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Background

The Eldar are an ancient race, their civilizatimedating humanity by hundreds of thousands ofsyear
They encountered the Old Slaan, learned much ofitiverse that is now forgotten and they held déonirover a
large part of the galaxy. They created many badutifings, lived long lives and when they eventyalied, their
spirits passed peacefully back into the Warp tdbben again. Their worlds were paradises of greatutyeand
cultural achievement. After the passing of the Bldlae Eldar excelled above all races and techiyolBpwly, their
own pride began to consume the Eldar race. Thegirbe@roud and arrogant and grew to view all alages as
inferior barbarians, unworthy of respect or consatien.

The Eldar had long outgrown the need for phydalabr of any kind, as their technology providedthét
was required without individual effort. This lefhd long-lived Eldar to spend their lives seekingaglure and
satisfying their desires. Many gave way to the mwasdonistic of impulses. Cults sprang up all over Eldar
civilization dedicated to different aspects of sedexcesses. As these cults gained more powertloedtldar, they
became more and more corrupt, wanton and aband8aeiktic killers prowled the streets in searchictims. The
need for pleasures became more and more demardiddpr the Eldar it became harder and ever haodsatisfy
their desires, so their acts became more and nggeded. The bestial roar of the crowds was hdaodighout the
galaxy and gutters ran with blood.

For generations the Eldar were driven with madness they slew and laughed and feasted upon the
corpses of the dead while worlds burned. The OihiBlare said to have forewarned the Eldar how elxng
thought and feeling creates an echo in the warg,rerw like characteristics re-echo together, cngati unified
circulating wave of energy. Such waves form vogicdé pure energy manifesting a collective consaiess and
will. The Slann called these conscious warp crestiuhe Powers of Chaos and warned against themEIdae
learned anew as the depravity and foul sicknesiseoEldar civilization raised a creature born @ftttlepravity.

The Fall of the Eldar is said to have happened single orgy of destruction. With a howl of psychi
energy, a new Chaos Power awoke, rising into saperal life and crying out his pain. A psychic imgion tore at
the universe and there was not a single Eldar wtiondt hear the birthing cry of agony. The spiafsthe Eldar
were drawn from their minds and consumed as thadr tgok his first infernal breath. Intoxicated witfis first
drought, the Power laughed and became Slaanesheth€haos God given form by the dreams of therElda

The center of the psychic implosion lay at therheé the Eldar realm but the shockwave spanned the
galaxy. Every Eldar within tens of thousands ohligears was destroyed in an instant, their spgrtked into the
Warp to feed the hungry god. Only those upon timgés of the galaxy survived unharmed, while thdeser were
spared but twisted, changed and corrupted by theepof the Warp. In but a moment, the Eldar hadobex a
doomed people, reduced to refugees scattered thoatigpace, knowing that their Great Enemy had beem and
would pursue them for the rest of eternity.

The region of space that was once the heartwoflttse Eldar became a great rend in space, nowctie
Eye of Terror. Here the Warp and the material uisieeoverlap and daemons bathe in the energy of Chdule
Daemon Princes and the Chaos Space Marines rutegtareets turned into Hell worlds. Here lie the @&dNorlds,
the ancient worlds that once made up the Eldar rempi

Today, though few in number, the Eldar are onthefmost technologically advanced races in thexgala
Eldar are as unreadable and unpredictable astkihgie tactics, but only a fool would ignore anyrmiags of doom
they may foretell. These deadly alien warriors fifgr their very survival as they attempt to reg#ieir former

glory.
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The Eldar Army

The Standard Army consists of the best-known Efdaces that appear throughout the galaxy. These
troops can represent Craftworld soldiers, exploratteams, Dark Eldar raiding parties, Exodite hodoel
expeditions or Eldar pirates. If you choose to austandard Army you must put at least 50% of yaintg into the
Standard Eldar List. The other 50% may be spermynone Standard List other than Chaos.

Standard Army | At least 50% of your points into... | Up to50% into...
Eldar Standard Eldar List Any one Standard ListegtcChaos

Each of the Craftworlds and the Eldar Knights sgparate Codex Armies. Pick one, and you must spend
75% of your points on that list plus the StandaldbE List. You may put up to 25% of your pointsardne other
Craftworld, the Eldar Knights, Exodites or any @tandard List other than Chaos.

The Exodies are a Codex army. If you want to peym you have to put 75% of your points into therd a
up to 25% into any of the allies listed above.

Dark Eldar are also a Codex army, and are wiltmgonsider working with Chaos. You must put astea
75% of your points into them and may put up to 2Z§%our points into any one Standard List excegtaEl

Codex Army | Atleast 75% of your points into... | Upto 286 into...

(IE:Ir;:rWISr:Iights Codex List & Standard Eldar List One other Craftworld, Knights, Exodites, ar
Exodites Exodite List any one Standard List except Chaos

Dark Eldar Dark Eldar List Any one Standard Listept Eldar

As opposed to other armies where you may not mik match the Company and Support Cards from
different Codex lists, with Eldar Craftworlds youayndo so. For example, if you're running both Sadain and
Alaitoc, you may buy a Saim Hain Wind Rider Hostl aupport it with Alaitoc Pathfinders.

Special Rule: Harlequin Masque

The Harlequin Company Card is never taken as & @amy, instead always serving as an ally to anyarm
that is facing Chaos or Necrons. The Core Army nbesable to take Eldar as allies, e.g. Harlequitismat show
up at a Chaos-vs-Chaos battle. Further, only alesifasque (their Company Card), up to five Supord one
Special Card may be purchased from the Harlegsinrigardless of the total points in your Core Arm

Special Rule: Eldar Knights as Allies

Eldar Knights are available as an allied contindgenany Craftworld or Exodite army. You may put to
50% of your points into the Eldar Knight List, redkess of the Codex Army restrictions above. If Kréghts are
going to show up at all, they're going to show ngarce!

Note: The Exodite and Dark Eldar armies should be camsiti optional and require the approval of your ogmb. \
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Special Rules

Avatars

An Avatar is the embodied spirit of a Craftworliar God and a physical representation of the fgged
Eldar racial passions — war, revenge, bloodludtedaand death. As the Eldar prepare for war thiectove psychic
resonance from the thousands of warriors will gatbgether, becoming stronger and more intenseth@attle
draws near these psychic energies emerge as anagstructible form of red-hot iron. Molten metldws through
it's frame like blood, and drips and sizzles from his mouth, running down his arms and splattering on the ground. His
terrifying appearance has earned him the title of the Bloody-Handed God. Should the physical shell be destroyed his
spirit will retreat to a throne deep within the Craftworld, where it will draw strength and await the next call to battle.
The Avatar is araging spirit and blind to the notions of tactics or objectives, his only purpose is to wreak as much
death and destruction as possible.

Any Craftworld force may include an Avatar. Thisis a Free Card and is in addition to the rest of the Eldar
force, so it does not reduce the number of Special and Support Cards alowed. The Avatar is not actually under the
player's control and is not given orders. He will automatically move 15 cm towards the nearest enemy in the
Compulsory Movement phase. If this distance is enough to reach the enemy then he will stop and engage it in Close
Combat. If the Avatar is not engaged in Close Combat then he will fire his spear at the nearest enemy model in the
First Fire phase.

The Avatar has the Command, Fear, Fearless and Hard to Hit abilities. The Avatar's saving throw is a fixed
2+ against absolutely everything: physical, psychic, Close Combat, instant-kill or specia ability. The only way to
kill the Avatar isto hit him alot and pray for a"1".

Eldar Knight Psychic Lances

All Eldar Knights are equipped with a Psychic Lance for use in Close Combat. They function only on the
turn when the Knight charges another unit. They do not work if the Knight itself has been charged, or on the second
or later rounds of Close Combat. When a Knight charges into combat, roll a D6 before resolving the combat:

Roll | Effect on most units Effect vs. a Hit LocationTemplate

1-3 | No effect: resolve combat as normal. No effect: resolve combat as normal.

4-5 | Thetarget's CAF isreduced to zero for thisround of CC. CAF isreduced by D6 for this round of CC.

6 Thetarget takesa hit at 0 TSM before CC dice arerolled. | CAF is halved for thisround of CC.

In addition, Psychic Lances are particularly effective against Greater Daemons. When a Greater Daemon is
attacked, it must make its basic saving throw or be destroyed (it cannot use Chaos Cards to save itself). Apply a-1
modifier to thisroll for each Eldar Knight beyond the first that adds its Lance to the charge. The Chaos player may
apply add +1 to the roll for each Chaos Card he sacrifices. These cards must be discarded before dice are rolled.

Holo-fields

Some units use a protective system known as a Holo-field. This device wreaks havoc on targeting systems
and makes the unit difficult to hit. The dispersion of the field and the distortion it produces are dependent on both
the mass and the speed with which the unit is moving. A Holo-field grants a Fixed Save against al incoming shots
according to the orders it has. This save is ineffective against template weapons, as well as psychic attacks that do
not require line of sight. However, any barrage template that covers the unit will always scatter regardless of
whether it isdirect fire or not.

Titan is on... Non-titan is on... Fixed Save
- First Fire Orders 5+
First Fire Orders Advance or Fall Back Ordefs 4+
Advance or Fall Back Orders  Charge Orders 3+
Charge Orders - 2+

NetEpic 5.0 Eldar Army Book 4



Special Ability: Waystone Spirit

To the Eldar, the prospect of death representsahtiorror unthinkable to a human and unimaginablan
Ork. When an Eldar dies his consciousness passethim Warp where The Enemy, Slaanesh the Bangedtldar
and Great Power of Chaos, awaits to consume itryEsielar wears around his neck a small gem callé¢agistone,

the purpouse of which is to absorb his owner’s cimsness should he be killed, thereby cheatingrglsh of hig

quarry and saving the Eldar from a fate that ierdily worse than death. Waystones are implantéal tine
Wraithbone skeleton of the Eldar Craftworlds, releg the spirit of the dead Eldar into the fabrfctlie Eldar

Craftworld itself. Waystones can also be implaritdd machines, and the consciousness they con&mianbes the

controlling element of the machine, allowing thel&lto live again in a new form. When the Eldangavar they
are frequently accompanied by the dead in the fafrkiYraithguards and Wraithlords.

A Waystone Spirit unit is an artificial body witin Eldar Waystone implanted inside. They can maowk
act much like living creatures, motivated by tha@smousness of the dead Eldar they contain. Thisa@ousness i
not quite the same as that of a living person, rhate like a dream-state, perceiving things aroumdutiin a
shadowy and disconnected way. Waystone Spiritbatte Inorganic and Artificial Intelligence. Theyeammune to
the restrictions of firing upon Greater Daemons araimmune to any sort of Morale effect.

a

They are not Robotic and do not need to be progreanbefore a battle. However, a Waystone Spirittmus

always remain within 10 cm of a living Eldar unitcawill always duplicate orders of that unit. If\Vdarlock is
within 10 cm of any model in the detachment, theadement may be given any orders that turn. If thtayt a turn
over 10 cm away from a living Eldar unit the WaysdSpirit will charge towards the nearest livingl&l and can

only enter Close Combat if the Eldar unit they m@ving towards is engaged in Close Combat.

Sample Army: Saim-Hann Craftworld

Army Card Cost | Notes

1) Wind Rider Host 650
Special: Warlock on Jetbike 125
Revenant Scout Titans 400
Unicorn Battery 150
Doomweaver Battery 150
War Walker Squadron 150

2) Falcon Host 450
Special: Warlock on Jetbike 125
Fire Prism 50
Fire Prism 50
Fire Prism 50
Fire Prism 50
Fire Prism 50

Ally: Alaitoc Craftworld (limit 750 points)

3) Falcon Host 450
Alaitoc Rangers 100

Total | 3000
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Craftworld Eldar

During their heyday the Eldar traveled the galaxyast trading ships called Craftworlds. Theselitrg
Craftworlds were city-sized, self-contained ecosyst housing thousands of families within a compbédsystem,
with zones containing forests and natural floravali as urban and industrial areas. During the Bhlhe Eldar
many Craftworlds were used as escape pods, cartging of thousands of fleeing Eldar from the deaugyi
homeworlds. The vast system of warp tunnels that a@onnected the Eldar civilization collapsed, dagmonic
intrusions from the warp have forced much of th&t te be sealed. Other tunnels have simply colhmsethe
places they led to were destroyed or desolatedayrdlde tunnel network still connects to millions ghces
throughout the galaxy, but there are significaqtsgia the system and some Craftworlds are completelated.

Over the millennia the isolated pockets of Eldalization have wandered the galaxy, some seeking
recreate the glory of the Eldar empire, others hgdighting to avoid being consumed by the forcé€baos. Many
of the original Craftworlds have grown considerainlysize, so that some are now tens or hundredisnet larger
than the original trading ships which lie at thedres. Others have died a gradual death as thpulgtions slowly
dwindled over the centuries, and their Craftwotdse become silent, lifeless tombs holding onlydbad.

Each Craftworld is independent and conducts its @ffairs and wages its own wars. Craftworlds do
sometimes ally together to face a common thredb @chieve a common objective, but such alliancesuaually
temporary and have no lasting significance. Of sepall Eldar are united by a common culture awéhlrédentity,
but that means little when it comes to defendirgittierests of their own particular Craftworld. \Wésetween one
Craftworld and another are rare, but certainlyurdnown.

Alaitoc

Alaitoc Craftworld lies in the eastern edge of gadaxy — the frontier region which has never
been reconquered by the Imperium. Before the Impeexisted it was colonized by humans, Orks,
Eldar and others, and even now it remains a spmgwdbne of border empires and outlaw worlds.
This melting pot of races and cultures lies far wivam the immediate threat of Chaos, but even so
the threat cannot be ignored. Alaitoc Rangers egpdmd patrol the thousands of worlds beyond the
reach of the Imperium, secretly monitoring the asedl civilizations and strange races that livegher
All Craftworlds have scouts, but on Alaitoc the liPaf the Outcast is followed by many. These Eldar
remain loyal to the Craftworld and return to itdae course or times of dire need, as well as pioyid
valuable information on other races.

The symbol of Alaitoc is known as the Doom of Eldah, the Eldar hero slain by the god
Khaine. The symbol depicts the sword of Khaine diisg the Red Moon, the sign of Eldanesh. The
Red Moon in Eldar legend was created when Khaiew $tldanesh, and the dead Eldar lord was
placed in the sky, the colour red acting as a esviseminder to his bloody death. The Red Moon is a
sign of ill-omen or impending battle for most Eldaut the Alaitoc use it to remind themselves of
what happens of mortals offend the gods.

Special Rule: Alaitoc Craftworld
If you run Alaitoc Craftworld then instead of Pfitlders, you may purchase Alaitoc Rangers whichehav
the same stats but gain the Deploy Anywhere spabitity.

Alaitoc Ranger Special Ability: Deploy Anywhere

Alaitoc Rangers are legendary for their abilityindiltrate and gain the best position on the ledittld.
During setup, Alaitoc Rangers may be placed anya/berthe battlefield that isn’'t in the enemy depieyt zone.
You must place the stands in a detachment withirei@ncy and you carplace them closer than 5 cm to an enemy
unit, but other than that you may treat the entire board as their deployment zone. After setup, go to the infiltrate
movement phase and move units normally. Y es, Alaitoc Rangers get their infiltrate movement too, and this maytake
them into the enemy deployment zone.
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Biel-Tan
Biel-Tan Craftworld is located towards the southem of the galaxy, at the edge of
what is believed to be the extent of the anciediaEkempire. The name of the Craftworld
means Rebirth of Ancient Days’and the Craftwaddepresented by the rune The Reborn,
standing for the principle of reincarnation - ef#ttought to have befallen every Eldar before
the Fall. Amongst the Eldar, the Biel-Tan are rened/for their strong warrior ideals. For
the Eldar of Biel-Tan, the Way of the Watrrior, tlife-stage that encompasses the Aspect
Warriors, is considered the first step upon theaERath. Upon reaching physical maturity a
Biel-Tan Eldar becomes an Aspect Warrior, and amge he has fulfilled this role can he
continue along the Eldar Path.

The Biel-Tan have taken it upon themselves to itdkihe glory of the Eldar and
therefore place greater importance on the PatlhefWarrior, knowing that if a new Eldar
empire is to be forged it will be through battledéloodshed. Colonisation by other races is
seen as a threat to the future growth of the Eddapire. It is their philosophy that it is better
to eradicate any usurpers as soon as possibleebtferenemy becomes well established,
giving rise to a large number of attacks againsilsgolonies. The Orks are particularly hated by Biel-Tan as
they can rapidly spread across a newly coloniseddwdhe leaders of Biel-Tan also see it as theilydo protect
the Exodite worlds, as when the time comes folBlgar to emerge from the shadows and reclaim vehaghtfully
theirs, the Exodite worlds will be the first stagipoints in the conquest of the other races.

