


A

Version 1.6 (April 2016)

Redesign and proofreading team: Bart Kolodziejczyk, Andreas Micheel, Adrian
Lesiczko, Xabier Escudero, Chris Reynolds and Kraig Koranda

Lead Game Design: Marshall Jones

Background:
Andy Hoare, Mark Rapson, Rob Alderman, Tom Haswell, Richard Howkins,
Matthew Edgeworth, Brian Kenny, Andy Lukavich

Original Artwork: Darek Zabrocki, Igor Kieryluk, Tomek Tworek, Anna Mitura,
Dominik Kasprzycki, Small Impact Games
Additional Art Supplied by: Mutant Chronicles International Inc.
Graphic Design & Layouts: Antonina Leszczyszyn and Rafal Bagiriski

Prodos Games would like to thank:
Henrik Dahlberg, Richard Chalcraft, Michael Del Rio,

Gaetano Giammarino, Lindsey Hood, Richard Howkins, Marshall Jones, Tom Kiley,
Bobby Limoggio, Andrew Markell, Agata Mazurek, Dimosthenis Papamarkos,
Lidia Pawlaczyk, Mike Sanders, Noel Sorensen, Charlotte Thompson,

Frank Thompson, Fredrik Thibblin, Mateusz Ploszczyca, Jerry Grace, Ian Hill,
Troy Jerigan, LXG Club, Rob Taylor, Craig Thompson, Carl ‘Nomad' Smith,
llan Inglis and Jay Zetterberg

© 2016 Mutant Chronicles International Inc. MUTANT CHRONICLES and related logos, characters, names,
and distinctive likenesses are trademarks or registered trademarks of Mutant Chronicles International Inc.
Used with permission. All rights reserved.

Produced by Prodos Games Limited.
All Rights Reserved

©Prodos Games Ltd. 2016




Passwe Necrotechnology: Every Model in a Dark Legion Army has 'Heal (2)', this cannot be increased
'by any means.

Passive: Fearless: Every Model in a Dark Legion Army has the 'Fearless' Special Skill unless stated
‘otherwise.

_ “=Passive: Feedback: Every Troop Type Squad in a Dark Legion Army has the 'Feedback' Special Skill. If a
Squad loses 50% or more of its original Squad number (100% equals the number of Models that were in
the Squad at the start of the Game Turn) in one Game Turn, the Controlling Player must roll a D20. If the
number is higher than Squad's LD, each Model in the Squad takes a St10 Piercing AVV 1 Autohit. Dark
Legion Squads may not use the Warlords LD for Feedback' rolls.

Passive: Fear (0): Every Model in a Dark Legion Army has the 'Fear (0)' Special Skill unless stated
~ .~ otherwise.

Passive: Dark Symmetry Affinity: Every Warlord and Lord in a Dark Legion Army able to cast any Dark
Symmetry Powers may cast one Type (D) Dark Symmetry Power for OAP each Game Turn.

Bheralt G Spmnctey

Blindness: (15 Points) Banishment of the Steel: (30 Points)

The ‘Blindness' Dark Symmetry Power can target any Passive: Dark Beam: This Attackis Type: Rail.

: ~ Model on a Small or Medium Base. If successfully cast, Passive: Banishment of the Steel: Immediately place

target Model is "Blinded" and hasits LoSreducedto  a 'Banishment of the Steel' token next to each model

. Also, their CC value is halved. within the Rail. For each token allocated to a Model, it

; receives an additional (-1) modifier to A or AV (on all

" Necrovisual Link: (20 Points) sections) and Impenetrable Armour. The ‘Banishment
' i = - == of the Steel' tokens stay with the affected Model until

it is removed from the game or the game ends.

’ Passive: Critical Damage (2)

Threshold of Horror: (15 Points)

If successfully cast, the friendly Squad targeted by the
% ‘Necrovisual Link' Dark Symmetry Power may make

~ Ranged Attacks without LOS. The Range of the Weapon
is halved and Cover Modifiers are ignored.

~ Cleansing of the Void: (15 Points) If successfully cast, place a 30mm token within 24" and

i : within LOS of the caster. Every Enemy Model on a Small
| Base finishing its Activation within 3" of the token must
pass a Ld Test with a (-6) modifier. If the test is failed the
Model receives a 'Stun Effect'. Models with the ‘Fearless'
Special Skill do not receive a 'Stun Effect', but instead

& ~ receiveaStl0 AVV1Piercing Autohit.
If successfullv cast, the friendly Squad affected by this

- Power replaces its Passive: ‘Necrotechnology' Special Indigestion: (15 Points)
~ Skill with Heal (8). -

-
y
Y

ROF AW TVPE

Models removed from play by the 'Indigestion' Dark
Symmetry Power explode. Centre the LE Template on
the exploding Model. All Models within the Template
receive a St(X) AVVO0 Blast Autohit, where (X) is equal to
Con of the exploding Model.

. o



Dark Gate of Power (15 Points) Call of Corruption (25 Points)

. ST RO AW

If successfully cast, place a 30mm token (AV1S, SP1, If successfully cast, place a 30mm ‘Call of Corruption ——
provides Heavy Cover and counts as Heavy Terrain) token anywhere within 28" and LOS of the caster. Every
anywhere within 6" of the Caster. Every Dark Legion enemy Model finishing its Activation within 3" of the
Model within 12" of the Token replaces its Passive: token must pass a Con Test or lose a Wound. ‘Heal' rolls
‘Necrotechnology' Special Skill with 'Heal (3). The cannot be used to prevent the loss of Wound caused by
token stays in play until it is destroyed or removed the 'Call of Corruption'.

by the owning player. The controlling player may Every Dark Legion Model finishing its Activation within
remove one "Dark Gate of Power" token every Game 3" of the token regains one Wound lost earlier in the
turn to un-Turn 1 Resource Card. A maximum of 4 Gameonarollof1-10.

tokens can be in play at any one time.

Beam of Dark (25 Points)

Postern Beyond Death: (10 Points)

e - - Passive: Beam of Dark: This Attack is Type: Rail
If successfully cast, the friendly or enemy Squad has the Instead of the normal Rail rules, every Model within the
'Postern Beyond Death' Special Skill. All Models within 'Beam of Dark' Rail must take a WP test. If the test is failed
2" of a Model with ‘Postern Beyond Death' receive a the Model receives a Wound Effect with Critical Force (2)
St13 AVV 0 Piercing Autohit when the affected Modelis with no Armour, Impenetrable Armour or Heal tests
removed from play. allowed. Vehicles lose 2 SP from their Critical Section (19-

20) on aroll of 11-20.
Dark Banishment (25 Points)

= . Rampaging Shadows (15 Points)

. § ROF AW

Passive: Dark Banishment: This Psychic Power has

Critical Force (2). If successfully cast, the target Squad receives (-2)
modifiers to RS and CC and all their Ranged Weapons
Bringer of Dark Tools (15 Points) become Type: Plasma.

