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A /' To limit the moral pollution caused by contact with alien
/| and non-Imperial cultures in millennia past, the Adep-
" tus Terra outlawed trade and dealing beyond the Impe-
rium. Only those individuals with Warrants of Trade or
¢ similar documents are allowed to explore planets not
& yet under Imperial control, encounter alien civilizations
¢ and regressed human societies, and claim barren
+ worlds rich with minerals or other
resources. Such men are the Rogue Traders.
-~ Operating beyond Imperial Control, they are a law unto
. themselves.

. Some are highly pious individuals, bringing the
& Emperor’s light beyond his rule; others are nething
-..;; -~ more than glorified pirates andscoundrels. Not all who
claim to be Rogue Traders actually are, while many
Warrants of Trade are centuries old — handed down
& through family generations, exchanged in
L gambling dens, stolen from: their rightful-owners or
= have otherwise fallen into the -hands of those who
& might abuse the power they bestow.

Rogue Traders exude confidence, they are highly
charismatic, often charming and roguish, skilled
~ diplomats (some would say confidence tricksters) and
hardened killers when the situation demands. Rogue
Traders will often gather an entourage of hangers on
and companions much like an Inquisitor does, and this
. may contain alien warriors, mutants and other
.. . undesirables, which many Inquisitors would take to
. marking the Rogue Trader out as a heretic. Many
Rogue Traders have highly unstable personalities —
some destroy worlds on a whim, or experiment with
alien species out of macabre curiosity.
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Rogue Traders often dress extravagantly and
flamboyantly — like Inquisitors each one has their own
~ style and manner. They carry the best weapons and
equipment they can acquire, including all manner of
alien weapons and gadgets. Jokaero digital weapons
~are popular — miniature lasers and needlers that are
. worn as rings but contain the same power as a pistol.
. They might be carrying C'tan phase weapons that can
. bypass armour, Ha'Kaidan neuro-stars, or one of a mil-
: lion other pieces of strange and bizarre wargear.
. Itis not uncommon for a Rogue Trader to have once
' been a high ranking member of the Adeptus Terra, per-
haps ousted from power and falling back to trading to
regain his position and authority.
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Such Rogue Traders often wear the finery
of Imperial aristocracy mixed with gar-
ments from worlds beyond the Emperor’s
rule, often sporting a weapon from military
service such as a Naval cutlass or Officer’s
sabre. They might also carry ornate duel-

ing
pistols in lacquered holsters, or ancient- :
looking hunting rifles slung rakishly across . r~
the shoulder. : .
o
%
",

i ;




Rogue Traders usually return to Imperial
space every few years, to unload their exotic
wares and resupply, recruit and rest until
their next foray into the darkness. During
these periods they may have encounters
with members of the Inquisition. Any Inquisi-

tor who hears news of a Rogue Trader in his |

locality will more than likely seek him out to
find out what he has discovered.

Rogue Traders wield incredible power and it
is easy for them to forget that once back
within the Imperium they do not have free
reign to act as they wish, and this will also
draw the attention from the Inquisition.

Many Rogue Traders dispute the right of the
Inquisition to persecute them, as they see it.
As men who have wandered amongst alien
stars and conversed with all manner of cul-
tures, Rogue Traders are susceptible to all
kinds of heresies, from wayward philoso-

phies to infection by alien creatures or pos-

session by warp entities that live in the dark-
ness between stars.

All these factors can lead to violent confron- |

tation, particularly if the Rogue Trader has
knowledge or an artifact that an Inquisitor s
keen to get his hands on.

Occasionally the Inquisition may approach a
Rogue Trader to work from them, either lead-
Ing his own men or and the companion to an
Inquisitor. Whether this works comes down
to the Rogue Trader and Inquisitor involved —
Rogue Traders can be highly irrelevant at

times, and Inquisitors with a hard-line view %

often take offense to the jibes at the Impe-
rium and its organizations.

he soles of my boots are caked with the dust of a thousand worlds, so mark what i say
well, for | know whereof | speak: the Emperor’s galaxy is filled in with hot, cold, steamy,
dank, polluted swampy, airless, icy, gassy and otherwise miserable planets.
I'll allow that there are a few pleasant worlds, but the docking fees alone will likely pauper

e

ye on those. | say expect nothing pleasant on your travels and you’'ll seldom be suprised.

- Rogue Trader Kobal Aizdar
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From an early age, it was clear that the young scion of the von Castellan mercantile
family on Xarsis Plethis was going to be a troublesome son. Dubbed precocious by
some of his tutors, and a spoilt brat by others, the young Cleander von Castellan was
an intelligent but wayward child. Willful and impulsive, the heir to the von Castellan
trade license was reckless and had an unhealthy fondness for wagers on games of
. chance.
As he grew to manhood, his father would often have to settle his son's gambling debts
and he was a constant source of embarrassment to his family's good name.In des-
Ml peration, his father enrolled his wayward son in the Imperial Naval Academy at Bakka,
4| where he learned to pilot a starship and fought in several battles. But the regimented
lifestyle of the Imperial Navy was not for Cleander and, after only two years, he was
Ml dishonorably discharged, following an incident involving an admiral’'s daughter and a
M| crashed fighter.
Cleander von Castellan returned to Xaris Plethis, and once again took up his old ways,
gambling and cavorting with his disreputable drinking companions.The hereditary
trade license of the von Castellans had been in their possession for generations and
gave them leave to import exotic goods from off-world, building up extensive land hold-
ings and properties. They were one of the wealthiest mercantile families on Xarsis
Plethis, but all this was to change when Cleander's father and older brother were killed
in a bizarre hunting accident. While shooting in the mountains, their cyber-mastiffs
mysteriously malfunctioned and tore the von Castellan patriarch and his heir to shreds.
Thus Cleander became Duke of the von Castellan commercial empire and immedi-
ately set about squandering the family fortune in ill-advised business ventures and the
capital city’'s gambling dens. Yet the young von Castellan continued in his ruinous
ways.
His debts grew to astronomical proportions and, even worse, were owed to corrupt
members of the local planetary law enforcement agencies. Soon his notes of credit
were worthless and he at last realised the scale of his problems. The sale of virtually
everything he owned in the world was just enough to pay what he owed and, with a
heavy heart, he made his way to seltle the debt.The course of Cleander von
Castellan's life would have taken a very different turn had his route not taken him past
the capital’s shipyards. With a credit slate and the von Castellan trade license in his
pocket, he realised he had found a way to rebuild the family fortune and continue living
in the manner to which he had become accustomed. Within the space of an hour, he
had purchased a starship and begun his life as a Rogue Trader. If he gave any thought
to the angry debtors he left behind, he did not show it
Cleander von Castellan swiftly learned the ways of the Rogue Trader, become a
shrewd merchant and skilled warrior. He was quick to realise that the ways of trade
and war were not dissimilar and, as he travelled further, his talents in both grew. He
was not above exploiting or double-crossing a business contact if the opportunity
4| arose and as his wealth increased so too did his infamy. On Gororan lll, a man match-
Ml ing von Castellan's description was said to have robbed the Gororan Trading Guild of
. nearly every credit slate it was charged with keeping.
| The Guilders of Drachus, a hive world in the Segmentum Tempestus, soon had cause | |§¥
|' to curse the name of von Castellan when it was discovered he was selling them food- ||
l stuffs they had previously shipped In, and that had since been stolen. As von
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Castellan’'s notoriety grew he was forced to journey further afield and his travels took
him towards the Southern Rim. 1l |
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He was the first human to discover the world of Cytheria, and the aliens that
dwelled there. Their world was rich in mineral resources and Cleander was quick
fo realise the potential for profit. He set up exclusive trading rights with the Cytheri-
~ans and began ruthlessly exploiting the naive aliens. Money flowed into von
-~ Castellan's coffers as he pushed still further into the galactic south.
He was to discover three more non-Imperial worlds and establish exclusive busi-
ness contracts with all of them, even going as far as to set himself up as a deity on
. one world, before journeying back to Xarsis Plethis. He knew that his debts were
Al waiting for him and there were those who would wish him dead, but von Castellan
was unconcerned. By now, he had accumulated more wealth than that of all the
Ml mercantile families on Xarsis Plethis combined, and if the Duke's experiences as a
3| Rogue Trader had taught him anything it was that if a man had money, confidence
and a flair for the dramatic, he could get away with anything.
In the most decadent shuttle imaginable, its outer shell completely encased in gold
and precious metals, he gatecrashed the Viscount de Martenique's Ball, a lavish
occasion attended every year by the wealthiest mercantile families on Xarsis
Plethis, and casually repaid all that owed with interest. He brought back, at hugely
inflated prices, all the lands and properties belonging to his family that he had been
forced fo sell and settled back into the life of leisure he had enjoyed before his ad-
ventures.

