 
Frog Missile 06+4 5 10 7.5 
i'l.elto Missile 206+8 10 20 15 

Multi-laser 06+04+6 8 16 12 
Multimelta 06+2012+8 l 1 38 24.5 
Shuriken Conn. 06+04+5 7 15 1 1 

C Copyright Gamel Workshop lid., 1992. All rights reMrwd. Pe rmission lo photocopy for personal use only. 
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