Infernal Shield (10 pts)

If successfully cast, every Model in the Squad affected by

‘Bringer of Dark Tools' Psychic Power gains a (+2) Modifi-

er to St of its Type: Piercing or Plasma Ranged Weapons. I successfully cast, the target Squad's WP is increased to
18 and cannot be further increased by any means.

Transmorphication: (15 Points)

Soulripper Touch (10 Points)

If successfully cast, every Model in the Squad affected by
‘Transmorphication' Psychic Power gains a (+2) modifier

One model (chosen by the casting Model owning
to it Armour Value and receives no negative Weapon

" p player) in B2B contact with the affected caster receives
Type Modifiers to its Armour Value. aSt18 AVV 4 Plasma Autohit. Heal rolls cannot be taken
against this Wound Effect.
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‘;‘" {’ S?EBW. SKSHLS Fear (5), Blood Drinker, Bloodbath,

| 5 N ;._Bﬁttl_elust, Eternal Rage, Enrage, Dark Symmetry, Gas
- Mask, Master Tactician, Summoning the Darkness, Terror
* Passive: Blood Drinker: Every time Alakhairolls a ‘'natural
1'when making a Close Combat Attack, Alakhairegains a
Wound lost earlier in the Game.

l':‘as%ive: Bloodbath: Each successful CC test made by
Alakhai the Cunning in the same Activation Phase,
"" cluding the first successful CC test, adds a (+2) modifier
to St Ind AVV of subsequent attacks (to a maximum of
-L 0 and AVV8). For Example: The 1st successful CC test
‘adds a (+2) modifier to St and AVV, the 2nd successful
C test adds a total (+4) modifier to St and AVV. If any
“of Alakhai's subsequent Attacks are unsuccessful the
bonus resets.

vast portal before him. Very slowly,
aware of a low, throbbl'ng drone. His
Sleshy biology. As he listened, the dro,

£ iﬂ i P M ENT Meat Wolfer Battlesword, Nepharite Armour.
A ""f’ Giﬁ ﬁ: Nepharite Armour: (No negative Weapon Type Modifiers taken)

Passive: Battlelust: Alakhaithe Cunning caninstantly be placed
within 2" of his current position after successfully removing
from play all Models in his CCWR during his activation. If he
leaves combat because of this, heis not immune to ‘Free Slash'.
Active: Enrage: ‘Turn to Burn' 2 Resource Cards. Alakhai
gains a +2 Modifier to RoA.

Passive: Terror: Even models with the Fearless special
skill must test against Alakhai’s Fear. Any model failing
the test cannot make any Close Combat action against
Alakhai this turn.

Active: Summoning the Darkness: ‘Turn to Burn' 2 Resource
Cards during Alakhai the Cunning's Activation. No Model
has LOS further than 18" for the remainder of the Game Turn.
Passive: Master Tactician: Alakhai adds +1 to your
initiative roll each turn. Also, after Infiltrators are
deployed, any Army containing Alakhai the Cunning
may re-deploy up to two of its squads (or one Squad of
Monsters or Vehicles) , using their normal deployment
rules. Alakhai can’t be redeployed with this skill.
Passive: Dark Symmetry: Alakhai can take one Algeroth
Dark Symmetry Powers for free.

Passive: Eternal Rage: Alakhai can ignore the first Wound
Effect assigned to him each Game Turn.

()We/-' vl ()wz,{aw TR




TYPE: warlord (Close Combat). Medium Base (40mm), Unique.
E@“ § ?M Eiﬂ’ Meat Wolfer Battlesword, Nepharite Armour.
Wﬁ M G E.B {ﬁi Nepharite Armour: (No negative Weapon Type Modifiers taken)

May not be in a game using Diesel Powered Tournament rules. May only be played if agreed upon by your opponent.

(this is a Story Driven Character.)

LOSE GCOMBAT WEAPCNS:

Passive: Focus of the Dark Symmetry: The Meat Wolfer

has a strong link with his creator, Algeroth. Choose up to
1 1 Algeroth Dark Symmetry Psychic Power for Free. Select
"Pl ' the Power before the Game starts.

Active: Grinder: 'Turn to Burn' 1 Resource Card.
o Alakhai Ascendant performs a ‘Grinder' Close Combat
k Special Action. The RoA is reduced to 1 and cannot be
increased by any means. Every Model within CCWR
of Alakhai receives a Stl4 Piercing AVV4 Autohit.
©'~ Thrown: Alakh m to Burn 1Resource card

0 je Wolfer.

i

SPE@E’M SK& S..S: Fear (6), Overlord, Cunning,
Blood Drinker, Bloodbath, Battlelust, Absolute Horror,
Dimensional Warp, Gas Mask .
Passive: Overlord: When in play, all friendly Dark Legion
Tactical cards have their Resource Card Cost reduced by 1.
(This cannot reduce a cards cost below 0.)
Passive: Cunning: You may change the Facing of any
enemy model Rapid Deployed within 8" of Alakhai
Passive: Blood Drinker: Every time Alakhai rolls a
‘natural 1' when making a Close Combat Attack, Alakhai
regains a Wound lost earlier in the Game.
Passive: Bloodbath: Alakhai hacks into his foes with
the Meat Wolfer, feeding his insatiable bloodlust. Each
successful CC test made by Alakhai the Cunning in the
same Activation Phase, including the first successful CC
test, modifies St and AVV by +2 in subsequent attacks
(to @ maximum of St20 and AVV8). For Example: The
1st successful CC test increases St +2 and AV +2, 2nd
+4 to ST and AV, 3rd +6 to St and AV. If any of Alakhai's
subsequent Attacks are unsuccessful the bonus resets.
Passive: Battlelust: Alakhai the Cunning can instantly
move up to 2" in any direction after successfully
removing from play all Models in his CCWR.
Active: Absolute Horror: Turn to Burn 1 Resource Card at
any time . All non-dark legion fearless models within 6"
from Alakhai lose the Fearless Special Skill.
Active: Dimensional Warp: Turn to Burn 3 Resource
Cards. Choose 1 enemy model on battlefield within
LOS of Alakahai. Make an unmodified WP test. If test is
successful place the model in front of Alakhai and within
JR. Vehicles and Models with Shielded or Guarded +*
pecial Skill are immune to Dimensional Warp.