But life on his home planet was stale and dull to Cleander now. His spirit craved the
thrill of exploration, the challenge of meeting new, exciting alien races and exploit-

ing them. His tales of exolic adventures beyond the stars made him a popular
figure amongst the wealthy elite of Xarsis Plethis, but it was unfortunate for von
Castellan that his tales fell upon the ears of Inquisitor Covenant.
The Inquisitor knew he could use the flamboyant Rogue Trader and confronted
him, informing the Duke in no uncertain terms that he now worked for him. Failing
 fo disclose the existence of alien worlds was a crime and, combined with his other
illegal activities, von Castellan knew he had finally been caught out. The Inquisitor
promised he would cause the records of von Castellan’s criminal past to disappear
if he signed agreements pledging himself and his ship to Covenant.
The Duke knew better than to refuse an Imperial Inquisitor and, though he pro-
tested vociferously, signed the agreements.
On several occasions, von Castellan has answered Covenant's call and his exper-
tise in manipulating people has been invaluable in aiding the Inquisitor. He enthusi-
astically infiltrated the hedonistic priesthood of the Decagogue of Panetha Varn,
discovering the Slaaneshi cult at its heart. His extremely thorough investigations
‘3| proved pivotal in the traitors unmasking.
}: ¢ _ At other times, the Duke’s skill at arms has been required, such as during the early
- fighting in the Donorian Sector against the K'Nib, where he lost his left eye.Despite !
| the time von Castellan has spent in the service of Covenant, he has littfle sense of |
Yl honour or duty and only continues to serve him for fear that the Inquisitor will "{§5%
l renege on their deal. Cleander von Castellan remains a powerful, if reluctant, ally ¢

of Covenant
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Rogue Traders are merchants, privateers,
corsairs and vagabonds of the galaxy. They
vary from exiled High Lords and Governors,
fo famed Booty Hunters and Captains, to
wealthy aristocrats who have set off in
search of fame and adventure. They come
from a variety of backgrounds and as a
result take on a multitude of different styles
and personalities.
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Rogue Traders can possess anything froma ‘
small ship and crew, to a large fleet of ships
with hundreds of men at their disposal.
They travel the galaxy performing favours
for Imperial

authorities, seeking out long lost m-:-a.sure‘
and

generally exploring the unknown regions of
the galaxy.
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Charismatic and skilled individuals they at-
tract many to their crews with the promises
of fortune and glory. A Rogue Trader has
travelled the galaxy for decades encounter-
ing all sorts of people and xenos and amass-
ing an array

of treasure, wargear, creatures and tales.
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* SUCCESS IS MEASURED IN ELOOD; \
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ROGUE TRADER
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Rogue Trader 4 5 48 3 2 4SS

Number/squad: 1

Options: A Rogue Trader may be given any equipment al-
lowed from the Rogue Trader Armoury.

Entourage: A Rogue Trader may be accompanied by an
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Entourage. An Entourage.will consist of the Rogue
Trader’s friends, cohorts 5, and any others he . |
have incorporated into hiS$ crew over his countless adve
tures. If the Rogue Trader 1 Entourage they are
treated as a single unitin batt ?  the orde-
tails on the Entourage. = = v ' * E F |
g | t 4 ¢, T
SPECIALRULES \
Paymaster: The Rogue Trader is the paymaster of the’,
whole army. Any unit within 18" of the Rogue Trader may
use his leadership when taking Morale and Leadership
tests as long as he is not pinned or falling back. If the
Rogue Trader is in assault his leadership can still be -,-‘:.'.‘i

We aren’t paid enough for this: The Rogue Trader is the
heart and soul of a Rogue Trader army. If the Rogue
Trader is killed then every Rogue Trader unit must take a
Morale check at the start of their next turn if they are not in
assault or already falling back. Any that fail must fall back
but can attempt to regroup as normal - &4
afterwards.
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g Human Abilities 15 4 4 3 i Tt T SR O o
Ork Abilities 17 4 2 K C SRl R K ) 0 4+
-~ Eldar Abilities 19 4 4 3 L A e R S
" Tau Abilities 14 K 4 3 R AT ] 0 4+
" Kroot Abilities 17 A e TE ey TSR p i 30 A
Marine Abilities 30 4 4 4 A X o4y 2 0 3+
| Ogryn Abilities 24 4 3 SOGHSERE A T U
- Psyker Abilities 2 .t 3 3 2 5 2 ASWEh
' Demiurg Abilities 11 4 4 3 3 2.3 - Z2F 89 N
Hrud Abilities 0 3 4 2 y 2% gAe) O 4t 4
Jokaero Abilities 18 4 3 4 3.2 300 09 NETE.
Zoat Abilities 20 5 3 4 g a4k 0 4+
Combat Droid 45 4 0 4 4 =2 2 2 SR
Gun Droid 15+Gun 2 4 3 3 2 3 140 ﬁ
F
Number /squad: 4-19

Unit Type: Infantry

Weapons: Laspistol and Close Combat weapon. Any member of the Entourage may freely swap his
weapons for either a Shotgun, Lasgun or Slugga.

Options: Members of the Entourage (with the exception of Ogryns) may select any items from the Rogue
Trader Armoury with the exception of ‘Rogue Trader only’ items.

SPECIAL RULES

Right man for the job: Any member of the Entourage may be allocated to another unit in the Rogue
Trader army (with the exception of vehicles and Monstrous Creatures). Any unit except the Entourage
may never have more than one Entourage member in it. If the unit is killed the Entourage member be-
comes an Independent character and is free to join other units. At any time an Entourage member may
be detached from a unit (including the Entourage), however this can only be done if they are joining
another unit.

ABILITIES: All members of the Entourage must take a specific ability. Abilities represent a particular
member of the Entourage being from a different race or background. Models that take particular abilities
must be modeled accordingly. Any type of abilities may only be taken once per model.

Human Abilities: Humans make up the Ehajurity of Rogue Trader crew and Entourages. They can be
rogues, pirates, booty hunters, Imperial Guard deserters or even rebellious Sisters of Battle! They may take
any items from the armoury with the exception of "Rogue Trader only” items.
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Many different types of people and xenos are drawn to the crew of a Rogue Trader. Whether they are
seeking fame and fortune, hiding from their past, or aiding the Rogue Trader in return for a favour, a
Rogue Traders crew can contain creatures from all over the galaxy.

An Entourage will be the most favoured of a Rogue Traders crew. They can take the role of old friends,
drinking buddies, partners, concubines, bounty hunters, just about anything you can think of. These
members of the crew are the closest to the Rogue Trader and thus have access to many of the spoils of
his quests.

TRUTH BEGATS HATRED - HE WHIO KEEPS SILENTY CONSENTS ~ WORK IS PRAYER




Ork Abilities: Orks that have left their tribes to pursue a life of pirating
and adventure. Orks that join a Rogue Trader crew are usually either
the muscle or, on rare occasions, the mechanic. An Ork may be
equipped with Mega-Armour for 35 points. An Ork member of the
Entourage not in Mega-Armour has access to all wargear with the ex-
ception to "Rogue Trader only” items.

Eldar Abilities: Eldar that join a Rogue Trader's Entourage are usually

outcasts or exiles form their Craft or Exodite world. Some travel in

search of adventure, others due to other nefarious reasons. Eldar En-

tuurage members have access to all wargear in the armoury with the

excéptmn 0 "Rngue Trader only" items. They are also Fleet of Foot,
b huweve IS abllrty’i‘s lost if they are in a unit without it.

..-"

Entourages can consist of a varying cast of humans and xenos. Booty Hunters hunting their quarry, Adep-
tus Mechanicus surveyors searching for lost long artifacts, rogue Sisters of Battle who have deserted the
Emperor’s service. Water Caste envoys and their bodyguards will frequently seek out the services of a
Rogue Trader to transport them through Imperial Space. Ork freebooters and rogues will join a Rogue
Trader crew in pursuit of teeth and a good fight. Mysterious Eldar wanderers can be found on Rogue Trader
| | ships bartering their services in return for transportation to their destinations. Kroot Shapers can some-
| | times form strong bonds with the rogue Traders who hire out their war bands.

*' Rogue Trader crews can even consist of alien species that have almost faced total annihilation and join the
| | crews to make their way in the universe and search out their lost brethren. Every so often a renegade
g Space Marine will join a Rogue Trader crew to make a living while they decide what to do with their tremen-
|| | dous skill and ability.

Tau Abilities: Tau members of a Rogue Trader’'s Entourage can consist
of Water Caste members and their bodyguards, to renegade Fire \War-
riors. Tau Entourage members retain the targeting hardware of their race
making them excellent marksmen. They may take any items from the ar-
| moury with the exception of “Rogue Trader only” items.

-

TO SERVE HIM 15 TO WORSHIP HIM ~ WORK 15 PRAYER =~ THE FAITHFUL SERVENT LEARNS TO LOVE THE LASH
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Kroot Abilities: Kroot hire themselves out as mercenaries to whoever
will pay for their services. Typically a Kroot member of a Rogue Trader |
Entourage will be a Shaper who has formed a bond with the Rogue ("
Trader Captain, however they can also be particularly fierce Kroot out to
make a name for themselves. Kroot have the Infiltrate special rule how- |

ever this ability is lost if they are in a unit without it. They may take any i

items from the armoury with the exception of “Rogue Trader only” items. i
faf A Al T

Ogryn Abilities: Ogryns have either been lured away from their
Imperial Guard regiments or hired from their home planets.
Ogryns usually make loyal yet stupid bodyguards and are thus a
favourite with many Rogue Traders. Ogryns are too stupid to use
wargear other then Ripper Guns, as such any model with Ogryn
abilities must always be armed with a Ripper Gun. The +1 to
strength is included in their profile.

TRUE HAPPINESS STEMS ONLY FROM DUTY ~ RUTHLESSNESS IS5 THE KINDNE

Space Marine Abilities: Occasionally a Rogue Trader will find himself
with a renegade Space Marine in his crew. f These marines are usually
new to the world outside of their chapter and join Rogue Trader crews
to get their bearings in the galaxy. This is ea-:tna'tmelz.lr rare however, and
even the largest Rogue Trader crews will have no more than a few
marines with them at any given time.

Having a marine can be both a blessing and a curse for a Rogue
Trader Captain. They are formidable alliesjin battle but depending on
the marine can sometimes be eyeing the; captalncy for themselves.
Only 3 Marines can ever be present in a Rogue Traders army. They
may take any items from the armoury with the exception of "Rogue

. Trader only” items and may never have Tefminator armour.
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Demlurg Abilities: Demiurg are the last survivors of their race and are thus un-
common and usually join a Rogue Trader crew out of desire for protection and
adventure. While short in stature they make up for it in sheer resolve, each one

o Lt
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-Jokaero Abilities: The Jokaero are masters of technology- mlmmkmg and t

| slavement of their people. They are fierce fighters and capable psykers and are

" Zoats are beasts; however they lose the ability to-.charge 12” if they are in a unit
“that does not also consist entirely of beasts. They may take any items from the

being hearty fighters, and drinkers! They may take any items from the armoury®
with the exception of “Rogue Trader only” items.