Special Rule: Biel-Tan Craftworld

The Phoenix Lords are the most ancient of the rEid@rchs, and there is a Phoenix Lord for eack tyfp
Aspect Warrior (Dark Reaver Phoenix Lords, Swoopitegvk Phoenix Lords, etc). While powerful they et
normally common enough to stand out on the Epitdietid. However, the Biel-Tan emphasis on thehRatthe
Warrior has produced a proportionately higher nunadbé&hoenix Lords and the formation of the Phodthist.

The Phoenix Host does not have a fixed cost otovcdPoint value. After you purchase the Compamwele
Phoenix Host card you must purchase any three aafrdsspect Warriors (they may be the same onesllor a
different). These troops become part of the Phoklioist and are no longer considered Support Cards.

Add a Phoenix Lord stand to each detachment okeé&tsjVarriors. These stands take on the exact same
characteristics as the Aspect Warriors, with théitexh of the Command and HQ abilities. The conmgdePhoenix
Host will consist of three detachments, each watlr fAspect Warriors and a Phoenix Lord of that typeide the
total cost by 100 and round up to determine thedvycPoint total.

Example: | purchase a Phoenix Host (200 points), two cafdBark Reapers (250 points each) and one of
Howling Banshees (150 points). The Host costs 8&ftp and is worth 9 Victory points. It consists tafo
detachments of a Dark Reaper Phoenix Lord & fourkdReaper stands, and one detachment of a HowlangBee
Phoenix Lord & four Howling Banshee stands. | mawradd one Special and five Support Cards to thet.Ho

lyanden

This Craftworld was once the largest of all El€@aftworlds and its people the
most numerous. lyanden was also the scene of ther&first encounter with the Tyranid -
the all-consuming, locust-like alien menace. Ergll@aves of Tyranid warriors swept over
the Craftworld, each eventually beaten by the Ehlldrat a progressively higher cost. The
Tyranids’ psychic warp blockade disabled the Craftds warp tunnels and prevented the
Eldar from summoning help from other Craftworlds & last, desperate gamble, the Eldar
decided to wake their dead to repel the invadehg &ncient Spirit Stones were removed
from their resting place and installed into anirdafeghting bodies called Wraiths and
Ghosts. The Wraithguard and Ghost Warriors turheditle of battle and the Tyranids were
beaten back, but it was a hollow victory for lyand&heir once-proud world stood in ruins
and four-fifths of the inhabitants lay dead inststtered halls. The Craftworld and its people lhegh dealt a blow
from which they could never recover.

Since their awakening, many of the lyanden spidtriors have gradually drifted back into the slambf
death. Their Spirit Stones have been re-implantéal the Wraithbone core that forms the psycho-acsikeleton
framework of the Craftworld. However, many linger wakefulness, driven by anger and a burning ddsire
vengeance. These metal-bodied heroes of long agdorahe call of battle and a chance to ventthvaiath upon
the enemies of their race.
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The lyanden Eldar are on the brink of extinctiand they rely heavily on Wraithguard and Wraithtnd
their warhosts. This reliance on the dead has gnsnto an increase in the numbers of psykersiaisad in
raising the souls of the Eldar from where theydesh the Infinity Circuit. These necromantic pssggk&nown as
Spiritseers are adept at communing with the sdulseodead and act as a node for the spirits roused

Special Rule: lyanden Craftworld

If you run lyanden Craftworld you may field the &ith Host, composed of a Warlock, two Wraithguard
and two Wraithlord detachments. It may not fielda@lian Hosts as there simply arent enough livimigntry to
balance out the risk of fielding them without Faldeansports.

Saim-Hann
Saim-Hann was one of the first Craftworlds to fileem the Eldar home worlds as the
Fall approached and it still retains many ties wite Exodites who preceded them. This
% Craftworld is renowned amongst the other Eldar aslightly wild and dangerous place.
Whereas the other Craftworlds have long-since dgesl the Eldar Path as a means of self-
control, in the Saim-Hann Craftworld the Eldar Piatfollowed in a less formal manner. It is as
if the people of Saim-Hann have a thin veneer afaElways, covering the wild and carefree
Eldar of old. Other Craftworlds regard this as vdangerous, because these are the very traits
which led to daemonic possession, the invasior@haios and the original Fall of the Eldar.
Some Eldar even regard the Saim-Hann Craftworld asst of wild barbarians living
at the edge of Eldar society. However they are ghowf, the raucous, boastful warriors of
Saim-Hann are skilled jetbikers and aggressive,il@dtnops. The speed and power of these
barely-controllable machines is a symbol of warpoowess, with young pilots determined to
out-do each other in battle. The most famous of 3aen-Hann are the Wild Riders who go into batttBng
Jetbikes and Vypers, excelling at swift raids.

Special Rule: Saim-Hann Craftworld

If you run Saim-Hann Craftworld you may field thénd Rider Host, composed of two Vyper Squads and
three Jetbike Squads. On the down side, you mafieldtthe Tempest Host as your soldiers are fargager to ride
their high-speed jetbikes into combat to tie thdwesedown into a large, cumbersome target. Youatse reluctant
to field the Phantom Titan Host, preferring the Benafaster and more agile Revenant Scout Titalaswr Warlocks
and Farseers may be mounted on jetbikes for na exgst.

Ulthwe

Ulthwe is the most overtly militaristic Craftworldts people have long been
accustomed to warfare, for Ulthwe is situated pesly close to the Eye of Terror.
Constant warfare has hardened its people - nothesAspect Warriors, but all of Ulthwean
society. The need for vigilance in the face of tlggeatest enemy has led to the creation of
a standing force of Guardians known as the Blackr@eans of Ulthwe, after the color of
their uniforms. Thanks to this large force of penematly mobilized troops, Ulthwe has
survived almost constant warfare for thousand<safsy.

Among the Craftworlds, Ulthwé is known for the mEldar who follow the Path
of the Seer. The Ulthwé make the claim that thegdnineir numerous Farseers to keep
watch for the many and varied guises of Chaos,tiage from other Craftworlds often

claim that it is the Eye of Terror itself which h&snted the inhabitants of Ulthwé and exaggerabedt psychic

potential. Of all the Craftworlds, Ulthwé interferéhe most in the affairs of other races: theirkpsy can foresee
future events with a greater precision and forrgér duration than those of other Craftworlds. Beer Council is
constantly diverting the course of history to thewn ends, with warriors from Ulthwé frequently hgisent on

missions to subtly alter the balance of fate inlésthat will ultimately concern their home.

Special Rule: Ulthwe Craftworld
If you run Ulthwe Craftworld you may field the Bla Guardian Host, which is four Guardian Detachmment
for the price of three.
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Dark Eldar

"I will never forget what | saw at Obsidian Statiohhe bones of five thousand brave men lay scaltere
about the winding corridors. Their blood was sligkon the walls and floors of the dormitories. Themmards were
hung from control panels like grotesque decoratiohsome insane celebration. But not a single skal to be
found; all taken as sick trophies by these despécatiackers."

Inquisitor Absolvus

Not all Eldar were slain in the Fall, and not @Haftworlds escaped the corruptive touch of the Wéior
decades the Imperium did not distinguish betweervtrious Craftworlds, attributing to all Eldar thecounters of
blood-thirsty raiders that left only the dead amudritbly mutilated behind. Over time it became amggpérthat only
certain factions of the Eldar were responsibletiier savage reputation of the Eldar. Those piratae wermed the
Dark Eldar. Though they claim themselves to be aenself-aware counterpart to the Eldar, many Eld#irdeny
that such treachery is in their true nature. THaintthat these vile beings were created from thgldar who were
weak of mind and spirit and inadvertently allowée tChaos in, which lead to the destruction of theaiE
civilization. Now that they have been corruptecerthis no salvation for them. As such, there igréense and
unceasing rivalry between the Eldar and the DadaEl

Dark Eldar are war-hungry, bloodthirsty self-sagvisadists. They respect nothing but themselvesaead
utterly ruthless, and they take a positive delightthe infliction of pain and misery. They are fastinning,
diabolical and steeped in mystery, as those ndgdkibutright by their hideously effective weaporase taken
captive and vanish into the vast, dark Craftwordeere murder, slavery, torture and casual violeareethe only
law. Countless untold horrors await those who arkiaky enough to survive the initial assault. Thioug few
soldiers have managed to hide or escape theirndatthey usually go mad from lunacy or diseaseaBse of this
is thought that the Dark Eldar coat their bladeshim most vile biological and hallucinogenic toxinsaginable,
insuring that if a swipe of the blade does not earsinstant kill, the victim will eventually dieavay.

Special Rules

Army Construction: Dark Eldar armies must purchase either an Arclzomdle war leader) or Archite (female).
This card does not count as a Company Card andnamiageceive Support Cards of it's own, nor dodske up a
Support or Special Card slot. You may only buy anehon or Archite.

Combat Drugs: Many Dark Eldar troops use drugs to artificiallydst their already finely honed abilities. Roll 1D6
at beginning of the game for each detachment dtative Combat drugs:

D6 | Effect
1-2 | Triple normal move on Charge Ordefs
3-4 |+1 CAF

5-6 |Unit becomes Fearless

Prisoners: The Dark Eldar almost always take prisoners dutirgyr raids. When a unit in Close Combat with the
Dark Eldar is broken and failsstMorale check, roll a D6 for each stand still in base-to-base contact with a Dark
Eldar stand in the End Phase: on a roll of 4+ the stand is taken prisoner (removed) and the Dark Eldar player is
awarded 1 Victory Point.

Shadow Field: Surrounding the unit wearing it in a dark miasma of energy, a Shadow Field absorbs the energy of
any hitsinflicted, making protected units almost immune to any damage. Shadow Fields are identical to Holo-fields.

Webway Portal: Thisis a mobile form of the portal used by the Dark Eldar to link together places via the webway.
The detachments of the Company card it is assigned to act as teleported, along with any detachment taken as
Support card of that company. The Webway Portal may be activated at the start of any Orders phase: place a
Barrage template on any point of the table and scatter it twice, determining the final position of the portal. All
teleporting units exit from the portal in the subsequent Compulsory Movement phase, and must be placed within
5cm of it. Though considered teleported units, they can be assigned any order. Only one Webway Portal may be
taken in aDark Eldar army.
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Special Units

Archon/Archite: Dark Eldar thrive on domination and power, andsthaho ruthlessly use a combination of fear,
blackmail and random violence will quickly rise pmsitions of authority. These Dark Eldar Lords lgadir
servants into battle in the search for slaves andssleaving worlds in ruin and a mountain of deéadped in their
wake. Dark Eldar Lords are protected by a poweshihdow Field (unlike the normal Shadow Field, tmie grants
the Archon/Archite a 5+ fixed save). Archons ammed with Soulseeker ammunition that ignores cokechites
benefit from a special 4+ fixed save in Close Cotnba their years of experience in the gladiatosi@nas of
Commorragh enables them to avoid their opponetsidbwith ease.

Banshee AA Raider:This is a rapid-fire Anti-Aircraft gun mounted orRaider.

Beastmaster: Beastmasters are a sub-sect of the Wych cult fgat fgainst wild creatures in the arenas of
Commorragh. The Beastmasters use Combat DrugslWays get the Triple Charge rate result in ordealtow
them to keep up with their pack of Warp Beasts.

Combat Barge: The most powerful Archons and Wych Archites areghpreme lords of their respective Kabals.
They always ride converted Ravagers with a powehddow Field along with their retinues. The Contkeatge is
a Skimmer, can carry 2 infantry stands and is aendfopped Vehicle.

Dark Warlock: Dark Warlocks are powerful psykers and use de&dlychic powers to support the Dark Eldar
advance. A Dark Warlock may use one of the follayyimwers once per turn:

1) Shadowed:This power enables the psyker to hide one DarlaiGlfantry detachment or model within
50 cm. The shadowed units appear to flicker in @udof their shadows, thus making them more diffitmi hit or
fight them in Close Combat. The effects last uitd End Phase, and all enemy units must first4lin order to
shoot at shadowed units, and even if successfyl tigst do so at -1 To-Hit. Shadowed units in Cl@zanmbat
receive +2 CAF.

2) Shroud of Darkness:Target one detachment within 50 cm and line dftsi@n a 4+ the unit cannot fire
any weapons or enter Close Combat this turn. Ifaffiected unit attempts to move, roll the scatierfdr direction
for each model every 5 cm, with a “hit” indicatingovement in the desired direction. All direct faismed at the
shrouded unit is at —1 To-Hit. This is an ethepsaichic power.

3) Death Grip: The Dark Warlock may attack any model within 25 iange and line of sight. On 4+ the
model is destroyed, with no Armor Save allowed.t&miith active Shields (any type) are unaffectad,ibthere are
no shields then the crew of the unit is reduced Thit may not move this turn and suffers a -1 Topenalty for
the rest of the game. This is an ethereal psyahieep.

Dracon/Dracite: Dracons and Dracites lead the various Kabals itieb& hese officials will protect their Lord in
battle but, as the Dark Eldar are an evil and pewergry race, a Lord requires a retinue to alsdgatchim from
his own followers nearly as much as they are reguio shield him from the enemy! Dracons are armvét
Soulseeker ammunition that ignores cover, and litefn@fn a special 5+ fixed save in Close Combattha®r years
of experience in the gladiatorial arenas of Comaghrenable them to avoid their opponents’ blows wése.

Enslaver Raider: The Enslaver is a diabolical vehicle used by thekBddar to capture slaves. Like all Dark Eldar
vehicles it is a skimmer, fiendishly fast and wgakimored. The Enslaver is armed with a Net-thromeich fires a
net of psychoactive Wraithcrystal fibres. The nemtains a psychic charge which renders anybodyhtaungide
inactive without causing them any physical harng te Enslaver then moves to the netted victimshands them
inside to be transported away.

The Net-thrower fires an individual web templatee(Doomweaver template): take one template arakpla
it over the intended target anywhere within LoS eamtge. Roll a Scatter die, and if you roll an artbe template
scatters 1d6cm it the arrow’s direction. Placetémeplate number-side up in the location indicatétth the number
1 printed on it towards the firing model, 2 othemplates are placed joining the original templatesandom edge
determined by rolling 2d6 (if you roll the same edwvice the second template is wasted). Anythindeurthe
templates is hit on 4+, but is only effective omalyainst infantry. Since the reetharge is psychic, Psychic saves
apply but armor saves do not. Place any stand hit upside down and it can neither move nor fire until end of battle. If
any Dark Eldar unit moves into base-to-base contact with a netted stand, it is captured and counts as a prisoner (+1
Victory Point each).

Grotesques:All Dark Eldar take pleasure in suffering, especially in the infliction of pain. Some Grotesques have
become so obsessed by this need for torture that they have turned on their own bodies, others are less happy about
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their twisted, manipulated flesh, having fallerthe Heemonculi for some slight, real or imaginecbt€sques cause
Fear and are Stupid.

Haemonculus:Haemonculi are experimenters and torturers beyonapare. They treat the infliction of misery and
death as the highest of arts, gleefully producihgrases of screams and taking delight in every celaof
discomfort and woe. Haemonculi carry arcane Cresildf Malediction that contain the trapped anduted souls
of psykers. Any non-Dark Eldar psyker that atteniptsise a Psychic power within 50 cm of a Heemorscotust
first roll 4+ or die horribly.

Hellions: Mounted on multi-bladed skyboards, Hellions sweemrm from the sky screaming chilling battlecries.
They delight in surprise attacks, using their spaed specialised weapons to strike quick and Hbet, moving out
of range before the enemy can turn their guns emthHellions always use Combat Drugs before batilée
Hellion skyboard confers a 6+ ‘jink’ save (alreddgtored in the unit’s stats).

Incubi: None can tell what the true aims of the Incubi &e.the surface their only need appears to be lexgéh
their martial skills. It is claimed that they batilvith each other, to determine their position inittheir own ranks:
the victor of each deadly duel given the privilegeaking the weapons and armour of their oppongatme have
even challenged the Dark Father himself, but whethey won or died, none can say. That they haweesbidden
plan, some unfulfilled agenda, is without doubt.aléver their reasons, no Dark Eldar Lord worthrof thought is
without a force of this incredible warriors to pgot him. They guard as much against the machimatidrthose
within the Kabals as attacks from enemies on tlielfiald.

Mandrakes: Mandrakes are the most malevolent of the Dark Elola@ying on their own kind from the shadows of
Commorragh. On the battlefield they move aheadh@fmain force, spreading terror and confusion. Thee both
Infiltration and Stealth.

Raider: Dark Eldar vehicles are highly technologically ade@ad, as evinced by their sleek, fast Raiders. &jua
mounted on Raiders sweep across the battlefieltindasswiftly from one fight to the next, never witag still long
enough for the enemy to bring sufficient force éstoy them. The Raider is a Skimmer, can carnféniry stands
and is an Open-Topped Vehicle.

Ravager: Ravagers are variants of the Raider. Mounting allgeaattery of heavy weapons, they are the bane of
tanks and other vehicles across the galaxy. Comdpiaimazing speed with awesome weaponry, they csity ea
outmanoeuvre and blow apart the lumbering vehiolesther races. The Ravager is a Skimmer and am-Ope
Topped Vehicle.

