B
WARHAMMER

4000 0"

COMPENDIIM







=
=
Z
Z
=
=)
=
=
2]
T
=
jany
T
Z
g
o
=
O
O
=
=
=
=
<
=
g
=
(22]




e et

.3 BESTIARY.

Stormraven Gunships

.5 Stormtalon Gunship:

w16 Valkyrics & Vendettas

Razorwing Jetfighters & Voidrayen Bombers,

Doom Scythes. ¢
Night Scythe:

INTRODUCTION
THE BATTLE FOR CARDRIM

Joghaten's Brotherhood.
Tarckh's Legion .«
Waaagh! Skullkrumpa .

° AIR WAR MISSIONS

| Dakkajets
Deadly Bridgehead Burna-bommers & Blizabommers .

l Scramble!

f

1

Aerial Assault ‘WARGEAR.

Death from the Skies!....... v AT T

= ARMY LIST,

BURNING SKIES ... e 32 Space Marines

Doglighting M v32  TImperial Guard

Special Manocuvres . 36 Dark Eldar

Fighter Aces. : it 40 'Necron
Orks iz

] SHOWCASE. ... G

1 REFERENCE

Created by the Games Workshop Design Studio

© Copy,
s Workbop Linted 2012, Gan o

oLl e oy st
e 212 Workshop logo, GW, Warhammer, Warhammer 40,000 the Wax
rations and

Y00 oy e oo ek, g e
TSt s ok oo tames e, haracirs. cr ces il race nsigni, s
TE e Sy regtere i he UK and other couniris aroundthe work: All KB
7 be eeproduced, ored i etrieval sy
} S R mr»mwx e, or it i sy form or by any mesns,electronic, mechapieal
i it AL e P e e
i Blcation Dava. A b ook ae ictional and is purchy
b A e et Bl al anl any resemblnce sl peopl o indens o
PSS U4 e ol s U Games Workaho
i ful When wsing gl Warksl |uxmmx..mnm.rmm.un(.-..ue|mmmm...mnumemmmm:'!m
|
{
|
o UK
Games Work, NORTHERN
g orkshap L, EUROPE i
Willow Ry, m,':.,,. S "“""L"wplmL NORTUAMERICY
i e e Games Workshop Inc,
NGT 2 Notnigham A 6211 East Holmes Road,

St Memphis,
Tennessee 88141




INTRODUCTION

The screech of jet-engin.
as bombs fall, turning the battleficld into a burning,

L ,_/

fills the air and the sky is woven with ﬂn: contrails of deadly missiles. Foot soldiers cower in fear
i Ci

reach for their vox-casters to

summion air support of their own, desperate to counter this terrible death from the skics.

In the battles of the 41st Millennium, aunospheric fighters
and bombers can make the difference between victory and
defeat. From the devastating Space Marine gunships to the
ramshackle Ork flying machines, all seck to contest the

skies in bitier acrial ducls and lightning-fast support strikes

The arms race has now well and truly heated up, with flyers
and ant-aircraft weaponry appearing in Warhammer 40,000
anmies the world over.

‘WARHAMMER 40,000

Ifyou are reading this book, then you have already taken

sour first steps into the Warhammer 40,000 hobly. The
Warhammer 40,000 rulebook contains all the rules you necd

allows you to use your collection of flyers in new and intersting.
ways, provding unparalleled air support for your armes.

T

L

Warhammer 40,000: Death From the Skies is a special
compendium containing background and rules that
previously were only available in White Dwarf magazine or
as digital content plus a set of brand new missions which
you can incorporate into your Warhammer 40,000 batles

In this book, you will find

* A detailed account of the Battle for Cardrim, featuring
Orks, White Scars and Necrons in a battle to the death

« Four new Air War missions, and guidelines for recreating
the Baule for Cardrim using these

« A full sct of campaign-ready rules for introducing acrial
dogfights 1o your games of Warhammer 40,000, complete
with special tactics and manoeuyres

« A showease of beantifully painted Flyers from the ‘Eavy
Metal collection

« Complete, updated rules for many of the flyers of the 41st
Millennium, including the Space Marine Stormtalon and
Stormraven Gunships and Ork Dakkajets, Burna-bommers
and Bliza-hommers







THE BATTLE
For CARDRIM
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7 Trk BATTLE FOR CARDR]

——

! im and only Joghaten Khan, of the Whi :

1 the world of Cardrim and only Jogk Gk te Sears

pullrumps ;ﬁ?ﬁfuﬁr”‘ Cardrim, a greater alien menace is even now stirring from s smpe
nea

N

T (hem. Howeser,
The planet of Cardrim was litte;

Grax descended upon the forge world of red in anciepg

When Waaagh! o entire region of space vas engulled liule else. All but barren of life, it woulq j

Ryza in 925 M1 b T of Orks, howeverithat minimal interest to the mperium if it dig yogyte

in var,Such s the [Rcl00s B0 oty many aspining reasonably stable corridor of space for ar

e \\hlz\‘&”“““‘“‘]{‘l w0 carve out a realm of their own Cardrim was thus a vital staging postif war .
i i‘l:m“"'m‘;A _ the infamous Red Scourge of Galthamor 10 continue to flow into the Ryza war zone.

was one such Ork, a foul-tempered Evil Sunz Warboss under attack, word quickly reached Joghaten

!B d onctime favoured minion of the great Grax himself the 4th Company of the White Scars, Jogharen
Skullkrumpa’s Speed Frecks had Iaid waste to the hive r’cccmlr\' been raised to the rank of Khan Dy the
world of Galthamor, and it was said that he personally slew Khan Kyublai himself, following Joghatens
Chapter Master Kendral of the Emperor’s Swords Chapter the Red Corsairs in the Diata System. Honoureg
during the assault on Fircheart Hive, the planct’s primary was impressed with Joghaten’s courage and cunn

*$  population centre. Revelling in his successes, Warboss many of his brother Khans felt Joghaten too you
Skullkrumpa had resolved to forge his own empire, and the rank of Khan. Joghaten was thus determined
the world of Cardrim was the first to face his wrath, for himself, and vowed to bring back the head of
1o reason other than it had the misfortune (o be the first Skullkrumpa to the Chapter’s feasting halls on th

planct o cross the bellige

nt Ork’s path world of Chogoris, or die in the attempt.




Within moments of entering orbit, Joghaten’s Strike
Cruiser launched two Thunderhawks and three wings

of Stormtalons. As was the White Scars’ way, the smaller
eraft forged ahead to clear a path, the gunships streaking
towards the Blucgard Plateau like a spear tip aimed straight
for the heart of Skullkrumpa's force. Joghaten Khan flew
aboard the Thunderhawk White Crow with the gruff Sergeant
Kortal, his comrade for the past eight decades, at his side

The White Scars jets flew in perfect formation until they
were ambushed by dozens of Ork planes bursting out of
cloud cover, the distinctive red Dakkajet of da Krimson
Barun, Skullkrumpa's right-hand Or, at their head. The
Stormtalons immediately peeled off to engage.

Da Krimson Barun claimed first blood; the Stormtalon
Khan's Pride shuddered as gunfire punched holes through
pa tormtalon Spear of Chogoris,

piloted by Techmarine Vor'Torro, shot down a Burna-
bommer with a volley of lascannon shots, before sciting
off in pursuit of the Ork fighta ace. As da Krimson Barun
Jevelled off from a whirling barrel roll, he had a clear bead

on the White Crow, and his shootas spat a storm of death,

Jestroyed, forcing the pilot

into an emergency landing. Joghaten Khan ordered his

nmmnmg Thunderhawk to continue on to the target,

ing to meet them on foot. . if he survived the impact.

DOWNED BUT DEFIANT

The White Crow ploughed a great furrow in the surface of
Cardrim before grinding o a halt. As da Krimson Barun
and the Spear of Chogoris continued their duel, a claw of
three Stormualons ok station over the crash site, providing
covering firc as the Space Manines disentangled themsely
from the wreckage. Warbikes and Wartrakks screamed
towards the stricken Thunderhavk, kicking up great clouds
of dust behind them. The Speed Freeks meant to destroy
the White Scars before they recovered from the crash, but
they rode straight into a hail of gunfire, their ramshackle
vehicles chewed to picces by the Stormtalons” assault
cannons and heavy bolters

The Stormtalons bought time enough for Joghaten and
many of Squad Kortal 0 drag themselves out of the downed
Thunderhayk, but despite the pilots’ best efforts, a single
Blitza-bommer slipped past their cordon, evading fire as it
dove towards the vulnerable White Crow. The Ork jet, along
with its full payload, smashed into the Thunderhawk with
the force of a metcor. The resultant explosion destroyed
the Thunderhawk, blowing debris in all directions. The
Stormtalons overhead were caught in the blast, and the
White Scars still trapped in the Thunderhawk v
instandy, Even those who had managed to get clear were
Knocked to the ground. Picking themselves up, the
Marines took up defensive positions, using the wreckage
of the White Crowand Stormtalons as makeshift barricades,
Knowing that more Orks would not be far away. Within
moments, the rewing of engines, stomping of boots and
war cries could be heard as Orks thundered towards the
Space Marines' position, The White Sears levelled their
bolters and prepared to meet the charge

slam




ARD MASSACRE

K hove into bolter FANge,
hough there was not a
s of Orks were flung off
cir ranks, and

L the skies
H(in- the first O
were wracked with
dhundercloud in the
their feet s the ﬁh}l bulu‘i:‘ .

sere slain as i
B e Seaing beams lanced out fom e
c i through Trukks, Warbikes and mobs o :

lightning,
sky. Doze
Jlts hammered into th
< of crescentshaped aircraft
om the

Unbeknowst to the combatants, the world of Cardrir
s omce a Tomb World of the reclusive Nihilakh Dynasty
Although its Overlord, T :

Jong years ago, implementing master plans of his own
nt Phacron Krispekh had recently ordered

design, his dista

all Nibilakh Tomb Worlds to step up their revivification

protocols in readiness for a new cra of expansion. And so
1 that when the invaders came, phalanxes of Necrons

1t
¢ already awake and ready, hidden beneath the surface

we

Tarckh had watched with interest as the Orks and Space
Marines made planetfall. Tarekh was in the final stages

of a centurieslong plan to awaken a long-forgotten

super weapon, and it was a time when he could ill-afford
distractions. However, neither could he ignore the threat
that the trespassers posed, for if they learned of his secret
plans and escaped to spread word 1o his true nemesis —

the despised Eldar - his chance to reap vengeance for

his defeat millennia ago could be wasted. Though the
probability of such an outcome was slim, it stll remained,
and so in his paranoia, Tarekh set about ensuring that not a
single witness left the surface of Cardrim alive

Tarekh had allowed the trespassers to fight amongst
themselves, aking the opportunity to learn of their
strengths and weaknesses. Ths far, he was unimpressed,

arekh, had stirred from his slumber

content that the invaders were ""“K"l‘br?

foes to be exterminated. Tarekly sent the.

his newly awakened legions to march 1
mada of Night Scythes and Doom Seyy

first wave,

As the Necron aircraft dove from the hegyggy
bommers that remained were shot down, anq e
Stormtalons were forced o disengage gy

friendly lines. Da Krimson Barun, on

no concept of the term ‘ollmumbercd" and y

the swarm of Necron planes, whooped for ;
luck and turned to intercept the new foes, 0””“’,‘

Within moments, his guns were barking and frg
asecond, Necron craft was punched out of the sk:n:{i
jinked, rolled, dove and flew as only a ights see i
his Dakkajet's guns were again stitching the air ity
fire, and two more Necron craft were transformed j i
plummeting wrecks, mangled by the storm of heaw
bullets. Then, a third Night Scythe struck da Krimegg
Barun’s eraft a glancing blow (o its rear. The fighta ace
banked and wirned but couldn’t shake his pursuer.
he trned the tables by slamming on his airbrakes
chuckling madly as the Night Scythe shot past him,
into his gun sights. Another aircraft broke apart.

But for every plane da Krimson Barun shot down, two
took its plac

enemies on his tail. Despite breathtaking acrobatics,
bolts of lightning finally found their mark, npping g
holes in the Dakkajet’s wings. Da Krimson Barun could
pull up, and although they couldn’t be heard over the ros
of the ruined jet engine as it spiralled groundvards, the
obscenc gestures suggested da Krimson Barun wentd
bellowing curses.







|

With the threat from the skies neutralised, the Necron

aircraft hanked for another pass and wrned their attention
0 the enemy below. Crackling arcs of lightning incincrated
scores of greenskins as searing beams of fire ploughed
great furrows in the ground. In addition to weapons fire,
the undercarriages of every Night Scythe glowed with an
cenic light as phalanx upon phalanx of Necron Warriors

appeared out of thin air. At the
began to emerge from the g
blades for hands that dra
underground tombs 1o aia
to finally have foes he could
ripped apart any warrior th,
his Boyz were not all 50 fort
second, another squad of Necr
Under autack from aby

same moment, figures

round, stooped Necrons with

gged themselyes free of their

ck Skullkrumpa was delighted
U (0 grips with, and he

atstood in his path. However,

tnate, and with each passing

ons entered the fray,
ove and below, the

Orks were being
methodically butchered

BREAKOUT

Joghaten Khan, yi,

fatal blow g
upon the N
face such g

0s¢ forces
uring the early par
cron onslaugh
verwhel,

ad already suffered a pear.
of the conflict, lookeq
and knew that he could nog
numbers with the warriors lef 1o
owing their lives away poine
Aebrothers opred o

sly, he
advantage of
' appearance amidst
med as they cleared
10 face the Necron

.