-~ Psyker Abilities: This
could represent a rogue
psyker the crew has
picked up or even, in the
case of fairly reckless
Rogue Trader’s, its own

- navigator! Psykers found
on Rogue Irader crews
are usually untrained and
have taken shelter with
the crew after being
exiled from their homes.

¢ AN . | A e Rogue Traders generally

find it handy to have a
psyker on board, how-

AN\ e e ever due to their un-
! B el trained nature psykers

can either be a great help
or a terrible danger.

. An Entourage member

! _ ._ -. . o g .- ¥ .. a0 m— | A with psy ker abilities is
r l-;; : .__._-.: ' o ; : S ' . -.:.-._-:- ' e ::-": ::. = - - ; - i 8 : .1::'?:? s C‘D u n tE d ES a psy kE rl
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; | | : They can be from a multi-

tude of different races

but retain the same pro-

Hrud Abilities: Every now and then a Rogue Trader captain will find a mysteri- SRR == il fl=t-[s))
ous Hrud wanting to join his crew. Although their agendas can be sinister Rogue SRVl TPIR M Clicg
Trader captains are usually willing to risk this to take of advantage of the Hrud's, mine the power used that
mysterious technologies. A Hrud give the ability for a Rogue Trader Entourage RGN ALY SLCI AR
to enter the battle via deepstrike. They may take any items from the armoury with [EEEgaF=1:(a (o BN eI/l T30 =15 63
the exception of "Rogue Trader only” items. you must always use the
L psykers base leadership

“Ll-  no matter what. If the test

are frequently sought out by Rngue Trader captains to join their entnu . isfailed, instead of taking
Large, hairy mammals, they are very handy in both a workshop and a r-_.- a ‘Perils of the Warp’
- Having a Jokaero present in the Entourage allows anyone with access tu ﬁ | attack roll a D6 and refer
“moury the option of taking digital weapons, not just the Rogue Trader ca to the failed psychic
Jokaero may take any items from the armoury with the exception ut"" . power table. They may

Trader only" items. . r i .;3;;_.5'- take any items from the
b el armoury with the excep-
tion of “Rogue Trader

Zoat Abilities: Warrior centaurs that represent the survivors of the Tyranids en- . only” items.

‘highly valued by the Rogue Trader captains which have them at their disposal.

armoury with the exception of "Rogue Trader only” items.

HERESY GROWS FROM IDLENESS ~ LIFE IS THE EMPEROR’S CURRENCY, SPEND IT WELL
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Psychic Powers Table
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,.-5: nstill Courage: The psyker projects the
esolve of the Rogue Trader into the minds of
is crew. For the reminder of the turn any
‘ i within 24" of the Rogue Trader may use

S leadership when taking Morale checks

.. and Leadership tests.
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PaYRER FOWERS

4 Mask of Deception: Using their mind, the
psyker clouds the air around him with apparitions
and distortion, making targeting very difficult.
This power is used in the movement phase and
requires a successful psychic test. If the test is
passed the psyker and any unit they are at-
tached to gains a +4 cover save from the rest of

the turn.
_ ¥ l%reir com-

tills a bloodlust and anger
i - .t'-l-:~::" pﬂyﬂhlﬂ test
ade, the ny unit they are at-
‘tached to gains _;.5;1_- for the rest
6 Rend Reality: The psyker draws upon ter-
rible warp energies and uses them to rip a hole in
the fabric of space, opening up a portal directly
to the warp unleashing terrible mayhem and
chaos. If a successful psychic test is the psyker
may make a shooting attack instead of their
normal one. This attack has the following profile:

Range: 18" Strength: 8 AP: 2 Assaulf, Ordnance, Pinning
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" “A Heretic may sce the truth and seck redemption. He may be forgiven
his  past and will be absolved in death. A Traitor can never be forgiven.
A Traitor will never find peace in this world or the next. There is nothing
as wretched or as hated in all the world as a Traitor.”

Cirdixal Iihrjrsdlm - lnstructum Ahinlutiu{ !

N R SR - T T N N T

3B
8]
L} . - 1
1 :i
] L]
| &

DEATH I3 THE SERVANT OF THE RIGHTEDUS ~ PRAISE HIS NAME
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Failed Psychic F'nwers Table
D6 Result .
1  Catastrophe: Having not the strength to
' OWErS unleashed the psyker is
shing an explosion of warp
e psyker is killed and
ne. If the psyker is attached
R >
 allowed

2 Unrestrained Force: The psyker is unable to
control the forces unleashed from their abilities.
Psychic energies swarm over the area wreaking
havoc to anyone around. The psyker and any unit
they are attached too immediately takes a
Strength 8 hit with normal armour saves allowed,
a Flnnlng T%t must also be taken

o1 Ol | T bE'&"kEI' must
and whatever power they

Some individuals are known as Psykers, beings capable of tapping the power of the Warp and manipulat- &
ing its energies in terrifying ways. Some can send bolts of lightning arcing from their fingertips while
others can hurl aside tanks with the power of their mind, or rip foes asunder with a glance.

However in order to wield such power they risk eternal damnation, for the Warp is a nightmare realm in-
habited by all manner of fell entities and daemons that can ravage the mind and body of the incautious
Psyker.

4  Daemonic Attack: The energies released by
the psyker attract the attention. of dasmons.
.~ However the psyker manages to contain them to
| their own being. The psyker takes an automatic
Strength 5 hit with no armour saves allowed.

5 Disaster Contained: The psyker manages to
bring the swirling energies back undér their con-
trol. The psyker is unharmed but may not use
any psychic power for the rest of the turn. :

6 Psychic Surge: Unleashing power of a ter-
rible magnitude the psykers eyes glow with
energy and power crackles around them. The
psyker may re-roll from the power table and use
whatever power is rolled without the need for a
further psychic test. However this massive re-
lease of energy drains the psyker and for the rest
of the game they will not be able to use any more
psychic powers.
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THOUGHT BEGETS HERESY, HERESY BEGETS RETRIEUTION - DEATH BE THY COMPASS
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Pts WS BS

| SR P I P8 Ld

Hmnan Mercenaries 3 3 4 3 3 [ S| S——] 8

Ork Mercenaries 6 4 2 3 A R A i 8

Eldar Mercenaries 8 L 3 3 3 | | 8

Tau Mercenaries 10 2 3 3 3 |& 2- 3 8

Kroot Mercenaries 3 4 3 4 3 1% 3 il 8

Demiurg Mercenaries 8 4 SEEE 3 ] 3 S

Hrud Mercenaries 6 3 4 2 3 15 A i

Zoat Mercenaries 15 5 3 4 4. %1 LA 8

Xenos Mercenaries 9 4 3 3 4 & - 8
Hardened fighters from across the galaxy, mercenaries sell their services to the highest bidder and have
little loyalties but to themselves. Mercenaries in the 41st millennium come from a wider array of different
worlds and backgrounds and can consist of varying races.

Rogue Traders will hire mercenaries when they need a crack force of troops more elite then their regular
crew men to achieve a certain objective, assist in a mission or quest, or simply for protection. Occasionally
a Rogue Trader captain will have certain mercenaries under their hire for many years, these men either
proving their worth or forming a strong bond with the Rogue Trader.

Mercenaries include; Human gangs and rogue Guard units that sell out their services; Ork war bands and pi-
rates selling their services out to whoever will pay them and show them a good fight; Eldar pirates content

| on carving out their own destiny; Tau renegades who have renounced the greater good; Kroot mercenaries
who contract outside of the Tau Empire; Demiurg remnants who fight to survive in the galaxy, mysterious
Hrud who use offer their services to Rogue Trader for their own reasons; even survivors of the Tyranids
purge of the Zoat worlds.
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Number/squad: 5-15
Unit Type: Infantry
TYPE: Mercenaries can take the form of many different races. To represent the diversity of mercenaries,
each mercenary squad can choose what type of mercenaries they are. The mercenary types are as follows L
and use the respective stats listed above. Note that all mercenary squad can take Chem-Inhalers for +10
pts per squad.

Human: Armed with Hellguns and Frag Grenades. May replace Hellguns with Hell Pistol and Close
Combat weapon for no cost. Up to three mercenaries may replace their weapons with a meltagun at +10
points each, a plasma gun at +10 points each, grenade launcher at +8 points each or a flamer at +6 points
each. One model may take either a power weapon for +10 points or a powerfist at +25 points. Human mer-
cenaries have the Infiltrate special rule

Orks: Armed with Slugga, Choppa and Stikkbombs. May replace Slugga and Choppa with Shootas for no
cost. Two Orks in the squad may exchange their weapons for a Big Shoota at +5 points per model, a Rokkit
Launcher at +10 points per model or a Burna at +6 points per model. One model may take a power claw
at +25 points. Orks have Furious Charge and Mob Rule special rule

Eldar: Armed with Shuriken Catapults. May replace Shuriken Catapults with Chainsword and Skuriken
Pistol for no cost. Two models in the squad may exchange the weapons for either a fusion gun at +6 points
per model or a flamer at +6 points per model. One model may take Power Sword at +5 points. Eldar have
Fleet of Foot special rule.

Tau: Armed with Pulse Rifles and Photon Grenades. Up to half the models in the squad (rounding down)
may replace their Pulse Rifles with Pulse Carbines for no extra cost

Kroot: Armed with Kroot Rifles. Kroot have Infiltrators, Fieldcraft and Eaters of the Dead special rules.