- .
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~ GOLGOTHA MISTRESS OF PAIN

LD

TYPE: warlord (Tech), Medium Base (40mm), Unique

ALK [{PE: Lord, Medium Base (40mm), Unique.

G CLOSE COMBAT WERPONS:

g BT IEST
ROA AWV !

SPEGEAE& SKE ULS Fear (3), Mistress of Pain, Golgotha's
Mirror, Guide, Repugnant Actuality, Psychic Scream, Gas
‘Mask, Dark Symmetry, Aura of Dark Symmetry

'_ssive: Aura of Dark Symmetry: Friendly Models
‘starting their Activation within 12" of Golgotha gain a +1
odifier to their Movement Value. This Modifier does not
affect Golgotha.

' Ew i PM ENT Necrotech Claw, Horitsa's Spine, Nepharite Armour.
. » jRMGﬁ ﬁ: Nepharite Armour: (No negative Weapon Type Modifiers taken)

Passive: Dark Symmetry: Golgotha can take up to one
Algeroth Dark Symmetry Power for the Points cost
indicated.

Passive: Repugnant Actuality: Friendly Models on Small
and Medium Bases within 12" of Golgotha gain a (+1)
modifier to Armour Value. This modifier does not affect
Golgotha.

Active: Mistress of Pain: ‘'Turn to Burn' 2 Resource Cards to
nominate one Model within CCWR. The Model's Armour
is halved, Impenetrable Armour is not modified but
successful rolls must be rerolled.

Active: Golgotha's Mirror: ‘Turn to Burn' 2 Resource Cards,
Golgotha can move up to 12" through Terrain or Models
without any penalties. Golgotha cannot finish her move
in Impassable Terrain. Ignore the CCWR of any Models she
passes using Golgotha's Mirror, although if she finishes
this move within a CCWR she counts as Engaged. Golgotha
can use this Special Skill to leave combat, if she does so
‘Free Slash'is negated. This is count as a Basic Move Action.
Active: Guide: 'Turn to Burn' 3 Resource Cards to nominate
one Squad on the battlefield. The nominated Squad
cannot claim Cover modifiers for Claimed Terrain Piece
and all intervening Models or Terrain Pieces.

Active: Psychic Scream: ‘'Turn to Burn' 1 Resource Card to
make the following Psychic Shooting Attack.
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'E,Y P E Warlord (Psychic), Medium Bases (40mm), Unique
E@&j IPMENT: Dimensional Blade, Unholy Tunic'
ﬂ[ﬁ M G E.F ﬁ Unholy Tunic: (No negative Weapon Type Modifiers taken) [

GLOSE COMBAT WEAPCN:

Active: Expulsion of Symmetry: Turn to Burn 2 Resource
Cards. The weapon can be used to make a Shooting attack
using the profile below.

o

Passive: Expunged: The RoF of the 'Expulsion of Dark
Symmetry' cannot be increased by any means. The
weapon cannot be used to make a ‘Wall of Fire' Special
Action.

SPEGIAL SKILLS: rear (2), Master of the Dark
Symmetry, Soulcharger, Algeroth's Mind Leash, Gas
Mask

Passive: Master of the Dark Symmetry: Valpurgius can
take up to 5 Algeroth Dark Symmetry Psychic Powers for
free. Select the Powers before the Game starts. In addition
to the free (D) type Power allowed by Dark Symmetry
affinity, Valpurgius can cast one other type Power for
0 AP per activation, and can cast a maximum of 4 Dark
Symmetry Powers per activation.

Passive: Soulcharger: For every Model (friendly or foe)
removed from the Game by Valpurgius via Ranged or
Close Combat Actions (including Psychic (S) Attacks),
place 1'Soulcharger' token on Valpurgius' Stat Card.
During Valpurgius' activation:

1. Use two ‘Soulcharger' tokens to cast a Psychic Power
for 0 AP. This allows Valpurgius to cast four or five
Powers in one activation, and he can cast more than
one Type:(D) or (B) Power per turn.

2. Use two 'Soulcharger' tokens to reinstate 1 Wound on
any Model within 12" of Valpurgius (excluding Val-
purgius)

3. Use three 'Soulcharger' tokens to reinstate 1 Wound
lost by Valpurgius.

Each of the above effects can be used up to two times per
turn.

Up to 4 Tokens can be used per Game Turn. Valpurgius
starts the game with 3 Soulcharger Tokens.

Active: Algeroth's Mind Leash: Turn to Burn 3 Resource
Cards during Valpurgius' activation to nominate an
Model an a Small or Medium Base (excluding Warlords
and Lords) within 24" and LoS of Valpurgius. An enemy
Model must pass a WP test, friendly Models automatically
fail. Soulcharger Tokens can be used to add a (-1) Modifier
per token to the target’s WP Value for this test. If the test
is failed, the Model becomes Activated (even if it was
already activated this turn) immediately after Valpurgius'
activation. Valpurgius' owner treats the affected Model
as their own for the duration of this activation. The Model
has 2 AP (which cannot be increased) if unengaged, 1AP i
engaged. The Action Points can be spent as normal. While
controlled by the Mind Leash, the model cannot i
with Obijective Markers. The Model's Active or P
Skills can be used as normal.



Passive: Chained Reaper: Close Combat test results of 1-3
have the Critical Force (2) and Critical Damage (2) special
skills,

. Passive: Frozen Oblivion: Heal rolls cannot be made

against Wound Effects caused by Nihilarc.

Active: The Reaping: Turn to Burn 2 Resource Cards and
perform a Close Combat Action. Every enemy Model
within 3" of Kerheela receives a Stl4 AVV6 Piercing
2" Autohit.

SPECIAL SKILLS: rear (3), Dark Symmetry, Gas
Mask, Cry of the Void, Slowed Time

Passive: Dark Symmetry: As well as the Slowed Time
Dark Symmetry Power, Kerheela may choose up to two
Dark Symmetry Powers from the Ilian or Algeroth Dark
Symmetry Power list for the points cost listed.

Active: Cry of the Void: Turn to burn 3 Resource Cards. All
enemy models within 3" of Kerheela must immediately
pass a Con test or receive a Stun effect.

Active: Slowed Time: Turn to Burn 4 Resource Cards to
use the 'Slowed Time' (D) Psychic Power. If successfully
cast, the target model on a Small or Medium base must
take a WP test. If the test is failed, the Model and all
Models from its squad may only complete a Pass Action
in their activation. If the test is passed each Model in the
Squad has only 1 Action Point, which cannot be increased
by any means.

