Codex Zoat

Background:

Zoats were originally bio-constructed by the Tyranids for the purpose of scouting and fighting protracted engagements in environments the Tyranids themselves find uncomfortable at best. They were designed to be intelligent and independent to carry out this task as it requires them to scout amongst the various races and species throughout the galaxy. Gathering information on those that the Tyranids may find potentially useful. Unfortunately for the Tyranids the nature of the Zoats missions required them to be out of the hive mind for extended periods of time. Due to their fierce independence the loyalty of the Zoats was questionable within the influence of the Hive mind, but outside it's influence the Zoats began to revolt. Not in physical attacks, but simply by disappearing on their missions never to return. After a period of time the Tyranids discontinued their use of the Zoats, reintegrating their matter into other more useful and obedient bio-constructs. Most of the Zoats in the Hive Fleets were destroyed, but those that escaped vowed to fight their former masters. 

These Zoats have abandoned most of the bio-engineering of their former masters, destroying their bio-weapons and transports as soon as they reached inhabitable worlds. Only a few select bio-constructs are kept alive for study. Some of the Zoats have turned their intellects towards finding a weakness in the Tyranids. They study the bio-constructs and indeed themselves for clues as to the make-up of the Tyranids. Since this time they have also rather quickly evolved their own technologies borrowing from those races with which they've had contact. Out of necessity they have also developed new weapons. Their reputation of being the Tyranids advance scouts has not been forgotten among the survivors of their previous contacts. 

Such contact is known to occur only briefly as the Zoats are quite enigmatic, keeping to themselves. They only allow themselves to be approached when they wish it. They have been seen on some newly settled feral worlds, and there are reports of Zoats on a few of the Eldar seed worlds. They have even been reported on one of the minor Craftworlds as guests of the Eldar. It is suspected that some kind of deal was struck allowing the Zoats to study the Eldar technologies. What the Eldar could have gained from such an exchange is still unknown. For this reason alone the empire has taken considerable interest in the Zoats, but most information still comes from sources outside the imperium. 

Recently they have been spotted on worlds not thought to have previously been inhabited by Zoats. Some fears have arisen in the imperium that they have learned the secret of the Eldar Warp Conduit technology, but this rumour has not been proven true as of this point. Current scanning technologies cannot detect Zoats till they are within several meters as they seem to have some kind of built in resistance. Due to this fact the imperial advisors believe it is more likely that the number planets inhabited by Zoats has simply been underestimated. 

Zoats have been known to appear in battles against their former masters, surprising the emperors finest as they somehow appear beside them, fighting the Tyranids to the death. Zoats in combat against Tyranids have been known to suddenly turn on their own kind, it is thought that the Tyranids can still exhibit considerable influence on the Zoats. Commanders fighting with Zoats against the Tyranids should be warned. Unfortunately the remains of slain Zoats have been unrecoverable as they collect their dead and disappear as quickly as they came, denying the chance of further examination of their biology. 

Their abilities in combat have inspired some of the imperium's toughest marine commanders. It would be unfair to say they are any less heroic in their devotion as the brother marines are. Their large stature makes them formidable opponents in hand to hand combat, and their level of technology is concurrent with and even exceeds the imperium in some areas. In the few conflicts against the Emperors finest the Zoats have proven themselves worthy of the respect of the Imperium. 

It is well known that Tyranids are extremely psychic creatures and the Zoats seem to have this ability as well. Their psykers usually travel as part of individual units, using the others less developed abilities to channel energy into more potent manifestations. Their most powerful psykers have honed their abilities to such an extent that they do not need the help of the less practiced Zoats. Zoats have separated into two distinctive fields; defensive psychics and offensive psychics. Zoats typically master one area before studying the other. Only the most powerful of psykers have mastered both disciplines. 

Special Rules:

1. Zoats within 8 inches of a Tyranid must pass a leadership test. Those failing come under the immediate control of the Tyranids. At the end of their turn, or subsequent turns, they may make another Leadership test to regain control of themselves. Each Zoat must only pass one test per games the first time they come within distance. 

2. Zoats within 8 inches of the Hive Tyrant must test every turn, as the Tyrants powers are much greater than normal Tyranids. 

3. Zoats can focus each eye on individual targets. This allows them to fire 2 weapons with at a -1 penalty in the firing phase. They may not fire one weapon twice, or one weapon at two different targets. Heavy weapons may not be fired in combination with basic weapons or pistols. 