Demirug: Armed with Hellguns and Frag grenades. May replace Hellguns with Hell Pistol and Close
Combat weapon for no cost. Up to three Demirug may replace their weapons with a meltagun at +10
points each, a plasma gun at +10 points each, grenade launcher at +8 points each or a flamer at +6 points
each. One model may take either a power weapon for +5 points or a powerfist at +20 points. Demirug have
the Stubborn special rule.

Hrud: Armed with Hrud Rifles. Hrud have the Infiltrate special rule. Hrud rifles are strange devices which

use warp crystals to release energy in short range powerful bursts. These can only be tolerated by the

Hrud themselves and thus only they are able to use these weapons. Hrud Rifles have the following profile:
Range 12"  Strength: 3AP: 2 Assault: 1

Zoat: Armed with Laspistols, Close Combat Weapons and Frag grenades. Up to three Zoat may replace
their weapons with flamers for +6 points. One model may replace their weapons with a power weapon for
+10 points or a powerfist for +25 points. One Zoat may be upgraded to a Zoat Shaman for a cost of 15 pts.
A Zoat Shaman has the psychic power ‘Shield of Fury’, this power grants the unit a cover save of +4 against
all shooting attacks.

Xenos: These can represent any number of different xenos races whose services have been bought by the
Rogue Trader. While they may differ considerably in appearance and characteristics, all xenos mercenar-
ies that do not already have a profile will use this one. Xenos mercenaries are armed with xenos guns.
One model in the squad may replace their xenos gun for a xenos weapon at a cost of 15 pts. Xenos guns
have the following profile:

Range: 24"  Strength: 4 AP: 4 Rapid Fire
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e_‘_‘;f ELITES DEATH CULT ASSASSIN &

Bath cults can be found on many Imperial Worlds. While some are devoted to Chaos  othe .
mperor of mankind, some hire their warriors out simply to the highest bidder. RoguesTraders will ofte
these individuals as bodyguards or assassins using them to further their own agendas. So

etfmes an assassin
will join a Rogue Trader crew on their own, forsaking their order to journey the galaxy ,3 the Rogue Trader.

B

Assassin’s skills in the arts of death and espionage make them excellent executionersa d i filtrators and are

easily found a use for by Rogue Trader captains. They employ exotic weapons for rheu* | and can be found
: -"‘l- -

using stilettos, whip-scythes and any number of strange and deadly weapons.

Pts WS BS S T W I A Ld Sv
Death-Cult .
e W —
Asgsassin 40 5 AN T3 2 5

Number/squad: 1-3 Death-Cult Assassins may be chosen as a single Elites
choice. They are deployed as a single choice but do not need to be placed to-
gether and operate independently during the game.

e

Frames s B S

Unit Type: Infantry
Weapons: Power WWeapon and additional close combat weapon.

SPECIAL RULES

Independent: Death-Cult Assassins operate independently during the game
- and may not join units or ride in vehicles. They may however join the Rogue

Trader Entourage although they do not benefit from the ‘Right man for the job”

rule.

Fearless: Death-Cult Assassins are assumed to pass all Morale checks, even
If failure is nhormally automatic and cannot be pinned. This ability is not conferred
to the Rogue Trader Entourage if they choose to join.

Infiltrate: Death-Cult Assassins are extremely adept at infiltration work and may

use the Infiltrators scenario special rules when allowed to by the mission. They

lose this ability if they join the Entourage.

Invulnerable: Assassins are preternaturally agile, able to dart aside from incom-
_ ing blows, so their saving throw is Invulnerable.
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TROOPS CREWMEN |

The rank and file crew of a Rogue Trader is made up of crew men. These men are adventurers and
rogues who leave their planet of origin to find adventure and fortune in the stars.

Most perform duties on the ships of Rogue Traders but can be called to fight when their master com-
mands it. Many are eager for a good scrap but also the chance to gain glory and perhaps someday

join the Entourage of the Rogue Trader.

While they are not exactly soldiers, the life of a crew man on a Rogue Trader ship generally leaves
one with a penchant for battle as a Rogue Trader and his crew will frequently be called to fight for
booty or to get their way out of a tight spot.

Pts WS BS S, T W_ 1 A’ Ld Sv
Crewman 3 3 3 3 3 | RN B 5l
~ Lieutenant +10 3 3 3 3 1 A2 7 5+

Number/squad: 5-15
Unit Type: Infantry
Weapons: Lasgun and frag grenades.

Options: Any model may exchange their lasgun for an autogun or shotgun. Up to two Crewmen may ex-
change their weapons with a flamer at +3 points, a plasma gun at +10 points, a meltagun at +10 points,
a sniper rifle at +10 points, a heavy stubber at +10 points or a grenade launcher at +10 points.
Character: For an additional cost of +10 points one Crewman may be upgraded to a Lieutenant. They

may purchase wargear from the Rogue Trader armoury.

JERVE '[!E EMPEROR TODAY, FOR TOMORROW YOU MAY BE DEAD - PURGE THE LNCLEAN
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TROOPS  BRAWLERSE

Brawlers consist of gangers, bouncers, mutants, pit-fighters and anyone else who lives theh; life fists

first. Recruited from spaceports, underhives and death-worlds all over the galaxy, these men are ba-
sically muscle for hire. What they lack in the specialist skills found in mercenary groups they make

up for in sheer brutality.

Typically Brawlers will be made up of criminals and thugs, many of whom abuse various drug and ge-
netic concoctions to boost their strength to enormous levels. This takes a toll on their intelligence and

social skills but it is usually the case that these were never prominent anyway.

Brawlers are used by Rogue Trader captains when he needs some expendable muscle or when deal-
ing with a particularly belligerent enemy. They are usually armed with variety of blades, clubs and

other close combat weapons although some have been known to carry small arms.

Pts WS BS S T
e Brawler 8 Bty 4 3
Brawler Boss +10 3 2 4 3

Number/squad: 10-30
Unit Type: Infantry

Weapons: Two close combat weapons and frag
grenades.

Options: Any member of the squad can replace a
close combat weapon with a laspistol at a cost of
+1 point per model. Up to two models may replace
their weapons with a flamer for +3 points per
model or a heavy stubber at a cost of +5 points per
model.

Character: For an additional cost of +10 paints
one of the Brawlers may be upgraded to a Brawler
Boss. They may purchase wargear from the
Rogue Trader armoury.

DESPAIR 15 A SIGN OF WEARNESS ~ THE BLOOD OF MARTYRS IS THE SEED OF THE
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These are enslaved men and women who have been taken from their home world by pirates, war-
lords, xenos, or any of the other horrors that pilot the space of the galaxy. They are traded like a com-
modity between merchants and xenos across the galaxy, being bartered for supplies, weapons and
munitions and anything else of value.

Normally slaves are put to work on Rogue Trader fleets doing all the jobs either too dirty or dangerous
for the paid crew. Similarly they can be made to wait upon the Rogue Trader and his crew, after all |
what'’s the point of plundering the galaxy if you can’t make home a little more comfortable! ¥

At times where a Rogue Trader needs to engage in battle slaves can be used as cannon fodder as

his more capable (and expensive) troops are deployed at other places. However, having little to no |

training and fairly poor living conditions they are usually only good for one thing, dying. Driven for- |

ward by their Masters, slaves will take any opportunity they can to escape their miserable fate in the ‘

heat of battle and the Slave Master must be every weary of mutiny. ‘ |
I

. .'-,j.'

. Ps WS BS S T W I A Ld Sv

o4 Slave 4 PRI T B . |
o3 Slave Master 10 3 3 3 3 1 3 2 7T 5+ |

Number/squad: 15-30

© Unit Type: Infantry

Character: One Slave must be upgraded to a Slave Master. The Slave Master is ||
equipped with duel electrical prods which are for all intents and purposes poisoned ||
weapons and will always wound on a roll of +4. |

SPECIAL RULES '*
7 Revolt: If the Slave Master is killed the Slaves will attempt to break free. They must |
always move towards the nearest table edge and attack any units on the way there, be
they friend or foe.

__________
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TOLERANCENS A SIGN OF WEARNESS < A NARROW VISION SEES BETTER - THOU SHALL NOT
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/(FAST ATTALK

Rogue Traders attract all manner of sorts to their war bands and even incorporate smaller gangs and
clans as part of their force so long as the payments are kept up. Some of these groups are known
as Biker Clans. These gangs are recruited from Hives, other Imperial worlds, even xenos worlds, all
where they run rampant through the city streets. Rogue Traders entice these individuals with the
promise of greater spoils and glory and the chance to attain exotic and outlandish rides.

Biker Clans take to the battlefield in all manner of bikes, from looted Imperial Bikes, to salvaged Eldar
Jetbikes, even Ork attack bikes. Just about the only thing these vehicles have in common is that they
go fast and pack a punch! In battle they act as scout and harassment forces, attacking the weakest
part of the line before retreating to strike again. 2

Bikes are fitted with all manner of weapons bought, stolen or salvaged from where ever they can.
These can take the form of a variety of different types of guns but all of them put out generally the
same amount of firepower (Bike Clans are different to Ork bikers where they actually have some
concems, however small, about their own safety).

B

L

Clanner ) 4 L e e 1 1

Pts WS BS S T W I A Ld Sv
1
Clan Leader +10 4 3 3 34 1

4 S |- _.;i-'
4 2 8 4+ &;
Numberf/squad: 3-12 |
Unit Type: Bikes

Weapons: Clan Bike, Twin-linked Biker Guns. Clanners are armed with a single close combat
weapon.