Raven Interceptor: The Raven fighter allows the Dark Eldar to easayget enemy armour, which it then destroys
with its Dark Lances, reducing the risk of exposihg fragile Raider transports to fire from enengnis. Once all
enemy armoured units are destroyed, the Ravenstiygports the attack by strafing enemy infantry fpmss$ with its
Long-barrelled Splinter Cannon.

Razorwing Fighter-Bomber: The Razorwing is often used to suppress enemy tiyfamith its Splinter Cannons
and pin the survivors with its Horrorfex to allohet Dark Eldar ground forces to finish the job. Rezorwing is
also equipped with Dark Lances should the Raideedradditional anti-armour support. The dreadeddtiex
fires a devastating Psychic barrage. Place the Gecnplate within line of sight, and if any modelsder the
template are hit, the entire unit’s detachment npasts a Morale check or go on Fall-back orders. diteek is
modified by -1 for any models hit in excess of o8mce the Terrorfex produces psychic hallucinatj@succesful
Psychic save by any member of the unit negatesdbd to make a Morale check.

Reaver Jetbikes:Riding ultra-fast jetbikes, Reavers combine speitld @xcellent close-quarter fighting. They race
ahead of the main Dark Eldar attack, slicing throegmemy squads without pause. Reaver Jetbikess piftdén
assume Combat Drugs before battles.

Scourges:On black pinions, Scourges drop from the skiedr theavy weapons unleashing a hail of splinters and
pulses of dark energy. They attack wherever theggd, striking where least expected, using theigsvto quickly
retreat or drive forward depending on the enemiyngjth.

Shadow Raider:An anti-Titan Shadow Cannon, mounted on a Raiddmaatected by a powerful Shadow Field.
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Shadow Spinner: The Dark Eldar employs one type of titan to addgbuto their raids, the Shadow Spinner. Its
main weapon is the Shadow Weaver (which uses the sales of the Eldar Doomweaver). It is also egegwith

a Disintigrator, a pair of Dark Lances and a Sha#&@ld generator for defence. The titan is very &l can dodge
incoming shots when moving quickly. To reflect thien on Charge orders all shooting suffers -Hitqenalty
against it.

Talos: Constructed by the insane Haemonculi, the Talogdi®adnaught-sized torture device that sweeps athes
battlefield on anti-gravitic motors, latching onite foes and incarcerating them within its armaduskell. The death
spasms of those captured propel the Talos towts@méemies as its unique sting wildly spews deatilidirections
and its many-bladed arms cut through armour ane oth lashing blows.

Warp Beasts: Spawned from the bloody nightmares of mortals, \Bepsts are death and pain embodied. They are
voracious predators who will attack anything thap énd. It is the task of the Beastmasters tolcHiese creatures:
fight against them in the arena or guided them lpatttle and unleash them upon the unwitting foetp\Beasts on
Charge orders are allowed to move up to triplertbasic movement distance.

Warriors: Dark Eldar Warriors attack rapidly, killing or cgfing those who oppose them. They then drag off any
survivors back to Commorragh, to be tortured adiédciat leisure. Squads mounted on Raiders swegpsathe
battlefield, darting swiftly from one fight to theext, never staying still long enough for the enetmybring
sufficient force to destroy them.

Wyches: Ruled over by their Succubi, Wyches spend thegdiperfecting their skills in gladiatorial combgew
survive their first duel, but those who live leauickly. A Dark Eldar Lord with sufficient meansrchire these
highly trained warriors to accompany him into bgtppromising great rewards for those whose fightiisplays are
most pleasing to watch. Wyches always assume Cobhags before battles. Wyches are the deadlie€tlo$e
Combat adversaries, and have a special 5+ fixeglisa@lose Combat.
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Eldar Knights

Long before their counterparts existed for thedngd armies, the Eldar had one-man walking machofe
destruction: the Eldar Knights. They are fast-mgyipowerful war machines thirty to forty feet talgntrolled by a
single warrior. They fight on battlefields througitdhe galaxy in the service of both Eldar and Ebtezd Recruited
from feral worlds where lesser versions of thesehimes are used to herd mighty Megasaurs, Knigtkts to the
field of war alongside other members of their ndlalmilies. With their devastating psychic and shtakces, the
mere gaze of a Knight can bring death to its enemie

Each Eldar Knight suit contains a spirit stonechkhécts as a psychic buffer and stores all thespieelings
— his passionate excitement and desire to satiatedrk side of his nature. When the pilot leabessuit it is like
waking from a bad dream, which quickly fades frommory leaving the Knight free to pursue other tagissthe
suit is passed on from Knight to Knight the spsibne stores all the experiences of previous weargrese
experiences create a personality for the machinehnis shared with each and every pilot. When thee |Eldar
pilot links to the Spirit Stone, he becomes partn@chine-warrior that has been fighting a consiaat for
thousands of years. The whole machine, pilot inetljgpulses with the desire to destroy and sheddbldbe spirit
stones in Eldar Knights are often ancient artifalaing back to the time of the Fall and contaim $buls of many
long dead heroes. This makes Eldar Knights strahgeacters often speaking in archaic tongues dedrirey to
past ages with unnerving familarity.

Special Rules

You must buy at least one each of the Knight, Bede and Jetbike Hosts.

Support Cards are restricted to the following:aElKnights, Guardian & Defender Detachments, Jetik
Vyper Squadrons, Bright Lance Batteries and Warkéfal

Special Cards are restricted to: Warlocks, Padlkfis, and Harlequins.

Special Units
Eldar Knight Host: Lots of Knights, cheap.
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Exodites

As the Eldar civilization neared its collapse, @mber of Eldar groups denounced the easy decadence
offered by Chaos and abandoned the homeworldsserias of migrations they called the Exodus, réfgrto
themselves as Exodites. Those who joined the Exodore from all levels of Eldar society but wereteahiin their
determination and powerful will to survive. For thmst part they headed eastwards across the galsxgr away
from the main concentration of Eldar worlds as tleyld reach. The Exodites were aware of the dangér
indulgence and hedonism, so by choice they seleeteldls where their life would be hard so as toidhe trap of
sloth. To a great extent this suppressed the rdfldar character of intense emotion and intellact] did indeed
save them from the Fall. Among the Exodites, thenigity of the Eldar nature is expressed as a galeyalty to
their individual clans and a strong determinatiomat¢hieve their objectives.

The struggle for survival on these worlds was @dlggrim. To enable them to deal with the harsh
conditions, some Exodites converted the sleek wachines they had brought with them into tall waskehich
they piloted across their new planets, tending si@fdgigantic animals called Megadons. A ruling ricar elite
gradually developed a system of status and honarhwis now known as the Eldar Knights. Other Exeditcieties
have reverted to near-barbarism, following the femdross the plains in an endless hunter-gatheisteece,
concealing their advanced technology behind a gisienlifestyle.

Over time, the Craftworlds sought out the Exodéed offered them a place on board. The Exodit&#yco
told their Craftworld brethren that they preferredstay where life was simple if harsh, and thegdas were
obvious. Though the Craftworlds and Exodite colsrii@de with one another, the Exodites still mamthat the
easy lifestyle on the Craftworlds is dangerousbselto that which brought the downfall of theireac

The Craftworld Eldar regard the Exodites as cuatid rather simple folk, vigorous and wild in aywhat
is quite unlike their own introverted societieseTEldar Path determines the way of life for allf@varlders but not
for the Exodites. Because of this they seem wild imdlividualistic, more independently-minded andextturous
by far than their cousins. More importantly, Exed#ocieties are more rigorous and physical thasethad the
Craftworlds. Where the Craftworlds cling to the fpasd preserve all they can of their fallen cidlipn, the
Exodites have turned their backs upon ancientttoadi in favor of a simpler and harder way of lifdeir minds are
tougher and more straightforward but not so sudtié perhaps ultimately less powerful than the @Gatd Eldar.
However, they have survived, and of all the Eldh&ytseem most likely to continue to do so.

Special Rules

Laser Lance: Laser Lances can be discharged upon physical dpnmtaaking it ideal for a close pass: models
charged are destroyed and removed from play onraltlé6f 5+, and this takes place before Close Catnalice are
rolled. This attack is ineffective against targetth an Armor save.

Wraithbone Shield: The Wraithbone shield has been psychically imbwét a protective field by an Exodite
Visionary. The shield grants a 6+ fixed save to thedel wearing it. In addition, if the model is hiy a laser
weapon and a 6 is rolled for the unit's save, tloavbs reflected back on the attacker.

Scouts: If Exodites are your Core Army and it contains &xodite Scout units (Lethosaur and Raptor Knights),
roll a D6 for each such unit before the game antseh the following table. The Exodite player chemshe result
he wants deems most fitting.

Roll | Result

1 The scouts have scouted the forthcoming battlegto@mce terrain has been placed, you may place (or
rearrange) one additional area of wood or jungle.

5 The scouts have located a favourable battlegroandni area in the enemy line of advance. You may
rearrange D3 pieces of terrain before rolling fepldyment zones.

3 The scouts have reported on the enemy plans anmdfgaes are prepared. You have the Initiative foa|t
first turn of this battle.

4 The scouts have located enemy heavy units. Theyenamt deploy all titans & praetorians first.

5 A random enemy Infantry, Cavalry, Walker or Vehidetachment may not be deployed as normal. It will
arrive at the start of the second turn from theoognt’s table edge (on either Advance or Chargersjd

6 As 5 (above) but the Exodite player chooses thealaés (infantry, cavalry, etc).
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Special Units

Baron: The Baron will be either the lord of a territory, @ member of his family, often a son eager to erov
himself. The Baron does not simply lead the arngyotvns it, as it consists of his retainers andrtenan his land.
The forces at his disposal are not only a symbdii®ktatus, but also of his wealth. Barons carcgser Lance and
a Wraithbone Shield.

Fusiliers: Fusiliers are the levied troops employed by thedi®s. In civilian life they are tenants on the &ds
land and are obliged to repay him by fighting ia &imies whenever he deems it necessary.

Warriors: Warriors are the close combat infantry troops of Brodite War Host, comprising warriors and hunters
of the general populace, travelling to battle at¢bmmand of their ruling Baron.

Cavalry

Dragon Knights: Knights are trained soldiers in the service of aobBaln combat, Dragon Knights are mounted on
the commonest and easiest to control riding beastthey have not been trained with more specialisednts.
Dragon Knights carry a Laser Lance and a Wraithifgimeld.

Lethosaur Knights: Lthosaurs are smaller Dragons which typically ttawe all fours. They are ridden by scouts
who need to get close to the enemy but avoid doestact.

Raptor Knights: Raptors are extremely agile bipedal insectivoragd enough for a rider but lightly built. They
are the most common scouts in Exodite armies, am@lao used extensively as fighters due to thdéitkgreflexes
and vicious temperament.

Pterosaur Knights: Pterosaurs are the only true flying creatures ostraxodite worlds. Pterosaur Knights are
sometimes used to scout terrain other scouts h#fitly crossing, but are more often employedstwoop down to
provide support where necessary. Pterosaur KnagetsSkimmers and may Deep Strike to the battlefield

Dragoons: The Dragoons are formed from the finest soldiera Baron’s Household. They are typically employed
as line-breakers, but even at range they are fewrséiring armour-piercing Plasma Carbines. Dragooarry a
Laser Lance and a Wraithbone Shield.

Visionary: Exodite Visionaries have the power of the spiritdheeir disposal and are amongst the most potent
psykers in the galaxy. As a race highly in tunehvgisychic energy and naturally reverent of theitspaf the dead,
Eldar of all races hold the Exodite Visionariesawe. The Visionary wears a Spirit Armor fashioneahf the
World Spirit's own Wraithbone-structure that grahim a 6+ fixed save. A Visionary may use one ef fillowing
powers once per turn:

Executioner: The Visionary projects his own spirit away frons biody and launches an attack against his
enemies. Nominate one enemy stand within 50 cre @insight is not necessary) and immediately feghtund of
Close Combat. The spirit is an ethereal psychicktivith +4 CAF. Even if the spirit loses the eneooynts as
having already fought a round of close combattilis. Make any psychic saves before the Close Comba

Fortune: The Visionary looks into the near future to forsehere the enemy will attack. Nominate one
Eldar unit within 10 cm of the Visionary. This umitay re-roll any failed Armor and To-Hit rolls uhénd of turn.
The unit may not re-roll Close Combat results.

Heal: The Visionary can attempt to repair the bodies atpad patterns, and gains the Medic ability until
the end of the turn.

Walkers

Scout Walker: Among the Craftworlds the Jetbike is used for sioguand fast attack. However, Scout Walkers are
able to withstand the sudden whirlwinds that saioss the grassy steppes and negotiate the tamgikigrowth

of the forest. It is more lightly armed than the Malker and lacks its protective energy field. §;iiombined with
it's speed, make it ideal for hit-and-run attaddedels: War Walker models from the GW Eldar sprue.

Vehicles

Vyper Carrier: The Vyper Carrier is an adaptation of the Vypet thas created out of necessity by the Exodites,
imitating the similar Venom transport used by tharlelquins. The gun cradle has been replaced witlopsm
transport deck, creating a light transport.
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Dragon Serpent: Dragon Serpents are re-fitted Wave Serpents thet baen traded with Craftworld Eldar and are
highly difficult to maintain in the harsh conditislof Exodite worlds. They follow the same ruled\é®ve Serpents.

Light Artillery

Heavy Wapons Travois: An Exodite Travois is an anti-grav platform which pulled by a Dragon mount. A
Travois is used in a unique way by the Exodites:weapon is rapidly deployed, a shot fired and thenweapon is
moved again.

Hellbenders: The fire-breathing Hellbender lizard (named thea8wnder by Imperial troops) holds great
significance in Exodite myth, having much in commaith the Dragons prevalent in traditional Eldagded. Its
breath has enormous destructive capabilities, iratimg) unwary targets. The breath attack uses tleerlo Cannon
template: units affected are hit on 4+, ignoringero

Knights

Exo-Suit: Exo-Suits are used by Exodite Barons both for mgrdiragons and to joust with one another. The Exo-
Suit encases its wearer in a Wraithbone strucesembling a dreadnought, though usually more stezuale taller
even than the Eldar Wraithlord. The Star Lance lwarired in two ways: single target fire or mublirget fire. If
firing in single-target mode fires multiple volleggainst one target, inflicting D3 hits, each with TSM. If firing

in multi-target mode, place a Barrage template iwitange and line of sight. Models underneath dre a 4+
with —2 TSM. Although this weapon has an optionusfng a Barrage template to resolve an attackarinot
damage buildings. Exo-Suits carry a Wraithbone I8hie

Superheavies
Megadon: Megadons are massive, stocky herbivorous reptiteedites are using these species because of the
relative high intelligence of the animals. The Maga responds to simple commands from handlershiovadah on
the creature’s back. The military applications wéls a beast are obvious, and in combat they matedlert mobile
heavy weapon platforms, combining long range artilicapability with fearsome close combat abil®ne problem
with the Megadon is that they are just animals, intidey get badly hurt or alarmed, they will ndivays react as
the handlers may wish. The Psychic Blaster usesnfieeno Cannon template: units affected must meakédorale
check or be destroyed.

Bloodlust: A Megadon is driven mad by the sounds and sméllslamnd and battle. Roll a D6 in each
Orders Phase, and on a 1 it must be placed on €landers and will charge the nearest enemy.

Carnosaur: The largest of all the Dragons ridden by the Exaxis the Carnosaur. The Carnosaur is over 10 snetre
tall and is a terrifying sight to behold. A feroa® predator, it hunts down its prey and kills withonercy. The
beast walks on his powerful hind legs, and usedatig tail to balance, which means that tht Caanposan move at
an astounding fast speed. The Dragon has a lapgjiare head and its long teeth are sharp enoudbanflesh and
bone with consummate ease. Carnosaurs are used@sunits by the Exodites, mounting two bravengas upon
the fearsome lizard’s back and charging it intonepéines to cause massive destruction and carnage.

Bloodlust: A Carnosaur is driven mad by the sounds and smélldood and battle. Roll a D6 in each
Orders Phase, and on a 1 it must be placed on €l@nders and will charge the nearest enemy itean s
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Harlequins

The Harlequins are followers of Cergorach, theaBGtéarlequin. Harlequin Troupes
are formed from all sub-races of the Eldar and vearkrough the Webway from Craftworld
to Exodite world to Dark Eldar hiding places. Thalpne have complete knowledge of the
Webway and the location of the Black Library deejhin, for they are the keepers of the
terrible secrets about the Fall and the true naitii@haos. Harlequins are warrior troubadours
whose carefully constructed Masques and imprestispdays of mime and acrobatics tell the
many strange stories of Eldar mythology. They waantic Holo-suits which are able to shift
both shape and pattern. They never show their feeas but conceal them beneath their
masks, which are said to reflect the worst nightsaf those who gaze upon them.

