Chaos Marines
Codex: Flame Falcons



Flame Falcons

Notes

Chapter: Second founded from [Deleted]

Home World: (Lethe) now unknown, (The Flame Falcons now call the Battle Moon Phoenix home.)

Colour scheme: (Sky Blue) now unknown, (Storm Blue, with Tin Bitz highlights, Robot Marines are Codex Gray with Tin Bitz highlights).

Battle Cry: now unknown, (The Flame Falcons’ battle cry is the name of their goddess repeated over and over again, Machinacore, Machinacore, Machinacore,)

Special Rules

Summoning

Daemons are attracted to a battle through unholy prayers and the miasma of desolation and war. Greater Daemons, and units of Daemons, Daemonic Beasts and Daemonic Cavalry are kept in reserve at the start of the game, even if the mission does not normally use the Reserves scenario special rule - so do not set up Daemons, apart from Daemonic Princes, with the rest of the army.

Starting with the second turn roll a D6 for each Daemonic unit, at the start of the assault phase, in the Chaos player's turn, to see if it becomes available. If you roll equal to or greater than the number shown below the unit is available and must be summoned. Important: Note that Greater Daemons cannot be summoned like this and can only enter play by possessing a model (see Daemonic Possession).


Turn
2
3
4+


D6
4+
3+
2+

Different Daemons are more likely to appear if certain acts have been carried out on the battlefield during the turn that they are being summoned. Look up the types of Daemon below to see what modifiers apply:

To deploy a summoned Daemon pack, place the Ordnance Blast marker so that it touches at least one model in the Chaos Space Marine army, Then roll the Scatter dice. If you roll a 'Hit' then the template stays in place. If you roll an arrow it moves 2D6" in the direction indicated by the arrow on the dice. Once the template has been placed the Daemon pack may be deployed anywhere on top of the template. Summoned packs may make assault moves as normal on the turn that they appear.

Daemonic Instability

Daemons are summoned from the warp and in extremis will return there. In any circumstance where a daemon unit (not including greater daemons or possessed chaos marines) should take a morale check they instead take an instability test. This is performed exactly like a morale check, but if it is failed the daemons do not flee but instead suffer one wound (with no saving throw possible) for each point they failed the Instability test by.

Daemonic Possession

Greater Daemons can appear on the battlefield by taking over the body of one of their followers. Starting with the second turn, instead of rolling the dice to see if the Greater Daemon appears on the table as described above, check to see if the Daemon has possessed a model and enters play. This check is made at the start of the assault phase, either before or after summoning any other type of Daemon.

To see if a model has been possessed, pick any character model in the army apart from another Daemon and roll a D6. If you roll a 6 the model has been possessed as described below. Note that no modifiers apply to this dice roll. If you fail to roll a 6, pick another character model, and roll the dice again. Keep on doing this until you roll a 6, or have rolled for all of the character models in the army. Note that all characters must be rolled for, but the Chaos player gets to pick the order the dice rolls are made in. If no character is possessed, the Greater Daemon does not arrive this turn, but you must check again, following the same procedure, in the next turn.

If, or once, a model is possessed, simply remove the Chaos Space Marine model and replace it with the Greater Daemon model. The model that has been removed is destroyed in the process and counts as having been killed for victory point purposes, etc.

Corrupted: Although the Flame Falcon Marines were once true Space Marines they have long since forsaken the ideals and aspirations of the true defenders of Humanity. They therefore do not receive the 'And They Shall Know No Fear' ability which applies to Space Marine who remain loyal to the Emperor.

Flame Falcons Armoury

Chaos Flame Falcons characters have up to two single-handed weapons, or one single-handed weapon & one two-handed weapon. Each character may have up to 100 pts of extra wargear from the Wargear and Gifts lists and each character must have the Mark of Machinacore. Models in Terminator armor can only use wargear and weapons marked with a (*) but may be given any Gifts. You may not take duplicate items for the same model and all wargear and weapons must be shown on the model.

Marks of Chaos
Points

Mark of Chaos Undivided
5/1 pts

Mark of Machinacore
15/10 pts

One Handed weapons
Points

Autopistol
-/1 pt

Bolt pistol
1 pt

Chainfist* (Chaos Terminators only)
30/18 pts

Close combat weapon*
1 pt

Laspistol
-/1 pt

Lightning claw (single)*
25/15 pts

Plasma pistol
15/10 pts

Power fist*
25/15 pts

Power weapon*
15/10 pts

Storm Shield*
15/10 pts

Thunder hammer*
40/35 pts

Two Handed weapons
Points

Autogun
-/2 pts

Bolter
2 pts

Combi-weapons:


Bolter-flamer*
10/5 pts


Twin bolter*
3 pts


Bolter-meltagun*
15/10 pts


Bolter-plasma gun*
20/15 pts


Bolter-Grenade launcher*
15/10 pts

Great weapon
3 pts

Lasgun
-/2 pts

Pair of Lightning claw*
30 pts

Storm Bolter*
7/6 pts

Wargear
Points

Auspex*
7 pts

Bionics*
10 pts

Bionics, Advanced*
15 pts

Chaos hound
12 pts

Chaos Space Marine Bike
30/20 pts

Frag grenades
1 pt

Jump pack
25 pts

Krak grenades
2 pts

Master-crafted weapon*
15/10 pts

Melta bombs
5 pts

Personal icon*
10 pts

Servo-arm* (Techmarines only)
30 pts

Servo-arm, Advanced* (Techmarines only)