SLOWED TiME




TYPE: Lord, Medium Base (40mm), Unique, Von Holle is a Heretic
E@MPM tiﬂ’ Bauforce K-110 Carbine, Sword of Symmetry, Insalubrious Bomb, Suit of Dissymmetry

(53 0
ARM @ 5.5 RZ Suit of Dissymmetry (No negative Weapon Type Modifiers Taken) {

RANGED WEAPCN:

Passive: Intense Heat: Turn to Burn 1 Resource Card. The
Bauforce K-110 Carbine receives a +4 modifier to St and
RoF is reduced to 1.

Passive: Slow to Reload: RoF may not be increased by
any means.

Active: Insalubrious Bombs: Turn to Burn 2 Resource
Cards. Instead of using his Bauforce K-110 Carbine Von
Holle may use the Insalubrious Bomb in a Shooting
action.

Passive: Insalubrious Corruption: Roll a D20 for any
Model on a Small or Medium base that is reduced to
0 or less Wounds by the Insalubrious Bomb Shooting
attack. On a roll of 8-20 remove the Model from play as
normal. On a roll of 1-7 immediately replace that Model
with a Necromutant. The Necromutant is armed with a
Belzarach Assault Rifle and a Bayonet. Necromutants
created in this way are added to Von Holle's Squad and
have 1Action Point on the turn they are created. The
removed model counts towards body count Y
value and the Necromutant (if removed i "‘
from play as a casualty) does not.

Passive: Slow to Reload: RoF cannot be
increased by any means.

CLOSE COMBAT WEAPONS:

Active: Void Shift: At the beginning of a Close Combat
action Turn to Burn 2 Resource Cards. Successful Armour
or Impenetrable Armour tests against Wound Effects
caused by the Sword of Symmetry must be rerolled.

S?EGEM SKSLE.S Fearless, Heal (3), The Enemy
Within, Target Identifier, Doubtless Precision, Human,
Chosen by the Dark Soul

Passive: Doubtless Precision: Von Hdlle does not suffer
the normal effects of a fumble (e.g. lose remaining Action
Points) but all rolls of a ‘natural 20’ are still considered a
failure.

Passive: Human: Von Holle does not have the Dark Legion
Necrotechnology and Feedback special skills.

Passive: The Enemy Within: If Von Holle is attached to
a Heretic Squad, he and that Squad have the Infiltrate
Special Skill.

Passive: Chosen by the Dark Soul: Von Holle may be
upgraded with any Ps ic Power from any Apostle’
Darl 1 list for free.
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TYPE: Lord, Medium Base (40mm), Unique, Baptiste is a Heretic
Baa p ?‘F’: AN . . . 1
@U?’?l qt;ﬂni M14 Handgun, Sacrificial Blade, Titanium-woven Suit and Carbon-Fibre Under Armour
R N.B R Suit of Dissymmetry (No negative Weapon Type Modifiers Taken)

14 HANDGUN

ST ROF AW

TYPE
Piercing (P

SPEGEM SKILLS: Fearless, Heal (3), Corporate
,'Litigai'ion, Human, The Path of the Believer, Hostile
- Appropriation
i Passive: Corporate Litigation: Once per game turn at any
'point in the turn target player must immediately Turn
to Burn 1 Resource Card. The Resource Card provides O
Reources.
Passive: Human: Baptiste does not have the Dark Legion
Necrotechnology and Feedback special skills.
Passive: The Path of the Believer: Baptiste may be
upgraded with any 1 Psychic Power from the Algeroth
tor Ilian Dark Symmetry psychic Power list for ints
8 cost indicated. ;

Active: Hostile Appropriation: Turn to Burn 1 Resource
Card and use 2 Action Points. The target opponent must
immediately give the controlling player 2 un-Turned
Resource Cards. Resource Cards obtained in this way
must be returned to their owner at the beginning of
Baptiste’s next activation or if Baptiste is removed from
play as a casualty. Baptiste's controlling player may use
the obtained cards as normal.



TYPE: Lord, Medium Base (40mm) E@?U iPMENT: Fist of Malice HMG and Azogar
Aﬁm%bﬁ Nepharite Armour (no negative weapon

type modifiers taken)

RANGED WEAPTNS: CLOSE COMBAT WEAPONS:

Passive: Slow to Reload: The RoF may not be increased  Passive: Up Close: If the Primary target is in B2B contact
by any means. with this model, this model receives a -2 modifier to RoA
Passive: Forceful Blow: The Fist of Malice has Critical  and has Critical Damage (+1)
Damage (2) and Critical Force (2).

Active: Unholy Flachette: Turn to Burn 1 Resource Card.
The Fist of Malice may use its Unholy Flachette instead of
its normal bullets.

Passive: Slow to Reload: The RoF may
not be increased by any means.

SPE&ME’L SKQLE.S Fear (2), Brutal, Dark
Symmetry, Algeroth's Warcry, By My Will, Leader
of Legions, Gas Mask.

Passive: Dark Symmetry: The Nepharite can take
up to two Algeroth Dark Symmetry Powers for the
points cost indicated.

Active: Algeroth's Warcry: Turn to Burn 2
Resource Cards. Enemy models on a small

or medium base within 3
inches of the Nepharite must _
immediately complete a Con _ g . r
test with a -2 modifier. If the ";.,_‘ =0 ;:-F i M_:‘ '
test is failed the model receives - W - -

a Stun effect. ’ T w vy Ve
Active: By My Will: Turn to Burn 3 4
Resource Cards. All Undead Legionnaire
squads within 1/2 LD of the Nepharite may immediately
perform a basic move action for free. This action does not
count towards the 2x MV limitation per turn. (They can
move again normally on their own activation.)

Passive: Leader of Legions: Nepharites may not be taken
as Lords in armies lead by a Heretic, Necromutant, or a
Praetorian Stalker Warlord.

’
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TYPE: Troop, Small Bases (30mm).

; :' @iﬁﬂﬁ GQMP{ZSETWN 1Initiate Squad

> t:_l Commander and 4 Acolytes
'b‘tg'. k. SUAB SEEE:S-Q Heretics
. ARMEUR: cowns of the cut (Blast -2)

M |
‘Passive: Headshot: On naturalroll of 1. The Ranged Attack
in Critical Force (2).

ay

OPEGIAL SKILLS: The path of the Believer, Human,
Blessed by Dark Symmetry, In Nomine Veritas et Aequitas
Passive: The Path of the Believer: The Initiate may be
upgraded with a Psychic power from the Algeroth's
Dark Symmetry list for the points cost indicated. When
he Initiate is removed from play as a casualty an
 Acolyte is elevated to his place and becomes the Squad
‘Commander (not Acting Squad Commander) and
the new Squad Commander gains the Psychic power
elected. (Note therefore the Resource Card is not lost).

E@ UIPMENT: kratach Assault Rifle and Sacrifical
Knife.