Tarckh simmered with disappointed rage. The w:m;
Scars had slipped through his grasp and m_gmu?:: o
the 4th Company, The Evil Sunz had likewise fail ity
neutralised, for though the Orks had been massacred
Blucgard, Skullkrumpa had survived and the E\-Il

ASSAULT ON FELLSTORM A_IRFIEI.‘RE 5
In the latter stages of the war, the White S(;::wn
from resupply and reinforcements, and Jog e
was forced to prosecute a guerrilla camPﬂ’g“md e
Xenos armies. Necron technology had rende i
communicate with the orbiting Strike C"'“’sd"gwm
until the vox-links could be re-established, ;acn'ﬂl'!
were on their own. Joghaten’s only caurs_su‘l’mm
retaking Fellstorm Airfield, whose: powcl. i
stood a chance of breaking through e
However, Warboss Skullkrumpa had m}&cﬂ ) :
his base of command during the openmz;:n e
WAL, using its extensive landing pads to ffnd blv o
refuel what remained of his fleet of jets ould pro
the White Scars could purge Fellstorm, :sclimi‘ A
the wrning point in the war, but time wskul]kﬂ""
Necrons were even now converging on * was follj
bastion of defence. Knowing that to delay ¥ ;
Khan ordered the attack




ray were the bike-mounted battle-brothers of
al, who roared towards the Ork fortifications

stinto the
quad Ghengh:

‘been damaged beyond repair by Necron Destroyers days
‘before - and the remaining members of Tactical Squad
‘Kortal into the fray

rot sentries quickly raised the alarm, and Orks scrambled
to the barricades, pouring gunfire on the approaching
foes. As was normally the case, the Orks fired away with
ore enthusiasm than accuracy, but several Space Marine
bikers were knocked from their saddle, the sheer volume
' of bullets ensuring that some found their mark. One
iker disappeared in a blossoming explosion, his vehicle
catapulted into the air as a mob of Defikoptas took off
from a landing pad, rockets firing the moment they were
* airborne. Heedless of their losses, the remaining bikers,
continued on to their target as a great shadow fell upon
them. A single Burna-bommer soared overhead. The pilot
conldn't believe his luck when he saw the White Scars
bikes speeding towards the airfield ~ he had only come in
1o refuel but he stll had a couple of skorcha rokkits left
Both were launched forth, corkscrewing wildly through
the air as they raced after the white-armoured bikers, who
throttled their engines to the full in an attempt to outrun
"~ the missiles. At the last, the Space Marines threw their bikes
into a sideways skid, and the skorcha rockets streaked over
their heads, only to roar onwards and detonate amongst
As burning promethium washed over

their position, dozens of Boyz were burned o cinder. The
surviving Orks, their body armour smoking, hurled insults
and bursts of shoota fire at the rapidly departing bommer,
but had little time to bellow abuse before the White Scars
were vaulting over the barricades, their bolters blazing.

SKULLKRUMPA'S FURY

As the White Scars ascended to the top of the nearest
landing pad, Sergeant Kortal's chainsword ran one Ork
through as Joghaten emptied his bolter into an Ork Nob
at point blank range, Skullkrumpa's voice could clearly be '}
heard over the clamour of battle, and the Warboss barrelled {
into the brawl with his hardest ladz. One Space Marine was
swatted aside like a gnat with a backhand swipe of a power

klaw even as another was hacked in two by a ternble blow

from a Nob’s axe, Throwing his boltgun aside, Joghaten

Khan took a two-handed grip on his power sword and, with

his Primarch’s name on his lips, charged

The Khan's blade parricd one Ork choppa before twisting
and cutting down the greenskin behind it A heartbeat later,
he wheeled and stabbed another Ork through the throat,
before raising his sword to block an axe swing. It was then
that Skullkrampa himself dealt the Captain a glancing blow
The impact of the power Klaw knocked Joghaten sprawling
across the blood-slick landing pad. Skullkrumpa roared
avictory cry as he advanced on the prone Captain, who

was even now defying his grievous injuries and staggering
10 his feet. However, before Skullkrumpa could finish




his foe, the i shimmered in front of him. Terminator
Squad Moghitai ~ honoured veterans of a hundred vars

~ teleported in a defensive ring around their captain -
Sergeant Kortal, despite having lost an arm to the foe, had
successfully fought his way to the comms-array and activated
the homing beacon. Having detected the signal, Sergeant
Moghitai had ordered an immediate surgical strike, saving
the Khan from certain death

Skullkrumpa and his Nobz opened fire, but the Terminators
strode through the hailstorm unharmed. Their return

fire took a far heavicr toll; as storm bolters clattered, Ork
bodics burst apart in explosions of blood and gore as the
mass-reactive shells did their grisly work. Roaring in anger,
Skullkrumpa knocked one Terminator clear off the landing
pad, but before he could raise his power Klaw again, a
shimmering sword burst through his chest. The Warboss
slumped to his knees as Joghaten Khan, bloodicd but
undefeated, wrenched his blade free
] the Ork with one deft blow:

before decapitating

TAREKH ADVANCES

The White Scars had taken Fellstorm Airfield, and not a
ploment oo soon, for even as Joghaten Khan surveyed the
bauescape, Necron craft could be scen approaching from
the cast Tarcki' legions would not be far behind

As the remnants of

Squad Kortal secury i
a s ed the airfic
Techmarine Vor Torro aya| i

kened the machine-spirits

189926.M41
Fellstorm Aurfield falls to
S'kulllmml/m. With Fellstorm as
astaging posy, Skullkrumpa’s
Jorces launch gruelling it g
TN Taids upon Necypy, Jorees

Waaagh! Skullhrump iy,
the world of Capgpyy,

134996.M41
The Bluegard Mass ey,
Nerons ambush W s

Nl S e o and the White Scars come ey
Blegard Pigsqys v(!)u;nunl attacks from wayes of
7k airerafy,

of the airfield's dormant defence weapons. My
Joghaten Khan sent a series of encoded commands
orbiting Strike Cruiser, including orders for an imn
evacuation. A Thunderhawk was soon en route, but un
the White Scars could clear the skies of cnemy aircraf,
would doubtless meet the same fate as White Crow,

However, as the Necron aircraft prepared to strafe the
White Scars positions, only a pitiful number of autocanns
fired, the majority of the defence array staying silent.
Vor'Torro reported that the presence of the Orks had:
tainted the ritual to wake the machine-spirits, necessting.
another lengthy cleansing rite. Knowing that the guns
would not awaken in time, the Khan ordered his men o
take cover mere seconds before the Necron aircraft were
upon them.

THE RETURN OF DA KRIMSON BARUN
As the lead Doom Scythe entered weapons range, itblew.
apart in an explosion of sparks and flames, the debris
raining down over the airfield below: Da Krimson Bari =
(piloting a new and freshly repainted Dakkajet _borr:ﬂff
from a nval fighta ace) had returned and, this time, i€

come with all his best flyboyz. Wherever the Ork craft
flew, they left oily contrails of thick black smoke in thef
wake, and the skies soon darkened as thick doudsr
overhead, In between could be seen the red ﬂnnrﬂid i
afterburners, the muzzle flashes of weapons fire a1¢EE
blinding arcs of Necron energy weapons- A

209926,M41 332026.M41 1l om0
The Doom Seythe squadron the A Deathicalch H s he
Hand of Tarekh methodically planefalland s

hunts down Skulllrumpa’s Speed — Scars. Togethes 150 4

Freek mobs as they pursue Tomb through the F""..: a
Blades across the vast expanses of  before planting™

deep i the eart & tomb.

explosion destroys PAOEEEE
dormant Necrots: 4

the Valtron Desert




‘As the Ork planes circled overhead, they saw the
approaching Necron legions and dove to engage. Blitza-
bommers dropped their payloads into the very heart of
the Necron formations. Necron Warriors were blown to
pieces and quantum shields burst under the force of the
Orks' boom bombs, their advanced science offering scant
‘protection agamst such massive explosions. Pieces of
shrapnel and twisted metal bodies whirled in all directions
as the Ork bombs fell. A squadron of Bu
skimmed overhead, their pilots hollering all manner of
abuse as they dropped their bombs and transformed vast
swathes of the landscape, along with entire phalanxes of
Necron Warriors, into a fiery wvista of destruction. The
Necrons struggled to regain air superiority, a Doom Scythe
executing a perfect vertical loop to draw a bead on an

Ork bommer only to be shot to pieces from by a burst of
shootafire from a very panicked Grot gunner. The Orks
were hammering the Necrons out of the skies one ata time,
da Krimson Barun dishing out revenge for his humiliating
downing during the massacre over Bluegard Plateau.

bommers

The White Scars did not sit idly by as the Ork bommers
rained death upon the Necrons, Vor'Torro finally awakened
the airfield’s machine-spirits and soon icarus-pattern heavy
weapons swere stitching the skies with anti-aircraft fire,
autocannon and lascannon turrets punching through the
fusclages of Necron plancs and Ork bommers alike

As the Fellstorm defence guns opened up, da Krimson
Barun's flyboyz were blown to bits. Somehow, the fighta ace

804926,M41

Cryptek Drisyan activates
Planetide jamming feld
that blocks all communication
between the surface of Cardrim
and forces in arbit, culting off
reinforcements.

005927.M41

Skullkrumpa beats the Blitza-
bommer pulat Urk ‘Squigs”
Grawtoof to a bloody pulp after
the aver-enthustastic flybay
mistakes two under-construction
Stompas for Necron Monoliths
and destrays them both

managed to fly through the storm of firepower unscathed,
but his hoots of delight were short lived as Brother Khothor,
standing atop the command-bastion, fired his rocket
launcher. The Space Marine missile streaked across the sky,
smashing into the fighta ace’s Dakkajet and knocking out
its engine. With a cry of ‘zoggin’ ‘eck’, da Krimson Barun
plummeted to the ground once more.

THE LAST STAND AT FELLSTORM

Though the Ork aircraft had badly mauled Tarekh's
legions, the remaining Necrons stll vastly outnumbered the
White Scars, and their march upon the airfield conunued.

Icarus autocannons hammered the remaining Necron craft
as Squads Kortal and Moghitai manned the ramparts of the
airficld’s landing pads. Within minutes, the Space Marines
were opening fire on the approaching Necrons with volleys
of bolter fire. The White Scars defending Fellstorm had
the advantage of cover and height, but Joghaten knew

they could not hold out for much longer As if in answer,
avast shape loomed through the pall of smoke, the White
Scars Chapter symbol emblazoned proudly upon its hull,
marking it as the Khan's last remaining Thunderhawk. As
the gunship descended, it launched a volley of missiles

into the advancing phalanxes, shattering Necron bodies as
if they were made of glass as turbo-laser fire vaporised the
foe. Surrounding the majestic craft were four Stormtalons,
corting the Thunderhawk as it set down upon the nearest
landing pad. Two Stormtalons suppressed the Necrons,

084926.M41

Tactical Squad Kortal are
ambushed by a mob of Stormboy:
as they travel through Malanar
Gorge. The unly Kortal himself
orders the squad’s flamer to target
the Orks’ rokkit packs, igniting
several with grievous restlts for
their wearers,

231927.M41

Tnarch Stalkers gusde Doom
Scythes 1o targets in a series of
dawn altacks, systematically
destroying all outlying Ork
outposts, The Evil Sunz reel
from the ferocity and efficiency
of the attacks and are forced ta
withdrasw to Fellstorm Aifield,







heavy bolters and assault cannons laying down a curtain
of death, transforming robotic warriors (o scrap, The
remaining Stormtalons streaked forwards, jinking around
gauss beams as they sniped Triarch Stalkers and Ghost Arks
with pinpoint lascannon bolts

No sooner had the Thunderhawk’s ramp struck the landing
pad than a score of Space Marines deployed to cover the
evacuation. Squad Kortal dragged their dead and wounded
aboard, Apothecaries on board tending to the injuries or
else reclaiming the gene-sced of the dead.

Tarekh could now sce that the Space Manines had no
intention of holding the Fellstorm base. With his quarry

on the verge of escape, he ordered a final charge, and his
Command Barge soared forwards. Two Space Marines fell
as arcs of lightning shot forth from the Necron vehicle, and
a third warrior was beheaded as Overlord Tarekh skimmed
over the ramparts, warscythe flashing. Squad Moghitai
trned their guns upon the floating barge, but their storm
bolters were useless against the vehicle's protective shields,
the rounds exploding harmlessly. Ignoring the small-arms
fire as the nuisance it was, Tarekh turned his barge towards
his true target. He prepared to fire a tachyon arrow into

the Thunderhawk's innards, only to see the bulky form of a
Dreadnought descending the ramp, the white-hot muzzle of
a multi-melta aimed straight at him. A thermal beam hotter
than the heart of a star roared across the landing pad,
punching through Necron cnergy shiclds and reducing the
Command Barge’s anti-grav engines to molten slag. The sky
chariot exploded in a ball of scorched metal and sparks
blowing Tarckh all over the landing pad

While the last of Joghaten Khan's warriors embarked within
the hold of the Thunderhawk, he looked upon the sea of
metal bodies that had converged on Fellstorm and smiled
His plan to lure the Necrons to Fellstorm had worked. As
Joghaten Khan climbed aboard, the Thunderhawk lifted off
ind, despite a few glancing gauss beams, its jets lifted the
craft skywards, Stormtalons forming up in perfect formation
on its wings. With Cardrim receding behind him, Joghaten
opened a vox-link to his Strike Cruiser and uttered a single
word: ‘Fire

smouldering wreckage of his sky chariot, he trned his

head skywards just in time to see the first volley of magma

torpedoes heading straight towards him. He had just a

second to register that the cunning of the Space Marines !
[

As Overlord Tarekh’s body repaired itself amidst the ‘
r
i

might mark them as worthy foes after all, before the
orbital barrage smashed into Fellstorm Airfield, instantly
vaporising every building and Necron within five miles

i
It had taken Joghaten Khan several months longer than |
he would have liked, but he had performed his duty. Not |
only was Skullkrumpa dead, but the surface of Cardrim had )
been cleansed of xenos. The Khan did not pause o relish 1
his victory, knowing that the time for celebrations could i

{

i

wait until their return to Chogoris. Instead, he ordered a
course be set for Ryza; there was another war o be won.
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TACTICAL SQUAD KORTAL
Veteran Sergeant Kortal has accompanied Joghaten
" thorough decades of warfare. He stood shoulder to
auldet with Joghaten during the Defence of Gyrus
d he saved the Khan's ife during the Diata Purge,
¢ blow with his trusted chainsword.
s warrior whose loud boasts and
| grull jests are legendary amongst the 4th Company, he
is the most dependable and determined line officer that
joghaten has ever served with, and a valued advisor on the
eve of bautle.