55 pts

Spiky bits*
10 pts

Teleport homer*
5 pts

Terminator armour
25/19 pts

Psychic abilities & Equipment
Points

Doom Bolts*
15 pts

Familiar*
5 pts

Force Weapon*
40 pts

Gift of Chaos*
20 pts

Mass Mutation
25 pts

Minor Psychic Power*
10 pts

Warp Force*
10 pts

Warp Talisman*
5 pts

Wind of Chaos*
20 pts

Daemonic gifts
Points

Chaos Spawn*
20 pts

Daemon Armour
20/10 pts

Daemon Chains*
20 pts

Daemon Fire*
5 pts

Daemonic Aura
15/10 pts

Daemonic Essence*
15/- pts

Daemonic Flight
20/10 pts

Daemonic Mutation*
15/10 pts

Daemonic Resilience*
10 pts

Daemonic Rune*
35 pts

Daemonic Speed
15/10 pts

Daemonic Stature (lord only)
15 pts

Daemonic Strength*
10/5 pts

Daemonic Steed
25/15 pts

Daemonic Talons
10/5 pts

Daemonic Venom
5/3 pts

Daemonic Visage*
5/2 pts

Immolation*
3 pts

Veteran Skills
Points

Counter-Attack
10/2 pts

Furious Charge
15/3 pts

Infiltrate
15/3 pts

Move Through Cover
5/1 pts

Night Vision
5/1 pts

Siege Specialists
5/1 pts

Skilled Riders
-/2 pts

Tank Hunters
Free

Daemon Weapons
Points

Dark Blade*
25 pts

Dreadaxe*
25 pts

Ether Lance*
35 pts

Kai Gun*
25 pts

Machinacore Gifts
Points

Banner of Corruption*
55 pts

Electric Aura
20 pts

Electro Sword*
25 pts

Pet Quirk*
35 pts

Psychic power - Machine Curse*
20 pts

Rust of Machinacore*
10 pts

Token of Machinacore
15 pts
Chaos Vehicle Upgrades

Blasphemous Rune
10 pts

Dirge caster
15 pts

Daemonic Possession
50 pts

Dozer blade
5 pts

Extra armour
5 pts

Havoc missile launcher
25 pts

Hunter-killer missile launcher
15 pts

Living Vehicle
20 pts

Mutated Hull
30 pts

Parasitic possession
20/40 pts

Pintle-mounted combi-bolter
10 pts

Pintle-mounted Storm Bolter
15 pts

Quirk Infestation (Machinacore)
20 pts

Searchlight
1 pt

Smoke launchers
3 pts

Stabilizers
35 pts

Headquarters

0-1 Chaos Lord or Chaos Sorcerer Lord or Daemon Prince


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Chaos Lord
60
5
5
4
4
3
5
3
10
3+

Options: The Chaos Lord can be given any equipment allowed from the Flame Falcons armoury and to the veteran skills list.

Sorcerer Lord: The Chaos Lord can be upgraded to a Chaos Sorcerer Lord at a cost of +10 pts. The Sorcerer Lord will have the same characteristics as the Chaos Lord and gains psychic powers. The Chaos Lord or Sorcerer Lord must were the Mark of Machinacore

Daemon Prince: If the Chaos Lord has 50 points or more of daemonic abilities then can claim to be a Daemon Prince

Special Rules:

Independent Character: If unaccompanied, the Chaos Lord counts as an independent character.

Psychic power: Chaos Sorcerer Lords can use psychic powers. The power available to them can be found in the Armoury and details of how they work are in the wargear section.

Retinue: The Chaos Lord may be accompanied by a Retinue of Chosen. A Chaos Lord and his Retinue count as a single HQ choice

Always an independent character: Daemon Prince is always an independent character and follows all the independent character special rules as detailed in the Warhammer 40,000 rulebook.

1+ Chaos Battle Techmarine


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Battle Techmarine
50
5
5
4
4
2
5
3
10
3+

Wargear: Token of Machinacore. The Chaos Battle Techmarine can be given any equipment allowed from the Flame Falcons armoury and from the veteran skills list. The Chaos Battle Techmarine must wear the Mark of Machinacore

Special Rules:

Force organisation choice: At least one Chaos Battle Techmarine must be taken in a Flame Falcons army. The first Battle Techmarine doesn’t use up any choices on the force.

Independent Character: If unaccompanied, the Chaos Battle Techmarine counts as an independent character.

Retinue: The Chaos Battle Techmarine may be accompanied by a Retinue of Chosen. A Chaos Battle Techmarine and his Retinue count as a single HQ choice.

Armour piercing: Then armour piercing the Battle Techmarine can add +1 to the dice roll.

Chaos Lieutenant or Chaos Sorcerer


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Chaos Lieutenant
45
5
5
4
4
2
5
3
10
3+

Options: The Chaos Lieutenant may be given any equipment allowed from the Chaos Armoury and to the veteran skills list.

Sorcerer: The Chaos Lieutenant can be upgraded to a Chaos Sorcerer at a cost of +10 pts. The Sorcerer will have the same characteristics as the Chaos Lieutenant and gains psychic powers. The Chaos Lieutenant or Sorcerer must were the Mark of Machinacore

Special Rules:

Independent Character: If unaccompanied, the Chaos Lieutenant counts as an independent character.

Psychic power: Chaos Sorcerer can use psychic powers. The power available to them can be found in the Armoury and details of how they work are in the wargear section.

Retinue: The Chaos Lieutenant may be accompanied by a Retinue of Chosen. A Chaos Lord and his Retinue count as a single HQ choice

0-1 Greater Daemon of Machinacore


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

The Corrupter
135
6
6
6
7
4
5
4
10
3/4+

Weapons: There can be a great variation in the weaponry taken by The Corrupter, but regardless of how the model is armed, they never gain the benefits of an additional close combat weapon.

Special Rules:

Possession: The Corrupter must possess another model in order to enter the battlefield. (See the special rules in the introduction to this army).

Always an independent character: The Corrupter are always an independent character and follows all the independent character special rules as detailed in the Warhammer 40,000 rulebook.

Psychic powers – The Corrupter has the Psychic power of Machine Curse
Fearsome: If The Corrupter wins an assault, their opponents have to fall back automatically without a Morale Check being taken.
Fearless: The Corrupter never falls back and cannot be pinned. They are assumed to automatically pass any Morale Check.
Monstrous Creature: The Corrupter rolls 2D6+1 for armour penetration against vehicles and ignore their opponent's armour saves in close combat.
Rust of Machinacore: When attacking any vehicle or bunker any glancing or penetrating hit will decrease the armour on that face by 1 for each hit.

Invulnerable: The Corrupter's 4+ save is counted as being Invulnerable.
Elites

Chosen


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Chosen
36
4
4
4
4
1
4
1
10
3+

Chosen Terminators
+19
4
4
4
4
1
4
2
10
2+

Chosen Aspiring Champion
+10
4
4
4
4
1
4
2
10
3+

Chosen Terminators Champion
+29
4
4
4
4
1
4
3
10
2+

Squad: The maximum number of chosen that can be fielded is determined by the points limit of the game being played.


Up to 1000 points
=
Maximum of 10 chosen


1001 to 2000 points
=
Maximum of 20 chosen


2001 to 3000 points
=
Maximum of 30 chosen


3001 points or more
=
Maximum of 40 chosen

However many chosen are included in the army they occupy a single Elites choice in the force organisation chart. From 4 to 19 chosen can be used to form retinues for the chaos Lord, his Lieutenants and/or the Battle Techmarine. Additionally, units between 5 to 20 chosen can be fielded as a normal Elites choice. Obviously these unit sizes are constrained by the maximum number of chosen allowed for the size of army. All chosen squads must total five or a multiple of five.

Character: Chosen in power armour or terminator armour can further be upgraded to Aspiring Champions at +10 pts each. Chosen Aspiring Champions have access to the flame falcon armoury, but may not choose ranged weapon upgraded from the list opposite. Up to one Chosen Aspiring Champion in each unit or retinue can de further upgraded to a Sorcerer at +5 points.

Weapons: Each Chosen will be armed with either a bolter or a bolt pistol and close combat weapon.