SQMB ?U ?G RABES The Heretic squad may be
increased by up to seven Acolytes at 10 points per model.
The Initiate may replace his Kratach Assault Rifle with a
Voriche Auto Pistol for free.

LOSE CONMBAT WEAPEN:

Passive: Human: Heretics do not have any of the Dark
Legion special rules, namely: Necrotechnology, Fearless,
Feedback and Fear (0).
Active: Blessed by Dark Symmetry: At the beginning of an
Acolyte's Activation Turn to Burn 1 Resource Card and roll a
D20.
On aroll of:
1to 2: The Necromutation: The Acolyte mutates and
is immediately replaced with a Necromutant model
armed with a Belzarach Assault rifle and Bayonet
from the Necromutant entry. The new model is still
part of the Heretic Squad and has the Advisor special
skill. The Necromutant has 1 Action Point on the
Game Turn it enters play.
3 to 13: The Sacrifice: Every model (friend or foe)
within 1" of the Acolyte receives a St10 Blast AVVO
Autohit. Remove the sacrificed acolyte as a Casualty
after resolving the Autohit.
14 to 19: The Saviour: The Acolyte receives a Stun
Effect. If the model receives any further Stun Effects
this Game Turn apply The Sacrifice effectimmediately
on the model.
20: The Punishment: Immediately remove the Acolyte
as a Casualty. The controlling player's Warlord receives
an instant Wound Effect, for which no Armour or
Impenetrable Armour tests or Heal rolls can be made
Active: In Nomine Veritatis et Aequitas: At the beginning of
an Acolyte's Activation Turn to Burn 2 Resource Cards. The
Acolyte may use the The Sacrifice effect from the Blessed by
the Powers skill for free at any point in his activation.



TVPE Troops, Small bases (30mm) S@MB QPTWWS 2 in 5 Models may replace their

Smmﬂ G%MF{?SWWN 1Acting Squad Com- 'Kratach Assault Rifle' with a ‘Valcheck HMG' for +10

mander Undead Legionnaire and 4 Undead Legion- Points e.ach or a Plaguedealer’ for +5 Points. each.l {
e The Acting Squad Commander Undead Legionnaire may

STt R be upgraded to a Necromutant Leader Squad Command-
SQUAD SIZE: s-12 undead Legionnaires. er for 15 points,

Up to 7 Undead Legionnaires can be added to the Squad
for 10 points per Model.

E@MPMENT Kratach Assault Rifle, Corroded Blade,
Light Armour.

ARM I‘ UR: Light Armour (-2 Blast).

RANGED WEAPCNS: CLOSE COMBAT WEAPCN:

Passive: Rusted: Heal rolls cannot be made against
Wound Effect caused by this weapon. '

Passive: Slow Purge: RoF cannot be increased by ainy (]
means. |

S?Eﬁﬁﬂﬁ. SKQL&.S Brainless, Black Bullets -I.I'

Passive: Brainless: Undead Legionnaires can oril
Basic Actions and they cannot participate in any Squ:

or Close Combat Special Actions. | s
Active: Black Bullets: Turn to Burn 1 Resource Card. Hea
rolls cannot be made against Wound Effects caused by .*
the Squad's Ranged Weapons. -
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& TYPE: Troops (Squad Commander), E@ﬁ IPMENT: Belzarach Assault Rifle,
=  Medium Base (40mm). Necroblade, Crude Metal Armour.

e . ARMOUR: crude Metal Armour: (-1Blast)
RANGEL WEAPCA: CLOSE COMBAT WEAPCA:

e —— — o e ——

ROF AW TVPE

Passive: Rusted: Heal rolls cannot be made against Wound
Effect caused by this weapon.

S?ECEA& SKEL S Leash, Black Liquid Syringe, Black
. Technology, Insalubrious Bodily Fluids, Toxic Affinity, Gas Passive: Black Technology: Necromutants have the ‘Heal
Mask (8)' Special Skill against weapons with Type: Plasma.
~ Passive: Leash: Undead Legionnaires in the same Squadas  Passive: Insalubrious Bodily Fluids: When a Necromutant
~ the Model with the ‘Leash’ Special Skill gain a (+1) Modifier  is removed from play, enemy Models engaged with the
~ totheir Movement Value. Necromutant receive a St10 Plasma AVV2 Autohit.
ive:Black Liquid Syringe:EachenemyModelonaSmall Passive: Toxic Affinity: Necromutants gain a (+4) modifier
" or Medium Base removed from play by the Model with this to Con when testing against the effects of Gas type
Special Skill in Close Combat is immediately replaced with ~ Weapons.
an Undead Legionnaire equipped with a Kratach Assault
v Rif] nd a Corroded Blade. This new Undead Legionnaire
- M odel immediately joins the Necromutant Leader's Squad
" and can be Activated in the same Game Turn that it was
created. The new Legionnaire must be placed in B2B
contact with the Necromutant Leader; if it cannot, it counts
as destroyed.
The removed Model counts toward Body Count Value but
e created Undead Legionnaire does not. The Squad may
increased above its starting number of Models by this
Skill.




TV?E Troops, Small bases (30mm)

S@Eﬁﬂﬂ G{?M?{“Sm{?i\i 1Necromutant Squad

Commander, 4 Necromutants.
S@%AU S1LE: 5-10 Necromutants,
ARMCUR: crude Metal Armour: (-1Blast).

RANGED WEAPCNS:

Passive: Slow Purge: ROF cannot be increased by any
means.

Passive: Slow to Reload: RoF cannot be increased by any
means.
Active: Grenade of Flies: Turn to Burn 1 Resource Card.
Up to 2 Models from the Squad can perform a Shooting
Action with the 'Grenade of Flies'. Any Squad with at least
1 Model within the 'Grenade of Flies' Template has its RS
and CC Values haved until the end of the Game Turn (the
effects are not cumulative). 'Grenade of Flies' does not
affect Models with the 'Fearless' Special Skill. Any Squads
[ hit by the 'Grenade of Flies' that include a weapon with FT
or SFT Range can avoid the effects of the 'Grenade of Flies'
on a D20 roll of 1-5 (test immediately when the template
is placed).

Se b
MB%M} EPTWW& 2 in every 5 Models may replace f
their Belzarach Assault Rifle for a Heavy Plaguedealer for= Fa=
5 points each. Up to 5 Necromutant Models can be add edy & e
to the Squad for 20 points per Model. { &

E@ﬁ i ? M Eiﬁ, Belzarach Assault Rifle, Bayonet, Crude
Metal Armour.

LOSE GCOMBAT WEAPN:

g?EGEM. SKE i.S Grenade of Flies, Black
Technology, Insalubrious Bodily Fluids, Toxic Affinity,
Gas Mask.