HONOURED TEMAJIN

Before his interment within a Dreadnought,

- Honoured Temajin served as part of the great Kyublai

- Khan's personal Honour Guard, However, whilst locked
i a great duel with a fell champion of the Black Legion,
Temajin ywas shot in the back by a Legionnaire’s plasma gun
and laid low. Whilst many White Scars find the prospect of

DEari pron ThE Skiesi

THE SPEAR OF CHOGORIS
The Spear of Chogons has a fickle reputation amongst
the White Scars’ more superstitious pilots. The Stormalon's
machine spirit is likened to a wild stallion; an unruly beast,
but faithful if it can only be broken. For centurics, many
have struggled o control the Spear of Chogoris in battle, the
craft bucking, stalling and fighting against its pilot. It has
only been since Techmarine Vor'Torro took to piloting the
intemperate gunship that the Spear of Chogonis has again
proven itself a deadly hunter, with an impressive string of
enemy Kills to its name

TERMINATOR SQUAD MOGHITAI
Also known as the Stormbringers after their
distinctive pauldron-shield heralds
Terminator Squad Moghitai have a roll of battle-honours

to rival the White Scars’ greatest heroes, Sergeant Moghitai
himself, whose first action upon carning his suit of Tactical
Dreadnought Armour saw him single handedly holding the

being confined within a I ht's metal a
horsor, Temaujin has vowed to take this opportunity to hunt
n and enact revenge against the coward who shot him

h Bridge against a swarm of Hormagaun
grim a Sen ¢ Scars hay
warrior who has reputedly neve
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DEATH FROM THE SKIES3

THE STORM HERALD PHALANX X1101S
The Storm Herald has sat immobile for countless
decades within the Nemesor’s own tomb, its evercharged
tesla weapons guarding the entrance to the complex in
case a lone interloper might perchance happen across

‘As Tarekh awakens his legions and moves to cradicate
the alien invaders on Cardrim, the Storm Herald has once
again activated its repulsor fields, gliding into formation
to engage the foe. Having been motionless for so long, the
Storm Herald is keen to destroy the Nemesor’s enemies with
emerald bolts of lightning

Amongst the first warriors of Tarckh's legions to
have been awakened, Phalanx X1101s has consistently.
performed above calculated expectations during several of
Tarckiv's campaigns, leading the Nemesor to favour them
above his other frontJine soldiers

Though the belief is hardly grounded in logic, Tarckh is
convinced that fortunc smiles upon these automatons, and
ume and again this group are scen to emerge from the fires
of battle relatively unscathed

THE VOICELESS GUARD

The Voiceless Guard arc Tarckh's sworn protectors;
i ages past, during Tarckh's defeat at the hands of the
Eldar, the Overlord would haye been utterly destroyed were
it not for the intervention of these silent warriors, who cut Overlord if the great work on Cardrnim’s buried super
down several would-be assassins, For decades at a time these  weapon is to continue. Unable to complete the work
Ruardians have stood their vig, as immobile as statues, alone, Tarekh has thus far been forced to acquiesce (o the

ETHERMANCER DRIZYAN (
|
|

ds. Unbeknownst to Drizyan, however, f
{d
i

o\

Drizyan is vital to Nemesor Tarekh’s plans, but over
the decades the Cryptek has grown recalcitrant, making
more bizarre and time-consuming demands of the

ekh is even now looking for another, more
compliant Cryptek, to replace the Ethermancer:
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THUGRUK'S LADZ

outriders. The Thugruk is a brute of an Ork with dreams of one

jobs on his day leading a Waaagh! of his own. He's not the only Ork in

ke ensuring he's always the firstinto the fight. However, his mob with dreams of bigger things, but the ambitions of

Magrot is forever urging the Mcks to make his yarbi Thugruk’s heavy weapons enthusiast, Fugnok, are limited

even faster, meaning it spends a long tme in the Mekshop 10 getting hold of the biggest shoota he can. His current

" Whenever he's not racing across the plains, Magrot grows big shoota, ‘Big Dakka', makes a raucous clamour every

" bored and takes to wandering through camp looking for time Fugnok blazes away, but he is a notoriously poor shot,
 something to duff over. Magrot once picked a fight with even by Ork standards. Indced, during the Galthamor War,

| Nagrut, a mistake that ended with his arm ripped off. Sull, Fugnok was utterly gobsmacked to finally hit a target, a feat
it helped to pass the time 't his bike was ready. he has yet to repeat

<

DA SKY-SLASHERS NAGRUT'S BIG NOBZ

: Da Skyslashers were instrumental in the destruction Nagruts Big Nobz are the hardest bunch of fighters
of Fircheart Hive, the Deffkoptas’ rockets making short in Skullkrumpa's tribe, a mean bunch of bullies who keep
work of the defenders’ heavy weapons emy the other Orks in line by beating any greenskin who fails
‘Though they sneer at the bikers of da Red Wheelz, sceing to get stuck into a fight or who looks at them funny, Worst

* them as slow-pokes, da Skyslashers look upon the Dakkajets — of the bunch is Nageut hinisclf, whose short temper and
and Bommers of da Krimson Barun's flyboyz with jealous frequent violent outbursts have left dozens of Boyz dead
eyes. Da Skyslashers have a high aturition rate, not just or bleeding. If da Krimson Barun is Skullkrumpa's right
because of enemy fire, but because many abscond with an hand, Nagrut is the Warboss' left fist, and other Orks go o
angry pilot's plane in the dead of night. extraordinary lengths to steer clear of him and his Nobz.
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B natios of bigh specd, mobil

he Warhammer 40,000 rulebook already includes a set of
rmal War missions, and when you multiply that by the
ferent armics you might face, and the myriad different
\iays you can setup the terrain for your batle, there arc
undreds, probably thousands of different ways to play

fowever, we feel that you can never have too much variety,
this book has four new Air War missions that you can use

jes that include Flyers, and they will provide new tests of
ur tactical ability as a commander,

We've gone (o some pains to make sure that cach mission
s as balanced as possible and that they proside both sides
with a new set of tactical problems to overcome. This means

du!]cngcs and you will e O ST
the box in order to win

(OW TO USE AIR WAR MISSIONS
1t is very straightforward to use an Air War mission ~ it only
‘requires a handful of minor modifications to the Fighting
‘a Battle rules in the Warkammer 40,000 rulebook. These
changes are explained in detail next, but they boil down to:
roll-off if you want 10 use an Air War mission; if you win you
can toll on the Air War Mission table instead of the Eternal
Mission table. And that's it!

THE Mission

winner of the rolloff can choose to either roll on the
nial War Mission table, or instead roll on the Air War
n table below. The deployment map, deployment
and deployment instructions for cach Air War

are included with the mission itself; do not use the
ient maps in the Warhiammer 40,000 rulebook

ote that the Air War missions are most interesting if both

have Flyers in their army and, although Flyers are by

required, we recommend the missions only be
armies include at least one Flyer:

LRI IR R S .n«-wq

b\ il
o
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AIR WAR MISSIONS
L

s are an integral part of almost every army that fights on the battleficlds of the 41st ]\hllcnmum, where their
ty and ferocious firepower makes them a
can be used to establish bridgeheads in enemy territory, launch flank attacks, and blast enemy defence lines.

SRS ,_A

valuable asset for certain types of missions.

Am ‘War MissioN TasLE

| Mission
| 1 Deadly Bridgehead

2 Scramble!

34 Acrial Assault

56 Death From the Skies!
THE BATTLE FOR CARDRIM

The new Air War missions can be linked together to fight
a campaign based on the Batdle for Cardrim In two of the
battles, one side must include an allied detachment chosen
from a specified army list. For example, the first battle is
fought using Space Marines with Necron allies, fighting
against an Ork army

DETERMINING THE WINNER OF THE CAMPAIGN

The player that wins the most missions also wins the
campaign. If both players win the same number of missions,
the campaign is a draw.

THE MisSIONS
Fight the four Air War missions in the following order.

Mission 1: Deadly Bridgehead. Space Marines with Necron
allies versus Orks. The Space Marines are the Attackers. All
Necron units have the Outflank special rule, but must .\Il
start in reserve and may not arnve from Reserves on turn 2

Mission 2: Scramble! Space Marnes versus Orks.
There are no allies in this mission. The Space Marines
are the Auackers.

Mission 3: Acrial Assault. Necrons versus Orks with Space
Marine allies. The Necrons are the Attackers. The Ork
player may only deploy Space Marines units at the start of
the battle; all Ork units must be left in Reserve. All Space
Marine units, and any emplaced weapons on the Defender’s
fortifications, must shoot at the closest Ork or Necron
target unit. This may result in the Space Marines shooting

at their own allies!

Mission 4 Death from the Skies! Necrons versus Space
Marines, There are no allies in this mission. The Necrons
are the Attackers. Starting with the fifth game tim, Space
Marine units may exit the table from their own board edge.
At the end of the game, the Space Marines player scores 1
Victory Point for each unit that has exited the table, and
the Necrons player scores 1 Victory Point for each Space
Marine unit that remains on the table

i
?
4;
\
i
i
I



& Both players select forces to an agl

AIR WAR
MISSION
S

Forces carried by aircraft are
(he troops they have transporte:
until friendly ground forces can

d THE ARMIES

reed points limit, Before
eld. roll-off. The winner of the rolloff
y fender

¢ batdlefi
sctting up the ba b winace
s the Attacker, and the other plager is the

E BATTLEFIELD :
El-lup terrain as described in the Warhammer 40,000
rulebook, using the deployment map on the right

Prace PRiMARY OBJECTIVES o
After setting up the terrain, the Attacker places D3
Primary Objectives.

DEPLOYMENT
The players must first determine their Warlord Traits
The Defender then deploys first

sccond, using the rule:
rulebook and the de

and the Attacker deploys
s from the Warhamumer 40,000
ployment map on the right

During deployment, the Defender may
choices and any Dedicated Transports
may be deployed in cither of the De
zones, as long as all of its models

y only deploy Traops
they may have. A unit
fender's deployment
are in the same zone,

During deployment, the Avtacker may only deploy k
(including any units ¢l

have o be placed in rese,
Atacker's deployment

s
arked upon them), They do not
ves and may be deployed in the
one

Al
bous that cannot be deployed due 1o (e conditions
APOVe must be placed in reserves,

The normal limi of o,

nly being able 1o e
army in resepme g DR able 0 keep up 1o 1

alf of an
1IOLAPPIY to cither army,

Fmps

DEADLY BRIDGEHEAD
e
.0——-——"—‘

ften used to establish a landing zone inside enemy territory, The

n‘l must hold out against enemy counter-attacks and artillery bombgpg, -

break through to reinforce them.
————

o

FIRST TURN
The Defender goes first unless the Atacker can Seize th
Initiative (sce the Warkammer 40,000 rulebook).

GAME LENGTH
The thission uses Variable Game Length (see the
Warhammer 40,000 rulebook).

VICTORY CONDITIONS

At the end of the game; the player who has scored the
number of Victory Points, the game 1s a draw,

PriMARY OBJECTIVE i
At the end of the game, each Primary Objective is worth3,
Victory Points to the player who controls it

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker.

MISSION SPECIAL RULES

Night Fighting, Mysterious Objectives, Reserves.

Delayed Reserves: The Attacker does not begin rolling for
the arrival of their Reserves until the start of turn three.
At the start of turn five, any units stll remaining in resene
arrive automatically.

Preemptive Barrage: Any emplaced weapons on the i
Defender’s fortifications may only fire Snap Shots on

first turn of the bautle.

—_—

“The beast of metal endures longer than the flesh of
| men. Those that tend the beasts of metal must labour
long to learn its ways, for a single beast must sufllcf
the mastership of many men until ready KO.SM ‘:5
vorpal coils. Those that scek lpprcntic-cSth o
attend closely to the rites of mobilisation. the nt:s_bc »
oo and the words-of-power that describé
the parts of a beast. Nor must they neglect d‘f
tutelage of the Adeptus Prefects, nor the cistiog
of the proper roboscopes.”
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Defender’s Table Edge

Fortifications: When
setting up the table
any fortifications that
are purchased as part
of an army list must be
placed wholly within
their owning player’s
deployment zone




PR3 D rrov THE SKIES

SCRAMBLE!
S

domination of the skics, an attacker must strike first and attack the enemy’s airf,

To elx;lsur:m:’CE (o launch his own aircraft. By controlling the hc‘nvcns: an nllnf:kcr can cut of

]rm r'i;l;pplv sud reinforcement, whilst launching his own aerial strikes against ground-
rom y

lds hefore

ff the €nemy
ased forces,

VICTORY CONDITIONS
At the end of the game, the player who has scored the me
Victory Points is the winner. If both players have the
number of Victory Points, the game is a dray,

ect forces to an agreed points limit. Before
aulefield, roll-oft. The winner of the roll-off

Both players scl
setting up the

W | e Atacker, and the other player is the Defender.
PRrIMARY OBJECTIVE
THE BATTLEFIELD At the end of the game, each player receives 1 Victory Point
Sctup terrain as described in the Warhammer 40,000 for cach enemy unit {hﬂ‘ has been completely destroyed,
rulebook, using the deployment map on the right The Attacker receives D3 additional Victory Points for
each of the grounded aircraft he destroys, whether they

LauncH Paps have launched or not. The Defender receives D3+1 Victory

B}  Before cither side scis up fortfications, the Defender must — Points for each of the grounded aircraft that were launched

Ml designate three points anywhere in their deployment zone and are not Immobilised or destroyed at the end of the

8 (6 actas their launch pads (Skyshield Landing Pads are game. Units that are falling back, or are not on the board a
ideal). The Defender then places one Flyer chosen from the end of the game, count as destroyed for the purposes of
their codex on each of the launch pads, to represent their this mission. Remember that Independent Characters and
grounded craft - these do not count towards their army's Dedicated Transports are individual units and award Vicio
points total Points if they arc destroyed in this mission. 3
If the Defender does not have enough Flyers to represent SECONDARY OBJECTIVES

I all of the grounded aircraft, he must place as many as Slay the Warlord, First Blood.
possible and leave the remaining launch pads empty

1 MISSION SPECIAL RULES

DEPLOYMENT Reserves.