4. Zoats cause fear. 

5. Zoats hate Tyranids. 

Zoat Psychics

Because Tyranids are mentally linked together, the Zoats were also given this ability, although they still have individual consciousness. This link is in every Zoat and with training can be developed so that they can manipulate the forces of the warp to manipulate the physical world. Because of this link Zoat psykers tend to accompany individual squads as part of the squad and use their psychic link to help draw power from the warp. To represent this ability a Zoat psyker who is within 8" of a squad receives one bonus warp card from the deck as long as 50% of the squad is alive. Only one psyker can benefit from any one squad (two psykers may not use the same squad to draw an extra card). 

Zoats have separated their psykers into two distinct disciplines; defensive abilities and offensive abilities. Younger psykers focus on one of these two areas, but the older more experienced psykers are accomplished in both areas. The army commander being a Zoat of great knowledge and experience is allowed to use powers from both lists. 

Zoat Psychic Powers:

Defensive Abilities

	PRIVATE
The Unseen
	1 Force/Zoat
	Range: 8"


This power may be used on individuals or squads. If used on a squad it costs 1 force card for each Zoat in the squad. This power shifts light around that Zoats making them difficult to see. All shots taken at Zoats suffer a -2 to hit. 

	PRIVATE
Heal
	1 Force/Wound
	Range: 8"


This power may be used on individual Zoats. The psyker draws together the life energy of the wounded Zoat and attempt to make it whole again. Figures cannot be healed to more than their maximum number of wounds. This power may not be used to resurrect dead Zoats. For each warp card spent to regain a wound on a Zoat roll a D6, on a 4, 5, or 6 the attempt to heal came to late and the force card is lost. 

	PRIVATE
Mental Strength
	3 Force
	Range: 18"


This power boosts the Zoats resistance to mental attacks and the stress of battle and may be played on entire squads. While it is in play the Zoats automatically pass any leadership tests they are required to take. 

	PRIVATE
Psi-tap
	4 Force
	Range: Special


The psyker uses his energies to form a grounding circuit between the energies of the warp and real-space. All force cards and powers currently in play are nullified and discarded. Special cards that may be retained in hand are not effected. This is dangerous for the psyker as the raw energy of the warp flows through him. On a D6 roll of 6 the psyker has been burned by the energy and suffers 1 wound with no save possible. 

Offensive Abilities:

	PRIVATE
Psychic Haywire
	X Force
	Range: 36"


This power focuses the Zoats psychic energy into a powerful electronic burst which can be focused into any mechanical or electronic system within range. Weapons or equipment attacked by this power will be shorted out and useless the rest of the game. On a D6 roll of 6 the target is affected, for each additional force card spent over 1 add +1 to the dice roll. This can make failure impossible, but watch out for Deamonic Attack! When used against vehicles the Zoat player picks a location which is hit by the burst, and disabled for the rest of the game, in addition there is a chance the energy will cause feedback into the other systems. Roll for a random location and damage as normal. 

	PRIVATE
Illusion of Death
	1 Force
	Range: 36"


This power may be used on any one enemy in range. The Zoat projects an image of Death into the mind of the target. The target model suffers the effects of Terror for the duration of the next turn. In addition the target must make a leadership test, if the test is failed the image of Death appears so real in the mind of the target that one wound is sustained. Leadership tests are made on the individual's leadership only. 

	PRIVATE
Psi-bolt
	2 Force
	Range: 24"


This is a physical manifestation of the Zoat's ability, a ball of energy appears in front of the Zoat and immediately travels the full distance in a straight line of the Zoats choosing. Use the 1" template to determine what models are hit along the line of travel. Determine hits using normal rules for template weapons. Every model hit suffers a single strength 5 hit, resolved as normal with a -2 save modifier. 

	PRIVATE
Touch of Death
	X Force
	Range: Close Combat Only


This is a variation of the Psi-bolt. A psyker in close combat releases his energies into his opponent. For this attack to work the Zoat must actually be touching his opponent. The opponent must roll D6 less than their initiative to jump back before the Zoat can make physical contact, a roll of 6 always fails. If the target fails it takes one strength 6 hit for every force card used in the attack. Saves are made with a -3 modifier. Field armour is bypassed by this attack as the Zoat psyker conducts the energy directly into the target through direct contact. 