Options: Any number of Chosen in power armour can be upgraded to a terminator at +19 points each. Any model upgraded in this way will replace his normal weapons with a power weapon and combi-bolter. The power weapon can be upgraded to a power fist or lightning claw for +5 pts, or a chainfist for +8 pts. The combi-bolter may be upgraded to a combi-flamer for +5 pts, a combi-meltagun for +10 pts, a combi-plasma gun for +10 pts, combi-grenade launcher for +8 pts or storm bolters for +6 pts. Every third Chosen model in terminator armour in each unit or retinue may exchange their combi-bolter for a weapon from the following: Reaper autocannon at +20 pts, heavy flamer at +15 pts, Assault cannon at +25 pts or Cyclone missile launcher at +25 pts.

Chosen in power armour may have frag grenades at +1 pt and/or krak grenades at +2 pts. Every third Chosen model in power armour in each unit or retinue may exchange their bolter for a weapon chosen from the following: heavy bolter at +15 pts, missile launcher at +20 pts, lascannon at +35 pts, autocannon at +20 pts, plasma cannon at + 45 pts, flamer at +6 pts; meltagun at +10 pts; plasma gun at +10 pts, plasma pistol at +10 pts, power weapon and bolt pistol at +10 pts or power fist and bolt pistol at +15 pts.

Note that a chosen bearing the Mark of Machinacore may have different weapon others. Each Chosen unit may bear the Mark of Machinacore and have veteran skills.

Special Icon: A unit or retinue of the chosen with the Mark of Machinacore may select the Banner of Corruption at a cost of 55 pts.

Transport: If the squad is of ten models or less then the entire squad may be mounted in a Chaos Rhino for +50 pts. If the squad is of six models or less then the entire squad may be mounted in a Chaos Razorback at an additional cost of +80 pts. If the squad is of ten models or less in power armour or five model or less in terminator armour then the entire squad may be mounted in a or a Chaos Land Raider at an additional cost of +250 pts (see transport entry for upgrade options).

Possessed Chaos Space Marines


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Possessed Marines
22
4
4
5
4
1
4
1
9
3/5+

Aspiring Champion
+15
4
4
5
4
1
4
2
10
3/5+

Squad: The squad consists of five to ten Possessed Chaos Space Marines

Weapons: Bolt pistols and close combat weapons

Options: Possessed Chaos Space Marines have Daemonic Aura and Daemonic Strength (included in profile). The Possessed Marines may also have a third daemonic ability from the following list at the cost indicated.


Daemonic Flight
+15 pts per model


Daemonic Talons
+5 pts per model


Daemon Fire
+5 pts per model


Daemonic Visage
+2 pts per model


Daemonic Mutation
+10 pts per model

One Possessed Marine may be upgraded to an Aspiring Champion at an additional cost of +15 pts. The Aspiring Champion may be given any equipment allowed from the Flame Falcons armoury. The Aspiring Champion may be given the Mark of Machinacore and may also take Machinacore Gifts from the Flame Falcons Armoury.

Transport Vehicle: The entire squad may be mounted in a Chaos Rhino at an additional cost of +50 pts or a Chaos Razorback at an additional cost of +80 pts (see transport entry for upgrade options), and only if the Possessed Marines do not have Daemonic Flight.

0-1 Chaos Obliterators


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Obliterators
70
4
4
5
5
2
4
2
9
2/5+

Squad: The squad consists between one to three Obliterators.

Weapons: Body weapons.

Special Rules:

Fearless: Obliterators never fall back and cannot be pinned. They are assumed to automatically pass any Morale Check.

Body Weapons: Obliterators are able to reshape their bodies to fabricate a wide variety of weapons. Obliterators may only fore one weapon in any Shooting phase and each model may fire a different weapon from those available.

Obliterators weapons: Lascannon, autocannon, missile launcher (frag only), Heavy bolter, twin-linked plasma gun, twin-linked meltagun, flamer, and or power fist. Obliterators can use different weapons in different phases so they may shot with twin-linked plasma guns and then assault using power fists.

Deep Strike: Obliterators may teleport into battle. To represent this they may set up using the Deep Strike special rule in any mission in which it is permitted.

Slow and Purposeful: Obliterators are huge and ponderous. They advance in a methodical manner laying down a constant hail of fire. To represent this they always count as stationary when firing, even if they moved in the same turn. They are slow, however, and move as if they were in difficult terrain when they are in open terrain (rolling 2D6 and selecting the highest), they never receive +1 Attack for charging, strike at initiative 1 in close combat and may never choose to perform a sweeping advance.

Daemonkin: Obliterators have the following daemonic gifts: Daemonic Aura and Daemon Armour (included in profile).

Renegade Tech-Priest & Servitor Bodyguards


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Renegade Tech-Priest
45
3
3
3
3
1
3
1
8
3+

0-4 Servitor
10
3
3
3
3
1
3
1
8
4+

Squad: 1. Up to two Renegade Tech-Priest can be taken as a single elite choice.
Weapons: Laspistol, power weapon (Axe) and servo-arm

Options: The Renegade Tech-Priest can be given any equipment allowed from the Flame Falcons armoury and to the veteran skills list.

The Renegade Tech-Priest may take up to four Servitors with him as a bodyguard. There are two types of servitor (Combat servitor & Gun servitor), which the Renegade Tech-Priest may bring onto the battlefield. The combat servitor are armed with a power fist and close combat weapon, with a +1 Ws, as for the gun servitor it has a +1 Bs and is armed with one of the following weapons: multi-melta at +25 pts; heavy bolter at +15 pts; plasma cannon at +35 pts. Only one gun servitor with plasma cannon may accompany each Renegade Tech-Priest.

Special Rules:

Independent Character: If unassigned and no Servitor Bodyguard, the Renegade Tech-Priest counts as an independent character.

Servitor Bodyguard: The Servitor Bodyguards are haft-human, haft-machine creatures, which aide’s the Renegade Tech-Priest in his work. 

Squad Members: You may include one Renegade Tech-Priest in any unit of Traitorous Tech-Guards or Chaos Machine Cultists in your army. The Renegade Tech-Priest may not leave the unit he is assigned to.

Troop

Flame Falcons Space Marines


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Flame Falcons
14
4
4
4
4
1
4
1
9
3+

Aspiring Champion
+13
4
4
4
4
1
4
2
10
3+

Squad: The squad consists of five to twenty Flame Falcons.

Weapons: Bolter or bolt pistol and close combat weapon.

Options: One Flame Falcon may be armed with one of the following weapons: heavy bolter at +5 pts, missile launcher at +10 pts, autocannon at +10 pts, lascannon at +15 pts, or a plasma cannon at +45 pts.

One other Flame Falcon in the squad may be armed with one of the following weapons: flamer at +6 pts, meltagun at +10 pts, plasma gun at +10 pts or a plasma pistol at +10 pts. If no heavy weapon is chosen, then an addition Flame Falcon may select a special weapon.

The entire squad may be given frag grenades at +1 pt and krak grenades at +2 pts.

A flame falcon unit may be given the Mark of Machinacore (see robot marine enter for details) and may have one or more veteran skills.