All Harlequins must undertake a mysterious tri@own only as the Ritual. This is
said to free them from the Great Enemy, which iy WMarlequins have no fear of death and
need not wear a Waystone. This is also why theddarhs can roam the Webway at will

without enduring the soul-draining which afflictetother Eldar who spend too long exposed to thepWa

Special Rules

Blessed:In Close Combat, Harlequins receive the blessinthe Laughing God. To represent this any Infantry
stand may re-roll their Close Combat dice, and $tand engaged by multiple enemies it may takedh®ll for
each individual engagement.

Daemon Hunters: All Harlequins hate Chaos and Slaanesh for whapéiaed during the Fall, and they are immune
to any Morale effects caused by Chaos or Warp grest

Holo-suit: Rather than physical armour designed to absorls sfwed blows, Harlequins rely on a sophisticated
Holo-suit to misdirect the enemy. This translategshe ‘Hard to Hit' ability, and all direct fire iat a —1 To-Hit
penalty. This benefit does not apply if the uniiriscover or against weapons which normally igncoger. The
Holo-suit is also useless against ethereal psymhicers and attacks that use a template.

Special Units

Great Harlequin: Great Harlequins, also known as Avatars of the béng God, are the overall leaders of a
Harlequin Troupe. During a Masque, the Great Haileeplays the part of the Laughing God. Some Great
Harlequins wear long coats to indicate their ran#t earry lightweight batons, which unfold into adlbearing the
symbol of the Troupe. These are commonly lefta$ing cards on the battlefield.

All Great Harlequins choose one of the following Masks to wear for the battle:

1) Dread Mask: The Dread Mask contains a psychic pickup which detects the worst fears of the wearer’s
opponent and amplifies them ten-fold, sending him running in terror. All enemy units within 10 cm of the Great
Harlequin suffer a-1 Morale penalty. This ability does not affect Al units.

2) Mask of Fear: This Mask incorporates a holographic generator that projects images of monstrous faces
and daamonic visages, intensified by a short-range psychic field which increases their opponent’s sensitivity to fear
and despair. The Great Harlequin causes Fear.

3) Rictus Mask: The Rictus Mask projects an aura of death, filling those nearby with an amost
uncontrollable urge for morbid self-preservation. At the beginning of the Orders Phase, pick one enemy detachment
within 10 cm of the Great Harlequin. Unless it passes a Morale check it may not be given orders this turn. This
ability does not affect Al units.

Death Jesters:Death Jesters are the heavy-weapon specialists of the Harlequin Troupe, able to carry a variety of
exotic and deadly armaments. However, Death Jesters are just as skilled in Close Combat as any Harlequin, and
many a foe has charged a Death Jester and been cut down for their ignorance. When Harlequins take to the stage,
Death Jesters take the part of Death, performing daring stunts of escapology and risk. Their masks are skulls, and
they are noted by other Eldar for their ironic and morbid sense of humour.

Bio-explosive ammo:These specially modified shurikens contain a potent venom which overloads the
target circulatory system, causing blood vessels to violently erupt. Targets slain by the Bio-explosive ammo
explode! Place a Barrage template over the dead model: units affected are hit on 5+ with a 0 TSM. Bio-explosive
ammo inflict D3 wounds against Multiple-wound creatures. Regenerating creatures explode in the End Phase if they
fail their Regeneration roll.
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Harlequin Jetbike: The most extravagant Harlequins ride to battle ighliz decorated jetbikes. Decked in flowing
pennants and ornamented with symbols of the Lagglind, they are the most lavish and colourful umit&a
Harlequin force.

Mimes: Harlequin Mimes play mystical and deemonic rolesigishovement and gesture only. Even in everyday
life, Mimes rarely speak, communicating among thelires by Lambruith, their system of hand-signatsisl|
customary for Mimes to go in advance of a Masqu@rupe to announce their arrival. Frequently teayply
appear on a Craftworld or elsewhere, without anykmewving how or when they arrived. This skill isalused in
warfare, opposing commanders suddenly and unacgolyntinding a Harlequiricaling card' in their command
centres are typical examples of the tactics used by Mimes to undermine enemy morale.

Shadowseer:Shadowseers are psykers vital to the Masque, playing the roles of the storyteller, or more commonly
the roles of fate and fortune. They are powerful psykers, and their abilities are every bit as great as the Farseers of
the Craftworlds, although their abilities are not prophetic: Shadowseers utilise empathic and telepathic abilities to
confuse and disorientate their foes, literally placing false images and contradictory thoughts in their minds. A
Shadowseer may use one of the following powers once per turn:

1) Misdirection: The Shadowseer reaches into the minds of the enemy, baffling them with psychic
messages. During the Movement Phase, target an enemy infantry or cavalry detachment within 25 cm and line of
sight. If the detachment fails a Morale check, the Eldar player may activate and move them according to their orders.
This counts as the Eldar player’s activation, but the misdirected detachment still belongs to the opponent. Thisisan
ethereal psychic power.

2) Turmoil: Reality ripples all around the Shadowseer, pushing his enemies away from him. All infantry,
cavary and walker-class models in base-to-base contact with the Shadowseer must make an Armor save or be flung
D6 cmin arandom direction. Stands moved in this way may do nothing for the remainder of the turn.

3) Veil of Tears: The Shadowseer uses his powers to remove his fellow Harlequins from the enemy’s
thoughts - their eyes may see the Harlequins, but this never actualy registers in the mind. Pick a Harlequin infantry
detachment within 50 cm and line of sight, and until the end of the turn it gains a 4+ fixed save.

Solitaire: The Solitaires roam the Webway seeking out Eldar they believe can survive the sacred Harlequin Ritual,
and take them to the Harlequin bands. It is said that the oldest and most powerful Solitaires become the dreaded
guardians of the Black Library. It is also rumoured that Solitaires live unknown amongst other Eldar and those who
have met them realise many years later that they met the Laughing God himself. The Neuro-Disruptor carried by the
Solitaire uses the Stream of Corruption template, and units affected must make a Morale check or be destroyed.

Domino Field: A D-field creates an even more complex distortion pattern than a normal Harlequin Holo-
suit, shattering the wearer’s image into a cloud of blindingly bright shards of multi-coloured light. A model wearing
aD-field gains a 4+ Fixed Save that applies even in Close Combat, and functions as a Holo-suit as well.

Venom: Much of the Webway cannot be traversed by large vehicles, and so the Harlequins make wide use of the

Venom. The Venom is a modified version of the Vyper war machine used by the Craftworld Eldar, incorporating an
open transport deck instead of a gun cradle.
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Unit Descriptions
Special Units

Bonesinger:From the Path of the Artist come painters, muskgiamd actors. Among these are a few with the gift
of psychic abilities who perform for the Wraithborethe psycho-plastic material is found in almdstEddar
artifacts and makes up the core of a Craftworldce Bbnesinger’'s performances cause the Wraithbogeoiws, heal

or shape itself into a needed form. They are H@swand have the Mechanic ability.

Exarch: Not all Eldar manage to pass beyond the Path of\thgior. Some are unable to resist the passidnage
of battle and develop an unquenchable lust for diktting. They become trapped in the role they havesen,
unable to escape from the Aspects of the War Gey tbpresent. Exarchs are regarded with a distginictture of
awe and revulsion. They are Elite and HQ units.

Optional Rule: Required Units
Under the original Space Marine rules, you musidfiat least two Support Cards of Aspect Warriors
each Exarch unit purchased. This rule was printethe Army Card but not in the rulebook, so it'sialéy ignored.

—h

Farseer: Farseers are potent psykers, whose prodigious ngoa#ow them to travel the tangled skeins of
probability to divine which course of actions shiblbe taken. With their amplified sense of time tligg in an
extended present that includes the blurred edgtreafear past and future. They are HQ units, Rsydked may use
one of the following ethereal powers each turn:

1) Mind Blast: The Farseer projects a mind-shredding blast offisyenergy. Target any model within 25
cm and line of sight. On a 4+ it is hit and des@yvith no saving throw. If the target uses a ddation template,
roll damage to the head / bridge.

2) Precognitive Direction: One Eldar detachment within 10 cm may shift tlogtters one step in either
direction along the following line: Charge Advance< First Fire. Charge does not wrap around to Fiirgt. F

3) Coercion: The Farseer may attempt to change orders of anyedetachment within 50 cm. Roll a D6
and add the morale value of the unit (O for uriest tdo not check morale). On 6+ the attempt isesgfal and the
order may be changed by one degree as above.

Optional Farseer Power:
2) Guide: One Eldar infantry detachment within 25 cm gair<la o-Hit bonus this turn.

Forward Observer: Although Eldar armies do not rely on indirect detiy firing as much as Imperial armies, they
sometimes employ special Forward Observers tohaid Doomweaver shots and orbital artillery barsage

Harlequins: This is a small band of the followers of the Greatlequin and they have a great hatred of Chaos,
Slaanesh in particular. During Close Combat they nearoll their Close Combat dice once per encaufifehey

are engaged by multiple stands they may re-rolidibe for each individual engagement). If they faging Chaos
they never check morale and are immune to moraeepowers.

Master Mime: Master Mimes are the Eldar answer to the Impergda&sins in the field of covert action. Cloaked
in the garb of his enemies, the Master Mime send$using signals and false orders, disrupting hjsldéss foe until
they turn their attention to flushing him out.

Master Mimes in NetEpic are purchased as Speaed<but are not fielded as normal units. The cards
used once in a game, perform their function, artdoge of action. As the units may not be destroyethe usual
manner, they award Victory Points to the opponewrhef their actions are successful. However, tldaEplayer
gives up these Victory Points only if he actuallgys the card. This does not change the buyingephare; the card
is paid for the full price and takes a Special Gdaod as normal in the army construction stage.

Play this card on an enemy detachment during tfee1® phase. The targeted detachment immediately
loses its orders (unless it was on Fall Back), am&y receive no orders in later turns unless itditlle Master
Mime. The detachment must make a Morale test imyelkad Phase. If the check is successful, the Miae left
and the unit may receive orders again in the fdahgviurn.

Master Mimes cannot affect Al, HQ, Daemonic, Rabot Tyranid units.

Example: In the Orders Phase you play your Master Mime atetachment of Space Marine Devastators.
The Devastators, confused by conflicting signalse Iwhatever orders they had placed for the turay nmot move
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and will fire in the Advance phase. They will stagt way unless they straighten things out by passi morale
roll.

Pathfinder (old Scout): These are Eldar dedicated to the Path of Danger,ltetween a love for their Craftworld
and the greater glories of the universe. Many chdosaccept a mission from their Farseers so thaycontinue to
serve their people whilst treading the Path of @h#cast. There are many tasks that would be imbles$o
accomplish if it were not for the existence of thesouts: they investigate alien worlds, searcthidden or lost
Webway gates and portals, explore new Maiden woddd visit unsettled worlds. The greatest needors f
Pathfinders who simply watch and wait, reporting aources of danger back to the Craftworld. Patigfia are
frequent visitors to the Craftworlds and Exoditerlds, as Outcasts they rarely stay for any lendttinoe in one
place, but in times of need the Pathfinders widtK back to their Craftworlds in order to defendrth Pathfinders
can be easily recognised by their weather-beatdmeti-travelled appearance. Most characteristialbis the long
Chameleoline cloak or coat, often tied back so thay can move freely and fire off their Long R#leThey have
the special abilities of Infiltration, Sniper ante&lth.

Spiritseer: The lyanden reliance on Wraithguards and Wraittddnas given rise to an increase in the number of
psykers specialised in raising the souls of theaEftbm the Infinity Circuit. These necromantic kegs are known

as Spiritseers and are adept at communing wittsolés of the dead using the psycho-crystalline \idaness. The
Spiritseers have psychic abilities comparable tséars and are able to act as a psychic node dosphits that
have been roused.

1) Mind Blast: Target any model within 25 cm and line of sighh &4+ it is hit and destroyed with no
saving throw. If the target uses a hit location piate, roll damage to the head / bridge damage talilis is an
ethereal psychic power.

2) Psychic Node:Eldar spirits (Wraithguard, Dreadnaughts, Ghostiies, etc) within 25 cm count as
being within 10 cm of a living Eldar. That is, He spirit unit is within 25 cm of the Spiritseeeyhmay be given
orders as normal.

3) Coercion: The Farseer may attempt to change orders of an wethememyunit within 50 cm. Roll a D6
and add the morale value of the unit (0 for uritst tdo not check morale). On 6+ the attempt ises&fal and the
order may be changed by degree as above. Thisathareal psychic power.

Warlock: These are the main psykers of an Eldar force. lAkpect warriors, Warlocks become completely
overcome by the war-like side of their nature whiegy don their armor, and hurl maelstroms of psyariergy
against their foes as they stride into battle. psychic powers allow them to see partially irtie future, giving
them the opportunity to foresee the enemy’s actemms warn nearby Eldar. Their Runic armor granésrila 6+
fixed save. They are both Command and HQ units.

All Eldar detachments that have units within 10 ahra Warlock are not given orders during the Osder
Phase. Instead, these units may wait until therfashent to act and have an order placed. Duringvibeement
Phase, the Eldar player may activate a detachmeptdeing an order counter on it and declaring amoyement.
The order counter remains and the unit will firghe appropriate segment. This power only work$ivang Eldar
units, not Wraithstone Spirits. A Warlock may alse one of the following powers once per turn,ddition to the
above effect and normal shooting.

1) Mind Blast: The Warlock projects a mind-shredding blast ofcpgy energy. Target any model within
25 cm and line of sight. On a 4+ it is hit and d®ged without a saving throw. If the target uselamage template,
roll on the head / bridge damage table. This isthereal psychic power.

2) Psychic Lock: The Warlock unleashes a bolt of psychic energyciwvinraps itself around the target and
renders it immobile. Target any model 75 cm and bifi sight. On a 4+ the target is pinned and wéllumable to
move or fire, but titans can repair damage andcera@d shields as normal. The affected target sngt from
coherency rules and the rest of the detachmentmuawe away. If the target is attacked in Close Cdrnitldoes not
get any dice — just use it's CAF score. This effasts until the pinned model can roll a 4+ in Hre Phase. Also,
the Warlock may do nothing else if he wishes tontan the lock from turn to turn (i.e. if the Watlowants to
move, use another power, etc). This is an eth@malhic power so Psychic Saves apply.

3) Eldritch Storm: The Warlock summons a huge tempest of psychicggnevhich gathers and swirls
above his head. The maelstrom is then sent hurdlorgss the battle to smash into enemy formatiscattering
them like leaves in the wind. Place the 6 cm bartagnplate anywhere within 50 cm and line of sigtiitmodels
under the template will be flung to a random edfj&. Scattered models may do nothing for the rexar of the
turn (though the rest of the detachment may aanatly). The Storm blocks LOS and nobody can seeverar
shoot through it, but barrages can still be firediriectly over it. Remove the template at the sithe End Phase.
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The Storm has less of an effect on units witht doleation template, taking down one shield if thare any
active or inflicting a single hit on the lowest &ion on its template with a -2 TSM if no shields active. These
units can otherwise move and shoot normally.

Infantry

Dark Reaper: Dark Reaper Aspect Warriors are the most sinester lethal of the Aspect warriors, portraying the
War God as the Destroyer, their dark skull-encaistestume embodying death as the dark reaper d$.sbne
Dark Reapers are the most heavily equipped of sfie&t Warriors, their armour is made from heavgriotked
plates and they possess sensitive targeting dethetgpermit them to easily track fast moving tésgdhey are
Elite and possess the Quickdraw ability.

Dire Avenger: The Dire Avenger Aspect Warriors cultivate theimp@st of the War God as the embodiment of the
noble warrior: merciless to his enemies and unstirn his devotion to his own people. They arertiest tactically
flexible and therefore the most ubiquitous of alip&ct warriors, with many of the largest shrinegnmost
Craftworlds. They are also commonly known as Krsgbt Wrath or Avenging Spirits. Dire Avengers arenad
with the deadly Shuriken Catapult, the weapon thast readily characterises the Eldar at war. Toesgnt their
overwhelming cover fire they receive three attaidle dThe first attack is made at 4+ To-Hit, thewet5+ and the
third hits only on a 6. They are Elite.

Fire Dragon: The Fire Dragon Aspect Warrior is based upon thiéhimg, sinewy dragon of Eldar myth, an
incarnation of destruction and devastation. Firadons are experts at close-quarter fighting, wileee Fusion
Guns and Meltabombs can destroy almost any foagheetr fortification, no matter how well armorethe thermal
gun ignores To-Hit modifiers for cover. They ar@del

Guardians: Guardians are the mainstay of the Eldar army. We#s powerful than the Aspect warriors they are
very versatile and they add much needed numbess ®ldar War host. All Eldar are trained in theartvar and
are called upon to provide support at times of V@arardians consist mainly of Eldar volunteers.