Special Zoat Weapons:

These are some weapons the Zoats have developed after they left the Tyranids and abandoned most of the bio-engineered equipment. They have favoured energy weapons over projectile weapons as they are easier to rearm and energy packs can be easily recharged and reused. 

Power Halberd:
This weapon is similar to power swords and axes, but in the form of a Halberd. The energy output has been increased many times so that the powerfield discharges it's energy upon striking the target. This weapon requires both hands to use, but still allows the user 1 parry. This is the weapon of choice for the heavily armoured assault troops. 

	Range
	To Hit

	Short
	Long
	Short
	Long
	Strength
	Damage
	Save
	Special
	Penetration

	Close Combat
	8
	D3
	-5
	Close Combat
	2d12+8


Zoat Power Sword:
This is a standard weapon among all Zoats, as they have developed a way to focus and shoot an energy burst from the sword, much like a pistol. The energy burst has an extremely limited range as it dissipates quickly. In hand to hand combat it's profile is the same. 

	Range
	To Hit

	Short
	Long
	Short
	Long
	Strength
	Damage
	Save
	Special
	Penetration

	0-8
	8-12
	+2
	-1
	5
	1
	-2
	Close Combat
	Shooting D6+5
Close Combat 2D6+5


Field Discharger:
This is a basic weapon, again based on power field technology. Tiny power fields are generated and fired from the weapon in quick succession at nearly the speed of light, giving the weapon following fire. If a jam is rolled the weapon has misfired, however no ill effects are suffered and the weapon may be fired normally in the next turn. Because these tiny powerfields do not contain a power source they lose energy quickly, becoming ineffective at longer ranges. At long range the stats on the weapon are halved. Because of the extreme velocity of the fields they are capable of inflicting a great amount of damage. 

	Range
	To Hit

	Short
	Long
	Short
	Long
	Strength
	Damage
	Save
	Special
	Penetration

	0-10
	10-20
	-
	-1
	8/4
	D4/1
	-4/-2
	1D Sustained Fire
	D6+D4+8/D6+5


Mass Disruption Cannon:
This is a heavy weapon similar to the conversion beam projector used by most other races. It causes the molecules in the target to repel from each other. The denser the target, the more violent the results. Targets do not receive a normal save, but must roll less than their initiative on a D6 to avoid taking wounds, a roll of 6 always fails. This represents the victim jumping out of the way, as the beam takes a couple seconds to energise. Against biological targets strength is determined by a random dice roll representing the chance that the cannon will hit a part of the target which is not as dense Against Vehicles the dense armour allows the cannon to work most effectively. The cannon dose not need to roll armour penetration when used against armoured targets, damage is rolled immediately on the appropriate chart. 

	Range
	To Hit

	Short
	Long
	Short
	Long
	Strength
	Damage
	Save
	Special
	Penetration

	0-20
	20-40
	+1
	-
	D8
	D4
	-3
	See Above
	See Above


Field Discharger Cannon:
This weapon operates on the same principle as the smaller Field Discharger, only on a vastly larger scale. The strength of the fields has been increased to allow a greater range, and the rate of fire increased. Like the Field Discharger the weapon is not as effective at long range and the stats are halved. This weapon also cannot jam because it has no moving parts, however if two jams are rolled simultaneously the weapon has over heated, shorting itself out. Roll a D6, on a 6 the weapon explodes causing a single S7 hit on the bearer of the weapon. On a roll of 4 or 5 the weapons circuits have been fused and may not be used the rest of the game. On a 1-3 the cannon cools down and resets, allowing it to be used as normal the next turn. 

	Range
	To Hit

	Short
	Long
	Short
	Long
	Strength
	Damage
	Save
	Special
	Penetration

	0-20
	20-40
	-
	-1
	10/5
	D12/D6
	-6/-3
	2D Sustained Fire
	D6+D12+10/2D6+5


Zoat Army List

· Characters: up to 50% 

· Squads: at least 25% 

· Support: up to 50% 

· Allies: Zoats will ally with any army against Chaos or Tyranids, otherwise they will ally with Eldar, Marines and/or Squats 

Characters:

1 Ancient One 200pts 

The army is always lead by the ancient one who is of great ability and experience, usually one of the original Zoats to have rebelled against the Tyranids. The ancient one is a master of both the Zoat's psychic disciplines, making for a potent commander and combatant. The others revere the wisdom of this one Zoat and will obey all orders without question. 