One Flame Falcons may be upgraded to an Aspiring Champion at an additional cost of +13 pts. The Aspiring Champion may be given any equipment allowed from the Flame Falcons armoury. The Aspiring Champion must be given the Mark of Machinacore and may also take Machinacore Gifts from the Flame Falcons Armoury.

Transport Vehicle: The entire squad may be mounted in a Chaos Rhino at an additional cost of +50 pts or a Chaos Razorback at an additional cost of +80 pts (see transport entry for upgrade options). Unit that has the Mark of Machinacore may use a land raider at a cost of 250 pts.

Transport: Chaos Rhino


Points
Armour
Front
Side
Rear
Bs

Chaos Rhino
50

11
11
10
4

Type: Tank
Crew: Chaos Marine

Weapons: The Chaos Rhino is armed with a storm bolter

Options: The Chaos Rhino may be upgraded with any of the following vehicle upgrades for the cost listed in the Flame Falcons armoury: Blasphemous Rune, Quirk Infestation, Dirge caster, Daemonic Possession, Dozer blade, Extra armour, Havoc missile launcher, Hunter-killer missile launcher, Living Vehicle, Mutated Hull, Parasitic possession, Pintle-mounted combi-bolter, Pintle-mounted Storm Bolter, Searchlight, and or Smoke launchers. No upgrade may be chosen more than once per vehicle.

Transport: The Rhino can carry up to ten chaos marines, but may not carry terminators.

Special Rules:

Repair: the Rhino is one of most ubiquitous vehicle in the Flame Falcon arsenal and is renowned for its reliability and ease of maintenance. If a rhino is immobilised and spends a chaos turn without firing ant weapons its driver may be able to effect a temporary repair that turn. Roll a D6 on a 6 the Rhino will be free to move in its next Movement phase. The check is made in the shooting phase.

Transport: Chaos Razorback


Points
Armour
Front
Side
Rear
Bs

Chaos Razorback
80
11
11
10
4

Type: Tank
Crew: Chaos Marine

Weapons: The Chaos Razorback turret is armed with twin-linked heavy bolter.

Options: The twin-linked heavy bolter may be upgraded to one of the following: twin-linked lascannon at +20 pts, multi-melta at +5 pts, lascannon with twin-linked plasma guns at +15 pts, reaper autocannon at +20 pts or twin-linked assault cannons at +10 pts. The Chaos Razorback may be upgraded with any of the following vehicle upgrades for the cost listed in the Flame Falcons armoury: Blasphemous Rune, Quirk Infestation, Dirge caster, Daemonic Possession, Dozer blade, Extra armour, Havoc missile launcher, Hunter-killer missile launcher, Living Vehicle, Mutated Hull, Parasitic possession, Pintle-mounted combi-bolter, Pintle-mounted Storm Bolter, Searchlight, and or Smoke launchers. No upgrade may be chosen more than once per vehicle.

Transport: The Chaos Razorback can carry up to six chaos marines, but may not carry terminators.

Traitorous Tech-Guards

Profile
Cost
Ws
Bs
S
T
W
I
A
Ld
Sv
Tech-Guardsman
8
3
3
3
3
1
3
1
6
5+

Agitator
+10
3
3
3
3
1
3
2
7
5+

Squad: The squad consists of five to fifteen traitorous tech-guardsmen

Weapons: Traitorous tech-guardsmen are armed with Lasguns and frag grenades.

Options: Any traitorous tech-guardsmen can exchange their lasgun for an autogun, shotgun laspistol/autopistol and a close combat weapon for free. Up to one traitorous tech-guardsman may be upgraded to an icon bearer for +5 pts. Up to one traitorous tech-guardsman may exchange their weapon for one of the following: a flamer at +3 pts, a meltagun at +10 pts, a sniper rifle at +5 pts, a plasma gun at +10 pts, a heavy stubber at +10 pts, or a grenade launcher at +10 pts. Two traitorous tech-guardsmen may form a heavy weapon team armed with one of the following: a heavy bolter at +10 pts, a lascannon at +20 pts, an autocannon at +15 pts, a mortar at +15 pts or a missile launcher at +15 pts. The squads can be equipped with krak grenades for +2 pts each.

Character: For an additional cost of +10 pts one traitorous tech-guardsman mat be upgraded to an Agitator. The character may purchase up to 15 points of weapons & wargear allowed by the Codex: Chaos Space Marine armoury (but no mark, gifts or other items).

Transport Vehicle: Traitorous tech-guardsmen squads number of ten or less may be mounted in a Chaos Rhino (counts as having a BS of 3) at an additional cost of +50 pts or a Chimera at an additional cost of +70 pts

Special Rules

Infiltrate: Traitorous tech-guardsmen are often familiar with local conditions and defences, and are adept at using treachery to win tactical advantages. To represent this traitorous tech-guardsmen counts as having infiltrators Veteran skill as described in Codex: Chaos Space Marine p19.

Transport: Chimera


Points
Armour
Front
Side
Rear
Bs

Chimera
70
12
10
10
3

Type: Tank
Crew: Traitorous tech-guardsmen

Weapons: The Chimera may be armed with one of the following turret-mounted weapons: Multi-Laser at +10 pts, Heavy Flamer at +10 pts, Heavy Bolter at +10 pts, Autocannon at +10 pts or a Lascannon at + 15pts. In addition it may have a hull-mounted Heavy Bolter or Heavy Flamer for +5 pts, or a Lascannon for +20 pts,

Options: Traitorous tech-guardsmen Chimeras may take any of the vehicle upgrades from the Codex: Imperial Guard 

0-1 Chaos Machine Cultists

Profile
Cost
Ws
Bs
S
T
W
I
A
Ld
Sv
Machine Cultist
5
2
2
3
3
1
3
1
6
5+

Demagogue
+10
3
3
3
4
1
3
1
7
5+

Squad: The unit consists of 5-50 models.

Weapons: Chaos Machine Cultist units are armed with Lasguns and/or Autoguns, and wear Flak Armour

Options: Any member can exchange their Lasgun or Autogun for a close combat weapon and either a Laspistol or Autopistol for +1 point, or a shotgun at no cost. (Machine Cultists may have mixed weapons). Any member of the squad may exchange their Lasgun or Autogun with exterminators for +15 pts per model. Up to one in every five member of the unit may be armed with one of the following: Flamer at +2 pts, Meltagun at +6 pts, Plasma Gun at +6 pts, Grenade Launcher at +8 pts or Plasma Pistol at +5 pts.

Character: One model may be upgraded to a Demagogue for +10 points. The character may purchase up to 15 points of weapons & wargear allowed by the Codex: Chaos Space Marine armoury (but no mark, gifts or other items).

Special Rules:

Bolt weapons: All bolter type weapons will cost more for Demagogue so; Bolt pistol 2 pts, Bolter 4 pts, Rest +5 pts.