Passive: Black Technology: Necromutants have the ‘Heal
(8)' Special Skill against weapons with Type: Plasma.
Passive: Insalubrious Bodily Fluids: When a Necromutant |
is removed from play, enemy Models engaged with the
Necromutant receive a St10 Plasma AVV?2 Autohit.
Passive: Toxic Affinity: Necromutants gain a (+4) %
modifier to Con when testing against the effects of Gas
type Weapons.



TYPE: Support, Medium Base (40mm)

iﬁﬂﬁ G@MP@SETEEN 1Nasca Razide Squad

" Commander
= gmjﬂ SEEEH% Nasca Razides
" _- ARMCUR: Bio Armour: (Piercing + 1, Plasma -2)
3 © (-
: ,W\NGETF WEAWVS

i

Passive: Screech of Algeroth: Models on small or
medium bases removed from play as a casualty by a
Ranged attack from an Ashnagaroth HMG must pass a
Con test. If the test is failed their Squad becomes Pinned
odels with fearless still become pinned but autopass
_their gcovery attemnpt on their activation.).

:’ "Lt Burst Fire Mode: Turn to Burn 2 Resource Cards.
"-l"'n ‘.RoF of the Ashnagaroth HMG doubles. If the Nasca
Razide uses this skill it may not complete any Move, Run
gage actions this turn.

ctlve Dark Portal: Turn to Burn 2 Resource Cards.

Armour Tests against Wound Effects caused by
Hellblaster.

& ctive: Corrosive: Turn to Burn 1 Resource Card. A
: “successful Armour tests for Wound Effects caused by
- Hellblaster must be rerolled. :

4 ests are made instead of Armour Tests and Impenetrabl 24 ]

NASCA RAZIE

- >
i, SRR

E@ UIPMENT: Ashnagaroth HMG and Fists and Claws
of the Nasca

S@Eﬁﬂﬁ ﬁ?GRAEES Up to 3 Nasca Razides may be
added to the Squad for 40 points per model.

Any model in the squad may exchange its Ashnagaroth
HMG for a Hellblaster for S points or a Nazgaroth for 15
points.

LOSE COMBAT WEAPCNS:

SPECIAL SKILLS: Leap (4), Sniper, Toxic Anatomy,

Unnatural Speed, Symbiotic Eyes of Valpurgius

Passive: Toxic Anatomy: Nasca Razides ignore all effects

of Gas type weapons and Stun effects.

Passive: Symbiotic Eyes of Valpurgius: Dark Legion

psychic powers may be cast using a Nasca Razide's LoS

as long as the Nasca Razide is within 8" of the caster. The

spell's point of origin is still the caster.

Active: Unnatural Speed: Turn to Burn 1Resource Card. a
azide ignores Movement modifiers for Light and -

ompleting a Movement actic



e

TYPE: Support, Medium Base (40mm)
” 1 AD G{‘V}Qf ig4 i 1Razide Squad Com-

mander
SQUAD SIZE: 1-3Razides

T T . n,
ARi I@UH! Bio Armour: (Piercing + 1, Plasma -2)

RANGED WEAPCNS:

Active: Flamer mode: 'Turn to Burn' 1 Resource Card. The
Plaguedealer HMG Flamer Mode profile can be used.

ROF A

Passive: Slow Purge: RoF cannot be increased by any
means.

Passive: Mech Hunter:
Damage

The Nazgaro

.-n-‘_‘ -

5@”‘“3 {‘@TTV§ Up to 2 Razides can be added to
the Squad for 75 points per Model.

Any Model in the Squad may swap its Plaguedealer H,MG
for a Nazgaroth for free.

=i

EQUIPMENT: Paguedeater HMG, Fists and Claws, Bio
Armour.

GLOSE COMBAT WEAPCNS:

SPECIAL SKILLS: cas Mask, Unstoppable, Rage,
Unnatural Leap, Relentless
Passive: Unstoppable: Razides ignore negative Modifiers
to Range. Razides do not receive any negative modifiers
to RS caused by Light or Heavy Cover.
Active: Rage: At the beginning of the Model's Activation,
‘Turn to Burn' 1 Resource Card to give a Razide ‘Rage’. The
‘Rage' profile is used for CC attacks this turn. The Razide
cannot make any Shooting Action during this Activation.
Active: Unnatural Leap: 'Turn to Burn' 1 Resource Card,
odel can ignore Movement Modifiers for Light and
errain when performing an Engage Action.

*-.\;__ \;‘:! i/; ,. ek




~ PRAETCRIAN STALKERS

. — -

- 20 Support Medium Bases (40mm)

S@MTB G?M@@SQT {W 1Praetorian Stalker Squad

Commander. :
SQUAD SIZE: 1-6 Praetorian Stalkers.

i M?Uﬁ Praetorian Armour: (No Negative Weapon
Tvpe Modifiers taken)

- RANGED WEAPCNS:

ST

,Eas's';ive: Maggot Bullets: Any Model which fails its

Armour Test against a Wound Effect caused by ‘Maggot

L u].lets must pass a Con Test. If failed, each 'Maggot
u'lle ound Effect is treated as Critical Force (2).

A ' Ripper Acid Bullets: 'Turn to Burn' 2 Resource

A 'Scythe of Semai HMG' has a +3 Modifier to AVV.

-
The cythe of Semai HMG' may be upgraded as follows,
but only 1 'Scythe of Semai HMG' upgrade can be used
per Model:

Carcass Launcher: Up to two Models per Squad can add a
‘Carcass Launcher' to their 'Scythe of Semai' for free. The
Carcass Launcher can be fired instead of the 'Scythe of
Semai HMG' in a Shooting Action.

S Baeu R ¥
ST ROF v TVPE

: _— : T, —— =

:ctive: Rigor Mortis Gas Canisters: ‘Turn to Burn' 1
resource Card, to load the 'Carcass Launcher' with
iRigor Mortis Gas Canisters'. Resolve the Ranged Attack
Y ' ‘normal, but any Models on a Small or Medium Base
“ which receive a Wound Effect also receive a 'Stun Effect'.

: Hindenburg Incinerator: Up to two Models per Squad
-can add a 'Hindenburg Incinerator' to their 'Scythe of
Semai HMG' for +10 Points per Model. The 'Hindenburg
* Incinerator’ can be fired instead of the 'Scythe of Semai
“4 HMG'in a Shooting Action.

ST ROF

— K S

. ‘Passive: Corrosion: This weapon has Critical Damage (2).
- Passive: Slow to Reload: RoF cannot be increased by any
eans.