Guardian Storm Squad: Some Eldar are given extra training in order foenthto become efficient in firing
portable Lascannons. These troops are used toupeallvancing vehicles and support troops at ardista

Howling Banshee:Howling Banshee Aspect Warriors are swift, lightlymed and highly mobile close quarter
troops. They derive their name from the Banshelege#nd, a creature that heralds death and can asoul from
its Spirit stone. This cry is imitated through tBanshee Masks that contain psychic amplifiers,niifging the
battlecry and raising its pitch to a piercing skrihose who are exposed to this psychic screafersalimost total
paralysis as their central nervous system is fldodi#h unbearable levels of psychic energy. Mod#larged by
Howling Banshees are destroyed and removed frogngaiea D6 roll of 5+ (this takes place before Cl@zambat is
resolved). This attack is ineffective against tésgeith an Armor Savelhey are Elite.

Striking Scorpion: The Striking Scorpion Aspect Warriors are the sgest and most powerful of all hand-to-hand
fighting Aspect warriors. They are armed with clsainrds and shuriken pistols, and the curving mdeslibn their
helmets conceal special weapons known as Mandé#nfasilso known as the Sting of the Scorpion. Thessgpons
are extremely short-ranged, activated by a psygiaic-up in the helmet and firing a stream if tingtallic needles
forward into the target. These needles cannot dohndamage alone, but act as a medium to delivasexr energy
blast that vaporises the metal into plasma andinjasthe target. These weapons allow Striking Bioors to roll
3D6 instead of 2D6 in Close Combat. Unfortunatélgyt do not have sufficient penetrating power tceffective
versus armored targets such as vehicles, so whgaged with vehicles or larger units, they only dllé + CAF in
Close CombaiThey are Elite.

Swooping Hawk: These Aspect Warriors (also known on some Craftgoals Wings of Thunder or Raptors) wear
a special winged harness which enables them tihfbugh the air, making them the swiftest and nmasbile of all
the Eldar warriors. When they fly their wings vitgawith such speed they turn into a blur of coland emit a
characteristic shrieking sound. Swooping Hawks Dagp Strike, are Hard to Hit and Elite, and wean@Packs.

Warp Spider: Warp Spiders are named after the tiny creatures afe seen on the Craftworlds, living in the
Wraithbone. They can move anywhere within the @raiftd through the Wraithbone, melding their bodigs the
Infinity Circuit and materialising at a new locatioThe spiders are aggressive hunters of intryssyehic forces
and are attracted in vast numbers to the presehtevasive psychic entities. The Warp Spider Aspéfrriors
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epitomise the doctrine of aggressive defence: usimgpact Warp-generators to make short Warp-juthes; can
disappear and re-appear a few metres away, enablmg to make sudden and unexpected attacks anfales.
They are Elite.

Warp Spider Aspect Warriors move and fight in aqua way. The movement allowance on the profile
represents their maximum move, if the Warp Spidéerge they will not double movement, but may efiese
Combat. If the Warp Spider moves more than 15 aeretlis a chance that the stand will become loghénwarp:
roll a D6 and on a “1” the stand is destroyed.

Warp Spiders may Fire on the Fly, interruptingithmovement to fire at an enemy then completing
movement. Warp Spiders are armed with a deadlylD@pinner. These weapons use the small tear dragragubd
template (5 x 10 cm teardrop template). Anythingeniian half underneath the template will be hitaod+ at 0
TSM. Because of the Warp Spider’s small size aedathly that they disappear and reappear during mh@ement
they have a 5+ unmodifiable save and cannot beedimmClose Combat.

Wraithguard: These are artificial bodies with the spirit oflairs Eldar implanted inside them. They are Waystone
Spirit units.

Cavalry

Jetbike: Anti-grav engines combine high speed with incrégilmanoeuvrability, making jetbikes ideal for
launching rapid hit-and-run attacks against thengnelhey seek and engage the enemies to bog tham dhile
the rest of the army secures the objectives.

Vyper Jetbike: Vyper Jetbikes are highly mobile weapons platfQroapable of laying down a withering fire even
at high speed. Although not heavily armoured, theitity to maneuver quickly through the air prosgdthem with
as sure a defence as any amount of thick armouatidgn

Shining Spear: The Shining Spears are one of the rarest and spesialised of the Aspect Warriors, embodying
the spear of Khaela Mensha Khaine that struck ligaténing and could kill with one blow. These wars
specialize in mobile warfare mounted on their syeifbikes. Models charged by Shining Spears arerhi+ with O
TSM, before Close Combat dice are rolled. ShinipgeBs who kill their targets may not continue mgvim charge
another target. They are Elite.

Walkers

War Walkers: The War Walker is humanoid with long but tremendpypowerful limbs. It has a single crewman
who operates the machinery by means of sensohattao his arms and legs, encased in a protestigegy field.

It is an ideal means of moving over steep or brodgerund as the limbs have all the agility of adtyibody. War
Walkers are often used in rough terrain, to scotitmemy positions. Its two heavy weapons providersiderable
arsenal for its size, but it lacks the heavy armbat would allow it to fight at the centre of ateak.

Wraithlord (old Dreadnaught): Towering over it foes, the Wraithlord is controlled by the essence of one of the
Craftworld's mightiest warriors. Only the most worthy are installed into it's armored shell. Akin to the Wraithguards,
these Waystone Spirit machines are armed with heavier weapons and serve a more anti-vehicle role.

Vehicles

Fire Prism (old Deathstalker Prism Cannon): The Eldar are a highly advanced race whose technology often
baffles and astounds human observers, and the Fire Prism is atypical example of this. The Prism Cannon harnesses
warp energy in the form of adeadly beam with tremendous armor piercing power. Thisis a physical psychic attack.

These cannons can aso fire at another Fire Prism to boost its power. Roll a 3+ to hit the other Fire Prism,
and a hit indicates the shot has been successfully transferred. A Fire Prism that is hit in this way can immediately
fire, even during First Fire and the cannon is on Advance Orders. There isno limit to the number of shots that can be
transferred in this way. When a shot hits an enemy it causes 1 hit plus al the hits transferred to the final Fire Prism,
and the target must save against each hit separately. Hits cannot be retained in cannons for future turns. Once it has
fired asingle cannon may not more or fire again that turn.

Falcon: Thisisthe main battle tank of the Eldar army. During the war in heaven it was Falcon, consort of the Great

Hawk, who retrieved Vaul's mighty sword Anaris, and gave it to the Eldar hero Eldanesh to continue the battle with
Khaine. It is this principle of deliverance which is behind the design of the Falcon grav-tank. With its potent
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armament and ability to carry a small squad oftégh the Falcon is designed to take the fighh&odgnemy, and to
extricate the warriors should the resistance ptoudierce. Falcons are Skimmers.

Firestorm: This is a rapid-fire AA gun mounted on an antisgpatform. This unit counts as a skimmer and can
perform Pop-Up attacks against ground troops, &nheot Pop-Up and fire at Fliers.

Peregrine: Peregrines are a Falcon variant that reduces ¢l ttompartment, allowing for additional weaponry.
Along with the substantial redesign of the hultueret mounting for the main lascannon and scédtsgr is added.
Any Special Card that comes with a Command Falcag be upgraded to a Command Peregrine This opties d
not require a Special Card itself — it's an upgra@ie with other command vehicles, Peregrines hayeifcantly
upgraded targeting, sensors, and communicatiotieragso enable commanders to perform their dutiékd field.
As yet, the number of Peregrines remains fairly tbaugh sightings appear to be increasing in fraque

Wave Serpent: The Wave Serpent is a special troop transportubes a barrier of warp energy to guarantee the
safe arrival of its troops. Place a special waveplate in front of Wave Serpent. The wave is imperide to any
kind of attack and is impossible to move throughp@nents in a higher position that can see ovetetimplate can
shoot at the Wave Serpent (including pop-ups adildot barrages), and jump-troops may attack theeA&erpent
normally.

The template moves with the vehicle and does fiettaterrain. Any other targets “hit” by the terafg
during the Wave Serpent’s movement are moved tdr#iéng edge of the template and can do nothorgrést of
that turn. If the wave passes over a building thidding will be destroyed if it fails its basic dag throw (models
inside are unaffected if the building survives amakt try to bail out if it doesn’t).

Wave Serpents can also function as minesweepesra.\Wave Serpent moves, its Warp-wave shield causes
the mines detonate without harming the vehicleherdrew, and clears a path for the troops followinghe wave
can only render this function while attached to ¥eaicle in its shield form, as firing the wave @rd does not
clear mines.

Alternatively, the wave can be fired instead ofngeused as a vehicle shield. The shield is firedhie
Orders Phase before any orders are placed. Movenfdate 2D6 x 10 cm with the same effects as @mgdNVave
Serpent, with the additional effect that all modalshed aside suffer a hit on a 4+. Remove theltdenpfter use
and replace at the beginning of the following turn.

Targets with Shields lose one, and if unshieldey treceive a hit in their lowest template locatftey or
track) with a -2 TSM. Titans and praetorians do soffer the disruption effect. Vehicles that areottn into
impassable terrain by the wave move to the edgbheoimpassable terrain and suffer no further damislgemodel
that is already hit can be hit again by the sameevedtack in any given turn.

The Wave Serpent can carry infantry 2 stands. Wdgrying troops the Wave Serpents must maintain
coherency as if it were a part of the infantry pimitthe fashion of other transport vehicles. Theal points, morale
and victory points are still kept separate.

Light Artillery

Bright Lance: This is a lascannon mounted on an anti-grav platfaised in an anti-vehicle role.
Scatter Laser: An array of lasers mounted on a small anti-gratfptm, usually used an anti-infantry role.

Vibro-Cannon: This is a smaller version of the Titan Tremor Canmnglaced on a small anti-grav platform for
mobility. When a vibro-cannon fires, draw an imaginline (2 cm wide) from the cannon to the targeis may be
direct or spotted). Any buildings along this lime @estroyed if they fail a basic save at -3. Ttteal target is hit on
a 5+ and any troop stands or vehicles along tteedie hit on 6+. If one vibro-cannon hits the tathe TSM is 0, if
two hit the TSM is —1 and if three lines cross TI®M is —2. Separate detachments that fire at thegarget do not
add in this way. The attack ignores shields andtarget that uses a template is hit on a leg cktiacation.

Heavy Artillery
Doomweaver:This is a strange type of artillery employed by HEidar to not only destroy enemies, but to interdic
areas so that no units can freely cross these k@as with razor sharp webs.

Each model fires an individual web template (iia special hexagonal template). Take one template
place it anywhere on the tabletop (you may use b©Of$e indirectly). Scatter it 2D6 cm whether atrit was fired
indirectly. Place the template number-side up tlmalmer one printed on it towards the firing mode #ttack. The
other two templates are placed joining the origirahplate on a random edge, determined by rollig@a (if you
roll the same edge twice the second template isedpsPlace all templates numbered side up.
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Models under a Doomweaver template that haveeastields or a 1+ armor save are unaffected. Atbrot
units are destroyed on a 4+. If the model makegitheoll, move it to the closest outer edge of Webbed area.
Models displaced that are on First Fire orders moli be able to shoot until Advance Fire (if it hafired already).
Units with a hit location template and no shields struck on a random location for the highest dgeristed in that
particular template. Infantry in buildings roll 48 normal to avoid the web.

In the open the web disperses in 2 turns. To kessk of this, in the End Phase remove any un-nuetbe
templates, and flip numbered templates to theinumbered sides. Any buildings or significant terréhat is
covered by web will be impassable for the reshefgame.

Unicorn: Striking quickly deep into the enemy’s ranks is #ssence of the Eldar way of war. To this end the
Unicorn was built as a direct response to the perdeslowness of the Vibro-Cannon. The Unicorn is a
modification of the normal Falcon hull, mountinydoro-Cannon on its main axis.

When a vibro-cannon fires, draw an imaginary ([em wide) from the cannon to the target (this roay
direct or spotted by a command unit). Any buildiad@ng this line are destroyed if they fail a basige. The actual
target is hit on a 5+ and any troop stands or Vehialong the line are hit on 6+. If one vibro-cammits the target
the TSM is 0, if two hit the TSM is —1 and if thriiees cross the TSM is —2. Separate detachmeatdith at the
same target do not add in this way. The attackriggshields and any target that uses a templdii¢ @ a leg or
track location.

Warp Hunter: This weapon is a smaller version than the one nealiph the Phantom Titan. Place a barrage
template within line of sight and range, and scdttéce (2D6 cm each time). Each model under tineptate may
be affected by the warp hole. Roll the scatter féiceach target and on the roll of a cross hairtéiiget is sucked in
the warp and destroyed. Otherwise it is thrown D6ic the direction shown by the arrow and can dihing else
for the rest of the turn.

Buildings can be sucked into the warp and mustefoee make a normal basic saving throw or be
destroyed (not just damaged). Units with shield® lone and are scattered D6 cm in a random dinedfinits with
no shields and a hit location template determiteeation and roll for damage (no armor save).

Optional Rules: Warp Hunter Variants
More Accurate Weapons:The warp template only scatters once, then wosksoamal.
Simplified Rolling: The template scatters once for 3d6 cm. If a HIToleed on the scatter dice, reroll|it
once: only a second HIT will leave the templatglice.
Alternate Warp Effect: The template scatters normally the first turn aechains in play. In the nex
Compulsory Movement phase it scatters 2D6 cm agaudh,is removed in the End Phase.

—

Off-Board Artillery Barrage: This represents a battery of long-range weaporis ithee been deployed some
distance behind the combat zone, as well as or&itdinaval artillery. Off-Board artillery has a Y4cy Point cost
instead of a points cost, and may only be useddoyw&rd Observers. See the Core Rules for details.

The long-range barrage weapons that Eldar arnnigdoy are technologically very different from thees
used by the Imperium and its allies. Instead awhing kinetic projectiles from the orbit, they usser beams and
wire-thread webs.

Pulse Laser Barragesare similar to the titan weapon of the same narhey may be used against a single
target scoring D3 hits, or lay down the 6 cm bagrégmplate and roll to hit each target undernebliey do not
damage buildings. You must give up 2 VP for a Pulsser Barrage.

Web Bombsare similar to Doomweaver barrages, but as theysant within capsules that do not open
until the last moment, they are more accurate #fiedtese. They always gain 6 extra templates wtach arranged
all around the central template (you do not havelidor their positions). You must give up 2 V& fa Web Bomb.

Fliers
Nightwing: These are the air superiority fighters of the Elglany. They are also armed with barrage weapona for
support role when needed.

Phoenix Fighter-Bomber: This is a heavily armed and armored bomber witreaded sonic weaponry and deadly
plasma bombs. It is armed with sonic cannons @abrie cover and can also drop 2 plasma bombs whanya
point during their movement. These barrages magrbpped independently (they need not touch).

Vampyre Troop Carrier: This sleek ship carries Eldar assault squads théaet of the enemies’ positions and
also has massive short-range firepower to suppsgtbarked troops. These units may Transport 6.
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Knights

Fire Knights: These are bipedal Knights with twin arms and variseapons.
Bright Warriors: These knights look like huge horses with a humataisb instead of a head.

Towering Knights: These are huge bipedal Knights with four arms, fevoranged weapons and two armed with
Close Combat weapons.

Superheavies
Cobra: TheCobra is the first of the two new superheavy gemks Eldar have developed, armed with a Distortion
Cannon and used as the primary Eldar titan-huiitez.Cobra is a Skimmer.

Distortion Cannon: This deadly weapon funnels wamprgy into a devastating attack that destroys eve
the most powerful armor. Place a barrage templétanthe firing arc and range and scatter it 2D& &ll models
under the template are hit on a 3+ and are destrayith no armor save. Units with a hit location tHate
determine a location normally and roll for damage &rmor save) with Penetrating +3. Unfortunatblg tveapon
cannot create a stable warp hole on a shielde@ttamyany model with operative shields of any tigogenmune
from attacks from this weapon. Shields must be dinbdown by other means before it can affect tihgeta This
weapon destroys buildings if they fail a basic save

Scorpion: This is the second of the latest Eldar grav-tanksied with a rapid-firing Pulse Laser. The Scanp®a

Skimmer. The Pulse Laser is a sophisticated rapdidiser weapon and an example of the Eldar’sniglcigical

skill. The Pulse Laser can be fired in two waysdh fire multiple volleys against one target,ihgton a 3+ and
inflicting D3 hits at -2 TSM. This mode of fire wiDamage Buildings. Alternately, place the standbadrage
template anywhere within range and line of sight hit everything underneath on a 3+ with 0 TSMhAugh this
weapon has an option of using a barrage templ&andt artillery.

Storm Serpent: This grav-tank epitomizes the "lightning" art odmof the Eldar, as it can create a stable warp gat
allowing Eldar units quick access to critical spoisthe battlefield, and the ability to escapéhd tactical situation
so demands. Unlike other Eldar superheavy vehtblestorm Serpend mounts a Holo-field instead rogin gun.

Wraithgate: If the Storm Seeker is on First Finel@s, it may be activated in the Movement Phask an
project a Wraithgate within line of sight and 75.dPface a counter to mark the location of the gatee the gate is
open, Eldar infantry, cavalry and walker-class sinfiay enter either the Wraithgate or the Storm &grpy paying
the normal 5 cm to enter a transport. Remove tlits trom the board and give them their orders fextriurn. In the
following turn’'s Compulsory Movement Phase scatterm 2D6 cm from the opposite end of the gateafies a
turn to go through the gate).