Skills: The Machine Cultists units that serve the flame falcons must have the following skill sets:
Machine hunters – Infiltrate and Tank Hunters

Mutants

Profile
Cost
Ws
Bs
S
T
W
I
A
Ld
Sv
Mutant
6
3
2
3
3(4)
1
3
1(2)
7
5+

Mutant Boss
+10
3
2
3
3(4)
2
3
2(3)
8
5+

Squad: The squad consists of fifteen to thirty mutants

Weapons: A variety of crude blades, spears, basic pistols, bombs, clubs and pointed sticks which counts as one (yes just one) close combat weapon and frag grenades.

Options: The squad can replace their close combat weapons with firearms for free or with a laspistol or autopistol for +1 pt per model. The squad can be equipped with krak grenades for +2 pts per model. Up to three models may be upgraded to an icon bearer for +3 pts each. Up to two models in the squads may be upgraded to being armed with a flamer equivalent at +3 pts per model or a heavy stubber at +5 pts per model.

Character: For an additional cost of +10 pts one Mutant may be upgraded to a Mutant Boss. The character may purchase up to 15 points of weapons & wargear allowed by the Codex: Chaos Space Marine armoury (but no mark, gifts or other items).

Blessings of the gods: These count as the equivalent of daemonic gifts as detailed in Codex: Chaos Space Marines. Mutants already have Daemonic Resilience (+1 T) and (unsurprisingly) Daemonic Mutation (+1 A) included in the profile above. One of the following blessings is also available at the point cost shown per model, if any blessings are chosen they must be applied to the entire squad. Some blessings are particularly associated with certain power, but they are not restricted to them alone and should not be confused with Mark of Chaos. No blessing may be taken more than once. See Codex: Eye of Terror for other blessings:


*
Spring blades, Saw and/or Impalers (Machinacore): +8 pts per model, any 6 roll in close combat count as been from a power weapon (no save).

Daemon Pack of Machinacore


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Gremlins
18
4
0
4
4
1
5
2
10
5/5+

Pack: The Daemon pack consists of five to fifteen Gremlins

Special Rules:

Instability: Gremlins are subject to daemonic instability.

Summoned: Gremlins are summoned as described in the special rules in the introduction to this army.
Invulnerable: Gremlins' 5+ save is counted as being Invulnerable.

Rust of Machinacore: When attacking any vehicle or bunker any glancing or penetrating hit will decrease the armour on that face by 1 for each hit.

Quirks of Machinacore


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Quirks
9
3
0
3
3
3
4
3
7
5/5+

Swarm: The Swarm consists of three to ten Quirks bases.

Special Rules:

Instability: Quirks are subject to daemonic instability.

Not summoned: Note that, unlike any other type of daemon, Quirks are not summoned to the battlefield and instead deploy with the rest of army as normal.
Invulnerable: Quirks 5+ save is counted as being Invulnerable.

Vulnerable to blast: Template, Ordnance and blast marker weapons inflict two wounds instead of one on Quirks. A weapon of strength 6 or higher will of course kill a Quirk base outright, assuming they fall their invulnerable save in accordance with the instant death rule.
Small target: Being extremely hard to hit in cover Quirks’ cover save is at +1. Note this doesn’t give them a cover save if they wouldn’t normally get one. Because of their diminutive size they do not block line of sight to anything behind or with them other more Quirks
Mischievous: A unit of Quirks can not de trusted to hold an objective as they will inevitably wander off or try to damage it. Consequently they may never hold table quarters or objectives.
Repairs: Quirks can repair and friendly vehicles on a roll of a 6+

Rust of Machinacore: When attacking any vehicle or bunker any glancing or penetrating hit will decrease the armour on that face by 1 for each hit.

Fast Attack

0-1 Chaos Raptors


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Raptor
29
4
4
4
4
1
4
1
9
3+

Aspiring Champion
+13
4
4
4
4
1
4
2
10
3+

Squad: The squad consists of five to ten Raptor.

Weapons: The bolt pistols, close combat weapons, frag & krak grenades,

Options: Up to three models may have one of the following weapons: flamer at +6 pts, plasma gun at +10 pts, meltagun at +10 pts or plasma pistols at +10 pts

The Raptor unit may be given the Mark of chaos (undivided) and may have one or more veteran skills.

One Raptor may become an Aspiring Champion at an additional cost of +15 pts. The Aspiring Champion may be given any equipment allowed from the Flame Falcons’ Armoury. The Aspiring Champion can be given the Mark of chaos (undivided).

Special Rules:

Daemonkin: Raptors have the following daemonic gifts: Daemonic flight and Daemon Visage (included in profile).

Hit & Run: Raptor may choose to leave close combat. Declare this at the end of the close combat phase, after all morale checks have been taken. The Raptor immediately fall back 3D6”and then regroup at the end of the move. Enemy models may not advance after the raptors but can consolidate. Note that raptors that are force fall back because they lost a close combat may not choose to make a second fall back move in the same turn.

0-1 Daemonic Beasts - Furies


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Furies
15
4
0
5
4
1
5
2
7
-/5+

Pack: The Pack consists of five or ten beasts.

Weapons: Claw and fangs.

Special Rules:

Instability: Furies are subject to daemonic instability.

Daemonic ability: Furies have daemonic flight ability.
Summoned: Furies are summoned as described in the special rules in the introduction to this army.

Invulnerable: Furies’ 5+ save is counted as being Invulnerable.

Flame Falcon Assault Squad


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Flame Falcon
25
4
4
4
4
1
4
1
9
3+

Aspiring Champion
+13
4
4
4
4
1
4
2
10
3+

Squad: The squad consists of five to fifteen Flame Falcons.

Weapons: The Bolt pistols and close combat weapons, frag grenades, all models wear jump packs.

Options: The entire squad can be equipped with krak grenades at +2 pts per modal, and/or meltabombs at +4 pts per modal. Up to three models may have one of the following weapons: flamer at +6 pts, plasma gun at +10 pts, meltagun at +10 pts or plasma pistols at +10 pts.

The Flame Falcons may have one or more veteran skills.

One Flame Falcons may become an Aspiring Champion at an additional cost of +15 pts. The Aspiring Champion may be given any equipment allowed from the Flame Falcons’ Armoury. The Aspiring Champion must be given the Mark of Machinacore and may also take Machinacore Gifts from the Flame Falcons Armoury.

Special Rules:

Jump pack: The rules for these are given in the wargear section of the chaos codex.

0-3 Flame Falcons Attack Bikes

There are only a limited number of attack bikes in each company and to represent this there may never be more then three Attack Bikes in total in an army. The attack bikes can be used in two ways; they can either be in an attack bike squadron or assigned to biker squads. Whichever way they are used, there can never be more then three attack bikes in the army altogether.

Flame Falcons Attack Bike Squadron


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Attack Bike
55
4
4
4
4(5)
1
4
3
9
2+

Squad: The squad consists between one to three Chaos attack bikes.