2,

S@&ﬁﬂ[ﬁ @PTEGNS Up to 5 Praetorian Stalkers can be

added to the Squad for 50 points per Model.

Any member of the Squad can replace their Reaper of
Semai with a Scythe of Semai HMG, Bayonet, Claws and
Teeth for 10 points per Model.

All Models in the Squad can be upgraded with the ‘Rapid
Deployment' Special Skill for 5 Points per Model.

A Goliath purchased as a Squad Commander upgrade
can be upgraded with the Rapid Deployment special skill
for 10 points instead of 5.

E@ ﬁ § P M EN? Reaper of Semai, Praetorian Armour

GLES ESWAT WEAW’WS

Passive: Reaper: Natural rolls of 1, 2 or 3 in CC give this
Attack 'Critical Force (2)' and Critical Damage (2).
Passive: Power of Symmetry: Models armed with a
'Reaper of Semai' gain Impenetrable Armour (11).

S?EGEM. SKM?}.S Fear (3), Stalkers, Bonded in Birth,
Flesh in the Shell, Infiltrate, Savage Charge

Passive: Bonded in Birth: For every 2 Praetorian Stalkers
alive in the Squad, all Praetorian Stalker Models in the
Squad gain (+1) modifiers to CC and RS.

Passive: Stalkers: Praetorian Stalker Squads ignore the
effects of rolling a natural 20 when taking the Rapid De-
ployment test.

Passive: Flesh in the Shell: Praetorian Stalkers ignore the
'Critical Force (X)' Special Skill on received Wound Effects.
Active: Savage Charge: Turn to Burn 1 Resource Card. If
the Pretorian Stalker makes an Engage Action this turn,
it ignores any movement penalties, and any CC weapon
it uses receives a (+1) modifier to ROA and (+1) to ST until
the end of turn.
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TYPE Praetorian Stalker Squad Commander upgrade
(Praetorian Goliath: Large Base (S0mm), Imp: Small base
(30mm).
The Praetorian Stalker Squad Commander may be
upgraded to Praetorian Goliath for +55 points. The

Praetorian Goliath is joined by the Praetorian Imp (counts
as a Praetorian Stalker) for free.

GLESE COMBAT WEAPCN:

Passive: Colossus Reaper: Natural rolls of 1, 2 or 3 in CC
give this attack Critical Force (+1) and Critical Damage (2)

Active: Strike of the Imp: Turn to Burn 1 Resource Card.
CC attacks by the Imp are St 17 and cannot be increased
by any means. Models that receive Wound Effects from
a Strike of the Imp CC attack may not use Impenetrable
Armour but otherwise may take armour tests as normal

E@MPMENT Praetorian Goliath: Colossus Reaper of
Semai. Imp: Paired Hand Reapers
RRMGW Praetorian Goliath: Praetorian Armour.

Imp: Sneak and Cunning. Both: (no negative weapon
modifiers taken)

SPEGME«. SK”.&.& As Praetorian Stalkers, Brutal,

Shrouded, Fraternal Bond, Drawn to their Doom
Passive: Shrouded: The Imp is always kept inreserve. The
moment the Praetorian Goliath is in CC with an enemy
model place the Imp in B2B contact (or as near to it as
possible) with the Praetorian Goliath. When it deploys
the Imp may instantly complete a CC attack if deployed
engaged with an enemy model for free. The Imp may
additionally complete a second CC attack in its own
activation phase as normal.
Passive: Fraternal Bond: Wound Effects allocated to the
Imp can be allocated to any other Stalker (including the
Praetorian Goliath) in B2B contact with the Imp. If the Imp
is removed from play as a casualty the Praetorian Goliath
gains the Berserk special skill and a -2 modifier to LD.
Passive: Drawn to their Doom: The nearest non-vehicle
enemy model not in CCWR of the Praetorian Goliath,
but within LOS and Engage range and with LOS to the«——
Praetorian Goliath must complete a LD test with a -4

modifier (even if already engaged with another friendly & 'l’ 5
model) at the beginning of the Game Turn before the " ﬂ
first squad is activated. If the test is failed the model -
must use its first Action Point to Engage the Praetorian’
Goliath. If a model completes an Engage action against
the Praetorian Goliath, the Praetorian Goliath receivesan =
Engage bonus as if it itself had engaged. -+
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: k'-; TYPE: Support or Monster, Large Base (S0mm) ARMOCUR: Tough Mercurian Maculator Skin (No
P ; " ' UAD COMPCSITICN: 1-3 Mercurian Maculators e it g e i s il

¥ cduan o SQUAD UPGRADES: May add up to 2 Mercuri

o QUAD SIZE: 1 Mercurian Maculator Squad 0 D D YAy A IR S
o b, . Maculators for 85 points each.

,'iati o ) &) Squad Special Rule: Mercurian Maculators may be taken

O\ @WPMENT Attachia Hand Cannon, Maculator's  3s either Support or Monster choices. All Maculator

B

|* Giant Fists and Tough Mercurian Maculator Skin. units in an army must be taken as the same Type (all
Support or all Monster).

“

GLOSE COMBAT WEAPCNS:

Active: Great Punch: Turn to Burn 1 Resource Card per
model. Models cannot use Impenetrable Armour against
attacks made with Maculator's Giant Fists. Only normal
Armour Rolls are allowed.

SPEGEM. $K§L§.S Camouflage (2), Fear (5), Stalk,
Touched by Dark Symmetry, Ranger, Regenerate, Pre-
» % emptive Strike, Lean Green Giant
- Passive: Touched by Dark Symmetry: A Mercurian
Maculator Squad receives Heal (4) instead of Heal (2) due
- to the Necrotechnology Dark Legion Special Rules.
Passive: Regenerate: Mercurian Maculator Models can
.~ re-roll failed Heal rolls. Additionally, at the beginning of
Squad Activation, roll a d20 per model. On a result 0f 1-8,
the model recovers a previously lost wound in the Game.
Passive: Pre-emptive Strike: After the initial setup at the
: ‘. of the game (including infiltration), any Models in
& the Squad may be redeployed within 6" of their original
position (this can take them outside of their Deployment
Zone). If both armies contain Squads with this skill, the
Player who has won the Initial Initiative can choose
to move all their eligible Squads first or last. This Skill
cannot be used by Squads with any Models deployed
L= fé'ide of their own Deployment Zone.
3 ' o ﬁ" '_ve: Lean Green Giant: Turn to Burn 1 Resource
N ) Card. Any Model making a Ranged Attack against the
S' : prian Maculator squad receives a (-2) modifier to
ir RS,




paa Dk
@ 'DM i‘.;ﬂ, Decimator Handcannon, Monstrous
Fists and Heavy Armour Plates.

w o
: Heavy Armour Plates (No negative Weapon
Type Modifiers taken).