3 The players must first determine their Warlord Traits.

Press the Attack: Any of the Attacker’s Flyers that are
The Defender then deploys first and the Auacker deploys destroyed are placed in Ongoing Reserve and retumn toplay
3 second, using the rules from the Warhammer 40,000 with full Hull Points and a full compliment of any missiles

rulebook and the deployment map on the nght or other One Use Only items they started play with (not

including any units that were embarked upon them). Note
that Victory Points are scored cach time a unitis destroyed;
if a Flyer is destroyed, returned to play and destroyed again:
then the Defender receives 2 Victory Points.

The Autacker's Flyers do not have to be placed in rescrve
and may be deployed in his deployment zone.

FIRSTTURN

S 1 X  the g ded aircraft
The Attacker has the first turn Scramble!: At the start of the game, the groun: 7

on the launch pads are still being refuclled and rearmed:
They count as Immobilised vehicles that do not have the
GAME LENGTH Flyer type and cannot shoot.

The mission uscs Variable Game Length (see the

Warkammer 40,000 rulebook) At the start of each of his Movement phases, the

Defender must roll a D6 and add the tum numbe!
cach grounded aircraft. An aircraft launches if 1 10Ul
is 6 or more; it is no longer considered grounded and
immediately gains the Flyer type

T for

As s00n as an aircraft launches, it becomes fully
operational and may move and shoot normally: Aop cever,
damage inflicted earlier in the game stll applics IOV

$0 2 grounded aireraft might have a weapon SOV
have lost Hull Points before it launches. I ENCT S
an Immobilised result before launching, itis Wreeket
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Fortifications: When
setting up the table,
any fortifications that
are purchased as part
of an army list must be
placed wholly within
their owning player's
deployment zone.




AERIAL ASSAULT

——————
s it ideal for interdicting enemy troops. The craft syin
ival to coincide with the main attack. The sudden ap,

A figer’s mobility and high speed make
flank of the encmy force,
aircraft and an!

timing its arri

y troops it is transporting
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THE ARMIES

Both players select forces o an agreed points limit. Before
setting up the baulefield, rolloff, The winner of the roll-off
s the Attacker, and the other player is the Defender

THE BATTLEFIELD
Set up terrain as described in the Warhammer 40,000
rulebook, using the deployment map below

Prace PrivMARY OBJECTIVES

After setting up the terrain, the players take it in s to
place a total of D3+2 Primary Objectives, as described in the
Warhammer 40,000 rulebook. No objective may be set-up in
the Attacker’s deployment zone

DEPLOYMENT
The players must first determine their Warlord Traits.
The Auacker then deploys first and the Defender deploys

second, using the rules from the Warkammer 40,000
rulebook and the deployment map below

FIRSTTURN

The Autacker has the first turn.

Attacker’s Table Edge

©o—

85 Found e
Pearance of the

inevitably sows fear and confusion in the enemy ranks

GAME LENGTH

The mission uses Variable Game Length (sce the
Warhammer 40,000 rulebook) :

VICTORY CONDITIONS

Atthe end of the game, the player who has scored the
Victory Points is the winner. If both players have the gm:ﬂ
number of Victory Points, the game is a dray

PrIMARY OBJECTIVE
At the end of the game; cach Primary Objective is worth
3 Victory Points to the player that controls it.

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker.

MISSION SPECIAL RULES

Reserves.

Lateral Envelopment: The Attacker’s Flyers have the
Outflank special rule.

Fear and Confusion: If a Flyer belonging to the Attacker
enters play using the Outflank special rule, it has the
Strafing Run special rule

Altacker’s
Deployment

Defender’s
Dtp]o) ment

Fortifications: When
setung up the table,
any fortifications that
are purchased as part
of an army list mustbe
placed wholly within
their owning player's
deploymentzone




pounce on them. Cowering from this aerial onslaught, the d

DEATH FROM THE SKIES!

Often, the first warning of an attack that troops receive is the scream of jet engines as hostile aircraft

-

force will be hard.

ground troops that follow in the flyers’ wake.

pressed to stop the

THE ARMIES

Both players select forces to an agreed points limit. Before
ceting up the batdefield, roll-off. The winner of the rolloff
is the Attacker, and the other player is the Defender:

THE BATTLEFIELD

Set up terrain as described in the Warhammer 40,000
rulebook, using the deployment map from the
Assault mission (left).

Prace PrIMARY OBJECTIVES

After setting up the terrain, the players take it in tumns to
place a total of D3+2 Primary Objectives, as described in
the Warhammer 40,000 rulebook. No objective may be setup
in the Attacker's deployment zone

DEPLOYMENT

The players must first determine their Warlord Traits.

The Defender then deploys first and the Attacker deploys
second, using the rules from the Warhammer 40,000
rulebook and the deployment map (lefc)

During deployment, the Auacker may only deploy units
composed enurely of Infantry models, their Dedicated

. Transports and Flyers (including any units embarked upon
them). The Flyers do not have to be placed in reserves and
may be deployed in the Attacker’s zone. All of

FIRST TURN
The Attacker goes first unless the Defender can Seize the
Initiative (sce the Warhammer 40,000 rulebook)

GAME LENGTH
The mission uses Variable Game Length (see the
Warhammer 40,000 rulcbook)

VICTORY CONDITIONS

At the end of the game, the player who has scored the most
Victory Points is the winner. If both players have the same
number of Victory Points, the game is a draw

PrivMary OBJECTIVE
At the end of the game, each Primary Objective is worth 3
Victory Points to the player that controls it

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker.

MISSION SPECIAL RULES

~# the Attacker’s other units must be placed in reserves

The normal limit of only being able to keep up to half of
an army in reserve does not apply to either army.

Objectives, Reserves.

Planned Assault: All of the Attacker’s units that were
held in reserve must arrive at the start of the Attacker’s
second turn.
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E/‘ designed to allow you to recreate the intensi
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Vi g o

o2 i PPN
Fivers have become a super exciting part of the latest edition of Warhammer 40,000, and we decided o create
o v P

i g - you to have even more fun with these amazing mi
S el ity and excitement of air to air combat in the 41st Millennium.

DOGFIGHTING

In the skics above the baulefields of the 41st Millennium,
human and xenos battle to gain air superiority. With
control of the skics, a victory on land beneath is assured

DESIGNER'S NOTE: 3
Whilst attempting to outuit your opponent is a fun partof
ame, you can always (ry trusting sour palols® nstinets ang
roll the dice to decide your tactic. Let fate decide the,  fortus

a8 1
You may use these dogfighting rules in any game of your loyal mimions

Warhammer 40,000. Simply agree with your opponent and
get ready (o enjoy the new tactical challenge of dogfighting
in the 415t Millennium.

INITIATING A DOGFIGHT models perform a Dogfight in the following Shootin
At the end of your Movement phasc, choose one of your phase. If the Attacker’s score is less than the Defe

then he has failed to engage and the Attacker may
shoot in the following Shooting phase. i

Flyers (the Attacker) that is within 12" of an enemy FI
(the Defender), to attempt to mitiate a Dogfight

To initiate a Dogfight, you and your opponent roll-off to THE DOGFIGHT
determine whether you have successfully engaged. You A Dogfight adds three additional sub-phases to the
may modify your dice roll dependant on the following Shooting phase: Pursuit, Lock-on and Destroy.
condiuons:

Attacker is in the Defender’s front arc......+0 their tactic from the appropriate table by placing a dice |
Atacker is in the Defender's side arc +1 up under their hands or dice cup. Once both have ch
Attacker is in the Defender’s rear arc +2 they reveal the dice and resolve the effects immediately.

Once effects are resolved, move on to the next sub-phs

PURSUIT SUB-PHASE

The Attacker moves into position, attempting to get the Defender in his sights. The carly stages of any Dogfight are cagey
affairs as both hunter and prey vie to gain the upper hand; only time will tell who will be victorious.

2 vy % L <

lA'QI'I'ACKI-_ZR DEFENDER

- Tactic 1 - Look fora target! 12 Tactic 1 - Head for the clouds!
Scanning the area for threats, the Attacker looks Sfor Sensing danger; the Defender seeks to lose his pursuer -
any easy targets amongst the clouds.

34 Tactic 2- Start shooting!
Trigger-happy as always, the Attacker
starts shooting at the nearest enemy \
he can see! 3 s

Tactic 2 - Stay level...
Rather than be dyawn into rash action, the Defendet
stays calm and wails to see the action unfold-

Tactic 3 - Dive,
dive, dive!
Trusting to hus
instinets, the
Defender heads
low, seeking refuge
amongst the debnis
of the battlefield.

56 Tactic 3 - Outmanocuyre!
Carefully manoeuvring,
the Attacker tries to get
behind the Defender
before begnning his
attack run,




Pursurt RESOLUTION

T
| | Artacker TacTic 2 AtTacker TacTIC 3

| START OUTMANOEUVRE!
| SHOOTING!

AtTAcker TAcTIC |
| LOOKFORA
| TARGET!

DEFENDER | The Attacker may firc No effect this sub- The Attacker may pivotup to
AcTic | | anyoncweapon ata phase. Neither playes 90° and move up to 6", but
non-Flyer unit within takes any action; move must remain within 12" of
F 4D6". Then moveon | immediatelyon tothe | the Defender. He may then
CLOUDS! to the next sub-phase next sub-phase fire any one weapon at the.
| Defender

The Attacker may fire The Attacker may fire The Defender may fire any
any one weapon at the anyone weapon atthe | one weapon ata non

Defender Defender. | unit within 4D6

DerENDER | | The Attacker may fire The Attacker may pivot up (o
Noeffectthis | anyone weapon at the 90° and moye up to 6, but
Defender. must remain within 12" of

sub-phase.
the Defender.
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ATTA
12

B-PHASE
LOCK ON SU Attacker moves in for e killing shot. Manocuvring his flying war-machine into Position, e

Vith his target in sight, the 3
:r:gng‘: ufmm {argoting arrays he may have and gets ready to pull the trigger, knowing his glory is but momengy avay,

DEBFENDER Tacric 1

el

CKER
Tactic 1 - Keep shooting!

Never one for subtlety, the Attacker continues (o press
down on s trigger, filling the skies with lead.

Tactic 2 - Aim for the weak spot!
Searching out the weak points in the enemy s armour;
the Attacker takes cargful amm

Tactic 3 - Target acquired!
Using sophisticated targeting matrices or keen fighter
instuncts, the Attacker tries to get his crosshaurs over

the Defender.

| Artacker Tacric |

| KEEP SHOOTING!

REAK OUT!

COME! 1

‘ No effect this
‘ sub-phase,

the Defender at BS1

The Attacker may fire
all of his weapons at
the Defender at BS1

DEFENDER TacTi he Attacker may fire
Tactic 2 '[l
Attacker ma
LETTHEM of his weapons at

o

DEFENDER

1-2

B |

| Attacker TacTic 2
| AIMFORTHE
| WEAK SPOT!

i
e
| Noeflectthis |
| subphase The |
| Defendermayuyto |
| escape the Dogfight |

by rolling 4 or more |

onaD6, 4

| The Defender's
| AVisreduced by 1
on cach facing for
the duration of the
Dogfight.

el (0

may fire any one
Weapon at the

|
The Attacker |
Defender ‘

Tactic 1 - Break out!
Rather than fight on the Attacker’s teryms
attempts to break free of pursuit. ‘

Tactic 2 - Let them come!
There is no braver soul on the battefield than iy
Defender; who welcomes the pursiting Altacksr gy

Tactic 3 - Dodge!
I Jinking left and right, the Defender tries to shake
pursuit and maybe get a chance for a shat of his sum

the Defenty

ArTacker TacTic 3
TARGET
ACQUIRED!

The Attacker's BS is
increased by 1 for the
duration of this Dogfight
He may then fire any one
weapon at the Defender

The Attacker’s BS is
reduced by 1 for the
duration of the
Dogfight

The Attacker may
increase his BS by 1 for
the duration of this
Dogfight.



Act rashly and the quarry may bolt, but if the Attacker
can remain steady the prize will be his

s 34 Tactic 2 — Clip his wings!
S Rather than go for the kill, the Attacker taunts the
enemy with his superior skills
56 Tactic 3 - Take him down!

Pressing home the altack, the Attacker moves in for
the hill

- DEsTROY

TTACKER TACTI

| A
|
| STAYCALM!

| The Attacker may
DereNDER TACTIC |

BREAK LEFT! Defender.

DEFENDER TACTIC 2
COUNTER-ATTACK...

The Attacker may
any one weapon at
Defender.

DerENDER TACTIC 3
BREAK RIGHT!

the end of the Destroy sub-phase, the Attacker and Defe

normally in the following phases, If you have managed
cory Point on top of any other ones you may have gen!

ble 16 bring down your opponent’s Flyers in a Dogfight than from regul

By Flyer is nothing o be sniffed atl

e final stages of a Dogfight, only the courageous will succeed. Holding your nerve can lead to glory,
at the inopportune moment can lead to a fiery death for pilot and all those caught in the cnsuinr;:"cxplosim)

any one weapon at the

DEATH FROM THE SKIgS,

but one twitch of a

NDER

Tactic 1 - Break left!

Banking to the left, the Defender tries to break free of
his pursuer's grasp

34 Tactic 2 - Counter-attack...
Risking all, the Defender attempls to turn the tables {
on the Attacker.

56  Tactic3 - Break right!

Headung to the night, the Defender spots a chance to
escape the claws of the Altacker

RESOLUTION

Attacker TAcTiC 3
TAKE HIM DOWN!