	PRIVATE
M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	6
	8
	7
	7
	7
	5
	9
	4
	11


· Weapons: Zoat Power Sword 

· Strategy: The Commander has a strategy rating of 4. 

· Wargear: The commander may have up to 3 wargear cards. The commander may choose additional items from the assault weapons, special weapons, grenades and armour sections of the Wargear list. 

· Special: The commander is a psyker with a mastery of 4 and may take powers from either discipline up to a total of 4. 

The Wise Ones 

· Historian 80pts 

· The Learned 100pts 

· The Wisend 180pts 

The Wise ones are so named because they pursue the wisdom and enlightenment of the Ancient One. The Historians are the initiates who are required to learn the complete history of the Zoats including the time of Tyranid rule. The Learned become greatly skilled in the physical and mental sciences. The Wisend have completed the training and work to further the technology of the Zoats as well as battling the Tyranids when called by the Ancient One. It is the Wisend who willingly interact with other races to learn and adapt different technologies. 

	PRIVATE
Type
	M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	Historian
	6
	6
	3
	6
	6
	3
	6
	2
	10

	Learned
	6
	7
	4
	6
	7
	4
	7
	3
	10

	Wisend
	6
	8
	6
	7
	7
	5
	8
	4
	10


Weapons: Zoat Power Sword Wargear: Historians may have 1 Wargear card, Learned 2, and Wisend 3. They may choose additional items from the assault weapons, basic weapons, grenades and armour sections of the Wargear list. Special: Historians are level 1 psykers, Learned are level 2 psykers and Wisend level 3. Historians and Learned are allowed to choose powers from only one discipline. Wisend may choose powers from either discipline up to the total of 3. 

Squads:

Quick Ones 280pts 

The army may include any number Quick One squads. These Zoats are lightly armoured to allow the greatest movement to close with the enemy very quickly. 

	PRIVATE
M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	6
	5
	3
	6
	6
	3
	5
	2
	9


· A squad consists of 4 Zoats. 

· Weapons: Zoat power sword. The entire squad may be equipped with either one additional weapon from the assault weapons list or one additional weapon from the basic weapons list. The entire squad may be equipped with grenades from the grenade section. 

· Armour: The entire squad is fitted with respirators and refractor fields. The whole squad may upgrade to Conversion fields for 56pts. 

Tested Ones 316pts 

The army may include any number of Tested One squads. The Troops are better protected against enemy fire at the cost of greater movement. 

	PRIVATE
M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	5
	5
	3
	6
	6
	3
	5
	2
	9


· A squad consists of 4 Zoats 

· Weapons: Zoat power sword. The entire squad may be equipped with either one additional weapon from the assault weapons list or one additional weapon from the basic weapons list. The entire squad may be equipped with grenades from the grenade section. 

· Armour: Tested Ones are equipped with a kind of plate armour which includes respirators and auto-senses which allows a save of 3+. The squad may take refractor fields at an additional 24pts or conversion fields for 56pts. 

Strong Ones: 360pts 

The army may include one squad of Strong Ones for every 2 squads of other types. Strong Ones are very heavily armoured, allowing them to take on deeply entrenched and well-equipped opponents. 

	PRIVATE
M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	4
	5
	3
	6
	6
	3
	5
	2
	9


· A squad consists of 4 Zoats 

· Weapons: Zoat power sword. The entire squad may be equipped with either one additional weapon from the assault weapons list, or one additional weapon from the basic weapons list. The entire squad may be equipped with grenades from the grenade section. 

· Armour: Strong Ones are equipped with heavy powered armour which is sealed completely from the outside environment and includes auto-senses which allows a save of 2+. A roll of 6 will always save the Zoat from damage. The squad may take refractor fields at an additional 24pts. 

Support:

Light Ones 95pts 

The army may include a Light One for every Quick One squad. These Zoats specifically support the Quick One squads. Laying down a covering fire while the Quick Ones advance. 

	PRIVATE
M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	6
	5
	3
	6
	6
	3
	5
	2
	10


· Light Ones are individual Zoats and do not need to maintain unit coherency with any other squad. 

· Weapons: Zoat power sword. Light Ones may take one weapon from the heavy weapons list. 

· Armour: Light Ones are equipped with respirators and a personal power field. 