Options: Up to two Clanners may replace their close combat weapon with a flamer for +6 points.
Two Clanners may replace their Biker Guns with either a meltagun or fusion gun for +10 points.

|

| Character: For an additional cost of +10 points one of the Clanners may be upgraded to a Clan
_!, Leader. They may purchase wargear from the Rogue Trader armoury.
I

I

SPECIAL RULES

Clan Bike: Clan Bikes can take the forms of many different bikes looted or bought from other races.
A Biker Clan may include Ork Warbikes, Marine Bikes, Eldar Jetbikes, and even looted Necron De-
stroyer Husks! However all bikes in a Biker Clan squad function as normal bikes even if some of the
models may be for jetbikes etc. A model on a Clan Bike gains +1T but uses their base Toughness
when determining Instant Death.

Biker Guns: Biker guns represent weaponry strapped to the members of a Rogue Trader’s Biker
Clan. They usually vary greatly even when placed on vehicles of the same type. Despite the varying
of weapons from different races there are generally limitations of what can be reliably strapped to a
bike. Each Biker Gun has the following profile

Range 24" Strength 4 AP 4 Rapid fire
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/(FAQT ATTALK WAR BEASTS

Rogue Traders have visited many worlds and during their travels have encountered a multitude of dif-
ferent creatures and beasts. Occasionally a Rogue Trader will come across a tribe or society that
take to the backs of fearsome beasts or cybemetically altered mounts. Impressed by their skill and
fearsome combat prowess a Rogue Trader will employ them into his service.

War Beasts consist of creatures from all over the galaxy. Kranuk riders storm across the battlefield
on cybemetically altered horses, trampling all before them. Dragon Knights of the Eldar Exodite
Worlds scream across the battlefield tearing their enemies apart. Warriors of the Suluka ftribe crash
through enemy units on monstrous lizards. Even a Rogue Trader's personal staff can be trained to
ride the terrible beasts they encounter on their travels. ;

Rogue Traders arm their warriors with the best weapons they can afford. The battle lances of these
units are legendary for producing terrible charges which leave their enemies maimed and crippled.
The beasts themselves are usually terrifying and fight with the ferocity of their riders, even continuing
to attack their quarry long after their riders have expired.

Pts . WS BS, S TV A W N
War Beast 35 4 3 4 5 1 4 2 8 3+ i
War Beast
Chieftain +10 4 3 4 5 1 4 3 9 3+

Number/squad: 5-10
Unit Type: Cavalry

Weapons: War Beast, Laspistol, Battle Lance, close combat weapon and frag grenades.
Options: Any models may exchange their weapons for a lasgun, shotgun or autogun for no extra
cost.

Character: For an additional cost of +10 points one of the War Beasts may be upgraded to a \War
Beast Chieftain. They may purchase up to 20 points worth of wargear from the Rogue Trader
armoury.

SPECIAL RULES

War Beasts: \War Beasts are strange and exotic creatures that a Rogue Trader has encountered
across his travels. They have many different types and range from mighty dragons, terrible lizards,
cybernetic steeds and any other numerous mounts. A model mounted on a War Beast gain +1S 2+T
and +1A, these are included in the profile. When determining if an attack causes instant death, use
the amended Strength of 5. This is to represent the fact that even if the rider is killed, the beast will
continue to fight. Although War Beast squads can sometimes include winged creature they all count
as Cavalry.

Battle Lance: A Battle Lance is any variation of a high energy lance and is carried by all War Beast
Riders. They are for use in combat and particularly devastating charges. In games terms any model
armed with a Battle Lance will ignore armour saves for the first round they charged into combat. The
Battle Lance has no effect if the model was charged or has been locked in assault for more than one
turn.

NO MAN THAT DIES IN HIS SERVICE DIED IN VAIN < ALL SOULS CRY OUT FOR EAH’F:__TIIIH
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A Rogue Trader visits countless world during their travels and more often then not encounters some
of the local wildlife. While some creatures are harmless, others are dangerous and packs of vicious
predators roam nearly all worlds in the galaxy. Aftack Beasts are not enonmous monsters, but rather
smaller predators which tend to hunt in packs. Occassionally a Rogue Trader will encounter a certain
species that they feel could be useful, or one they just take a liking to. These beasts will be captured
by the crew and taken aboard the Rogue Trader’'s ship as pets and exhibits.

With proper training (and a few unfortuneate trainer mishaps) these beasts can be ultilized by the
Rogue Trader in times of conflict. The beasts are herded into packs and unleashed upon the en-
emies of the Rogue Trader, falling upon them with primal savagry and can take down all but the stron-
gest of foes. '-

Pts WS BS S T A" I\NVEEIT B
Attack Beasts 6 4 0 4 3 e 57 o ) &) O

Number/squad: 2 — 8
Unit Type: Beasts
Weapons: Fangs and claws

SPECIAL RULES

Frenzied: \While Attack Beasts are better trained then Tamed Beasts, they are still essentially wild
creatures and can be easily caught up in the maelstrom of combat. At the start of every Rogue
Trader Movement phase roll a D6 and refer to the Frenzied table in the Tamed Beast unit entry.
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Bought from crooked Imperial Guard regiments, scavenged or just plain stolen, Sentinels are used
by Rogue Traders to scout the surface of planets and to provide heavy weapons fire when in battle.

Due to the wide availability of ammunition for the weapons they carry and the relative ease of training
pilots, sentinels are popular with many Rogue Traders and are seen regularly in their forces.

_ .;: Front Side Rear
| Pts WS BS S Amour  Armour  Armour I A
‘ 3 Sentinel 35 3 3 5 10 10 10 3 |
Ny,
1
:
~ Number/squad: 1 -3 Sentinels.
"31 Unit Type: Walker, Open-topped.
O
i ‘Weapons: Each Sentinel in a squadron must be armed with one of the following
- weapons:
o "« Heavy Flamer +5 pts Multi-Laser +10 pts
A TR s Autocannon +15 pts Lascannon +20 pts

Ee - §

SPECIAL RULE
Scouts: Sentinels use the Scouts special rule as describes in the Warhammer 40,000 |
rulebook.

Sentinel Squadron
Sentinels are ideal for =
scouting vehicles, and thghf
pilots are often forced to
use their own initiative-
qualities not always for-
stered in imperial snfdrers
Many of these pilots are
highly individualistic an
have a reputation as insub-
ordinate mavericks. IMIE‘
not pressed into service a
scouts, they are often use
to harry the flanks of enemy
formations or act as mobile
anti-armour squadrons.

_+”

 —— e

_ —— —————




These beasts are terrifying creatures that have been captured or bought by Rogue Trader captains.
They are sometimes beasts used in pit and gladiatorial fights that have captured the interest of a
Rogue Trader or, just as common, terrible native inhabitants of a death world that the crew has man-
aged to capture by skill (and a fairamount of luck). These beasts take the form of unknown monsters
from the harshest of death worlds, mighty dragons and lizards, and all matter of large and dangerous
creatures.

Tamed Beasts are not so much tamed, but more imprisoned and sedated. Rogue Traders will usually
assign crew to try and domesticate these beasts to a degree but that is rarely met with success.
More often than not Tamed Beasts are keep captive by Rogue Traders as displays and trophies.

At times of battle they are released by their handlers onto the battlefield when they can wreck terrible
havoc with their tremendous size and strength. The sight of unknown monsters galloping towards an
enemy can be extremely intimidating and the terrifying roars of these creatures have been known to
stop entire squads of men dead in their tracks, frozen and at the merey of these monsters. The prac-
fice of releasing these terrors on to the battlefield can be a dangerous one, as there is no guarantee
that the monster will not turn on his captors the first opportunity they get. It is the wise Rogue Trader
that deploys these beasts with caution, lest one be allowed to rampage through his own lines.

Pts Ws By 8¢ T W I A }jLd S¥
Tamed Beast 35 4 2 7 5 3 2 3 10 4+

Number/squad: 1 o :
Unit Type: Monstrous Creature

Options: A Tamed Beast may have any of the following upgrades:

Heavy Armour (+1Sv) 15 pts Sturdy Build (+1T) 15 pts
Combat Drugs (+11) 5 pts Multi-Limbed (+1A) 10 pts
Strength Enhancements (+1S) 10 pts Winged(Treated as Jump Infantry) 30 pt%

SPECIAL RULES
Fearless: Tamed Beasts are far too large to fear anything they encounter. Tamed Beasts are as-
sumed to pass all Morale checks, even if failure is normally automatic and cannot be pinned.

Frenzied: While they may be ‘Tamed’, these beasts are barely under their owner’s control. Atthe start
of every Rogue Trader Movement phase roll a D6 and refer to the table below.

D6 Result
1 Bloodlust: The beast is over come with rage and bloodlust and will immediately move an extra
D6 plus its normal move towards the closest unit and charge them, be it friend or foe.

2-5 Cooperative: The beast is held in check and will be controlled as normal.
6 Bestial Rage: Letting out a terrifying roar the beast must move D6 plus its normal move towards

the nearest enemy unit. If it charges a unit, that unit must take a Morale check. If the unit fails
its Morale check they will only be able to hit the beast on a D6 roll of 6.



|

Named after the smunds they make when transporting fhc—:-rr weapons are the ship, these reams are
commissioned by the Rogue Trader to prove fire support for the rest of the army. They are usually
made up of the stronger crewmen who are more able to operate their weapons. However more often
than not they are made up of which ever crewmen volunteer first, relishing the opportunity to fire big
guns from a safer distance then their comrades. Factors such as the weight and recoil of many of
the heavy weapons used by these crews, along with their lack of training, usually means that accu-
racy takes a backseat to actual operation of the weapons and as a result heavy weapons team are in-
famous for their lack of precision. Heavy Weapons teams employ whatever heavy weapons they can
find, scavenge or steal. This results in a varying array of guns from both the Imperium and beyond.

.

q Pts WS BEEA S T W FEFA™d Sv

" Clanger 8 3 tORD B. 8 S 38 6 5F
3 LoD D T 3

3 : Clanger Lieutenant +10 3 D

Number/squad: 5-10 R

Unit Type: Infantry

Weapons: Lasguns.