The Storm Serpent must remain on First Fire Orddrite units aréin transit', and if the Storm Serpent is
destroyed while units are in transit they are lost in the warp and destroyed. The Wraithgate may not be repositioned
while units are in transit.

Tempest: The Tempest is a massive and heavily armed skimmer carrying long-range Tempest lasers.
Void Spinner: At first glance this appears to be a larger cousin of the Doomweaver. That, however, is where the
similarity ends. The Void Spinner fires a deadly barrage of concentrated bacteria and wraithbone parasites that

quickly devour any material in its impact zone. While the barrage template is used, it is not artillery, may not fire
indirectly and does not damage buildings.
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Eldar Titans

Eldar armies, as many of their opponents, uset gian machines. Eldar armies employ three mairselsis
of Titans. The first two of these, Phantom and \Wek] can be furnished with a variety of weapons amdbought
by the rules given in the Purchasing Titans seatibthe Core Rules. The third, the Revenant ScdtainT has a
fixed armament and is simply bought as a singlejadifiable unit. All Eldar titans are Agile.

Phantom Titan

The Phantom, or Finnadan, is the most common ofaB&dar Titan. As its name suggests, the Pharnsom
fast-moving and agile, embodying the Eldar militatyilosophy that prefers speed and mobility to lyeasmor.
Like all Eldar military vehicles, the Phantom issiged for beauty as much as function, and comptreah
Imperial Titan it is very tall, slim and fragiledéking. This appearance is largely deceptive, far Bhantom is
strongly built, and can absorb at least as muchagenas an Imperial Warlord Titan. Phantoms carwyeapon
systems in addition to their 2 wing-mounted weapons

Warlock Titan

A Warlock Titan contains the spirits of mighty BldSeers and psykers within it's Wraithbone cortee T
combined psychic strength of the dead spirits, $eduand amplified by the Wraithbone structure henmmenal -
far outstripping the powers of the living. This @ot psychic ability, combined with the smooth agilbf Eldar
Titans and their sophisticated weaponry, places\hdock Titan at the pinnacle of Eldar achievemiarthe realm
of psychic engineering. Warlock Titans carry 2 warapystems and 2 wing-mounted weapons.

1) Close Combat attacks count as ethereal psyclackat{they kill Greater Daemons instantly).

2) Orders are not placed for Warlock titans. They fp@yctivated in any combat phase, but once aetivat
must move within the restrictions of the ordersegiv

3) Warlocks have an unmodifiable 3+ Psychic Save.

4) A Warlock may use one of the powers below oncetyoer.

Doom: Use on any model within 50 cm and line of sight.shots against that model will hit on a
3+. If that model is in Close Combat its base CaRalved. Models with shields have a 4+ save ag&asm and
may be rolled every turn. Psychic saves may be ragdast Doom. This lasts until another power &dus

Witch Sight: All enemy firing at the Titan in this combat pkasuffer a -1 To-Hit penalty. In
Close Combat, opposing Titans and vehicles usdemsadie. If the Titan is immobilized it cannot Wéch Sight.

Mind Shout: All enemy models within 25 cm must immediately pasmorale check or go onto
Fall Back orders. Rolls of 1 fail automatically.l Aliendly units with models within 25 cm can imniatgly roll to
rally from Fall Back.

Revenant Scout Titan

These are purchased in units of two, which arepeddent units and do not need to maintain cohgrenc
with each other. Scout Titans are equipped withoHiglds for defense, and twin pulse lasers foeonfe. Scout
Titans are allowed a special movement mode dueet@tesence of jump jets. The Revenant is Hardttavken on
Charge Orders.

Jump Jets: When using jump jets the titan's movement is isesies of leaps that allow it to ignore
intervening terrain. In order to use the jump jeestitan must be on Charge Orders. The maximutartis of each
leap is 15 cm, so a Revenant on Charge Orders e&e four 15 cm leaps or any other combination tues not
exceed the movement allowance for the Titan. Themmam height of a normal leap is 5 cm. In ordejuimp over
higher obstacles the Titan uses 2 cm of movemengvfery additional 1 cm of height needed to jumpohatacle.
The Revenant cannot land in impassable terraimgumny of its jumps.

Weapon Descriptions

Distortion Cannon: This deadly weapon funnels warp energy into a datiag attack that destroys even the most
powerful armor. This is the main Eldar anti-Titaeapon due to its special properties. Place a baneamgplate
within the Titans firing arc and range and roll &matter once (2D6 as per normal indirect barrabs is due to
the difficulty in opening the warp hole in a precimanner. Any targets under the template are ha 8w and are
instantly destroyed with no armor save allowed! Eledvith a hit location template (like Titans/ Rra@ns), once
the location of the hit is determined damage ismatiic (no save for armor) and damage is deternadelihg +3 to
the roll. Unfortunately this weapon cannot creastadle warp hole on a shielded target so any meitleloperative
shields of any type is immune from attacks frons thieapon. Shields must be brought down by othenmbafore

it can affect the target. This weapon affects bgd and they count as destroyed if a saving thsdailed.
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Flamewind: These Anti-Aircraft wing guns have single bar@tsopposed to 3 of the Firestorm batteries.

Heat Lance: This weapon operates under a complex combinati@hectromagnetic acceleration of a high-powered
energy bolt that mimics the destructive power afspta weaponry but in a more controlled fashion tlegating
any drain on the Titans systems. Due to its nateesnergy dissipates over long ranges as the eteggs its tight
configuration. Therefore the weapon is extremelydiig at close range.

Power Fist: This weapon is similar to the Imperial power fist khe Eldar version also carries a battery of f&ear
cannons for ranged support. This weapon may natske as a ranged weapon and Close Combat weayba in
same turn. Titans armed with this weapon can mp&eial grab attacks.

If the player selects to make a grab attack, hstselect a location (from the Titans correspondiagiage
location chart) and roll a D6 with a +1 modifiehd defending player also rolls a D6, but with nadifiers. If the
Titan making the grab attacks scores higher, thation the player selected receives maximum dar(ihgemost
damaging result). If the result is a tie the detarubs slipped out of the grasp, but receives nodaraage (resolve
normally by rolling once on the damage table fattlocation). If the defenders score is highehais broken free
and receives no damage.

Titans in base-to-base contact with buildings rabact, in addition to normal attacks, to hit thelding
once. The building must make a save at -4 TSM atestroyed.

Psychic Lance:This weapon epitomizes Eldar mastery of psychibrietogy. This weapon harnesses the mental
psychic energy of powerful warlocks (harnessedogcl spirit stones in the Titans cockpit) intbeeam capable of
destroying heavily armored targets. Place a barragplate within the titans firing arc and rangew#ing under
the template is hit on a 5+ and is destroyed witlaouarmor save. Units with a hit location templatiee damage to
the head/bridge location. This weapons attack soasitan ethereal physical psychic attack and igreirields of all
kinds. Psychic saving throws apply to resist titfack. Models with robotically controlled minds equipment are
immune to this attack (like tarantulas and robdfgarlock Titans receive +1 to their T-Hit rolls whesing this
weapon.

Pulse Laser:This is a sophisticated rapid-fire laser weapon am@xample of the Eldar’s technological skill. The
Pulse Laser can be fired in two ways. It can firdtiple volleys against one target, hitting on a& inflicting D6
hits at -2 TSM. This mode of fire will Damage Buiids. Alternately, place the standard barrage tategnywhere
within range and line of sight, and hit everythimgderneath on a 3+ with 0 TSM. Although this weapas an
option of using a barrage template it is not amntl

Tremor Cannon: This weapon is larger version than the one usedtldgr infantry. This weapon is powerful
enough to recreate the damage cause by a fullpattehe lesser weapons. The Tremor Cannon firfigctuating
electro-magnetic beam that rips apart a targetecntdr structure. The beam is fired into the groand travels
along the line of fire producing secondary explosiand the disintegration of the target area.

When using this weapon trace an imaginary lineveen the firing Titan and the target. Any modettia
line of fire is hit on a roll of 5+ and must saueaa2 penalty to avoid destruction. The primargéd is hit on a roll
of 3 or more. Any building in the trajectory of thveeapon is hit automatically and must save at -@&woid
destruction. Due to the weapons nature of travedingg the ground, this weapon ignores shieldswgftgpe. When
a target with a hit location template is struckyottle lowest portion of its template may be sel@dte the purpose
of saving throws and damage. A Titan armed with bfidhese weapons may cross the beams, hittingndacy
targets as described above but the primary tavgetre the beams meet) is hit automatically. Bugdimust save
or be destroyed.

Wing Weapons: The wings on Eldar Titans house the mechanismseaif Holo-fields. There is also space to
mount weapons, either Lascannons or Missile Lausche

Optional Rule: Combined Barrages
If a titan is equipped with two Missile Launcheings, they may be combined as per the artillerggul
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Weapon Costs

(2]

Class Description Cost
Basic Distortion Cannon 125
Heat Lance 50
Power Fist 50
Psycannon 75
Pulse Laser 150
Tremor Cannon 85
Anti-aircraft Flamewind AA Wing 45
Wing Las-Cannon Wing 75
Missile Launcher Wing 25
Weapon Summary
Weapon Range Agii(;k To-Hit | TSM |Notes
Distortion Cannon 75cm| Template 3+ nonpe Alwaydtecs, destroys buildings
Flamewind 100 cm 1 4+ 2| AA
Heat Lance 0-25 cm 1 2+ -5/  Penetrating +5
26-50 cm 1 3+ -3 | Penetrating +3
50-75 cm 1 4+ -1 | Penetrating +1
Power Fist 50 cm 4 4+ -1| Shoat use in CC, Destroys Buildings
Psychic Lance 50cm| Template 54 nongiaecbkarrage template. Non-physical psychi
X 1 2+ -2 | D6 hits, Damages Buildings
Pulse Laser (choose one) 75 cm 10 BP o 0
Tremor Cannon 100 cm Special Special - Target hit on 3.+’ intervening models on 5+,
estroys Buildings
Wing Lascannon 75 cm 2 3+ -2
Wing Missile Launcher 100 cm 4 BP 5+ 0
28
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Phantom Titan Template
| Move CAF ___ __ Shields _ RepaifNotes |

hse

| Holo-field (fixed save, barrages ignore |t) |
| Titan’s Orders Save On |
20 cml +12 First Fire 4+ 4+ | Agile: any number of turns when moving
| Advance 3+ |
| Charge 2+ |
Slot | _Range | Attack Dice| | To-Hit | Notes I
Right Arm
Left Arm
Right Wing
Left Wing
FRONT SIDE REAR
Wing Wing Wing Wing Wing
3+ 3+ 3+ 3+ 3+
Wing Wing . Wing ' .
Weapo Hfid Weapo Vgig Weapo Hfid Vg:g H;id Vg:g
2+ 2+ 2+
Weapor] Reactol Weapor Weapor| Weapor Weapor| Reacto Weapo
2+ 1+ 2+ 2+ 2+ 2+ 3+ 2+
Weapor] Leg Leg |Weapor Leg Weapor]l Leg Leg [Weapo
2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+
Leg Leg Leg Leg Leg
1+ 1+ 1+ 1+ 1+
Leg Leg Leg Leg Leg
1+ 1+ 1+ 1+ 1+
Head Reactor
1-2 CAF halved and the titan may only move or fire duyfirst | 1-2  Reactor damaged. Titan may not move, fire or reptier
roll a 4+ on 1D6. This damage may be repaired. damage until the reactor is repaired.
3 CAF halved for the rest of the game. 3-4  Reactor off-line. If the reactor is not repairedtla end of
this turn, it explodes as 5-6 (below).
4 Same as 1-2, except damage cannot be repaired. 5-6 Reactor explodes! The titan is removed from the gafmy
5-6 The Titan crashes to the ground as a result oéxptosions. vehicles or troop stands within 3D6 cm are autoradi hit,
Decide randomly which way the titan falls. Any velbs or and must make an unmodified save to avoid desbrcti
troop stands that are fallen on are destroyed.
Weapon Leg
1-2 Weapon damaged and cannot be used until repaired. 1-2 Leg damaged. Speed drops by half and the titanotamer
difficult terrain or use jump jets.
3-4 Weapon destroyed and cannot be used in this battle. 3-4 Leg is heavily damaged. Roll a D6 in each End Ph
subtract 2 if the titan has Charge Orders and Adifance
Orders. If the result is O or less, the leg snaps & (below).
5  Weapon is blown off the titan and scatters 2D6 cmai]l 5 Leg destroyed and the titan is crippled. It may moive or
random direction. Any models it hits must make |an turn for the rest of the game.
unmodified save to avoid destruction.
6  Same as 5, but there is a flashback to the titanlls Rolla | 6 The leg is blown apart, the titan crashes to tlengd and is
D6. On 1-2 roll for damage on the Wing, 3-4 on Reactor, destroyed. Decide randomly which way the titansfalny
5-6 on the Head. vehicles or troop stands that are fallen on artrale=d.
Wing Wing Weapon
1-3 Wing damaged. Holo-field will not work until it igpaired. 1-3  Roll for damage on the Wing.
3-6  Wing destroyed. Titan's Holo-fields stop working fbe rest] 4-6  Roll for damage on the reactor.
of the game.
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Revenant Scout Titan Template

T

hse

Holo-field Agile: any number of turns when moving
(fixed save, barrages ignore |t) Hard to Hit when on Charge Orders
Titan’'s Orders | Save On
30cm| +7 - - 4+ e .
First Fire 4+ When on Charge Orders, the titan’s jump jets aliotw
Advance 3+ leap over terrain up to 15 cm wide and 5 cm highe
Charge 2+ Revenant may not land on impassable terrain.
Weapon _Range | Attack Dice| | To-Hit
Pulse Laser (choose one 100 cm 1 2+ -2 D6 hits, DamagédiBgs
10 BP 2+ 0
Missile Launcher 100 cm 4 BP 5+ 0
Scatter Laser 25cm 3 5+ 0
FRONT SIDE REAR
Wing Wing Wing
2+ 3+ 3+
Weapor] Head | Weapon Reactorl Weapor] Weapon Weapor] Weapor] Weapon
2+ 1+ 2+ 2+ 2+ 2+ 3+ 2+ 3+
Leg Leg Jump
2+ 2+ Jets 3+
Leg Leg Leg Leg Leg
2+ 2+ 2+ 2+ 2+
Head Reactor
1-2 CAF halved and the titan may only move or fire duyfirst | 1-2  Reactor damaged. Titan may not move, fire or reptier
roll a 4+ on 1D6. This damage may be repaired. damage until the reactor is repaired.
3 CAF halved for the rest of the game. 3-4  Reactor off-line. If the reactor is not repairedtta end of
this turn, it explodes as 5-6 (below).
4 Same as 1-2, except damage cannot be repaired. 5-6  Reactor explodes! The titan is removed from the eyadmy
5-6 The Titan crashes to the ground as a result oéxpéosions. vehicles or troop stands within 3D6 cm are autoraéi hit,
Decide randomly which way the titan falls. Any velbs or and must make an unmodified save to avoid desbrcti
troop stands that are fallen on are destroyed.
Weapon Leg
1-2 Weapon damaged and cannot be used until repaired. 1-2 Leg damaged. Speed drops by half and the titanotamier
difficult terrain or use jump jets.
3-4 Weapon destroyed and cannot be used in this battle. 3-4 Leg is heavily damaged. Roll a D6 in each End Ph
subtract 2 if the titan has Charge Orders and Adifance
Orders. If the result is O or less, the leg snaps & (below).
5  Weapon is blown off the titan and scatters 2D6 cmai] 5 Leg destroyed and the titan is crippled. It may moive or
random direction. Any models it hits must make |an turn for the rest of the game.
unmodified save to avoid destruction.
6  Same as 5, but there is a flashback to the titanlls Rolla | 6 The leg is blown apart, the titan crashes to tlengd and is
D6. On 1-2 roll for damage on the Wing, 3-4 on Reactor, destroyed. Decide randomly which way the titansfafny
5-6 on the Head. vehicles or troop stands that are fallen on artrole=d.
Wing Jump Jets
1-3 Wing damaged. Holo-field will not work until it igpaired. 1-2  Jump Jets are damaged and may not be used uwiilgep
3-4  Jump Jets are triggered by the hit, blasting ttaen 2D6 cm
in a random direction. If the titan lands in ditfit or
impassable terrain, it is destroyed.
3-6  Wing destroyed. Titan's Holo-fields stop working fbe rest] 5-6  Jump Jets explode and cause the titan to jumpla&@Beve),
of the game. and roll damage on the reactor.
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Shadow Spinner Template

| Shadow Field (fixed save, barrages ignore it) |
I Titan's Orders Save On IA ile: any number of turns when
35cm| +6 First Fire 4+ 4+ | m%vihg y
| Advance 3+ |
| Charge 2+ |
Range | Attack Dice|| To-Hit|| TSM | Notes

Shadow Weaver LoS Template 4+ None Special rules

Dark Lances 75 cm 2 4+ -2

Heavy Disintigrator 75 cm 1 5+ -2

FRONT REAR SIDE
Joint |Weapor Join{ Joint WeaponjJoin{ JoingJoint
3+ 3+ 3+ 3+ 3+ 3+ 3+ | 3+
Leg Head | Hull Leg| |Leg Reacto] Hull Leg| |Leg|Hull|Hull|Leg
2+ 2+ 1+ 2+ 2+ 2+ 1+ 2+ 2+ 1+ | 1+ | 2+
Leg Leg| |Leg Leg Leg Leg
2+ 2+ 2+ 2+ 2+ 2+
Head Reactor

1-2 CAF halved and the titan may only move or fire duyfirst | 1-2  Reactor damaged. Titan may not move, fire or reptier
roll a 4+ on 1D6. This damage may be repaired. damage until the reactor is repaired.