Weapons: Each Attack Bike is fitted with twin-linked bolters and a pintle-mounted heavy bolter. Each Chaos Space Marine rider is armed with a bolt pistol or a close combat weapon.

Options: Each attack bike can replace its heavy bolter with a multi-melta for +15 pts, heavy flamer for +10 pts or Multi-laser for +15 pts.

The entire squad may be given frag grenades at an additional +1 pt per modal.

Special Rules:

Iron Steeds: Like all bike-mounded models, chaos bikers get +1 toughness. Additionally their attack bikes are covered in spikes, granting then +1 attack. This has already been included in the profile. Flame Falcons’ attack bikes get no addition benefit from the daemonic resilience ability, which is not cumulative with the bike bonus.

Flame Falcons Bikers Squadron


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Flame Falcon Biker
34
4
4
4
5
1
4
2
9
3+

Asp. Champion biker
+13
4
4
4
5
1
4
3
10
3+

Squad: The squad consists of three to ten Flame Falcons Bikers

Weapons: Each Bike is fitted with twin-linked bolters. Each Flame Falcons rider is armed with a bolt pistol or a close combat weapon.

Options: The squad may have Frag grenades at +1 pt and Krak grenades at +2 pts. Up to two Flame Falcon Bikers may be armed with one of the following weapons: flamer at +6 pts, meltagun at +10 pts, plasma gun at +15 pts or plasma pistol at +6 pts.

The Flame Falcons may have one or more veteran skills.

One Flame Falcon may become an Aspiring Champion at an additional cost of +15 pts. The Aspiring Champion may be given any equipment allowed from the Flame Falcons’ Armoury. The Aspiring Champion must be given the Mark of Machinacore and may also take Machinacore Gifts from the Flame Falcons Armoury.

Special Rules:

Iron Steeds: Like all bike-mounded models, chaos bikers get +1 toughness. Additionally their bikes are covered in spikes, granting then +1 attack. This has already been included in the profile. Flame Falcons’ bikers get no addition benefit from the daemonic resilience ability, which is not cumulative with the bike bonus.

Attack Bike: The bike squadron may include one attack bike at a cost of +55 pts (see attack bike for weapon upgrades and rules.)

0-3 Flame Falcons Land Speeder 

There are only a limited number of Land Speeders in each company and to represent this there may never be more then three Land Speeders in total in an army. The Land Speeders can be used in two ways; they can either be in a Land Speeder squadron or the Land Speeders can be used as a single unit. Whichever way they are used, there can never be more then Land Speeders in the army altogether. 


Points
Armour
Front
Side
Rear
Bs

Land speeder
55

10
10
10
4

Squad: Land speeders are fielded in squadron of between one to three vehicles.

Type: Fast, skimmer. Note that as the crew of a land speeder are wearing power armour, the land speeder dose not count as open-topped.

Crew: Two Flame Falcons

Weapons: Heavy bolter.

Options: The heavy bolter can be upgraded to a multi-melta at an additional cost of +15 pts. Each land speeder may have an additional weapon: Assault cannon at +35 pts, heavy flamer at +25 pts or a twin linked typhoon missile launcher at +25 pts.

Heavy Support

Flame Falcons Havocs


Points
Ws
Bs
S
T
W
I
A
Ld
Sv

Chaos space marine
14
4
4
4
4
1
4
1
9
3+

Aspiring Champion
+13
4
4
4
4
1
4
2
10
3+

Squad: The squad consists of five to ten Flame Falcons.

Weapons: Bolters or bolt pistols and close combat weapons

Options: Up to four Chaos space marine may have one of the following weapons: missile launcher at +20 pts, autocannon at +20 pts, heavy bolters at +15 pts, heavy flamer at +15 pts, lascannon at +35 pts, multi-melta at +40 pts, plasma cannon +45 pts, flamer at +10 pts, plasma gun at +15 pts or meltagun at +15 pts.

The entire squad may be given frag grenades at an additional +1 pt per modal and krak grenades at an additional +2 pts per modal.

The Flame Falcons may have one or more veteran skills.

One Flame Falcons may become an Aspiring Champion at an additional cost of +13 pts. The Aspiring Champion may be given any equipment allowed from the Flame Falcons’ Armoury. The Aspiring Champion must be given the Mark of Machinacore and may also take Machinacore Gifts from the Flame Falcons Armoury.

Transport Vehicle: The entire squad may be mounted in a Chaos Rhino at an additional cost of +50 pts or a Chaos Razorback at an additional cost of +80 pts (see transport entry for upgrade options).

Flame Falcons Predator


Points
Armour
Front
Side
Rear
Bs

Predator
85

13
11
10
4

Type: Tank
Crew: Chaos Marine

Weapons: The Chaos Predator is armed with one turret-mounted of the following list: twin-linked lascannon at +35 pts, an autocannon at +15 pts or a twin-linked assault cannon at +25 pts.

Options: The Chaos Predator may also be upgraded with two side sponsons armed with one of the following weapons: heavy bolter at +10 pts for the pear, heavy flamer at +10 pts for the pear, melta-melta at +20 pts for the pear or lascannon at +25 pts for the pear.

The Chaos Predator may have following vehicle upgrades for the cost listed in the Flame Falcons armoury: Blasphemous Rune, Quirk Infestation, Dirge caster, Daemonic Possession, Dozer blade, Extra armour, Havoc missile launcher, Hunter-killer missile launcher, Living Vehicle, Mutated Hull, Parasitic possession, Pintle-mounted combi-bolter, Pintle-mounted Storm Bolter, Searchlight, Smoke launchers, and or Stabilizers. No upgrade may be chosen more than once per vehicle.

Flame Falcons Dreadnought


Points
Ws
Bs
S
Armour:
Front
Side
Rear
I
A

Chaos Dreadnought
75
4
4
6 (10)

12
12
10
4
3

Type: Walker
Crew: One space marine

Weapons: The dreadnought’s left arm is equipped with a dreadnought close combat weapon that has a built-in storm bolter. The right arm is equipped with one weapon from the following list: assault cannon at +30 pts, twin-linked lascannon at +50 pts, twin-linked heavy bolter at +30 pts, multi-melta at +40 pts, plasma cannon at +40 pts, twin-linked autocannons at +35 pts or a dreadnought close combat weapon (with built-in storm bolter) at +15 pts.

Options: The dreadnought may be equipped with any vehicle upgrades from the Flame Falcons armoury: Blasphemous Rune, Quirk Infestation, Dirge caster, Daemonic Possession, Extra armour, Havoc missile launcher, Living Vehicle, Mutated Hull, Parasitic possession, Searchlight, and or Smoke launchers. No upgrade may be chosen more than once per dreadnought.

The storm bolter(s) may be upgraded to a heavy flamer at an additional cost of +10 pts each or a meltagun at an additional cost of +15 pts each. The dreadnought power fist(s) may be upgrade to lightning claw(s) at +15 pts each. The dreadnought close combat weapon(s) can be upgraded to a missile launcher at an additional cost of +10 pts each.