Options: Any model may exchange their lasgun for an
autogun or shotgun. Up to four models may replace
their weapons for any of the following:;

Lascannon +20 pts,

Heavy Bolter +10 pts,

Multi-melta +15 pts.

Missile Launcher  +15 pts,

Autocannon +15 pts,

Burst Cannon +5 pts,

Snazzgun +10 pts,

Big Shoota +10 pts (Counts as Heavy 3).

For every two models with a heavy weapon, another
model not armed with a heavy weapon must be a desig-

nated ammo carrier and will not be equipped with any
weapons.

Character: For an additional cost of +10 points one
Clanger may be upgraded to a Lieutenant. They may
purchase wargear from the Rogue Trader armoury. -

TRUE HAPFINESS STEMS ONLY FROM DUTY - RUTHLESSNESS IS THE KINDNESS OF THE WISE
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Not having access to the foundries and workshops of most armies, Rogue Traders relish the oppor-
tunity to obtain vehicles of war. Usually these have been traded to them in payment of some service,
stolen, salvaged or bought. Not having the necessary skills or equipment to constantly maintain
these vehicles to a state compliant with their respective militaries, they are usually a considerable
amount inferior to their original designs.

This makes them no less deadly. Due to the freedom that comes with being a Rogue Trader many
of these vehicles have been highly modified and customized and frequently only use the chassis and
shells of the original designs. The result of this is a large array of different vehicles which all fulfill the
same role as heavy fire support in a Rogue Traders army. Leman Russ tanks equipped with sal-

vaged Eldar weapons race across the battlefield beside Tau skimmers which have been modified to
carry Impenal cannons.

Looted Vehicles are very popular with Rogue Traders as they provide a fairly reliable base of heavy
weapons fire. This coupled with their level of customization and ability to absorb a decent amount of
fire makes them popular in the forces of Rogue Traders. They also prove very popular with any Ork
Meks that the Rogue Trader may have in his entourage, these Orks relishing the chance fto customize
such a large variety of vehicles to make them as shooty as possible.

Pts Front Armor Side Armor Back Aﬂrﬁz . BS
Looted J ‘_
Vehicles 50 12 11 10 i L
Number/squad: 1 .
g 1 3
Unit Type: Tank &

Weapons: A Looted Vehicle has three hardware points which can be used to mount weapons. Up to
three of any of the weapons listed below may be attached to a Looted Vehicle. All weapons take up
one hard point, with the exception of the Looted Ordnance, which takes up two. Any ﬁapnns taken
twice count as two separate weapons and not as twin-linked. However if a specific weapon Is taken
three times it will count as two weapons, one of which being twin-linked. :
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Options: A Looted Vehicle may be upgraded with any of the following weapons, they
upgrades from the Rogue Traders Vehicle Armoury:

ay also take

—

.
Autocannon 15 pts Big Shoota 10 pts Lascannon 25 pts
Missile Launcher 20 pts Heavy Bolter 10 pts Burst Cannon 10pts
Scatter Laser 20 pts Missile Pod 15 pts Shuriken Cannon 12 pts
Heavy Flamer 5 pts Looted Ordnance 40 pts Multi-Laser 15 pts

SPECIAL RULES
Looted Ordnance: Not usually having access to larger guns, Rogue Traders are forced to use what-
ever they can come across. Looted Ordnance represents ordnance weapons that the Rogue Traders
have acquired into their possession by any number of means, these can take the form of Imperial
Battlecannons, Tau Rail Guns even Eldar Prism Cannons. Whatever source these guns all use the
follwing profile:

Range: 48"  Strength: 7AP:3 Heavy 1, Ordnance Blast
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The banquet hall was exquisite, panels lined with old wood, multicoloured
stained glass in the arching viewports. | held out my glass, and immediately a
grey-skinned Tau lackey refilled it with wine.

"Delightful, isn't it?" Lord Horatio Ixney Il said, leaning ever closer fowards me.

~ His old dress uniform was adorned with Imperial medals, flickering Eldar gem-
stones, Tau honour marks, and other trinkets that sparkled and clattered as he

swelled with pride.

4| "Thatwine | got from a Dark Eldar cruiser we gutted outside Belleraphon. | have

no idea how old it is, but the taste is quite exquisite. And it produces the most
peculiar hallucinations!
"l rose to my feet after slowly finishing the drink.

Y| ""The rest of your ship, Lord, is as ornate and lovely as this chamber?"

"Of course, my lovely. Would you like a tour now?" I gave him my gloved hand,
and he kissed it lightly before rising to accompany me.

He showed me his trophy room first. Heads and stuffed bodies of strange, gro-
fesque creatures turned towards us as we entered, animated by whining servo-
motors, and unseeing eyes lit up with hidden lights. | turned away.

"How does this strike you, milady?" He chuckled.

"Quite distasteful, to be honest. Let's not dwell here for long."

"Certainly.”

He approached a large, two-headed winged chitinous thing.

"I just find it amusing, to remember my past exploits. This one in particular, |
shot it near Goraj VI. Damn thing took more than 10 lascannon shots to the
chest until Dawkins had the good sense to hit the back with a multi-melta. Good
man, that, had his family rewarded when we returned... never made it alive from
there, you know, dreadful business really... Anyway, | landed the killing blow.

' Right here." He was patting it on the nape of one neck.

After the frophies, he led me to his personal armory. In the brightly lit room, |
gasped as the walls revealed rack upon rack of strange-looking weapons. He
had a wall reserved for Eldar and Tau armaments particularly.

At a panel, he paused to punch in a code then smiled as he drew a dull grey
sword from a sheath that slid out of the wall.

"A C'Tan phase sword. | never leave for bafttle without it. Cuts through any
armor, any forcefield, like butter. Just one stroke and that's that! Saved my life
on many occasions, too many to mention. Suffice to say it gave me many Tau
servants in the last fight...

. He gave the sword a loving caress as it hummed slightly and emitted a green

g!nw that hurt in my eyes before putting it away. "Shall we go to the pens? !'H |
l . show you my Orks." :
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| watched, transfixed, as the huge brute moved within his filthy holding cell. It was
sitting in a mat made from straw, painting crude icons on the walls of the cell with
what probably was his own waste.

Lord Ixnay called out to it."Burnznap! How's my favourite litfle Boy doing today?"

' The Ork focused its reddish, small eyes on us.

" "Bozz, Ey, Bozz." It seemed unnatural to see a monster speak Gothic, even as

i'

|

mangled as this.
"Wen'z da next fightin' at? | needz ta krump sumtin.”

: - "You'll get your fight soon enough, Burnznap, | promise. With lots of loot and teeth

fo go around."” Lord Horatio winked at me. | looked at the floor as we left the cells.,
howls of alien creatures even more hideous than the Ork accompanying us.
"I can't believe you'd stoop to... using these things in battle. It's revolting.”

| "Out there on the frontier, one takes what one gets. Besides, there aren't all that

many humans that would willingly accompany me on my litfle expeditions. So un-
fortunately, | am forced to swell my ranks with these... xenos. Burnznap there has
been a loyal soldier in my ranks for 3 runs now! | dare say he's proven himself more
useful than any man I've had under my command."

| shook my head in silence. He smiled.

After an exhausting tour of the ship, where the Lord had ample opportunity to
boast chuckle and praise himself and his exploits, we finally retired to his bed-
chamber. The vile deed would be done soon, | had to bide my time but it was get-
ting increasingly difficult.

As he stripped, | took a careful look over the burned, wound-ravaged body. On the
left inner thigh, a mark. | knew it immediately. The mark of Slaanesh. | could not
walit.

Drawing the hidden blade, | lunged... he evaded skillfully, faster than any man his
age should have been. He reached for me.

"Heretic! Defiler of the Imperium! You have been judged for your crimes and found

guilty beyond measure!" | cried out, as he smiled again. "Your greed and lust led to
your fall, and now death has come for you!" | activated the booster bionics and
charged again...Only to stop dead. My legs failed me, | collapsed.

He had hit me with a needle. Tranquilizer... powerful... from where?

He was naked, unarmed...

"The ring." His voice was almost metallic in my ears.

"A Jokaero digital weapon. Loaded with a drug | had the Hrud cook up for me per-
sonally. You see, little girl... you're far from the first Callidus they've sent to deal with
me. And | hope you won't be the last.”

"What... are you going fo... do with me?"”

"You'll be taken down to belowdecks. Given treatment. In time, you'll forget your

- Imperial conditioning and be ready to join me as my bodyguard. To love me with a |

perfect, selfless love... just like the others.” _
| wanted to scream. | wanted to disembowel him with my blade. To see his eyes |
glaze over with death. But as | fell into the darkness, all | could do was watch him.
Watch him smile...
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Characters can have up to three weapons, one of which may be two-handed. You may also pick 100

* points worth of wargear per model but no model may be given the same item twice. All wargear must be i
" represented on the model. Models that are not members of the Enfourage or the Rogue Trader may c:rnfy

' take wargear marked with a (*). Normal limits on weapons carried must be obeyed. F S
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. ONE-HANDED WEAPONS
I PiStof 2 ——#—d® . N w L 1 pts b - Sl R E
o TSR TR N e EAN I NAT e O T Free  [SSREEREREEE 5 0 g R
Ilplstol 2pts _]| ' o | T T
P asm PiSICAEEEEY. ©. T . 11+ R . L8 15 pts
NS PistOREREE 2, . W . o - sl . .. R o pts

Shuriken Pistol*.. ... ... o198 VI v D 1 pts
Sligga® ... |0 ....... . CodwynT™ern ... ..... 1 pts
Power Weapon®.. 10 pts
Powerfist/claw™ .. 25 pts
Close Combat Weapc:n i E O Free
Scorpion Chainsword .. 10 pts
Power Cane . 15 pts
XennsWeapﬂn 15 pts
Force Weapon (Psyker Gnl‘_-.f} T i, 25 pts

l.
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TW{}FHANDED WEAPONS ' . TWO- HANDEIE}
S 1 E o Combi We
LESAUM S . LN . L NS R . R Free B:::Iter-Grenade Launcher
REEEIN" = . S . SRR IR T SR Free Enlter-F'Iasmagun._______._..____________.___________
Shntgun* Free | PBolter-Meltaguint. ..o, bovn mosinn e e e oo
‘Autogun ™. Lo oA o Free ' Bolter-Needle Pistol ... ...
Shoota * : TR RO U . ... . ..
. Shuriken Gatapult* 1pts: & Sniper Rifle et et ... § . X co A
Pulse Rifle * 2pts) RangeriLongRifle ...................J ... s o

Pulse Carl:une Spts Obsidian Claive . 4 i . . apagls =t 0
&;Stu-m;l Bulter_.........