AtTacKER TACTIC 2
| 9LIP HIS WJNCS! |

c1

fire
| The Attacker may fire all his
weapons at the Defender.

No effect this round

no damage but may
1ot shoot or initiate a
Dogfight in his
next turn

The Defender may fire any
one weapon at the Attacker

fire
the

The Defender takes
no damage but may
not shoot or initiate a
Dogfight in his
next wm,

T'he Attacker may fire all his
weapons at the Defender.

nder stop being engaged and the Dogfight s over, Both models
10 Kkill your opponent in a Dogfight, you n additional
rated during the Dogfight. This means that it is much more

ar shooting. An extra Victory Point for every



\
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|
|
|
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SPECIAL MANOEUVRES

Special Manoeuvres are actions
Skies. To find out what Special Manoeuvre
been chosen from. The table also includes
if called upon to do so by the Special Manoeuvre.

s TS|
DANCE LIKE THE BANSHEE
WHEN: At the start of the Movement phase.
TEST: Toughness

MANOEUVRE: Before moving, you may turn the
model up to 180°

SIGHT OF THE SEER

WHEN: At the end of a Dogfight sub-ph
immediately after the dice have been
revealed but before the action is
resolved (once per Dogfight)

TEST: Initiative

MANOEUVRE: You and your opponent must choose
different tactics this sub-phase |

~ Broob Ancris

[ 14 T4 |
THE BLACK RAGE
WHEN:

At the start of the Shooting phase

TEST: Toughness

MANOEUVRE: The Flycr may fire all of its weapons,
regardless of how far it moved this wrn,
but it must fire at the closest enemy unit

FLIGHT OF THE ANGELS
WHEN: Atthe start of the Movement phase,
TEST: Initiative

he Flyer from the board and

MANOEUVRE: Remove th
T ywhere within 2D6 x 3",

eplace it

{hat Flyers can make during a game of Warhammer 40,000 that uses the rules for B
s a model can make, look up the table relevant to the codex that the Flyer
the characteristics for your pilot, allowing you to make various Characterisgi

WY  SPACE MARINES

g (s ™

| WINGS OF IRON

| WHEN: At the start of the Movement phase.
TEST: Toughness

MANOEUVRE: The Flyer inflicts a single Strength 8 |

hit on each enemy Flyer that it moves
| over in the Movement phase this turn,
|

| ADAMANTIUM SHIELD

| WHEN: At the beginning of a Dogfight sub-

| phase before any dice are revealed

i (once per Dogfight) i
Initiative I

\ TEST:
| MANOEUVRE: The Flyer receives a 5+ cover save
this sub-phase.

Seace WoLves
14

L LD
| JAWS OF THE WOLF

WHEN: At the start of any Destroy sub-phase.

T4

TEST: Toughness

MANOEUVRE: At the end of the Dogfight you may
force an additional Destroy round (0
be played.

STRENGTH OF THE RUSS
WHEN: At the start of the Movement phase
(onc use only)

TEST: Initative
MANOEUVRE: If engaged in a Dogfight, all O[m:q i 8
Flyer's weapons have +2 Strength UnUEEHES
the end of the Dogfight:




GREY KNIGHTS

e

T4 |

OUL BLAZE

| WHEN: At the start of the Shooting phase.

TEST: Leadership

'MANOEUVRE: Place the large blast marker over any
Flyer within 12", then scatter 1t 2D6",
Roll a dice for cach vehicle model hit

1 No effect.

25 The vehicle suffers a glancing hit.
6 The vehicle suffers a penetratng
hi

HAMMER OF THE EMPEROR
WHEN: At the start of the Assault phase

TEST:

Leadership
MANOEUVRE: In the Assault phase, the Flyer causes a
single Strength 8 hit on a single Flyer

model within 6. The hit is resol

against the cnemy Flyer's closes

Tau EMPIRE

o e
FOR THE GREATER GOOD
'WHEN:

At the start of the enemy's Shooting
phase (once per turn)

Leadership

MANOEUVRE: Unuil the end of the phase, any damage
suffered by Flyers within 12" of this Flyer
is inflicted on this Flyer instead. Range,
Line of Sight, Armour Value, etc. are
still measured against the target. Should
this Flyer be destroyed, any subsequent
shooting is resolyed as normal

POWERS COMBINED

At the start of the Shooting phase
Initative

MANOEUVRE: All friendly Flyers within 12° of this
Flyer may use it for determining
Range and Line of Sight for Shooting

purposes. All Flyers using this rule
must shoot at the same target.

[ Lps
PLEASURE
'WHEN
TEST:

MANOEUVRE

WHEN

TEST:

MANOEUVRE:

|
|
|
I SLASH ATTACK
\
|

Dark ELpAR

FROM PAIN

At the start of the Assault phase.

Ininatve

If the Flyer caused a glancing or
penetrating hit on an enemy Flyer in
the Shooting phase, it may pivot up 1o
90° and then move up to 24"

At the start of the Movement phase.
Initative

Atthe end of the
Movement phase,
nominate one non-
vehicle unit that
the Flyer passed
over that turn.
That unit takes D6
Strength 6 AP- hits.

D7

| BASH 'EM
{ 'WHEN: At the start of the Assault phase.
TEST: Toughness
MANOEUVRE: Nominate one enemy Flyer with 12°
Your Flyer immediately loses one Hull
’ Point; the enemy Flyer suffers D3
| penetrating hits
SMASH ‘EM
WHEN: At the start of your Movement phase
TEST: Leadership

MANOEUVRE:

+ If the Flyer has only one Hull Point
remaining then, at the end of the
Movement phase, place a latge blast
marker anywhere in contact with its
base. Units suffer one Strength 8 AP2
hit per model fully or partially under

this blast template. The Flyer is then
removed as a casualty
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|
|
|

DARK ANGELS |
ey T

{RLD8E = 14
DOGGED PURSUIT
WHEN: ‘At the start of any Destroy round of a
Dogfight
TEST: Toughness
MANOEUVRE: At the end of a Dogfight, you may

force an additional Destroy round o
be played

IN CLEANSING FLAME

At the start of your Movement phasc

WHEN:
TEST: Leadership
MANOEUVRE: If the Flyer has only onc Hull Point

remaining, then, at the end of the
Movement phase, place a large blast
marker anywhere in contact with
the model’s base. Units suffer one
Strength 8 AP2 hit per model fully
or partially under this template. The
Flyer is then removed as a casualty

[Ip7 13
ENDLESS ASSAULT

WHEN: At the start of the Movement phase.
TEST: Leadership

MANOEUVRE: Remove the Flyer from play; it may
then immediately recnter play from
the controlling player’s table edge as
if it was arriving from Reserves,

SPOTTER PLANE

WHEN: At the start of the Shooting phase
TEST: Leadership
MANOEUVRE: Any friendly tank

wishing shooting at

a target within 12"
of the Flyer may
re-roll To Hit. If the
weapon does not roll
To Hit, it may re-roll
the scatter dice instead




CHAOS SPACE MARINES NECRONS

| ] el s T4
DAEMONIC ZEAL MANOEUVRING PROTOCOLS
WHEN: At the start of the Assault phase } WHEN: At the start of the Movement phase.
TEST: Toughness | TEST: Toughness
|
MANOEUVRE: If the Flyer caused a glancing or | MANOEUVRE: You may immediately pivot the Flyer oJi
penetraung hit on an enemy Flyer in the Shooting up to 180° ol
® phase, it may pivot up to 90° and then move up to 24" | ;
FIRING PROTOCOLS
CHAOS REIGNS WHEN: At the start of the Shooting phase |
'WHEN: At the start of your Movement phase. |
| TEST: Initiative |
3 TEST: Leadership | |
: MANOEUVRE: The Flyer's weapons all firc one extra |
MANOEUVRE: If the Flyer has only one Hull Point shot this Shooting phase ‘
remaining, then, at the end of the | 7 | }
Movement phase, place a large blast | — ‘ |
marker anywhere in contact with its | ‘
base. Units suffer one Strength 8 | Joim g
AP2 hit per model fully or partially I
under this template. The Flyer is then
removed as a casualty |
|




In the far future. heroes dominate the
down death upon their enemies below.
name inspires terror in their rival pilots.

Fighter Aces are upgrades for Flyers in Warhammer 40,000
Any model with the Flyer type may be upgraded to be a

Fighter Ace for the appropriate points cost. At the start of
any game, immediately after rolling for your Warlord Trait,

R
ELDAR / DARK ELDAR

50 pts
For the Eldar and their Dark kin, the path of the pilot is all
consuming. One who has achicved the end of this path s truly
a fearsome foe in the sk, controlling his plane as 1f it were
an extension of his awen bod;

12 Dance of the Dawn
The Fighter Ace may add a further +2 to his roll
when determining if he is successful at engaging
Defenders in a Dogfight

34 Dance of the Dusk
The Fighter Ace may pivot up to 180° before
| moving each tum

56 Symbol of Khaine

{ Allumits chosen from your codex (cither Codex.
i Eldar or Codex: Dark Eldar) wathin 12" of the

| Fighter Ace have +1 Attack

DEATH FROM THE SKIES i e o e e H et

FIGHTER ACES

o —

skies above the war-torn carth, controlling the heavens with their aircraft and ra
Their notoriety defeats as many foes as their guns, as the mere mention of ther

roll on the appropriate table for the codex your Flver was
chosen from to determine his special abilities. Any numbe
of Flyers may be upgraded 1o be a Fighter Ace and
have the same abilities.

r
5 may

S s

SPACE MARINES i
The Techmarines of the Adeptus Astartes are responsible for
piloting the Chapler’s flying warmachines, an honour they
savour i the heat of combat.

12 Arcane Target System
The Fighter Ace may re-roll To Hit rolls of 1 in the
Shooting phase

b

Defensive Flying
The Fighter Ace gains +1 Armour Value in
its front arc

)
&

Spirit of the Emperor
Whilst within 12" of the Fighter Ace, all units
chosen from Codex: Space Mannes have the
Relentless special rule.

S

¢ BLOOD ANGELS S0pts

" The sight of a Blood Angels warplane arcing across the sky

12 Angel of Vengeance
h  The Fighter /

ﬁ will cause the Sons of Sanguinius to fight all the harder

e may add a further +2 1o his roll
% when determining if he is successful at engaging
f Defenders in a Dogfight

‘( 34 Grace of Angels

| The Fighter Ace may pivot up to 180° before

moving cach turn \

56 Aura of Sanguinius
One use only. At the start of one of your turns
declare you are using this power For this turn, all
units chosen from Codex: Blood Angels within 1"
of the Fighter Ace re-roll failed To Hit rolls in the

L Shooting and Assault phases.

o i

SPACE WOLVES
The Iron Prests of the Space Walves Chapter enter batile wil
the same frenzy and battlelust as their brethren seeking glory
where the fighting 1s thickest.

12 Saga of Majesty
Any unit chosen from Codex: Space Walves
within 12" of the Fighter Ace may re-roll
failed Morale Tests

34 Saga of the Beastslayer
The Fighter Ace may re-roll To Hit rolls against
Walkers, Creatures, Flyng
Creatures and models with Toughness 5 or me

56 Saga of the Iron Wolf i
At the start of each of your turns, roll a D6 for =
cach Hull Point the Fighter Ace has lost during
the battle. On a 4+ the Hull Point is regained:



' DARK ANGELS 50 pts GREY KNIGHTS
DA their Space Marine brethren, the Dark Angels’ pilots
e 1 the Chapter itself. These members of the fearsome

Un
hail from
Ravenwing,

50 pt:
The pilols of the Grey Knights are gifted beyond the abilites
of any other Space Manne pilot, A potent psyker in his own

Tight, the palot is as likely to fire mind bullets as he is missiles
at his enemies

ty more ruthlessly than any of their compades.

t the Heretic
= ¥I“:Fi hier Ace may re-roll To Hit rolls of 1 in the 12 Mental Challenge
1‘ mg, g phase. The Fighter Ace may add a further +2 o his roll
e when determining if he is successful at engaging
Expert Redeployment Defenders in a Dogfight
nxl: Fighter Ace may move on from any table edge
y 3 Reserve: ird Eye
. ving from Ongoing Reserves. Third Ey
] The Fighter Ace has +1 Ballistic Skill
Teleport Beacon ! o
Any unit selected from = Psychic Pilot
Codex: Dark Angels which ° S Instead of shooting one of the
empts to enter play &5 weapons ¢
mm“[’;‘?c oémkci-uh o may instead unleash the Vortex of Doom
‘r;)»mr ; <PF| hier Ace g R ( psychic shooting attack. Treat the pilot as
l-110 ‘(‘-‘émfr : Aot = Ld 8 with two Warp Charge points
will not scatter:
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IMPERIAL GUARD 50 pts
The pilots of the Imperial Guard train
Jfor months to fiy the archaic flying
machines of the Imperial Navy. Those
who survive more than a few minutes
are considered herves.

1-2 Covert Deployment
The Fighter Ace may move
on from any tble edge
when arriving from Ongoing
Reserves.

34 Extra Protection
The Fighter Ace gains +1 AV
in its front arc

Inspiring Presence

All units from Codex: Imperial
Guard within 12" of the
Fighter Ace gain the Fearless
special rule

TAUEMPIRE  50pts

L The supertechnology of the Tat
featurs heavily in the aircraft

of the Air Caste. In fuct it is unclear

where technology ends and pilot begins

1.2 Targeting Array
The Fighter Ace may re-
roll To Hit rolls of 1 in the
Shooting phase.

T

Defensive Arrays

The Fighter Ace may
add +1 to any Cover Save
itis entitled to (up to a
maximum of 2+)

Marker Plane =
Instead of firing its weapons
this wrn, the Fighter |

¢ may instead add D3
Markerlight markers to every
enemy unit within 12"

ORKS
An Ork fighter ace is far more
lilely 1o be lucky than skilled, thefy

| preforred flying tactics being stsle gyer

substance and notse gver Planning,

12 Armour Plates
The Fighter Ace gains +]
Armour Value in 1s front arc

Extra Shooty
The Fighter Ace may fire
an additional weapon
cach turn.