3 CAF halved for the rest of the game. 3-4  Reactor off-line. If the reactor is not repairedtta end of

this turn, it explodes as 5-6 (below).

4  Same as 1-2, except damage cannot be repaired. 5-6  Reactor explodes! The titan is removed from the eyatmy

5-6 The Titan crashes to the ground as a result oéxjdosions. vehicles or troop stands within 3D6 cm are autocadj hit,
Decide randomly which way the titan falls. Any veles or and must make an unmodified save to avoid destructi
troop stands that are fallen on are destroyed.

Weapon Leg

1-2 One random weapon is damaged and cannot be usiéd| ubt2 Leg damaged. Speed drops by half and the titanotamier
repaired. difficult terrain or use jump jets.

3-4 One random weapon is destroyed and cannot be ngbisil 3-4 Leg is heavily damaged. Roll a D6 in each End Bhpse
battle. subtract 2 if the titan has Charge Orders and Adifance

Orders. If the result is O or less, the leg snapis & (below).

5  One random weapon is blown off the titan and s=26] 5 Leg destroyed and the titan is crippled. It may maive or
cm in a random direction. Any models it hits mustke an turn for the rest of the game.
unmodified save to avoid destruction.

6  Same as 5, but there is a flashback to the titanlls Roll a 6 The leg is blown apart, the titan crashes to tloeigd and is
D6. On 1-2 roll for damage on the Wing, 3-4 on Reactor, destroyed. Decide randomly which way the titansfafny
5-6 on the Head. vehicles or troop stands that are fallen on ar&ale=d.

Hull Joint

1-2 The Titan’s Shadow field generators are shut domehsiop| 1-2  Joint is damaged. Speed drops by half and the tigamot
working until repaired. enter difficult terrain.

3-4 The Titan's Shadow field generators are destroymdl the| 3-4 Joint is heavily damaged. Roll a D6 in each EndsBhp
field stops working for the rest of the game. subtract 2 if the titan has Charge Orders and Adifance

Orders. If the result is O or less, the leg snaps & (below).

5  The field generator is in danger of overloading amast be] 5 Leg is destroyed and the titan is crippled. It may move or
shut down before it explodes. Roll a D6 in the Prdise: on turn for the rest of the game. Shadow Field is ceduo 5+.
5+ the field is safely shut down, otherwise it exj#s as in §

(below).

6  The Shadow Field generator overloads and explotles.] 6 The leg is blown apart, the titan crashes to tlengd and is
titan is destroyed but remains standing. All umitghin 3D6 destroyed. Decide randomly which way the titansfafny
cm are automatically hit, and must make an unmediifave vehicles or troop stands that are fallen on artralg=d.
to avoid destruction.
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Warlock Titan Template
m  CAF________ Shields

' Holo-field (fixed save, barrages ignore | (fixed save, barrages ignore |t) |Ag|le any number of turns when moving
| Titan’s Orders Save On | Close Combat hits are ethereal psychig
20 cm| +12 First Fire 4+ 4+ |3+ Psychic Save
| Advance 3+ | Orders are not placed for Warlocks
| Charge 2+ | One of the following power per turn:

Doom: Target any model within sight and 50 cm. All shagsinst that model will hit on a 3+. If that moéein CC its base CAF is halved.
Models with shields have a 4+ save against Doomnaangl be rolled every turn. Psychic saves may beeragdinst Doom. This lasts until
another power is used.
Witch Sight: The titan is Hard to Hit. Enemy vehicles and dargnits lose one die in Close Combat. If the Tisaimmobilized it canngt
use Witch Sight.

Mind Shout: All enemy models within 25 cm must immediately pas morale check or go onto Fall Back Orders. Rafld fail
automatically. All friendly units with models withi25 cm can immediately roll to rally from Fall Bac

| Weapon ______ Slot | Range | Attack Dice | To-Hit| TSM_ Notes |

Right Arm
Left Arm
Right Wing
Left Wing
FRONT SIDE REAR
Wing Wing Wing Wing Wing
3+ 3+ 3+ 3+ 3+
wing | Head | Wing Wwing | Wing | Head Wing | Head | Wing
wpn2+ 1+ |wpn2+ 3+ |wpn2H 1+ 3+ 2+ 3+
Weapor| Reactol] Weapo Weapo Weapor] Reacto Weapor]
2+ 1+ 2+ 2+ 2+ 3+ 2+
Weapor] Leg Leg |Weapor Leg |Weapor Weapor]l Leg Leg [Weapo
2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+
Leg Leg Leg Leg Leg
1+ 1+ 1+ 1+ 1+
Leg Leg Leg Leg Leg
1+ 1+ 1+ 1+ 1+
Head Reactor
1-2 CAF halved and the titan may only move or fire duyfirst | 1-2  Reactor damaged. Titan may not move, fire or reptier
roll a 4+ on 1D6. This damage may be repaired. damage until the reactor is repaired.
3 CAF halved for the rest of the game. 3-4  Reactor off-line. If the reactor is not repairedtia end of
this turn, it explodes as 5-6 (below).
4 Same as 1-2, except damage cannot be repaired. 5-6 Reactor explodes! The titan is removed from the gafmy
5-6 The Titan crashes to the ground as a result oéxptosions. vehicles or troop stands within 3D6 cm are autoradi hit,
Decide randomly which way the titan falls. Any velbs or and must make an unmodified save to avoid desbructi
troop stands that are fallen on are destroyed.
Weapon Leg
1-2 Weapon damaged and cannot be used until repaired. 1-2 Leg damaged. Speed drops by half and the titanotamier
difficult terrain or use jump jets.
3-4 Weapon destroyed and cannot be used in this battle. 3-4 Leg is heavily damaged. Roll a D6 in each End Phhse

subtract 2 if the titan has Charge Orders and Adifance
Orders. If the result is O or less, the leg snapis & (below).
5  Weapon is blown off the titan and scatters 2D6 cmai] 5 Leg destroyed and the titan is crippled. It may moive or
random direction. Any models it hits must make |an turn for the rest of the game.
unmodified save to avoid destruction.
6  Same as 5, but there is a flashback to the titanlls Rolla | 6 The leg is blown apart, the titan crashes to tlengd and is

D6. On 1-2 roll for damage on the Wing, 3-4 on Reactor, destroyed. Decide randomly which way the titansfalny
5-6 on the Head. vehicles or troop stands that are fallen on ar&ale=d.
Wing Wing Weapon

1-3 Wing damaged. Holo-field will not work until it igpaired. 1-3  Roll for damage on the Wing.
3-6  Wing destroyed. Titan's Holo-fields stop working fbe rest] 4-6  Roll for damage on the reactor.
of the game.
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Eldar Army Cards
Standard Eldar List

Break Victory
Company Cards Contents Point Morale Points Cost
Guardian Host 3 Guardian Detachments D 3 5 450
Falcon Host 3 Falcon Detachments 5 3 5 450
Defender Warhost 3 Defender Detachments 14 3 0 850
. Vyper Squad
Jetbike Host b Jetbike Squads 8 3 6 550
Warlock stand
Spirit Host Wraithguard Detachment Warlock - 5 500
2 Wraithlord Detachments
Tempest Host 2 Tempest Squadrons 3 3 9 900
Break Victory
Special Cards Contents Point Morale Points Cost
Bonesinger * Bonesinger stand & Command Falcon dBtan 3 1 125
Exarchs 4 Exarch stands 2 - 4 400
Farseer * Farseer stand & Command Falcon Stand - 2150
Forward Observer * Forward Observer stand & Comnfaaddon Stand - 1 100
Harlequin Troupe 4 Harlequin stands 2 2 2 150
Master Mime* One Master Mime card - - 1 50
Pathfinders 4 Pathfinder stands 2 2 1 100
Warlock Warlock stand & Command Falcon Stand 1 512
Peregrine Option * Command Peregrine replaces CordrRalcon| - - - 25
Titans
Phantom Titan Phantom hull Model - Varies | 300
Phantom Titan Host * 3 Phantom hulls Each Varje300
Revenant Scout Titans * 2 Revenant Scout Titans hEac - 2 400
Warlock Titan Warlock hull Model - Varies | 400
Break Victory
Support Cards Contents Point Morale Points Cost
Infantry
Guardian Detachment 6 Guardian stands 3 3 P 150
Defender Detachment 6 Guardian stands & 3 Falcons 53 3 300
Wraithguard Host 4 Wraithguard stands 4 . 1 100
Aspect Warriors
Dark Reapers 4 Dark Reaper stands P R 3 250
Dire Avengers 4 Dire Avenger stands 2 2 1 125
Fire Dragons 4 Fire Dragon stands 2 2 1 100
Howling Banshees 4 Howling Banshee stands 2 2 P 150
Shining Spears * 4 Shining Spear Jetbikes 2 2 2 200
Striking Scorpions 4 Striking Scorpion stands 2 2 2 150
Swooping Hawks 4 Swooping Hawks stands 2 b4 . 150
Warp Spiders * 4 Warp Spider stands 2 Y. 2 200
Cavalry
Jetbike Squad 5 Jetbikes 3 3 2 200
Vyper Squad 5 Vypers 3 3 3 250
Walkers
War Walker Squad 3 War Walkers 2 3 2 150
Woraithlord Squad 4 Wraithlords 4 - 2 200
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Vehicles

* Optional unit. These require

NetEpic 5.0 Eldar Army Book

consent of both sitteuse.
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Fire Prism Fire Prism Grav-Tank Model 3 1 50
Firestorm AA Firestorm Model 3 2 150
Falcon Squadron 3 Falcons 2 3 2 150
Peregrine Squadron * 3 Peregrine Grav-Tanks 2 3 2 002
Wave Serpent Squadron 2 Wave Serpents 1 3 2 150
Light Artillery

Bright Lance Battery 3 Bright Lances 2 3 1 100
Vibro-Cannon Battery 3 Vibro-Cannons 2 3 1 100
Heavy Artillery

Doomweaver Battery 2 Doomweavers 1 3 2 150
Unicorn Battery * 2 Unicorns 1 3 2 150
Warp Hunter Battery 2 Warp Hunters 1 3 2 200
Pulse Laser Barrage * One Orbital Barrage Round - - - 2 VP
Web Bomb * One Orbital Barrage Round - - - 2\VP
Knights

Fire Knight Detachment * 3 Fire Knights of any type 2 2 3 250
Bright Warrior Detachment * | 3 Bright Warriors ofyatype 2 2 3 300
Towering Knight Detachment 8 Towering Knights of any type 2 2 4 350
Flyers

Phoenix Fighter Bomber Phoenix Fighter Bomber Madel3 3 300
Vampyre Troop Carrier Vampyre Troop Carrier Model 3 1 100
Nightwing Squadro 3 Nightwings 2 3 3 300
Superheavies

Cobra * Cobra Grav-Tank Model 3 3 250
Scorpion * Scorpion Grav-Tank Model 3 3 250
Storm Serpent * Storm Serpent Grav-Tank Madel 3 3 300
Tempest Squadron 3 Tempest Grav-Tanks 2 3 5 500
Void Spinner * Void Spinner Grav-Tank Model 3 2 200



Codex Craftworld Lists

Break Victory

All Craftworlds Contents Point Morale Points Cost
Eldar Avatar | Avatar | Model | - | 2 | Freg
Alaitoc Craftworld
Support Card
lAlaitoc Rangers | 4 Pathfinder stands \ 2 2 1] 100
Biel-Tan Craftworld

. . 3 Phoenix Lords .
Biel Tan Phoenix Host 8 1 Varies | 200+

Purchase any 3 Aspect Warrior Detachments

lyanden Craftworld

Warlock stand
lyanden Wraith Host 2 Wraithguard Detachments Warlock| - 5 500
2 Wraithlord Detachments

Special Cards

Spiritseer | Spiritseer stand & Command Falcon | Stand- | 1 | 100
Saim-Hann Craftworld
. . . 2 Vyper Squads
Saim-Hannwind Rider Host 3 Jetbike Squads 13 3 7 650
Support Card
IRevenant Scout Titans | 2 Revenant Scout Titans \ Each- | 2@ | 400]
Special Cards
Farseer on Jetbike Farseer on Jetbike Madel - P 150
Warlock on Jetbike Warlock on Jetbike Model - 1 125
Ulthwe Craftworld
lUlthwe Black Guardian Host| 4 Guardian Detachments \ 12 3 5 50 4
Support Card
Guardian Storm Squad | 4 Guardian Heavy Weapon stands | 2 | 3 | 2 | 200
Harlequin Masque
Break Victory
Company Cards Contents Point Morale Points Cost
Harlequin Masque Great Har_lequin stand & Command Venom 7 > 5 450
3 Harlequin Troupes
Support Cards
Death Jester Troupe 4 Death Jesters stands 2 2 30| 25
Harlequin Troupe 4 Harlequin stands Y. 2 2 150
Harlequin Jetbike Squadrah Harlequin Jetbikes stands 3 2 3 250
Master Mime One Master Mime card - - 1 50
Mime Troupe 4 Mimes stands 2 3 1 125
Venom Squadron 4 Venoms 2 3 2 150
Special Cards
Shadowseer Shadowseer stand & Command Venom Starild 2 150
Solitaire Solitaire stand Stand - 2 150
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Dark Eldar

Break Victory

Company Cards Contents Point Morale Points Cost
Raider Kabal Dracon_, Incubi stand, & Command Raider 15 3 10 | 950

3 Warrior Cadres
Wych Cult 3Dr\;avc;|§] (\é\;):jcrgsstand & Command Raider 15 3 10 | 950
Reaver Kabal 3 Reaver Jetbike Squadrons 8 3 7 650
Ravager Kabal 3 Ravager Squadrons 5 3 7 650
Command Cards (Must buy 1)
Archon Archon, Incubi stand, Combat Barge Archon1 1 100
Archite Archite, Wyches stand, Combat Barge Architel 1 100
Special Cards
Dark Warlock Dark Warlock stand & Command Raider anst 2 2 150
Shadow Spinner Shadow Spinner Scout Titan Madel - 200
Shadow Spinner Squadron 2 Shadow Spinner ScoutsTita Each - 4 400
Webway Portal Webway Portal - +3 +300
Support Cards
Banshee Battery 3 Banshee AA Raiders 2 3 2 225
Enslaver Battery 2 Enslaver Raiders 1 3 2 150
Grotesque Cadre Haemonculus, 5 Grotesque standsd8rR 5 3 4 350
Hellions Cadre 6 Hellion stands 3 3 250
Mandrake Cadre 4 Mandrake stands 2 3 P 150
Scourge Cadre 4 Scourge stands 2 3 2 200
Shadow Raider Shadow Raider Model 2 150
Ravager Squadron 3 Ravagers 2 3 2 225
Raven Squadron 3 Raven Interceptors 2 3 3 275
Reaver Jetbike Squadron 5 Reaver Jetbike stands 3 32 225
Razorwing Razorwing Fighter-Bomber Model 2 200
Warrior Cadre 6 Warrior stands, 3 Raiders 5 3 3 300
Wych Cadre 6 Wych stands, 3 Raiders g 3 3 300
Warp Beasts Pack Beastmaster stand, 5 Warp Baasisst 3 3 2 200
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Eldar Knights

Break Victory
Company Cards Contents Point Morale Points Cost
Fire Knight Detachment
Eldar Knight Host Bright Warrior Detachment 5 2 8 800
Towering Knight Detachment
Defender Warhost 3 Defender Detachments 14 ! 850
. Vyper Squad
Jetbike Host R ice Squads 8 3 6 | 550
Special Cards
Harlequin Troupe 4 Harlequin stands 2 2 2 150
Pathfinders 4 Pathfinder stands 2 2 1 100
Warlock Warlock stand & Command Falcon Stand 1] 512
Support Cards
Guardian Detachment 6 Guardian stands 3 2 150
Defender Detachment 6 Guardian stands & 3 Falcons 5 3 3 300
Jetbike squadron 5 Jetbikes 3 3 2 200
Vyper Squadron 5 Vypers 3 3 3 250
War Walker Squadron 3 War Walkers 2 3 2 200
Firestorm AA Firestorm Mode 3 2 150
Falcon Detachment 3 Falcons 2 3 2 150
Bright Lance Battery 3 Bright Lances 2 3 1 100
Fire Knight Detachment 3 Fire Knights of any type 2 2 3 250
Bright Warrior Detachment 3 Bright Warriors of atype 2 2 3 300
Towering Knight Detachment 3 Towering Knights of/dppe 2 2 4 350
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Exodites