SEEaE L. A UL R (1)
Plasma Gun*.
Meltagun

ol

—— L, W o

Melta Bambs®.. .. .. . LE e
EMP Grenfides® 8- Af ) .

Krak Grenades*... . [T et .l 1 @
Targeter'!ﬁ_.._......

Tau Target LOBROL et .. CF PN 72
Refractor Field ©....{ ..
Surveyor /.
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Digital VWeapons ROGUE TRADER ONLY
DIgI-EIEMer ......ooveeeae bg e 10PIS.  RosHMIE ¥ it . Ll nafaal.. . satk ] 25pta
Digi-Needle Fistol .............. 5. ........... TSPIS  Combat Rig.. Mt s ot i, 35 pts
Digital Weapon ............................... _10PtS  Garpathian Cloak ... 0 idhiie e eeeieien, 20 pts
Rl 15 pts Talisman of Warding ............cooveeeeevreeeeernnn, 20 pts
NARASCIIM,............... =0 J10DPES  C'tan Phdse SWOTd/......oa.. i e s 35 pts
| PowerArmour ... 10PtS  Oppital Strike....c..voeeeeeeiie e, A0 ptS
BIONICS ..ol enin s b e 10 PtS Artificer AMOUEES o i Bnl .. o o
IMENCAICABE .. .o v e S pts Warrior Camstiih . e ol . 5 varies
B R e e < 70 B IS o NUIFROG . i e oy 20 pts
Master-crafted Weapon ........................ 15 pts
RTINS E—— .. 10 pts
ELEIORTIEarce FISIClomes. . ............... ......... . A0pts
S D YT SR,
ol e R 30 pts
Jargeting Augments®...................c..cc....... O pts
1 e e R 10 pts
L e N i 15 pts
EMP Detllelr ctalle ... 2. . rrssoisnsase. < 0DIS
B Clan. B I e o e iaen il ) 30 pts
e .. 'R TS ¢ LT T, d
' Needle Pistol ~ Ranger Long Rifle i
~ The needle pistol has the following profile: - The ranger long rifle S8
| Range: 12" S: X AP: 6 Pistol ~is a sniper rifle

£ The needle pistol although relatively lightweight, car- | €quipped with highly
L ries the most potent of exotic toxins. It also wounds on | Sophisticated sights. §

M a4+ It has an Armour Penetration value of D6 against | ANy shooting roll of &
~ Vehicles. "~ 6 counts as having

AP 1.

~ Scorpion Chainsword Hl _
' This weapon is much more advanced then Imperial -~ Obsidian Glaive
- versions. A Scorpion Chainsword adds +1S to the ~ Long blades made

model's attacks. of a mysterious
2 metal referred to as §
Power Cane obsidian. These §

© These weapons take the form of stylized canes thatare W€apons  require
favoured by wealthy members of society. They can be , tW0 hands to wield
used to quickly attack an unwary opponent. It counts but greatly increase
as a power weapon that also adds +1I to the model's the power of the

. attacks. user_’s. attac:k: ;_ﬂm
Obsidian Glaive ig-
Xenos Weapon nores amour saves

I Xenos weapons represent varied weapons taken from = @nd confers +28 to
.| xenos cultures all over the galaxy and can greatly differ  the model's attacks
In appearance. In game terms, a xenos weapon will be
| counted as a power weapon that adds +1S to the « Targeter _
model's attacks. Models  equipped
\ with a targeter are

Combi-Weapons allowed to pre- §
These are basically two weapons joined together, Measure the range i 5%
giving the model a choice of two weapons to fire in- to a target before they decide who to shoot at in the Shoot-
stead of one. A model that is armed with a combi- ing phase.
weapon may choose which of the weapons he is going
to use in the Shooting Phase. The bolter may be fired Tau Target Lock
any number of times, but the other weapon may only, These are targeting systems which use Tau multi-tracker
be fired once per battle. Both weapons may not be technology. Any model equipped with one of these devices
fired at once. may fire at a different unit to that engaged by the rest of his

qunit. Only two of these may be present in an army at any
one time.
R e 1 T O e 4 o T e L -
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 ROGUE THADER ARMOLRY 5
Has meapuns A YR

| : L* b W"F“I.: Y s
4 EMP Grenades | | Vil tong /g0 IE g
I | EMP grenades briefly emit an electro-magnetic pulse - ‘:{ﬂ R |
A which overloads circuitry, causing fires, meltdowns and N %- J_
' other critical malfunctions. They are used when assault- ~See f ‘He
| ing enemy vehicles, ) Mk 2
*' Each attacker may make one attack unadjusted for AT
- charging or additim?al close combat weapons. JRuc}ll to hit Narrther.:lum - : :
J Pty This allows a unit with a model equipped with a
| 8s normal, When detemmining damage, rollaD6. Ona4 88\ osiim to ignore the. first failed ‘saving throw it
I8 or 5 they inflict a glancing hit, on a 6 they inflict a pen- g g

rolls every turn. The narthecium may not be used on
~any model that suffers instant death or that has been
hit by a close combat weapon that allows no armour
saves. The narthecium may not be used if the model
Is In base contact with an enemy.

etrating hit. They cannot be used against vehicles witha
WS that are not immobilized.

H’l

| Refractor Field

| e This piece of equipment produces an energy field that
~ |I " gives the model a 5+ Invulnerable save.
I

= iR

Power Armour

While Space Marines are rare in Rogue Trader forces,
Sisters of Battle can often be found in many crews. In
addition to this, many Rogue Traders and Bounty
Hunters seek to get their hands on the finest protec-
tion the Imperium can offer. A model with Power [
Armour gains an armour save of 3+. Only humans
may take power armour as an option.

' Surveyor
£ A surveyor is used to detect hidden enemy troops. If
r ~ enemy infiltrators set up within 4D6" of a model with a
i surveyor then the model is allowed to take a ‘free shot' at
¥ them. If the model is part of a unit, the whole unit may |
fnre This can cause the unit being shot at tc:- fall back.
_ _ ¥ \ .
Bionics
Bionics allow a model who has suffered a crippling
injury to return to service. To represent this, if a model
with bionics is killed instead of removing it place the
model it its side. Roll a D6 at the start of the next turn:
on a roll of a 6 the model is stood back up with 1
wound, but on any other roll it is removed as a casu-
alty. Bionics do not work if the model with Killed via in-
stant death.
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Mancatcher

The mancatcher is a two-handed close combat
weapon. For each model carrying a mancatcher in
base to base contact with an enemy model, that

enemy model's attacks are reduced by 1 to a mini- |

Digital Weapons

Ancient relics created by the Jokaero, digital weapons
are powerful versions of such weapons as the needler .
4 and Laspistol. So delicate they can fit into jewellery or a

~ 2;eﬁngen they are invaluable treasures for Rogue Trad- mum of 1. Each mancatcher may only affect one
A model with digital weapons may make a special attack < SnSigece
in close combat at +2 to his Initiative in addition to his Master-crafted Weapon

sk

o
ZTFHELEJ:;C;S,A?:;S::QSﬂgfeitfzr:egtha:;:’::;“ 2 DAB g"i" Ef | A master-crafted weapon follows the normal rules for
- : g - the converted weapon except that it allows one failed
i

, ‘ o A Combat Shotgun:
.
!

P

flamer/needle will allow the model to fire the respective | hit per turn to be re-rolled. Such a modified weapon is |

(S ofRAREE TAID. | THISANCY BoSrsu.1n iire: e ~ taken as an upgrade for a weapon already carried and

E;;pisn: ;f;;?i::ﬂiﬂtg:iriﬂif:; . rn??s ; t:z a?clag:i must be represented as suitable ornate on the model.
. 4 Only the upgrade cost is taken against the points limit

is present in the Entourage. on wargear taken.
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Signum

This is a special form of communication device that
allows the user access to a myriad of useful battle infor-
mation. It allows the user and any squad they are at-
tached to re-roll one missed to hit shooting roll per turn.

Combat Shield

A combat shield is worn on the forearm and confers a
5+ invulnerable save in close combat. A combat
shield does not count towards the number of weapons
: that can be carried.
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" Kustom Force Field

~ Bought or ‘acquired’ from Ork Meks, a Kustom Force
.~ Field confers a 5+ cover save to any units within 6" o
.~ the model with it equipped. This cannot be combined

* with a Shimmershield One per army.

Shimmershield
A shimmershield is an advanced field projector that is
acquired from the Eldar. Every so often a Rogue Trader

X '--:i' ST DR R A e o Wy yo e
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Rosarius

A Rosarius 1s a small badge which incorporates a
powerful force field that protects its wearer. It is usu-
ally best not to ask where this was acquired, however
rarely can a Rogue Trader pass up the opportunity to
obtain one. A Rosarius confers a +4 invulnerable
save.