Heavy Ones 125pts 

The army may include a Heavy One for each Strong One squad. These Zoats are the heavily armoured equivalent of the Light Ones. 

	PRIVATE
M
	WS
	BS
	S
	T
	W
	I
	A
	LD

	4
	5
	3
	6
	6
	3
	5
	2
	10


· Heavy Ones are also individual Zoats and are not bound to any one squad. 

· Weapons: Zoat power sword. Heavy Ones may take one weapon from the heavy weapons list. 

· Armour: Heavy Ones are equipped with Zoat power armour which confers a save of 2+ and always saves on a roll of 6. The Zoat is also equipped with a personal power field. 

· Special: Heavy Ones may be equipped with the special weapons harness for 20pts. The harness allows the Zoat to aim and fire 2 Heavy weapons at the same time. The harness also incorporates targeters for both weapons. Due to the limitations of the power supply there are some restrictions. Only one field discharger cannon or heavy plasma cannon may be mounted on the harness at any time. Field discharger cannons and heavy plasma cannons may never be mounted together on the weapons harness. The power requirements of both of these weapons together would burn out the power system of the harness. Due to the auto-stabilisers of the harness, Heavy Ones equipped with the harness may move and fire in the same turn. The weapons harness reduces movement by an additional 1". Heavy ones in close combat suffer -2 to WS because of the bulk of the harness. 

Wargear Lists:

Assault Weapons

	PRIVATE
 Weapon
	Points
	Weapon
	Points

	Power Halberd
	20
	Power Axe
	7

	Power Fist
	10
	Hand Flamer
	7

	Hand Webber
	7
	Plasma Pistol
	5

	Zoat Power Sword
	7
	
	


Basic Weapons
	PRIVATE
 Weapon
	Points
	Weapon
	Points

	Field Discharger
	10
	Flamer
	9

	Plasma Gun
	7
	Melta Gun
	8


Heavy Weapons
	PRIVATE
 Weapon
	Points
	Weapon
	Points

	Field Discharger Cannon
	50
	Heavy Plasma Cannon
	40

	Multimelta
	65
	Heavy Webber
	20

	Lascannon
	45
	Mass Disruption Cannon
	70

	Heavy Flamer
	25
	
	
	


Grenades: Models purchasing grenades are assumed to have enough to last for the duration of the battle. When purchased for a squad all models must carry the same type of grenades and pay the cost. (i.e. a Light Squad which purchases Frag grenades would cost an additional 8pts)

	PRIVATE
Type
	Points
	Type
	Points

	Blind
	2
	Krak
	3

	Frag
	2
	Plasma
	3

	Melta Bombs
	5
	Photon Flash
	2


Armour
	PRIVATE
 Type
	Points
	Notes

	Plate Armour
	9
	1" movement Penalty, Respirator, 3+ Save

	Power Armour
	20
	2" movement Penalty, Respirator, Auto-senses, 2+ Save, D6 roll of 6 always saves

	Refractor Field
	6
	5+ Save

	Conversion Field
	14
	4+ Save

	Displacer Field
	24
	3+ Save



Vehicles: None yet. 

Zoat Specific Wargear Cards

	PRIVATE
Barbed Strangler
	
	
	
	
	30pts

	This bit of Tyranid technology still exists among the Zoats, as do a few others. They are kept for study, but in times of need can be used. The barbed strangler fires a seed pod at the target, if a wound is scored and the target fails its save the pod germinates and a full grown barbed strangler beast bursts from the victim. The victim is automatically killed regardless of how many wounds it has. The tentacles of the beast lash out to capture new victims. Any model within 5" of the first target will be ensnared on a D6 roll that exceeds the range to it. Any living thing that is grabbed is killed automatically, but a new beast is not formed. Non-living things are trapped until freed. The beast can be killed by area effect weapons by making a successful wound, consider the beast to have a toughness of 4.