Idol of Gork
All units from
Codex: Orks
within 12"
gain the Feel
No Pain (6+)
special rule.




'} 5 ACKTEMPLARS S0pts

! from the
Templars pilots hai
,If,h,.,‘:mm as those of any Codex

the zeal
tex. In combat, though, {
3”115" brethyen inevitably spills over

o the Teclmarine pilots.

1.2 Challenge the Heretic
The Fighter Ace may add
a further +2 o his roll
when determining if he
s successful at engaging
Defenders in a Dog-fight

34 Cleanse the Heretic

The Fighter Ace may re-
roll To Hit rolls of I in the
Shooting phase.

56 Inspire with Faith

All units from Cadex: Black
Templars within 12" of the
Fighter Ace gain the Crusader

e

7/ CHAOS SPACE

|

DEATH oM THE Skats,

MARINES 50pts
Fusions of man, Dacmon and
machine, the pilots of Chaos Space
Marine craft are bereft of sanity

1-2 Death Incarnate
The Fighter Ace has the
Daemonforge special rule
and may use it every tarn,
not just once per game.

34 Fuelled by Murder
If the Fighter Ace has caused
at least one enemy model to
be removed as a casualty, it
re-rolls failed It Will Not Die
rolls for the rest of the game

56 Icon of Slaughter
All units from Codex: Chaos
Space Marines within 12" of
the Fighter Ace gain the
Rage special rule

et

= _ 2t
NECRONS 50 pts

Complex: protocols and decision
circuits determine the quality and
| precision of a Necron pilot. Every
50 often, a particularly able pilot
awakens to again control the skies,

1-2 Firing Subroutines
The Fighter Acc may re-
roll To Hit rolls of 1 in the
Shooting phase

34 Duel Subroutines
The Fighter Ace may add
afurther +2 (o his roll
when determining if he \
| is successful at engaging
| Defenders in a Dog-fight.

5-4

&

Resurrection Vessel

Units within 12" of the
Fighter Ace will pass their
Reanimation Protocols rolls
ona 4+,




SHOW
NGRS

b
Flyers zooming across a bauleficld are a sight to behold as they strive for control of the sides on bebialf of their

om the ground. On the following pages, you will find some examples of fantastically painted Fiyers from 2 range of armies.
to inspire your own collections.

h tuin-linked




wsing the Stormraven’s forvard
assault ramp.

M'L:fx Starmraven Gunship with twin-linked lascannon,
inclinked heavy bolter and hurricane bolters

e 3 SRAA st i _q
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Salamanders
Stormtalon
Gunship




Fin displaying honour markings
.

x {

i

. J

Primary engine wing.







Dark Eldar Razorwing

Shatterfield missites
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The faw Ork pilots that survive
Long enough 1o carn the title of
Fiyboss invariably become quute
accomplished at gunning down
enemy aireraft in dogfights:

Ork Dakkajet

Every Ork loves to fire big guns
and Dakkayet pilots are no
exception. Many pilots therefore
choose 1o kustomuse” their aircraft
with additsonal supa shootas (o
make a bigger bang and cause
more camnage.




over 1o Grot asststants, freeing up the
Ork ilot to engage in all the fun stuf,
such as blowing up the enemy below with
ancendiary bombs.

Ork Burna-bommer

primary payload of burna bombs wasn t already

o athmal (o the enemy (and the crew themselues, for
i Burnabommer pilots often arm their aircraft
racks of skoncha missiles
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No sensible Grot ever lets a Blitza-
bommer take offwith him still on
Board. Those unfortunates that
do, however, make highly adroit
turret gunners in between bouts
of squealing at the pilot to pull
wp from their near-suicidal dives.

P

Ork Bliza-bommer

Little more than large netal cases packed
with high explosives, the boom bombs
carried by Blitza-bommers are crude
weapons, but undeniably effective. |
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he Stormraven Gunship is an extremely versatle vehicle
that combines the role of orbital dropship, armoured
wransport and strike aircraft. It is not only smaller than a
Thunderhawk Gunship but, thanks to its aray of vectored
thrusters, is also considerably more agile, This, combined
with the precise skill and incredible reaction time of its

© Space Marine crew, allows it ta jink effortlessly through
enemy interceptor fire and manocuvre at full thrust
through the cluttered spires of a hive city or the mega-fauna
of a jungle-covered death world

J

{  The Stormraven Gunship is a relatively recent introduction
to the armouries of the Adeptus Astartes. Indeed, as befits
a bureaucracy as labyrinthine and cliquish as that of the
Imperium, there are no official records to explain the
vehicle's emergence. Certainly, the Stormraven began

e and proved its worth within the Grey Knights and

|

|

Blood Angels Chapters, and some records suggest that

it was not meant to see broader use unil the Adeptus
Mechanicus were fully sausfied with its performance
However, in such dire times as these, when the fate of
Humanity itself rests on a knife’s edge, the Adeptus Astartes
need every weapon they can find, sanctioned or not, and
many Space Marine Chapters now field a handful of the
aircraft alongside their more traditional strike vehicles

STORMRAVEN GUNSHIPJSM;?

‘Twelve powerarmoured Space Marines can be held within
the Stormraven’s adamantium belly, ready to charge down
the assault ramp or make an aerial descent. Fucthermore,
it can also carry a Dreadnought in its rear cargo grapples,
Then there is the craft’s own formidable weapons,

Whilst the load-out varies from gunship to gunship, the
Stormraven’s firepower easily equals the most potent tanks,
capable of wreaking untold destruction upon a foe, 4

rArmour
BS F S R HP :
Stormraven Gunship 4 12 12 12 3

UNITTYPE: Vehicle (Flyer, Hover, Transport).

‘WARGEAR: Twin-linked assault cannon,
twin-linked heavy bolter, four stormstrike missiles (pg 65),
ceramite plating (pg 66).

SPECIAL RULES: Assault Vehicle,
Power of the Machine Spirit.

Skies of Fury: If the Stormraven has moved more than 67,
passengers can still disembark, but they must do so as follows:

Nominate any point over which the Stormraven moved that
turn and deploy the squad as if it were deep striking onto
that point. If the unit scatters, every disembarking model
must immediately take a Dangerous Terrain test. If any of
the models cannot be deployed, the entire unit is destroyed,
as per a Terrible Accident result on the Deep Strike Mishap
table. Models that disembark using the Skies of Fury special
rule cannot charge in the turn that they do so. 8

TRANSPORT:
Transport Capacity: The Stormraven can carry two separate
units: one unit of up 1o 12 models in its cabin, plus a single
Dreadnought in its rear grapples. If a Zooming Stormraven
is Wrecked or Explodes!, the Dreadnought suffers a
Strength 10 hit on its rear armour: if the Stormrayen is
Hovering, the hitis Strength 4 instead. The Stormraven can
also carry Jump Infanty,

Fire Points: None,

Access Points: A Stormraven has one Access Point at the
front of its hull, one on either side and one at the rear:

Designer’s note: Blood Angels and Grey Knights armies use

the rules printed here, though thew Stormravens have additional
wargear options and special rules — see the army list for detauls.




stommtalon Gunship serves the armies of the Adepuus

s both an interceptor and ground-attack aircr

( enough 0 €Ngage all but the swiftest of enemi

B ifciently wellarmed (o reduce the chosen foe to
B of ited wreckage and ruined flesh. The tide

iy a desperate battle has been turned with the swift
of a Stormialon Gunship from the war-torn skies

ntalon is often assigned to escort other mission-
ical units. In this rolc, the Stormtalon i but
Jaiched. At one moment it can be screaming across the
alefield at death-defying speeds; at the next, its pilot can
stch over to repulsor systems, trading raw speed for agility,
\he while strafing enemy positions with a thunderous

ge of shells and missiles.

th were the tactics employed by the Ultramarines at
& Bautle of Cold Stecl Ridge. Here, Stormtalon pilots
ished their craft to the limit, afterburners propelling the

aft to bonejarring speeds to intercept the monstrous
rpies and flocks of Gargoyles whose winged bodies
i | were darkening the skies. No sooner had the Stormialons

3 ed airsuperiority than the pilots hovered above their

brothers on the ground, holding great swarms of
g Tvranids at bay with withering salvos of fircpower.

> TORMTALON GUNSHIps
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A few Space Marine Ch
Raven Guard and Hawk Lords, believe 1
and interdiction duties do not fully exer 4
potential, To such Chapters,
as a vanguard strike-craft,
Assault Marines

apters, notably the White Scars,

t close support

ly exert the Stormtalon’s

the Stormtalon Gunship excels

; , able to keep pace with their

i l()l:':il Land Speeders. In these missions, the

s reversed: here, itis the principal attack

vehicle. The remainder of the Chapter's rapid moving.

elements act as escorts and outriders, clearing the nuirk

corridor of anti-aircraft fire as the Stormtalon roars in to
bliterate its target with d a

g effect
rArmour |
: BS F S R HP

Stormtalon Gunship 4 11 11 11 2

—_—
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UNITTYPE: Vehicle (Flyer, Hover).

WARGEAR: Twin-linked assault cannon,
twin-linked heavy bolter, ceramite plating (pg 66).

SPECIAL RULES: Strafing Run.

Escort Craft: A Stormtalon Gunship can be assigned
to escort any friendly unit in reserve from the same
detachment, with the following exceptions

o A Stormtalon cannot escort a unit that enters play using
the Deep Strike or Outflank special rules

o One Stormtalon cannot escort another Stormtalon

« A maximum of one Stormtalon can escort each unit
If multple units are defined by the Reserves rules as
arriving ‘together’, they are considered, for the purposes
of this special rule only, 10 be a single unit and thus
may only have a maximum of one Stormtalon Gunship

assigned o them as a whole. A maximum of one |
Stormtalon Gunship may be assigned to cach unitor ‘
sroup of units for which you make a single Reserves Roll.

i

¢ Reserve Rolls for the Stormtalon
time as the unitit is escortng.
he board within 6° of the

If this is done, do not ma 5

Instead, it arrives at the same

The Stormtalon must move onto t

point that the unit itis escorting entered from i
|
|
|
|
i
2

‘It matters not if the foc faces us on the ground or

strikes from the skics. With such craft at these,

none shall escape our wrath.
Joghaten Khan, Captainof the White Scrs 4th Company

oy
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The Valkyric Assault Carrier and its sister gunship, the
Vendett, are wellarmed, twin-engine attack craft. The
durable armour and versatile pavload of the Valkyrie chassis
combine with the aircraft's powerful engines and stable
handling to make it a popular choice for a broad spectrum
of batdleficld roles

|® Sporting a roop transport capacity on par with the
ubiquitous Chimera, both craft provide an excellent way to

\  swiftly redeploy squads of infantry from one batlefront to

! another Suikes at key targets by cadres of Storm Troopers,

{  reinforcement of buckling battle-lines by grim faced bands
of Veterans, even swift transportation for ranking officel

f all of these and more are the duty of the popular Valkyrie
The Vendetta Gunship supplements the Valkyrie's transport

| capacity with additional fuel cells and servo-capacitors
Though these bulky modifications subject the gunship’s

' unfortunate passengers to waves of noise and heat, this is

\ more than made up for by the ability to substantially upgun

{

i

|

I

the aircraft itself. A battery of lascannons jut aggressively
from the Vendetta’s wings and muzzle, a fearsome payload
for an aircraft of its size and one that permits the airborne
hunting of heavy armour and monstrous beasts with equal
ease, in addition to the transit roles for which both patterns
of craft are rightly famous.

VALKYRIES QYENDE}Tﬁ .

With a few notable exceptions, most Imperial Guard
formations will have small numbers of Valkyries and
Vendettas attached to them on a temporary basis; such crafe
are, first and foremost, the property of the Imperial Navy,

During extended ground operations, however, Valkyries and
Vendettas will often be repainted to match the regiments 7
to whom they have been attached, their pilots reporting > il
directly to that regiment’s senior officer.

With vectored engines for vertical take-off and landing,
these versatile craft can twist and turn through low-altitude
dogfights or hover above while troops rappel from their
holds. Alternatively, each Valkyrie and Vendetta has K8
sufficient gray-chutes for all passengers, allowing expedient,
if hazardous, high-speed deployment. Both aircraft see
regular service alongside Imperial infantry and armour
regiments, and among the ranks they are commonly 1 :
referred to as the wings of the Emperor. Certainly, those
Guardsmen who have scen a ravening Carnifex cut apart
by a Vendetta’s lascannons, or been lifted from the path of
an onrushing Ork horde by the timely arrival of a Valkyrie,
have nothing but praise for these versatile craft.

‘ rArmour1
BS F S R HP
31212 10 3
12,10 3

‘ Vendeta

UNITTYPE: Vehicle (Flyer, Hover, Transport).

‘WARGEAR: .
Valleyrie: Multi-laser, two hellstrike missiles (pg 64),
extra armour, searchlight.

Vendetta: Three twin-linked lascannons,
extra armour, searchlight.

TRANSPORT:

Transport Capacity: Twelve models.

Fire Points: None.

Access Points: Valkyrics and Vendettas have one Access
Point on each side of the hull and one at the rear,

SPECIAL RULES:
Grav Chute Insertion: If a Valkyrie or Vendetta has moved:
more than 6", passengers may still disembark, but they
must do so as follows, Nominate any point over which
the Valkyrie or Vendetta moved that turn and deploy the
unit as if it were decp striking onto that point. If the unit
ters, every model must immediately take a Dangerous
Terrain test. If any of the models cannot be deployed, the:
unit is destroyed




RAZORWING
]ETFIGHTERS
L R O _A)q

fighters scream into realspace alongside
i raiding parties. Exceptionally sleck and
e, they descend upon their focs with the speed
of a murderous thought; by the time the enemy realises
ey arc under attack, the weapons of the Razorwings are
*tcaring through their ranks. Artillery batteries and
nfantry can pose  significant threat to Dark Eldar
Faiding parties, s0 it is the task of the Razorwings to destroy
foes before they can fight back. Piloted with vicious
¢ veterans of the Reaver arenas, Razorwings excel
¢ slaughter of ground-based targets, leaving litde but
ed offal to mark where their victims once stood.

ang J¢

rArmour
BS F S R HP
orving Jetfighter 410 10 10 3 2|
TYPE: Vehicle (Flyer).