Combat Rig
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will find one in his possession. A model with a shimmer- ©
shield and all members in his unit will benefit from a 5+
invulnerable save in close combat. This cannot be
combined with a Kustom Force Field. One per army.

A combat rig Iis a large device in which the Rogue
Trader uses to wade through the battlefield, crushing
~all in his way. They take the form of large constructs
~ piloted or ridden by the Rogue Trader.

« A Rogue Trader equipped with a Combat Rig will
! count as a Monstrous Creature, in addition to this the
rig will double his base strength and confer a +2
armour save. Rogue Traders that take the combat rig

~ option must be suitably modeled.

L
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Mega-Armour
Mega-armour confers a 2+ armour save and comes
equipped with a twin-linked shoota and a power claw.

Targeting Augments
As target lock is a series of targeters which enhance the
BS of the model wearing them by +1.

C’tan Phase Sword ‘ ALl
A C'tan phase sword can only be obtained at great g
price or by taking it from the dead hands of a Callidus |
B Attack Pet - Temple Assassin. They are extremely rare and any =~ |
During their travels across the galaxy Rogue Trader's = who possess these mystic artifacts guard them closely
and their crew members encounter a wide range of  for there is no shortage of those who seek to reclaim
beasts and creatures. Some are massive and terrifying, .| them. A C'tan phase sword can only be used in close
while others can be small and equally as fierce. A [} combat and no saves are allowed against hits from it,
-~ model with an attack pet gains +1A. This must be not even Invulnerable. One per army.
represented on the model as a small creature which
accompanies them. Orbital Strike |
~ Once per battle the Rogue Trader may call upon as- 31 |
g sistance from his ship(s) in orbit in the form of an or- | 3|
: This weapon is a small vial of potent acid that can be  bital strike. These are rare as the Imperium keeps = |
~ thrown at an enemy unit. This vial explodes over the stringent track of all its orbital weapons, however =
- unit sending a shower of acid down upon them forcing  Rogue Traders are known for obtaining that which is ._
- them to seek cover. Any unit within 18" of the model = forbidden. Once per battle the Rogue Trader may 1
~ with it equipped can be targeted in the shooting phase = choose to use the orbital strike. I
~ instead of firing a weapon. The model must roll to hit, if = The strike is called in on a roll of +4 and cannot be
. a hitis achieved that unit must take an immediate I used on the first turn. Delegate a single enemy unit to |
be the target of an orbital strike. An orbital strike scat- | W
ters just like an ordnance weapon but if a miss is rolled
the distance scattered is double the number scored on
the D6. If a hit is rolled the template deviates by the

Acid Vial

©  pinning test. This may only be used once per model.

EMP Device |
| This device is a variation of Tau EMP technology. Once |
per battle, in any phase, the player may declare they ! distance shown on the dice in the direction indicated
have used this item. For the rest of the turn any close | by the arrow on the ‘Hit’ symbol.

combat attacks against the model, or any unit they have || Orbital Strikes count as Ordnance barrages for the -
joined, which are power weapon attacks will be counted = purposes of inflicting pinning tests. Note that it is pos- |
' as normal attacks and will allow armour saves. At the " sible for this never to be used in the game if you roll
same time, any attacks made by the model or their unit  badly. i
which are power weapon attacks are also counted as : | 18]
normal attacks. One per army.
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oﬁ Carpathnan Cloak

These cloaks are made of mysterious materials and
% their origin is unknown. They take the form of ornate
" cloaks or capes. A model with a Carpathian Cloak is
i immune to the Instant Death rule.

Talisman of Warding

A powerful psychic object, the Talisman gives the
Rogue Trader and any unit he has joined a +4 save
against any psychic powers.

Artificer Armour

artisans. Suits of such magnificence are rare indeed
and is one of the most treasured items of the Rogue
- Trader who possesses one. Artificer armour confers a
% +2 armour save to the model equipped with it.

Null Rod
This ornate rod perpetually crackles with anti-psychic
energy. It counts as a power weapon. No psychic
’--rf powers whatsoever may affect the model with this
- weapon, or any unit he has joined, regardless of the
~ source. However, no psychic powers may be used by
éthe model or any unit he has joined.
. Camo-Cloak
"‘b A camo-cloak makes use of basic holo-field technology
to disguise its wearer. Any model with a camo-cloak on
adds +1 to their cover save. If they are out in the open,
they always have a cover save of +5. Note this applies
. only to the model, not the unit he is in unless they are all
equipped with them.
- Chem-Inhalers
Masks laced with psycho-enhancement drugs and
. other illegal narcotics. Drug use is common in Rogue
-« Trader crews, being free of an official chain of com-
“ mand. Models with Chem-Inhalers will allow them and

Checks and Leadership tests with no negative modifi-
ers.

Clan Bike
Model is mounted on a Clan Bike gaining +1T. A model
-cannot be mounted on a Clan Bike unless the squad
they are joined to all have Clan Bikes.
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any squad to which they are attached to take Morale *

|

Ornate suits of Power Armour that are crafted by master =

N

Maht

Warrior Cunstruct

Rogue Traders frequently employ various robots and
androids as part of their crews. Ranging from Adeptus
Mechanicus servitors, praetorians, and battledroids;
to a wide variety of human and xenos made warrior-
constructs.

Rogue Traders will often come across ancient war
robots from the Dark Ages of Technology that have
been present on forgotten human worlds for millennia,
reactivating them and adding them to their Entourage.
Just as likely is a Rogue Trader to have servitors and
androids given as gifts or bribes by members of the
Adeptus Mechanicus. These metal behemoths usu-
ally take the role of a Rogue Trader's most loyal body-
guard, protecting their master without any concern of
their own safety.

Warrior Constructs do not count towards the 100
points limit on wargear of the Rogue Trader, but do
take up an available slot as a member of the Entou-
rage (For example if a Rogue Trader with an Entou-
rage of 5 members takes 2 warrior Constructs, the En-

~ tourage will count as having 7 members).

o
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Note that Warrior constructs do not benefit from the
‘Right man for the job’ special rule.

Warrior Constructs must be either a Combat Droid,
equipped with a close combat weapon and a power-
fist; Or a Gun Droid equipped with one of the following
weapons for the cost indicated;

Heavy Bolter +15 pts
Plasma Cannon +35 pts
Multi-Melta +25 pts.

The profiles for Warrior Constructs can be found in the
Entourage unit entry.
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Just as with choosing wargear for your Rogue Trader models, the upgrades you choose for your -
' vehicles must be represented on the model itself. Note that when choosing upgrades, no vehicle
~ can have the same upgrade twice. :

§

Ly b iy

-

< MeoeaInNn

] H : e

VEHICLE UPGRADES

Reinforced Ram o pts
Extra Armour o pts
Disruption Pod 10 pts
Hunter-Killer Missile 10 pts
Smoke Launchers 3 pts
Search Light 1 pts

Reinforced Ram

These may take the form of dozer-blades, rams or
other grizzly attachments at the front of the vehicle.

A vehicle with a reinforced ram can tank shock, and
treats its front armour as two higher than normal when
resolving death or glory attacks. Furthermore the ve-
hicle may re-roll Dangerous Terrain tests.

Extra Armour

Vehicles equipped with extra armour count "Crew
Stunned” results on the Damage table as "Crew
Shaken” results instead.

Disruption Pod

Scavenged or bought from the Tau, disruption pods
throw out distorting images in both the visual and mag-
netic spectra, making it hard to target at long range.
Weapons firing at the vehicle have their range reduced

by 6", down to a minimum of 24" or the weapon range if
less.

~* ROGUE TRADER VEHICLE ARMOURY

AN J-r

Hunter-Killer Missile

These are treated as a Krak Missiles with unlimited range
but it may be used only once per battle. Roll to hit, wound or
penetrate armour as normal.

Smoke Launchers

These carry charges that can be fired to hide the vehicle
behind a cloud of smoke. Once per game, after completing
movement (no matter how far), a vehicle with smoke launch-
ers can trigger them. The vehicle cannot fire and use its
smoke launchers in the same turn. Any penetrating hits
scored by the enemy in their next Shooting phase count as
glancing hits. After the enemy’s turn the smoke disperses.
Note that a vehicle which is shaken or stunned may still use
smoke launchers.

Searchlight

Searchlights can be used in missions where the rules for
night fighting are used. They allow one enemy unit spotted
by the vehicle to be fired at by any other unit in the army that
has range and line of sight. However, a vehicle that uses a
searchlight can be fired at by any enemy units in their next
turn.
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DISCLAIMER

This was produced by some jerks on the internet, with{l_:_",_‘.:

mad assistance and input from /tg/.

All contents of this codex remain the property of
Games Workshop. We are not making any money off
of this so for God’s sake don’t sue us. If anything take

this Codex and make it chapter approved or some- |

thing.

We also want to stress that this Codex is for fun, it
hasn’t been properly balanced so there is probably a

fair amount of opportunities to exploit the hell out of it.

Don’t be a dick, if you are going to play this Codex, ~==

play nice. It has plenty of opportunities for

customization and can be used to make some really .'__

well-themed armies.
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We might add that most of the artwork is from either &

Necromunda or Inquisitor, we couldn’t find much
Rogue Trader stuff so we tried to get the best stuff we
could that look the part.

In this new edition we added a Heavy weapons unity =

Attack Beasts, Rules for including Psykers and

Androids in the Entourage, and a generic Xenos mer="
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cenary profile. We didn’t make a whole bunch of

too complicated. If everyone nags about it we might
make them a different Elite selection altogether and ™

make it customizable. 1 |

We figured most aliens are as strong as humans butf
usually harder to kill, hence the extra toughness.

'I-"unn. '

Thanks to Isaac Carravaggio for the layout and
compilation of visuals

If anyone wants to email us with suggestions, praise
or hate mail, email Vincenzo at
vengeanceb4@hotmail.com.
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Other than that enjoy! T