Break Victory

Company Cards Contents Point Morale Points Cost
Defender Host 3 Fusiliers Detachments 9 K 5 450
War Host 3 Warrior Detachments 9 3 4 350
Dragon Host 3 Dragon Knight Squadrons 8 3 6 600

Lethosaur Knight Squadron
Scout Host 2 Raptor Knigﬁt ngadrons 8 5 500
Support Cards
Fusilier Detachment 6 Fusiliers stands 3 3 2 150
Warrior Detachment 6 Warriors stands 3 3 1 125
Rangers Squad 4 Rangers stands b4 1 100
Dragon Knight Squadron 5 Dragon Knights stands 3 2 200
Lethosaur Knight Squadron 5 Lethosaur Knights stand 3 2 20(
Raptor Knight Squadron 5 Raptor Knights stands 3 2 175
Pterosaur Knight Squadron 5 Pterosaur Knights stand 3 2 20(
Dragoon Squadron 5 Dragoons stands 3 3 250
Scout Walker Squadron 3 Scout Walkers 2 X 1 100
Vyper Carrier Squadron 6 Vypers Carriers 3 3 2 175
Bright Lance Travois Battery 3 Bright Lance Travsiands 2 1 125
Missile Launcher Travois Batter@ Missile Launcher Travois stands 2 3 1 125
Starcannon Travois Battery 3 Starcannon Travoigdsta 2 1 125
Hellbender Squad 3 Hellbenders 2 3 2 150
Special Cards
Baron Baron stand & 2 Dragoon stands Baron 1 100
Carnosaur Carnosaur Model 2 2 200
Dragon Serpent Squadron 3 Dragon Serpents 3 225
Exo-Suit Squadron 3 Exo-Suits 2 2 3 300
Megadon Megadon Model 2 3 300
Visionary Visionary stand Stand 1 2 175
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Summary of Unit Statistics

ge

Troop Type Move Save CAF| Weapons Range Agii%k T;'O'wt TSM | Notes

Special

Archon / Archite 10 cm - +7| Xenospasm 35cm 2 5+ -pCommand, Elite, HQ, Shadow Field, Dod

Avatar 15cm 2+f +10| Spear 15 cm 1 24 -3 No choicactions

Baron 20 cm A4+/6+f +6| Blast Pistol 25 cm 2 54 0 Cavglry, Elite, .HQ’ Laser Lance,
Wraithbone shield

Bonesinger 10 cm - +1| Laspistols 25cm 1 5+ [0 H@chénic, Special

Dracon / Dracite 10 cm - +5| Terrorfex/Agoniser B/ 2 5+ -1 Elite, HQ, Dodge

Exarch 20 cm 5+f +8 | Ancient Artifacts 75 cm 2 3+ -1 Elite, HQ

Farseer 10 cm 6+f +3| Shuriken Pistol 25 cm 1 5t D Q, Bsychic Powers

Farseer on Jetbike 35cm 6+f +8  Shuriken Pistol cra5 1 5+ 0 HQ, Psychic Powers

Forward Observer 10 cny - +0  Shuriken Pistol 25cm 1| 5+ 0 HQ, Stealth, Special

Great Harlequin 10 cm - +8| Pistol/Kiss 25cm 1 4+4f -2 HQ, Elite, Special

Harlequin 10cm - +6 | Shuriken Pistol 25cm 1 5+4 Q e-rBI Close Combat defeat

Master Mime - - - ECM Equipment - - - Special

Pathfinder 10 cm 6+f +1| Lasgun 50 cnj 1 4+ q Irdititon, Sniper, Stealth

Phoenix Lord As the appropriate Aspect Warrior plus Command & HQ

Shadowseer 10 cm - +0  Splinter Pistol 25 cm 1 5t PHQ, Psyker

Solitaire 15cm 4+f +10| Neuro-Disruptor Template - | Special No | HQ, Elite, Special

Visionary 20cm 6+f +4 | Pistol/Witchblade 25 cny 1 54 0 Cavalry, HQ, Psyker

Warlock 10 cm 6+f +2 | Shuriken Pistol 25 cn 1 54 0 Q,HElite, Psychic Powers

Warlock on Jetbike 35 cm 6+f +2  Shuriken Pistol chb 1 5+ 0 HQ, Elite, Psychic Powers

Infantry

Beastmaster 15 cm) - +3  Pistol/Agoniser 25cm 1 5t OHQ, Gladiator, Combat Drugs

Dark Warlock 10 cm - +0 | Splinter Pistol 25 cm 1 54 0 HQ, Psyker

Death Jester 10 cn - +3  Shrieker Cannon 50 ¢m 2 4+ -1 Special

Fusilier 10cm - +0 | Blast Carbine 50 cm 1 54 0

Grotesque 10 cm 6+f +3| Claws - - - - Stupid, Terror

Guardian 10 cm - +0| Shuriken 50 cn] 1 54 Q

Guardian Heavy Weapon 10 cm - +0 Lascannon 75 ¢m 2 b5+ -1

Haemonculus 10cm - +4| Destructor Template - A 11 lite, HQ, Special

Incubi 10 cm 6+ +4 | Tormentor Helm 25 cm 1 54 0 &lit

Mandrake 10 cm 6+f +2| Pistol/Blades 25cm 1 5t bAsh, Stealth

Mime 10 cm - +3 | Pistols/Sword 25 cm 1 5+ 0 Deejk8tr

Scourge 15 cm - +0| Splinter Cannons 75 cm 2 5+ lumpJPack

Warriors (Exodite) 10 cm - +1| Blast Pistols/Swords 25 cm 1 5+ 0

Warriors (Dark Eldar) 10 cm - +0| Splinter Rifles & 1 5+ 0

Wraithguard 10 cm 5+ +2| Wraithcannon 50 cm 1 5t -PSpecial

Wyches 10 cm - +3| Pistols/Blades 25cm 1 5+ Carbinags, Dodge

Aspect Warriors

Dark Reaper 10 cm 5+ +1]  Missile Launcher 75cm 2 4+ -1 Elite, Quickdraw

Dire Avenger 10 cm - +2| Shuriken 50 cm 3 4/5/6+ Q liteESpecial

Fire Dragon 10 cm - +2| Thermal Gun 25cm 1 4+ -2 iteElgnores Cover

Howling Banshee 10 cm - +6| Power Sword 25 cm 1 5t OElite, Special

Striking Scorpion 10 cm - +6| Mandi-Blaster 25cm 1 5+ 0 Elite, Special

Swooping Hawk 25cm - +2| Lasgun 25cm 1 5+4 a Elteep Strike, Hard to Hit, Jump Pac

Warp Spider 30cm 5+f +2| Web Spinners Specjal - 3+ 0 Elite, Fire on the Fly, Special

Cavalry

Dragoons 20cm|  5+/6+f +4| Plasma Carbines 354dm 1 4+ -1 Erl:it;’dEXOd'te Shock Lance, Wraithbone

Dragon Knight 20 cm 6+f +3| Blast Carbines 50 cm 1 + 5 0 Laser Lance, Wraithbone shield

Harlequin Jetbike 35 cm - +5/  Shuriken Catapults crh5 1 5+ 0 Skimmer

Hellion 25cm 6+f +2 | Hellglaives 50 cm 1 5+ 0 Cornbaugs, Skimmer

Jetbike 35cm - +3| Shuriken Catapult 15cm 1 5t D kimBer

Lethosaur Knight 25 cm - +1| Plasma Carbines 35am 1 4+ -1 Infiltration, Hit & Run

Pterosaur Knight 30 cm - +1] Blast Carbines 50 cm 1] 5+ 0 Deep Strike, Skimmer

Raptor Knights 25cm - +3| Blast Pistols/Swords b c 1 5+ 0 Infiltration

Reaver Jetbike 35 cm] - +3 Blasters 15cm 1 A+ 11 ml@x Drugs, Skimmer

Shining Spear 35 cm 6+ +5  Shuriken Catapult] 15gm 1 5+ 0 Elite, Skimmer, Special

. Shuriken Cannon 25¢cm 2 5+ 0 .

Vyper Jetbike 35cm 6+ +1 Shuriken Catapult 15 om 1 54 0 Skimmer

Warp Beasts 20 cm - +4, Claws - - - - Triple moveGirarge

Walkers

Scout Walker 30 cm - +1| Scatter Laser 25cm 3 i OHolo-field

Talos 10 cm 4+ +5| Talos Stinger 50 cm D6 54 -1 Shen Al

War Walker 25cm 6+ +1| Lascannon 75cm 1 5+ -2
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Scatter Laser 25cm 3 5+ 0
. Lascannon 75 cm 1 5+ -2 .
Wraithlord 10 cm 5+ +4 Shuriken Cannon 25 om > 54 0 Special
Vehicles
Dark Lance 75 cm 1 4+ -2 ) .
Combat Barge 30 cm 4+ +4 Disintigrators 50 cm > 5+ 1 OTV, Shadow Field, Skimmer, Transport
Dragon Serpent 25 cnj 3+ +1  Warp Wave 2D6x10 Special 4+ - Skimmer, Transport 2, Special
Fire Prism 25cm 3+ +1| Prism Cannon 75 cm 1 3t 12 kimBer, Special
Falcon 25cm 3+ +1| Lascannon 75cm 1 4+ -2 Skimfmansport 2
Firestorm AA 25cm 3+ +1| Laser Battery 100 cin 3 4+ -2 Skimmer, AA
. Lascannon * 75 cm 1 4 -2 * Turret
peregrine 25cm 3* *2 Scatter Laser 25cm 3 5 0 PD(1), Skimmer, Transport 1
Raider 30 cm 5+ +0| Dark Lance 75 cn 1 44 -2 OT\p®ker, Transport 2
Dark Lance 75 cm 1 4+ -2 .
Ravager 30.cm 4+ 2 Disintigrators 50 cm 2 5+ -1 Skimmer
: Shadow Cannon * 100 cm 1 3+ -4 | Skimmer, Shadow Field
Shadow Raider 30 cm St K Heavy Disintigrators| 75 cm 2 5+ -2 * Penetrating +3
Wave Serpent 25 cm 3+ +1]  Warp Wave 2D6x[L0 Special + 4 - Skimmer, Transport 2, Special
Venom 35cm 6+ +1 | Shuriken Catapults 15 cm 1 5 0 oloHield, OTV, Skimmer, Transport 1
Vyper Carrier 35cm 6+ +1| Shuriken Catapultg 15c¢cm 1 5+ 0 OTV, Skimmer, Transport 1
Light Artillery
Bright Lance 10 cm - -3 | Lascannon 75cm 1 4+ 4
Bright Lance Travois 15cm - -3| Bright Lance 75cm 1 4+ -2 Fire on the Fly
Missile Launcher Travois 15 cn - -3 Missile Launche 100 cm 2 BP - 0 Fire on the Fly
Scatter Laser 10 cm - -3| Scatter Laser 50 gm 2 4+ 0
Starcannon Travois 15cm - -3  Starcannon 75 a¢m 2 5+ -1 Fire on the Fly
Vibro-Cannon 10 cm - -3 | Vibro-Cannon 75 cn Ling iar| Varies| Special
Heavy Artillery
Banshee AA Raider 30 cn 5+ +0  Splinterstorm 75 cm 3 4+ -1 AA, Skimmer
Doomweaver 25cm 3+ +1| Wire Thread Special Spegial 4+ None | Skimmer, Special
Enslaver Raider 30 cm 5+ +1  Net-thrower LoS Speaial 4+ No | Skimmer
Hellbenders 15cm 6+ +1| Fire Breath Template - At Dignores Cover
Unicorn* 25cm 3+ +2 | Vibro Cannon 75 cm Line Varigsv/aries | Skimmer, Special
Warp Hunter 25cm 3+ +1| Warp Cannon 75 cm Spegial arieg | None| Skimmer, Special
Pulse Laser Barrage - - - Orbital Barrage Spedial 1 2+ -2 Special. Cost: 2 VP
Web Bomb - - - Orbital Barrage Special Specigl 4+ oné8l | Special. Cost: 2 VP
Knights
. Star Lance 75 cm Special 4+ -2 " . ’
Exo-Suit 20 cm 3+/6+f +4 Scatter Laser 25 om 3 5+ 0 Holo-field, Wraithbone Shield
) Maelstrom Laser 75 2 4+ -2 ) .
Fire Gale 20 cm 3+ +2 Scatter Laser o5 3 5+ 0 Holo-field, Psychic Lance
Fire Reaper 20 cm 3+ +3| Lascannon 50 3 5t 1 HeldfPsychic Lance
) Missiles 100 4 BP 5+ -2 ) .
Fire Storm 20 cm 3+ +2 Shurikens o5 2 6+ 0 Holo-field, Psychic Lance
. . Maelstrom Laser 75 2 4+ -2 ) .
Bright Stallion 25cm 4+ +3 Scatter Laser o5 3 5+ 0 Holo-field, Psychic Lance
: Maelstrom Laser 75 2 4+ -2 ) .
Bright Stalker 25cm 4+ +3 Lascannon 50 1 54 1 Holo-field, Psychic Lance
" Maelstrom Laser 75 2 4+ -2 ) .
Towering Destroyer 25 cm 2+ +5 Scatter Laser o5 3 54 0 Holo-field, Psychic Lance
) Maelstrom Laser 75 2 4+ -2 ) .
Towering Fury 25cm 2+ +5 Lascannon 50 1 5+ 1 Holo-field, Psychic Lance
Superheavies
4 Starcannon 75 cm 2 5+ -1
Carnosaur 20 cm 1+ +12 Scatter Laser 25 cm 3 5+ 0 Bloodlust, PD(2)
D-Cannon 75cm | Template| 3+ None . .
Cobra 20 cm 1+ +5 Shuriken Cannon 25 om 2 5+ 1 Skimmer, PD(3), Special
Bright Lance 75 cm 1 4+ -2
Megadon 10 cm 1+ +8| Starcannons 75 cm 4 5+ -1 | Bloodlust, PD(6)
Psychic Blaster Template - Special| None
. Pulse Laser x2 75 cm Varies | Varies | Varies . .
Scorpion 20 cm 1+ +5 Shuriken Gannon 25 om 2 54+ 1 Skimmer, PD(3), Special
Storm Serpent 20 cm 1+ +3  Shuriken Cannon 25¢m 4 + 5 -1 Holo-field, Skimmer, PD(3), Special
Tempest Laser * 100 cm 2 4+ -3 | * Turret
Tempest 25cm I+ 4 Shuriken Cannon 25cm 2 5+ -1 Skimmer, PD(1)
. . Void Spinner 100 cm 8 BP 3+ -3 .
Void Spinner 20 cm 1+ +3 Shuriken Cannon 25 om 2 54 1 Skimmer, PD(3)
Fliers
Lascannon 75 cm 1 4+ -2
Nightwing 100 cm 3+ +4 | Shuriken 25cm 4 5+ 0 Flier
Missiles 50 cm 4 BP 5+ 0
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Sonic Cannon * 75 cm 2 4+ -3 ) )
Phoenix 75cm 3+ +2| Shuriken 50 cm 4 5+ 0 flllerr],ofetéacr:rg\?eerattacks during movement
Plasma Bombs Special 8 BP 3+ -3 9
L Dark Lances 25cm 2 4+ -2 ) :
Raven Interceptor 115cm 5+ (a )Splinter Cannon 25 cm 2 5+ 0 Flier, Shadow Field
Dark Lances 25cm 2 4+ -2
Razorwing Fighter-Bomber| 90 cm 5+ (a +2Splinter Cannons 25cm 2 5+ -1 | Flier, Shadow Field, Special
Horrorfex 25cm 4 BP 5+ Special
Shuriken 25¢cm 6 5+ -1 "
Vampyre 100 cm 4+ 0 Missiles 25 cm 4BP 5+ 1 Flier, Transport 6
Titans
Phantom Titan 25cm  Template+12 | Purchase 2 weapons + 2 Wings Agile, Holo-field
Pulse Laser 75 cm Varies | Varies | Varies . ) .
Revenant Scout Titan 30cm Template+7 | Missile Launcher 100 cm 4 BP 5+ 0 JASrIII‘]i) ?;?_fslesg":izla rd to Hit on Charge,
Scatter Laser 25cm 3 5+ 0 '
Shadow Weaver LoS Special 4+ None
Shadow Spinner 35cm Templgte+6 | Dark Lances 75 2 4+ -2 | Agile, Shadow Field, Dodge
Heavy Disintigrator 75 1 5+ -2
Warlock Titan 20cm| Template +12 | Purchase 2 weapons + 2 Wings Agile, Holo-figkd Psychic Save, Psychic Powers, Special
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