	Range
	To Hit
	
	
	
	
	

	Short
	Long
	Short
	Long
	Strength
	Damage
	Save
	Special
	Penetration

	0-18
	18-36
	-
	-
	4
	Special
	-1
	See Above
	None


	PRIVATE
Null Standard
	
	
	
	
	
	
	
	20pts

	This item has all the appearance of a normal standard, usually depicting the exodus from the Tyranid Hive fleets, however the Zoats have devised a way to mount a Null-Shield into the standard. The Null-Shield projects a field with a 4" radius. It is impossible to affect any model within this radius with psychic powers, it is also impossible to use psychic powers from within the shield. Powers which run into the shield are automatically dissipated. In addition, if rolling a D6 for every psyker during the psychic phase Zoats carrying the standard do not count. Zoat squads in such a shield may not be used to gain an extra warp card by any Zoat psyker. Any stored force cards a psyker may have are instantly lost when the psyker comes into contact with the field.


	PRIVATE
Holo Standard
	
	
	
	
	
	
	
	20pts

	This is another device fitted into the Standards that Zoat often carry into battle, however it projects a holographic duplicate of all models within a 4" radius. Models must be COMPLETELY within the radius before a duplicate will be generated. The holographic image must be within line of sight of the standard, if line of sight is broken for any reason the holographic images will disappear and reappear within line of site. The holograms appear completely normal and move with the above restriction. Enemy models equipped with scanners will be able to distinguish which models are holograms. Holographic models cannot harm anything, nor can they be harmed by anything. All attacks just pass right through them. Any model who leaves the 4" radius of the standard will cease to be a part of the holographic projection, likewise models killed in the radius will also be "killed" in the holographic projection. The projector will duplicate enemy troops that enter the radius.


	PRIVATE
Psi-Helm
	
	
	
	
	
	
	
	15pts

	This device is a helm composed of a psychic matrix that can store force for later use. It can increase the wearers strength in hand to hand combat by the amount of force stored, but dose not negate demonic saves as the wearer may be fighting with normal weapons (ie. a normal sword instead of a force sword). If the wearer is killed for any reason the matrix will dissipate any stored energy, usually as harmless static. However there is a chance of a devastating release. Roll 2D6, if the total is LESS THAN the number of force cards stored in the helm, the release of energy creates a vortex. Place the vortex marker on the spot and treat it as a normal vortex.


	PRIVATE
Dominator Control Unit
	
	
	
	
	30pts

	This is a small electronic device fired from a modified grapple gun, or placed manually on the target. To place it manually requires a successful hit on the target in Hand to Hand combat. When a hit is scored the Unit is in place and produces a very strong tightly controlled magnetic field. Through manipulation of this field the bearer of the weapon may control the actions of the target. On a D6 roll of 4+ the device successfully over-rides the targets systems and takes control. Dreadnoughts, figures equipped with Terminator armour and Orks equipped with mega-armour will be controlled completely, the wearer simply becomes a puppet trapped in their own armour. Larger targets such as vehicles will never be completely controlled, a roll on the Hit location chart will determine which position is dominated. Hull and Track/Wheel/Grav unit hits give control over the vehicles movement to the Zoat player. Weapon hits obviously give the Zoat player control of all weapons in that location (ie all weapons in a turret/side sponson). The unit may only be used on one target at a time.

	Range
	To Hit
	
	
	
	
	

	Short
	Long
	Short
	Long
	Strength
	Damage
	Save
	Special
	Penetration

	0-12
	12-24
	-
	-1
	-
	Special
	-
	See Above
	None


	PRIVATE
Bio Poison
	
	
	
	
	
	
	
	10pts

	This is a special toxin developed by the Zoats which is deadly to Tyranids, however it is very difficult to manufacture, making it very rare. A model equipped with Bio-poison has coated all it's weapons with it (projectile and close combat weapons, the poison cannot be used in conjunction with ranged energy weapons like Lasers, Field dischargers, etc). If a hit is scored against a Tyranid (or bio-construct), it must pass a saving throw (modifiers for the weapon used apply) or die regardless of how many wounds it may have.


Original Zoats

This is what the actual Zoat figures look like, these were taken from the Citadel Miniatures Catalogue without permission from Games Workshop and is copyrighted material all rights belonging to Games Workshop. Product order numbers are supplied so you to can order these using GWUK's archival service to get your hands on some real Zoats. 

	PRIVATE
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	Zoat Torso With Flamer and Power Glove 072545/3

	Zoat Body 072545/2
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	Zoat Body (as above) and Zoat Torso with Fleshborers 072545/1

	Zoat Body (as above) and Zoat Torso with Fleshborer 072545/5
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	Zoat Body (as above) and Zoat Torso with Missile Launcher

	Complete Zoats consist of one body and one torso.
	