Notes: If the dreadnought is equipped with two close combat weapons, then the dreadnought has an extra attack. If the dreadnought is equipped with a missile launcher the attacks are reduced to two, if the dreadnought two missile launcher the attacks are still two.

Special Rules:

Tear Attack: If the dreadnought is equipped with two close combat weapons it may tear apart enemy vehicles and therefore rolls 2D6 + strength when working out armour penetration against vehicles.

Fire Frenzy: At the start of each shooting phase roll D6 for the dreadnought to see what happens,


1
Fire Frenzy: The dreadnought doesn’t move but fire it weapon(s) twice to the closes enemy unit (if no enemy units are in line of sight it will fire at the dreadnought friendly unit). The dreadnought can not assault in the assault phase, it the dreadnought is in close combat this result count as a 6.


2-5
The dreadnought acts as normally.


6
Blood rage: the can not fire in the shooting phase but came move D6" closer the nearest enemy unit, the dreadnought must assault this unit if able to, All basic attacks are doubled, if immobilised this result count as a 1.

Flame Falcons Land Raider


Points
Armour
Front
Side
Rear
Bs

Chaos Land Raider
250

14
14
14
4

Type: Tank
Crew: Chaos Marine

Weapons: The Chaos Land Raider is armed with two twin-linked lascannon and a hole mounted twin-linked heavy bolter.

Options: The Chaos Land Raider may have following vehicle upgrades for the cost listed in the Flame Falcons armoury: Blasphemous Rune, Quirk Infestation, Dirge caster, Daemonic Possession, Dozer blade, Extra armour, Havoc missile launcher, Hunter-killer missile launcher, Living Vehicle, Mutated Hull, Parasitic possession, Pintle-mounted combi-bolter, Pintle-mounted Storm Bolter, Searchlight, Smoke launchers, and or Stabilizers. No upgrade may be chosen more than once per vehicle.

Special Rules:

Infernal Device: If the crew are stunned and unable to direct the Chaos Land Raider, then the Infernal Device will take over temporarily. This mean that the Chaos Land Raider may still move straight forward, up to it maximum move.

Fire Controls: This let the Chaos Land Raider to fire one additional weapon then normally be able to fire at a Bs of 2. If the crew are stunned or shaken and unable to fire, the Infernal Device may still fire a weapon using this rule.

Flame Falcons Defiler


Points
Ws
Bs
S
Armour:
Front
Side
Rear
I
A

Defiler
150
2
4
8

12
12
10
4
2

Type: Walker
Crew: Bound daemon

Weapons: The Defiler is armed with a battle cannon, a reaper autocannon and a heavy flamer (Actually two flamers firing as one). Because of its daemonic nature it count as a monstrous creature in close combat.

Options: The daemon engine automatically has the daemonic possession vehicle upgrade so ignores any shaken or stunned damage results it suffers. The heavy flamer can be upgraded to a havoc launcher at +10 pts or replaced with the living vehicle upgrade at +10 pts. The only way either of these vehicle upgrades can be used on the defiler is as replacements of the heavy flamer. The reaper autocannon can by replaced by twin-linked heavy bolters at no cost, or by twin-linked Lascannon at +30 pts.

The Defiler may have following vehicle upgrades for the cost listed in the Flame Falcons armoury: Blasphemous Rune, Quirk Infestation, Dirge caster, Living Vehicle, Mutated Hull, Parasitic possession, Searchlight, and or Smoke launchers. No upgrade may be chosen more than once per vehicle.

Special Rules:

Indirect Fire: A Defiler can be configured to be able to fire indirectly as well as directly. This cost +25 pts. When fired in this way the battle cannon becomes a barrage (i.e. guess range) the weapon with a range of 36" to 60". Strength and A.P are unaffected.

Flame Falcons Whirlwind


Points
Armour
Front
Side
Rear
Bs

Chaos Whirlwind
85

11
11
10
4

Type: Tank
Crew: Chaos Marine

Weapons: The Chaos Whirlwind is armed with one turret-mounted multiple missile launcher (see the Whirlwind entry Ordnance section of Warhammer 40,000 rulebook).

Options: The Chaos Whirlwind may have following vehicle upgrades for the cost listed in the Flame Falcons armoury: Blasphemous Rune, Dirge caster, Daemonic Possession, Dozer blade, Extra armour, Havoc missile launcher, Hunter-killer missile launcher, Living Vehicle, Mutated Hull, Parasitic possession, Pintle-mounted combi-bolter, Pintle-mounted Storm Bolter, Quirk Infestation, Searchlight, Smoke launchers, and or Stabilizers. No upgrade may be chosen more than once per vehicle.

Special Rules:

Laser Targeter: This in new technology for the Flame Falcons, giving the whirlwind a better targeting system. The whirlwind may re-roll the scatter dice roll each turn. Cost +25 points.

Fire Rockets: The Flame Falcons can arm their whirlwind’s rockets with more powerful payloads, on the battlefield it is like fire raining from the sky. The fire rockets can only be used once per battle, at a cost of +35 points.

Profile
Range
Strength
A.P
Notes

Fire rockets
G48
7
5
Ord.1/blast, pinning

Book of Machinacore
Mark of Machinacore:

Character Models (Lords, Daemon Princes, Battle Techmarines, Lieutenant, Sorcerer or Aspiring Champion) bearing the Mark of Machinacore may re-roll one failed armour save pre shooting phase. Vehicles, Dreadnoughts and Defilers may have the Mark of Machinacore at the same cost as a Character Model, all Vehicles, Dreadnoughts and Defiler which has the Mark of Machinacore will have a increase of 1 point to front armour (up to a maximum of 14). The Dreadnoughts and Defilers also count as having the tank hunter veteran skill. With the archaic powers of both the Mark of Machinacore and Mutated hull then the vehicle, dreadnought or defiler has an upgrade of +1 Ballistic Skill for +15 points instead of the 1 point to front armour.

Units and it Aspiring Champions that bearing the Mark of Machinacore may become the flame falcon’s robot marine, HQ (Lords, Battle Techmarines, Lieutenant, or Sorcerer) may become Robot marine at a cost of +5 pts each. All Robot Marines have the following:

Note: That the units that can become Robot Marines are the chosen, tactical squads, assault squads and havoc squads, each squad follower all set upgrades for each type.


*
+1 Ballistic Skill.


*
Cover: Robot Marines are unaffected by frag grenades and other items that prevent them form striking first in cover.


*
Daemonic Void: Robot Marines cannot normally summon daemons, this also effects the summoning of the greater daemon. Only way to summon lesser daemons is by having the Banner of Corruption or a personal icon in play. This also effects the daemonic gifts, so Robot Marines can not have any daemonic gifts and are not effected by mass mutation. Vehicles and Dreadnoughts which dear the Mark of Machinacore and are a part of the Robot Marine division, can not use the vehicle upgrade: daemonic possession and the Defile becomes a 0-1.


