Tyranids

ARMY CARDS




- @ Combine barrage points from all battery

BP | to-hit
1-2 6+
3-4 5+

- #Refer to table to compute to-hit: 5-6 4+
7-8 3+
9+ 2+

- Army indication is between parenthesis for optional units.
- PD is point defence (15cm 1D 6+ (0), 3602, always on First Fire)
- Templates are:
* SB: Standard Barrage, 6cm diameter circle.
* LB: Large Barrage, 12cm diameter circle.
* ST: Small Teardrop, 5cm diameter circle ending a 10 cm long triangle.
*LT: Large Teardrop, 6cm diameter circle ending a 25 cm long triangle.
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1 Scythed Hierodule

3 Hierodule Hulls




Hierophant Hull

: 3 Hierophant Hull




Bio-Titan Weapon List




Bile Launcher Bile Launcher Stinger Salvo Stinger Salvo
Weapon Range Shoot [ Weapon [ Range |  Shoot |
Bile Launcher | 100cm 1d 3+ (-3) | StingerSalvo | 25cm [ 6d4+(-1) |
A belch | £ i target 4BP 5+ (0) A =l ecti
is weapon belches a lump of corrosives Buildings may be affected by this splatter or may be the is weapon represents large projections
ime that strikes the intended target and . . . . needle-like stingers. The weapon is
N target of the bile launcher; there is no splatter affect if a . N S
en splatters against any nearby targets. i . ’ ort range and is effective against lightly
A building is chosen as the primary target of the Bile-
successful hit adds a barrage template rmored targets.
) Launcher.
its target.
o= )
Bio-Cannon Bio-Cannon Razor Claw Razor Claw
[ Weapon [ Range | Shoot | [ Weapon [ Range |  Shoot |
| Bio-Cannon | 75cm [ 3d5+(-3) | | RazorClaw | 25cm [ 8BP3+(0) |
cannon are similar to the multi orifice Penetrating +1. e Razor Claw is a close combat weapon Sh?m. ordo .a Grab Att.a.Ck at +2 in Close Combat. Destroy
X - N Buildings with -4 modifier.
apons mounted on Exocrine. at operates similarly to the Imperial
n Power Fist. The Razor Claw also
rries Frag Spines that can be used to
liver a short-range barrage.
o= )
Cluster Spines Cluster Spines Ripper Tentacles Ripper Tentacles
Weapon Range Shoot Select one ability at start of Close Combat segment.
Cluster Spines 50cm 8BP 3+ (-1) 1)Each functioning ripper tentacle that the bio-titan is
" j armed with increases the probability of a hit by 1. This
ese are similar to the Ifrag spines pper Tentacles are huge tendon am.i means that versus non-elite infantry,/ vehicles the number
'Imted 3 :therT\;ramd Brootli(s :;m S bun:ales thatlash ":w': a}: rr:)de!s N needed to hit would be 2+ for 1 tentacle, etc. For elite units
EsRendimare densely packed. Uy _Se_ coma_d RS otitan the value would be 3+ for one ripper tentacle. The element
nd make it incredibly hard to close . .
e hit must make an unmodified armor save
QR itne bio-titan. 2)A Knigtht or Superheavy unit is separeted from the
others and do not give additionnal Close Combat dices.
3)A Grab Attack at +2 against a Titan or a Gargant.
o= )
Piro-Acid Spray Piro-Acid Spray Spore Pod Spore Pod
[ Weapon [ Range | Shoot | Weapon Rang Shoot
[Piro-Acid Spray| 0 | template 3+ (-2) | Spore Podx 1 25cm 12BP 2+ (-1)
" IgnoresCover, Damages Buildings . Spore Pod x 2 25cm 6BP 4+ (-1)
oba.bly_the most fearsPrf'ue we.apo.n in pore pods are large \.nrulent growths Spore Pod x 3 25cm 4BP 5+ (-1)
e Bio-titan arsenal. This is a triple jet of at can be launched in a concentrated -
i I " One of the three attacks. Multiple barrage templates must
rrosive acid, with its special template. rea or spread out to cover a broad area.
each touch one other.
e spore pods carry a total of 12
rrage Points per turn.
o= )