RGEAR: Two dark lances,
four monoscythe missiles (pg 65), twin-linked splinter rifle.

JALRULES: Night Vision, Supersonic.

Though the _Dark Eldar consider the Voidraven Bomber
{10be the ultimate in heavy weapons deployment, it is sull
Sapable of outstripping even the most agile fighter craft
.‘> fn_nzpcqum with case. The Voidraven shares many

ties with the Razorving Jetfighter, having distinctive
:nﬁufs and comparable aerodynamic design, but it
i larger and more deadly payload than its smaller
- the dreaded void mine.

; ¢ 1 pod housing a
2 n:i\;ch,hkc that upon a Reaver’s jetbike, surrounded
5 I A)ologmphs and crosshair runes. From this
ml:ltrd cocoon the Voidraven's gunner will
lhekaaso usillades from the craft’s void lances.
S :Wlnkgjclﬁghm‘r, whose pilots rejoice in
. moungu Zc -boom of its passage, the Voidraven
S N}Q)cx sonic dampers that completely
A k: its. cngmc‘s, Often, the first an enemy
e 0w of a Voidraven's presence is when
2 rubyered light sear great scars into whatever
i l;y'!hey might have employed against it. And
o is, q:c void lance is not the most feared or
¢ Voidraven Bomber's weapons.

Once the gunner has ensured that he can work without
interruption, he will deploy the craft’s void mine. This
detonates not one but two warheads, one a spht second
before the other. The first merely establishes a sphere of
force, a bubble in reality that protects everything outside.
The second contains a particle of purest darklight, released
from its containment field by the primary detonation

The effects of introducing even a tiny amount of darklight
into realspace are catastrophic Were it not for the force
sphere established by the primary detonation, the resultant
end and foc alike. Instead,
rackling sphere is annihilated
d out of the earth

implosion would destroy fri
anything trapped inside the cr
“AIl that 1s left is a smoking crater scoope

and the contrails of the rapidly disappearing Voidraven

rArmour’
BS F S R HP
Voidraven Bomber 4 1111 10 3

UNITTYPE: Vehicle (Flyer)-
WARGEAR: Two void lances (p§ 66), void mine (pg 60«

SPECIAL RULES: Night Vision, Supersonic:

|
l
i
|
1
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|
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Doom Scythes are heralds of terror and dismay, supersonic
fighter craft that range far ahead of a Necron invasion
Unlike many of the forces employed by the Necrons,
Doom Scythes can, and often do, function in a highly
independent manner. Much of the craft’s superstructure
houses datastacks that are heavily laden with strike plans,
stratagems, evasion patterns and tactical variants. When
faced with a situation outside of known parameters, the
pilot can sift through and retricve the correct response
from these datastacks. Thanks to the ruthless precision of
his android brain, the pilot can simulate billions of possible
strategies in the span of a few nanoscconds

|

{d

i
Doom Scythes are often deployed to sap the resolve from
the enemy before the battle proper begins, for their

| presence induces an almost irrational tervor in the minds

’ of living creatures. The Doom Scythe’s primary propulsion
system is a scaled up and augmented version of the

l dimensional repulsor drive employed on Tomb Blades

1

{

On those smaller craft, the whine of the drive is picrcing
and discomforung On a Doom Scythe, the scale and
amplitude of the sound is many hundreds of times greater;
it resonates deep within the primitive core of living brains,
playing havoc with memory, perception and sanity. Victims
collapse into catatonia, slump into slackjawed vacuity and

Doowm SCYTHES

AR ne .

suffer hallucinations of their dead comrades returned 1o
worm-caten life. Tt is little wonder that entire armies of
battle-tested veterans have been known to throw down their
weapons and flee ata Doom Scythe’s onset, or else gouge
out their own eyes in futile attempts to stem the images

seratching at their senses

Should the enemy be foolish enough to not yield after

the Doom Scythe’s first pass, its pilot will unleash the full
fury of his craft's firepower. Tesla destructors explode into
life, raking the batleficld with arcs of eldritch lightning,
instantly incinerating any infantry not cowering in cover.
Armoured targets can perhaps weather this sizzling storm,
bu they cannot hope to stand against the fury of the Doom
Scythe’s main weapon - the aptly named and rightly feared
death ray

There is seldom any warning before the death ray strikes,
for any sound it makes is lost under the wailing of the
Doom Scythe’s engines. A particularly alert foe might
recognise the nimbus of encrgy building up around the
focussing crystal, or perhaps feel the abrupt change in air
pressure, but few recognise the significance in time. The
nimbus pulscs one final time and a beam of blinding white
light bursts from the Doom Scythe’s underside, vaporising
infantry and tanks alike, leaving only charred and rutted
terrain i its wake. A single Doom Scythe can carve its way
through an entire armoured column so long as its death
ray remains operational, and a full squadron can reduce
the sprawling spires of a hive city to fulminating slag in less
than an hour

rArmourl
BS F S R HP
4 W11 11011683

Doom Scythe

UNIT TYPE: Vehicle (Flyer).
‘WARGEAR: Death ray (pg 64), twin-linked tesla destructor.

SPECIAL RULES: Living Metal, Supersonic.

GUARDIANS OF THE TOMB

As the Orks poured up the obsidian steps of Khamatek, the Doom.
Scythes struck. Black, scintillant sands stuiced from gleaming
Juulls as the craft rose from submerged hiding places. Repulsor
drives lit with a howl, and the Doom Scythes converged upon the
greenskin horde. Tesla blasts hurled Orks through the air; flesh
blackening as they bumed alive. A tund glare lit the steps as the
swooping craft unleashed their death rays. In moments, the Ork
offensive had collapsed into a horrified out.




St i the Necrons’favoured 0ol o inasion,
1t of the Doom S¢y the that surrenders some of the

s heaviest weaponry wour of a Emup transport
This is not to say that the Night Scythe 1s in any

}"wmnm _ quite the opposite. With its underslung

destructor, and the nerve-shredding shriek of its

s the Night Scythe i stll a formidable fighter craft

a h out his hand and reclaim
of the sundered planets, his first wave of attack
sably ncludes a leet of Night Scythes. Manocusrable

0 evade incoming fire from orbital defence
forms and swift enough to outpace mustering
ders, Night Scythes can ghost through a defence
eter to deploy invasion forces directly at the heart
Pkey enemy installatons and strategic locations. Once
foothold has been established, coordinates are relayed
the main army, cnabling Monoliths and other forces to
leport into position and the invasion to begin

defen

like the armoured carriers employed by other races,

* the Night Scythe does not have a transport compartment

as such, Instead, it deploys troops by means of a captive
hole whose far end is anchored on a distant Tomb

NIGHT ScyTHES
v 9

[ DEATH rroM THE Sies

World. Though this s less flexibl
eternity gate, it does allow the N,
conventional transport vehicles without jeopardising ite
assigned squad: if the Night Seythe is destroyed, 15 ol 1
squad s simply isolated from the by fme
means of deployment can be est

e than the Monolith’s
ight Scythe o mimic more

attle untl an alternate
ablished.

Night Scythes are often employed as fa

ar-ranging scout ships,
tsked with making d i

contact with other Tomb Worlds or
searching out lost Necron planets suitable for recl
On worlds where the interlopers

amation
are either few in number
or primitive in nawre, the Night Scythe spearhicads 1
ruthless subjugation. On worlds where other life forms
have taken strong root, the pilot clandestinely performs
probes and biopsies of the inhabitants, scarching for clucs
1o identify the inhabiting race’s suitability for apotheosis
Such tests are long and exhaustive, and the pilot must often
dissect entire townships to harvest sufficient data. On a
particularly promising planct, the Night Scythe’s pilot may
cven wansport living samples back to its Tomb World for
further inspection by Crypteks. Most such subjects do not
survive the scientific method, but a few are returned
their homes, implanted with mindshackle scarabs or other
control mechanisms, functioning as unsuspecting spies and
saboteurs who will pave the way for imminent invasion

{ rArmour1
BS F S RHP
Night Scythe £ 111011 3

UNIT TYPE: Vehicle (Flyer, Transport).

'WARGEAR: Twin-linked tesla destructor.

TRANSPORT:

Transport Capaci Night Scythe can also
carry Jump Infantry and Jetbikes. If the Night Scythe is

\c embarked unit suffers no damage, but is not
, and instead enters Reserve (when

destroyed, t
allowed 1o disembark
they arrive, they cannot Deep Strike)

Fire Points: None

Access Points: Treat the wormhole gatcvay on the
N S e as eSS nt.

underside of the Night Scythe as its Access Poir

SPECIAL RULES: Living Metal, Supersonic:

Invas 5 at beg: ovement phase
i ams: ¢ that begins 1ts Mover
nvasion Beams: A unil : Al
e ythe can disembark before or
a Night Scythe can disen

mbarked upon a Nig| Leloicon
after the \-d:xclv has moved (including pivoung olu xu 1\‘]‘] of
d‘u ) so long as the vehicle has nov moved more than 36
elc. 2 Jio%
If the Night Scythe moves mor than

24" in the same urm,
\ fire Snap Shots
e disembarking unit can only fire Snap

i

i
[




DAKKAJETS

The Dakkajet is a blur of colour and noisc amidst the consider using another's design without making a few
smoke and clamour above a baule. Propelled by a single ‘improvements'. No matter the different designs, dents
massive jet engine, it roars through the sky, guns blazing a and odd fixing, all Dakkajcts carry countless thousands of
near-constant stream of bullets as the pilot laughs manically  rounds of ammunition. Once they've opened fire, Orks

to himself. tend to keep shooting until their guns overheat or run out

of ammo — doubly 50 if their veins are running thick with
Dakkajet pilots believe firmly in quantity over quality when Waaagh! fever,
|© it comes to their armament, and commonly bolt as many
big shootas as possible to their aircraft. This makes Dakkajet  There are a few rare individuals amongst Dakkajet pilots
\ pilots unusually effective shots; with so many bullets fired, who are a true cut above their erstwhile peers. These fighta
}  some are bound to hit the target. However, the Dakkajet aces, often called flybosses, are veterans of scores of sortics
i also excels as a ground-attack plane, assuming the target is and hundreds of successful dogfights (and no small amount
something good an’ squishy, like ‘umies. Indeed, the only of mechanical failures besides). Flybosses celebrate their
thing that cheers an Ork pilot more than watching the success with lofty ttles, such as ‘da Krimson Barun', ‘da
bulletriddled and smoking wreckage of an cnemy aircraft Sky Shredda’ and *da Blue Mek'. To Ork pilots, they are
| tumble from the sky, is watching an infantry formation true heroes, well-deserving of their oudandish and self-
scatter and flee as the hail of shoota-fire ploughs bloody appointed titles. To other Orks, who prefer to smash ‘umies
' furrows through their ranks face-to-face, and with both feet on the ground, the flybosses
are simply the maddest of a particularly crazed breed.
From the outside, Dakkajets share many common features
- not least the Orky disdain for the laws of acrodynamics
and mind-boggling defiance of lift/thrust ratios. Under rArmour1
the hammered and welded exterior, however, things are BS F S R HP
i quite different from jet to jet. Here, no two Dakkajets are Dakkajet 2 1010 10 38
precisely the same, as no Mek worth his teeth would ever

UNIT TYPE: Vehicle (Fiyer).

‘WARGEAR: Two twin-linked supa shootas (pg 65).
SPECIAL RULES: Strafing Run, Supersonic.
Waaagh! Plane: During a turn in which a Waaagh! is

called, this model’s Assault weapons fire twice as many
shots as normal.

UPGRADE:
Flyboss: When shooting at Flyers, Jetbikes, Skimmers, or
Zooming Flying Monstrous Creatures, a Dakkajet with
the Flyboss upgrade is treated as being Ballistic Skill 3.

GIVE 'EM SOME DAKKA!
Razblag hauled at his steerin’ stikk, his Dakkajet screaming
under an ancient, cyclopean archway. The Necron tomb lay
dead-ahead, Skrag’ ladz streaming down its steps as they fled.
the altacking Necron fighters. Sighting on the nearest enemy
craft, Razblag squeezed hus triggers. Muz=le-flare strobed the
Ork’s cockpit as @ wall of bullets hammered his victim out of the
sky. Barrelling into the midst of the scattering Necron craftona
dirty plume of smoke, the Fiyboss bellowed with laughter as his.
target detonated amd the fleeing Orks below. This was the Ufel |
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BURNA-BOMMERS
—

o fire - almost as much as they love fightin’, Tt
ercfore, inevitable thata Mek would attach canisters
um to a bommer — creating the first Burna-
en the enemy is suitably bunched up do

hommers drop their fiery payloads from as low an
s possible, alloving the pilot to yell abuse directly

: enemy. Such antics aren’t without their hazards; it i1s
ancommon for them to return to base with a scorched
rearriage or the remains of an enemy in the fusclage

rArmourl
BS F S R HP
2 10 10 10 3

TYPE: Vehicle (Flyer).

| WARGEAR: Twindinked big shoota,
sindinked supa shoota (pg 65), two burna bombs (pg 64).