GLOSE COMBAT WEAPC

A

Active: Heavy Maggot Shell: 'Turn to Burn Passive: Punch Through: This weapon has Critical Dam-
Card to fire a ‘Heavy Maggot Shell'. age (2).

PEGEAE. va : Fear (4), Unstoppable Mass, Pick
up and Throw, Incoming, Flesh in the Shell, Ranger,
Relentless
Passive: Flesh in the Shell: Praetorian Behemoth ignores
Passive: Sla i the ‘Critical Force (X)' Special Skill on received Wound
me e ; Effects.
y Active: Unstoppable Mass: Spend 2 Action Points to
perform a ‘Charge’ Action (this counts as a Run action).
Move the Behemoth by 12" in a straight line. Each Model
in the path of the Behemoth receives a S16 AVV10
Piercing Autohit. Vehicles are hit on the 19-20 Location.
Surviving Models on Small Bases hit by the 'Charge’
are placed within 4" of their starting position as it they
have been thrown by a ‘Throw' Special Action (although
they do not take extra damage). The 'Charge’ is stopped
when the Behemoth reaches its maximum distance,
Impassable Terrain, a Heavy Vehicle or another Model on
a Large Base, whichever is reached first.
\ctive: Pick-up and Throw: If there is a Terrain piece
ithin 3" and in the front facing of the Behemoth, Turn
to Burn 1 Resource Card and spend 1 AP to perform a =
Shooting Action using the Tmprovised Projectile’ profile. .+
If the terrain piece's footprint is 2"x2" and less than 2" T L
tall, remove this terrain piece from the table. If the terralg .
is larger than this, it suffers 1SP of damage every time = “ #
; a1 ey
this skill is used . lu__ J

o -
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- NECRCBEAST RIDERS

SP LEgS
I BACK AP  PTS |

RS WP LD

N — - -

e g - T AL G "
_ ;ﬁ‘ _\- : TYP t: Light Vehicle (Bike), Large Base (S0mm) S@Eﬂﬂ[} {?P‘ﬁﬁiﬁ) 1 Necrobeast Rider can be added
3, . \ | mﬁﬂ CGMPGSETWN 1Necrobeast Rider Squad quthsquua:l Gl
A ol - - Commander. E@@E?MENT Voriche Pistol, Necrobeast Bite, Necro-
'*_l f .ﬁﬁiﬁﬂ SELE: 1-2 Necrobeast Riders. Fe?x;olt:ggal Armous
A8 ARMCUR: Necrotechnological Armour (No negative
‘ Weapon Type Modifiers taken).

A RANGED WEAPDN: CLOSE COMBAT WEAPD:

-
i |y

A 13 % x:
assiSe: Headshot: On a roll of a ‘'natural 1', the Ranged  Passive: Necrotic Enzymes: Heal rolls cannot be made
~ Attac gains Critical Force (2). against Wound Effect caused by Necrobeast Bite.
Active: Acidic Saliva: 'Turn to Burn' 1 Resource Card, the

Ta
5 el &) a ﬁ,n [ ito! 3
. Pfﬁi ﬂg_ SK@ LS. Fear (3), Predator Senses, Beast, Necrobeast Bite' Close Combat Attacks are made with
harge AVV4,

‘Passive: Beast: Necrobeast Riders ignore any Vehicle
* (Bike) penalties for moving through Light or Heavy
Terrain and do not have to make any AV tests for moving
in there. They can also make a 'Free Jump' up to 3" and
*'Jump across Gaps' in the same way as Models on Large
ases. Necrobeast Riders can ‘climb' without having to
‘make Con Tests, however after each 'Climb', a Necrobeast
yRider receives an AVVO Piercing Autohit on the ‘'Legs’
ocation Necrobeast Riders cannot use the “Full Throttle*
._,':-' ‘ehicle Special Action.

fictive: Charge: 'Turn to Burn' 1 Resource Card. The Model
=+ can make a 'Charge’ Close Combat Special Action with
", stie.

) le_




SP Bopy
I

SP Hemp
; CC RS WP LD I

P

TVQEZ Heavy Vehicle (Heavy Walker), No base
SUUAD CCMPESITICN: 1B1ack Widow
S@UAB SIZE: 1B1ack widow

RANGED WEAPCNS:

ROF AW

Passive: Screech of Algeroth: Models on small or
medium bases removed from play as a casualty by a
Ranged attack from an Ashnagaroth HMG must pass a
Con test. If the test is failed their Squad becomes Pinned
(Models with fearless still become pinned but autopass
their recovery attempt on their activation).

Active: Burst Fire Mode: Turn to Burn 2 Resource Cards.
The RoF of the Head-Mounted Ashnagaroths doubles.
This skill cannot be used in the same turn as any kind of
Movement action.

'receiv_es'_t‘ti'é full number of Action Points.

SP LEGS Sp CORE
I I FRONT BACKE AP PTS

nag

t@ IPMENT: Head-Mounted Ashnagaroths, Tarsus;
Biotech Carapace Armour.

A W@Uﬁ Biotech Carapace Armour (No negative
Weapon Type Modifiers taken).

CLOSE COMBAT WEAPCNS:

S?EGM&. SKEH.S Fear (6), Fearless, Regenerate (4),
Venomous Strike, Aura of Madness, Undead Birth, Just
an Irritation

Passive: Regenerate (4): At the beginning of Activation
roll a D20. On a result of 1-4, the Black Widow regains the
last SP lost.

Passive: Venomous Strike: If a natural 1is rolled in CC the
Wound Effect receives Critical Force (3) and Critical Dam-
age (3).

Passive: Aura of Madness: Enemy Models within 10" of
the Black Widow have an additional -4 Modifier to WP.
Active: Undead Birth: One Squad of Legionnaires in the
army can start the Game unborn inside the Black Wid-
ow. In any of the Black Widow's Activation phases 'Turn
to Burn' 1 Resource Card and use 1 Action Point to 'Birth'
the Legionnaire Squad. The Squad enters play within 2"
of the Black Widow in its Rear Facing. The Legionnaire
Squad can Activate as normal the Game Turn it enters. |
play but only has 1 Action Point per Model. If the Black - ;
Widow is destroyed or explodes the unbirthed Squad is
automatically ‘Birthed'. Additionally, if the Black Wldow?
explodes, and the Legionnaires are yet to be 'Birthed',
each model in the Squad receives an instant S14 Blast
Autohit. ol
Passive: Just an Irritation: If the Black Widow begins its ey
acti . Engaged with Models on Small Bases only, it ;

a
“-‘-’*
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