*
Fearless: Robot Marines never fall back and cannot be pinned. They are assumed to automatically pass any Morale Check.


*
Veteran Skills: Robot Marines may have up to two veteran skills other then Tank Hunters.


*
Terminators: Any unit of Robot Marine Chosen or tactical squads may have terminator armour armed with twin lightning claws (one with a mounted storm bolter) at +55 pts each, the profile will have a +1 attack and 2+ save with a 5+ invulnerable save. The storm bolter may be upgraded to a flamer at +6 pts, plasma gun at +10 pts or meltagun at +10 pts.


*
Transport: Any Unit of Robot Marines may have a transport vehicle. If the unit numbers ten or less and none have terminator armour, they may be mounted aboard a Chaos Rhino. If the unit numbers six or less and none have terminator armour, they may be mounted aboard a Chaos Razorback. If the squad is of ten models or less in power armour or five model or less in terminator armour then the entire squad may be mounted in a Chaos Land Raider

Sacred number: The sacred number of Machinacore is five. Those squads which bear the mark of Machinacore and total five or a multiple of five e.g. five, ten, fifteen, etc are said to by Favoured by Machinacore. Any Favoured unit allowed Aspiring Champions may upgrade one model to an Aspiring Champion for free. Favoured daemon packs may add +1 to their summoning roll.

Curse of Machinacore: The power of Machinacore can reach right into the heart of a machine. So roll 1D6 for each enemy vehicles on the battlefield. On a roll of a 6 that vehicle takes a glancing hit (roll as normal for result). On a roll of a 1 that vehicle must roll a second time on that roll of a 5 the vehicle takes a glancing hit (roll as normal for result) or a 6 the vehicle takes a penetrating hit (roll as normal for result).

Aspiring Techmarines: Any Flame Falcon Aspiring Champion may be upgraded to an Aspiring Techmarine at an additional cost of +5 pts in either a Flame Falcon Chosen (including retinue), tactical, assault or havocs squads. The Aspiring Techmarine may be given any equipment allowed from the Flame Falcons armoury, the Aspiring Techmarine must bear the mark of Machinacore and may also take Machinacore Gifts from the Flame Falcons Armoury.

Lesser God: Machinacore is a lesser god and so there can be one unit in the Flame Falcon army which bears a mark not of Machinacore or Undivided can be fielded (i.e. a unit with the Mark of Khorne, Nurgle, Slaanesh, Tzeentch or an another lesser god). This unit counts as an Elites unit, this unit may also take one daemon unit of the same type, the Elites unit and in daemon unit counts as one unit on the Force Organisation chart, this daemon unit can only be summoned by this elite unit. However one unit of Furies may be taken only if there is a unit of Chaos Raptors and can only be summoned by the Chaos Raptors.

Daemonic Gift - Immolation: The Brothers of the Flame Falcons Chapter are cursed with a terrible mutation that causes their bodies to become wreathed in flame. The Inquisition is particularly uncompromising in punishing these mutants wherever it encounters them. The flames surrounding these Flame Falcon Space Marines render them difficult to target. As a result, they always receive a 5+ cover save from enemy shooting, and always counts as occupying cover if they are charged by an enemy whilst in the open. However, their units may never take any transport vehicles. (Flame Falcon only)

Veteran Skill: All Flame Falcons Chaos Marines have the Tank Hunters Veteran skill at on cost in points, this skill dose not count toward the maximum number of skills.

Extra Wargear: Because of the extra wargear in the flame falcon’s armoury, so a model with Daemonic Stature (Daemonic gifts) may have Electro Sword, Thunder hammer and/or Storm Bolter.

Wargear

Advanced Servo-Arm: Any Chaos Techmarines can upgrade the servo-arm to an advanced servo-arm. This servo-arm can repaired a vehicle on a 5+, other wise it is the same. (Techmarines only)

Advanced Bionics: Bionics may be upgrade to Advanced Bionics. With these bionics most Flame Falcons able to survive some of the worst wounds and weapons seen by the any one. This allows them to survive much more complicated bionic surgery that allows Flame Falcons chaos Marine to survive almost anything. May get back up the next turn on a roll of 5 or 6.

Banner of Corruption: The Banner of Corruption works in two ways. First it works like a Daemon Icon for daemon of Machinacore. The second, once per battle the power of the banner can unleashed, all model in the unit with of the bearer will have a +1 Initiative and have a +2 to any armour piercing, until the next assault phase. This may be used in your opponent’s assault phase.
Electric Aura: The Electric Aura works in two ways. Firstly in the shooting phase it gives the bearer a 4+ invulnerable save, secondly in the combat phase the Electric Aura can be discharged into an enemy model this attack has a strength of the bearer, at twice the bearer’s initiative and with no save. Note that the Electric Aura can not be given to a model in terminator armour, a model with the Token of Machinacore, or a model with Daemonic Aura.

Electro Sword: The Electro Sword is a most powerful weapon, this weapon add +1 strength, +1 Initiative when charging, with no save, for the model hit with by it can not attack until the end of the next assault phase. Any Vehicle hit are ‘crew shaken’, in addition to any other results they suffer.

Exterminator: This is a grotesquely large two-handed chainsword. In its military capacity, it must be wielded in both hands and so cannot be used in combination with another close combat weapon. It is treated in all other respects as a Chainfist.
Machine Curse (Psychic power): This psychic power uses the flame template up to a range of 12”, with a strength of 7 and an A.P of 4. Any unit or character must make a pinning test, any vehicle hit by this is ‘crew stunned’ automatically in addition to any other results they suffer.

Pet Quirk: This Quirk will follow his master around and attach any model in close combat. Roll D6 on a 1 the Quirk will attack a friendly model, the Quirk can make 2 attack at a strength of 6, a Ws of 4 and save as normal.

Quirk Infestation (Vehicles upgrade): Quirk Infestation vehicles can repair itself on a roll of a 5+. If the vehicle can already repair itself then Quirks Infestation adds +1 to the dice roll.

Rust of Machinacore: When attacking any vehicle or bunker any glancing or penetrating hit will decrease the armour on that face by 1 for each hit.

Stabilizers (Vehicles upgrade): Relying upon its vehicles more than any other chaos marine army they may take Stabilizers. Available only to Tanks. This reduces the shock of both artillery and movement of the vehicle. Treat the vehicle as a walker for movement and shooting purposes. May only move up to 6" and may shoot up to 2 weapons.

Token of Machinacore: The Token of Machinacore is forged from the metallic bones of the Quirks, this gives the bearer a 4+ invulnerable save and this item is communally the symbol of the Flame Falcons’ Battle Techmarines. Normally this 4+ invulnerable save can not for a model in terminator armour, however is the model is the Battle Techmarine in terminator armour, the 5+ invulnerable save is replaced with the 4+ invulnerable save of the Token of Machinacore.
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