RULES: Supersonic, Waaagh! Plane (pg 62).

t Gunner: Shots with this weapon are resolved at BS 3

e /»Jq
X

Otk pilots consider trajectories, wind speeds, parabolas and
the like to be dead boring. So, Blitza-bommers ‘aim’ their
bombs by diving at their targets. The pilot’s well-known
addiction to speed comes into play here and, as every flyboy
knows, you go faster when plummeting downwards. Some
atall, or come so close to

forget to pull out of their dives
the ground that they clip the targe
Only at the last possible moment s
and the pilot pulls up out of the dive. Each Blitzabomumer
hounts a pair of supa shootas with a Grot gunner so

after he's dropped his payload

L with the undercarriage
¢ bomb grot thrown

also m
the pilot docsn’t get bored

AR S B |
rArmour ‘
BS F S R HP
Bliza-bommer 2 10 10 10 3
o R e G e

UNITTYPE: Vehicle (Flyer).
WARGEAR: Big shoota, twininked supa shoota (pg 05),
two boom bombs (pg 65)-

above), Supersonic,

SPECIAL RULES: Grot Gunner (see
Waaagh! Plane (pg 62):

R oy et



|
Profiles for the following ranged weapons are listed |
on the reference page (pg 72). Their full rules can be |
found in the Warhammer 40,000 rulebook or the ‘
relevant codex. ‘

Assault cannon

Big shoota

Dark lance
Disintegrator cannon
Heavy bolter
Hurricane bolter

Mulu-laser

Mulu-melta

Plasma cannon |

Splinter cannon |

Splinter rifle |

Tesh destructor |
|

S e e

| Lascannon Typhoon missile launcher
LR S S AN T i |
BLOODSTRIKE MISSILES

The missiles of Blood Angels Stormravens have a two-stage solid
Juel booster designed lo deliver a punishing blow to an enems tank

Range s AP Type
72" 8 1 Heavy 1, One use only
Burna Bowms*

When these weighty Ork bombs explode they blanket vast swathes of
the battleficld in burning promethium.

Range s AP Type
5 5 1 Heav T, Bomb,
Large Blast,
Ignores Cover,
l One usc only
] Bomb: The rules for Bombing runs are found in the

Warhammer 40,000 rulcbook
*Ths 15 a flamer weapon (see the Warhammer 40,000 rulebook).
DeatH Ray

The Death Ray that hangs beneath a Doom Scythe annihlates its
victims in @ beam of pure, prerang hight.

Range s AP
12" (special) 10 1

Type
Heavy 1, Ray

battlefield anywhere within the weapon’s range, then
nominate a sccond point within 3D6" of the first. Then
draw a straight line (considered to be Imm wide) betw
the two points. Fvery unit (friendly or cnemy, but excluding
Zooming Flyers and Swooping Flying Monstrous Creatures)
undemeath the line suffers a number of hits equal 1o the
number of models underncath the line in that unit. If the
vehicle’s other weaponry is fired in the same shooting phase,
itmust be fired at one of the units hit by the death ray

‘Mﬁ‘?—ﬂ‘ et

|
I Ray: To fire the death ray, nominate a point on the
il
}
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HELLFURY MISSILES
Hellfury missiles are packed with incendiary sulmunitions to drive
eneny troops from cover ahead of an Imperial Guard assault

Range £ AP Type
o 1 5 Heavy 1, Ignores Cover,
Large Blast, One use only
HELLSTRIKE MISSILES

The standard armament of many Imperial Navy aircraft, these
missiles combine a solid fuuel core with an explosive payload.

Range s AP Type
72" 8 3 Ordnance I,
One use only

IMPLOSION MisSILES

Implosion missiles, exclusrvely wielded by Voidraven Bombers, emit
a field of molecular dissonance which instantly collapses its victims
in upon themselves, leaving only a scorched sithouette.

Range s AP
48" - 2

Type
Assault 1, Blast,
Implosion, One use only

Implosion: Determine hits caused by an implosion missile
as normal for a Blast weapon. The unit takes a number of
Wounds tests (use their profile, not their current number
of Wounds) equal to the number of models at least partially
under the blast marker. For each failed test, a model
(determined as for a normal shooting attack) suffers Instant
Death regardless of their Toughness. Cover saves and
invulnerable saves may be taken as normal. Vehicles are
unaffected by implosion missiles

MINDSTRIKE MISSILES
The mindstrike missiles emplayed by the Grey Knights contain
clusters of psi-reactive muntions,

Range s AP
72 1 5

Type
Fleavy 1, Blast, Psishock,
One use only

Psi-shock: Any Psyker hit by a mindstrike missile incurs
Perils of the Warp in addition to any other effects.



~m are crude and unsubtle; a perfect match for

s they hang beneath. The trick for deploying
nq)‘aﬁudy, as any flyboy will explain, s getting
at's mgombh' 1o miss.

Type

Heavy 1, Armourbane,
Blast,

Skreamin’ Descent,
One use only

8 in® Descent: During the Blitza-bommer’s

| Movement phase, it may drop one boom bomb. To

& stop the Burna-bommer 1" in front of its target,
1 2D and consult the table below. If it survives the
\reamin’ Descent, it can complete its move, A Blitza-
mer cannot drop a boom bomb and move Flat
| Qutin the same trn. A Blitza-bommer that dropped a
= B Jom bomb counts as having already fired one weapon
| s following Shooting phase, however; any additional
sweapans it fires that tum can choose a different target
| (o that of the boom bomb.

s

2 Faster! Waaagh! Uh oh... No bomb is dropped
" The Blizabommer smashes into the ground
and 1s Wrecked (see Crash and Burn in the
Warhammer 40,000 rulebook).

Zogging *eck! The pilot manages to pull up,
dipping his target. No bomb is dropped.

Instead, the bommer and its target cach suffer a
single Strength 9, AP2 hit.

* 59 Justlike dis! Centre the small blast marker
over any model in the target unit and scatter it
D% Any model (excluding the Blitza-bommer
aself) at least partially under the blast marker’s
final position takes one hit, resolved using the
profile above.

Dakka-Dakka-Boom! The Blitza-bommer not
onlydrops a bomb on the target (resolved as
Just like dis', aboye) but also makes an out-of-
S€quence shooting attack against the target with
I8 supa shootas! Any unit that suffers one or
#nore unsaved Wounds from the bomb or the
Spa shootas must immediately take a Pinning
f65L Note that it is pemmitted to shoot its supa
Sh60ts again during the Shooting phase and it
| Sntarget a different unit.

e a
g e e e e q

R DEATH FRoM Ti4E Sy

I;IIlonoscm»uE MissiLes
z '1‘1'( ;v;inla,zvdme arnament of the Razorwing  Jelfighter, monsscythe
S produce a planar blast that decaps o :

lale
enough to be caught by the pilol's cros m,.’., m’y:,ihw e

R:ggv s AP Type
6 5 Assault 1, Large Blast, i
One usconly i
Mutripie Rocker Pop i

The multsple vocket pods b
Is borne by some Valkyne A
contain a cluster of 2 ey

short-fused super-frag miss
s iles which ai ~
in a salvo i

Range s AP Ty
21" 4 6 Heavy 1, Large Blast

NECROTOXIN MissILEs

At the heart of a Dark Eldar necrotoxin missile is a large reservoir

of virulent neuropotsons. When the missile explodes, it splinters

into knife-like shands of jagged shrapmel, each of which carries thick

gobbets of its deadly payload.

Range s AP Type
18" X 5 Assaull 1, Large Blast,
Poisoned (2+), Pinning,
One use only

SHATTERFIELD MISSILES

This cruel missile, often glimpsed beneath the wings of Razoruwing
Jetfighters, has two separale cores: on impact, the first sucks aivay
all warmth, turning those caught within its blast into brittle
statues, only to be shattered mlo frozen pieces by the percussive  force
of the second.

Range s AP Type
8" 7 5 Assault 1, Large BIast,

Shred, One use only.

SKYHAMMER MISSILE LAUNCHER

The volleys of missiles fired by skyhammer missile launchers are
perfect for turning armoured velicles nto smoking scrap metal,
allowing Stormtalons so armed to wreak havoe against enemy
taniks, softening up the pposition for the meuitable advance of the
Adeptus Astartes

50" 7 1 Heavy 3

SKORCHA MISSILES™

These ‘fie and fegit” rokkits cor
before exploding into great balls 0
unlucky enough to be hit by then.

s AP Type
Rz‘;“';e 5 71 Heaw 1, Blast,
& Ignores Gover,
One use only.

screw wnldly toweands ther targets
of flame, incinerating anyone

|
v
|
i
|
|
l.
i

*This is a flamer weapon (see the Warhammer 40,000 rulebook).
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STORMSTRIKE MISSILE
When this missiles detonates, it leaves its victims reeling and dazed.

VEHICLE EOUIPMENT

Rules for the following wargear can be found in the

s AP Type 40,000 rulebook or the relevant codex.
s 2 Heavy 1, Concussive,
One use only Extra armour Night shields
Flickerficld Psybolt ammunition
SupPA SHOOTA Red paint job Teleport homer
These raucous shootas provide all the dakka a fiybay could wish for Scarchlight Tuesilver armour
Locator Beacon Warp stabilisation field
©  Range s AP Type S
| & 30° 3 4 Assaul
CERAMITE PLATING
‘ Voip Lance Used to clad the hulls of many Space Marine craft, from the mighty
| Voud lances fire pulses of eldritch energy from beyond the webwvay Thunderhawk Gunship to the agile Stormtalon, these multi-layered
i plates are thrice blessed by the Chapter’s Techmarines and anotnted
Range S AP Type with the seven sacred unguents of thermic warding to protect
36" 9 2 Assault I, Lance against the extreme conditions engendered by orbutal re-entry. Such
precautions also serve to thwart the fury of many of the energy
| Vom MINE weapons employed by the enemies of the Champions of Mankind:
, by absorbing and dispersing even the mast extreme temperatures
and microwave emissions, this ablattve plate allows the aweraft of
] Range S AP Type the Adeptus Astartes to shrug off fire which would enpple many
- 9 2 Assault 1, Blast, Bomb, Imperial tanks in seconds
{ Lance, One use only

Bomb: The rules for Bombing Runs are found in the
Wakammer 40,000 rulebook

Melta weapons do not roll an extra D6 armour penetration
when shooting this vehicle at half range or less.
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The Flyers in this scction may only be included in detachme:

ﬁ' Space Marincs

r;‘? Blood Angels

£11 | Grey Knights

Black Templars

icons in their profile. The force organisation choice they occupy is also listed in the profiles, next to the names of the units,

LisT

)

Y

nts chosen from the associated codex(es), as indicated by the

%7 Dark Eldar

P o
{ﬁ- Necrons

e A = P R
J({.‘ [ T8¢ STORMRAVEN GUNSHIP (Heavy Support) 200 Points
{ . A FArmour
i | BS F S R HP Unit Type Unit Composition Page
25 ! Stormraven Gunship 4 12 1212 8 Vehiele (Flyer, Hover, nsport)  Stormraven Gunship
Wargear: Special Rules: Options:
| * Twin-linked assault cannon * Assault Vehicle * Replace twin-linked assault cannon with one of the following:
| Twindinked heavy bolier * Pouer of the Machine Spirit - wininked plasma cannon free
* Four stormstrike missiles * Skies of Fury ~twin-hinked lascannon 5
* Ceramite plating * Replace wwin-inked heavy bolier with one of the following:
Transport Capacity: - win-inked mult-melta free
* Twelve modcls and/or - typhoon missile launcher 25 pis
onc Dreadnought « May take a pair of side sponsons with hurricane balters ... 30 pis
* May take any of the following:
R - Scarchlight o dpt

Grey Knights Stormraven Gunship

# Stormravens in detachments chosen from Codex. Grey

| Knsghts are Fast Attack and must replace their stormstrike

| missiles with mindstrike missiles (pg 64). Additionally, they
have The Aegis and Psychic Pilot special rul
psychic power Fortitudz, at an additional cost of 5 points
They may also take additional options, as listed in Codex. Grey
Knights. They otherwise follow all of the rules listed above

. as well as the

tra armour
Locator beacon

@' Blood Angels Stormraven Gunshi,
Stormravens in detachments chosen from Codex: Blood
Angels must replace their stormstrike missiles with bloodstrike
missiles (pg 64) for free. They otherwise follow all of the
rules listed above

E

[3f) STORMTALON GUNSHIP (Fist Attack)

110 Points

Page
57

Unit Type
Vehicle (Fly

Unit Composition
1 Stormtalon Gunship

rArmour
| BS F S R HP
1S\um]mlon Gunship 4 111111 2
§ Wargear: Special Rules:

* Twininked assault cannon
* Twindinked heavy bolter
* Ceramite pla

ort Craft
* Strafing Run

Options:
* May exchange twin-inked heavy bolter for one of
the following
- Skyhammer missile launcher
- Twin-linked lascannon
- Typhoon missile launcher.



FArmour
BS F S R HP
3 12 1210 3

Special Rules:
B * Gray Chute Insertion
hellstrike mussiles
xira armour

light

Transport Capacity:

* Twelye models

.
ALKYRIEASSAULT CARRIER SQUADRON (Fist Attack) S s

100 Points
Unit Type i
J Unit Compositi
Vehicle (Flyer, Hover, Transport) 1 Valkgge, - rm;m
Lo i S : o
Options:
* The squadron may include up to two
additional Valkyries 100 pts /model

* Any Valkyric may replace its mulii,
with a lascannon

ascr
15 pis/model ® "¢
* Any Valkyric may exchange both of its hellstrike {
missiles for o multiple rocket pods
* Any Valkyrie may take a pair of sponsons
with heavy bolters :

30 pts/model

* Grav Chute Insertion

Transport Capaci
* Twelve models

10 pts/model
sx VENDETTA GUNSHIP SQUADRON (Fast Attack) 130 Points |
a‘ TArmour’ i
BS F S R HP Unit Type Unit Composition Page |
3121210 3 Vehicle (Flyer, Hover, Transport) 1 Vendetta 58 f

Special Rules: Options:

« The squadron may include up to two
additional Vendetas : 130 pts/model
* Any Vendetia may exchange two twin-inked
Tascannons for two hellfury missiles Sre
* Any Vendetta may take a pair of sponsons

with heavy bolters 10 pts/model




DEATH FROM THE SKIES

%RAZORW]NG JETFIGHTER (Heavy Support)

145 points:

* Two dark lances
* Four monoscythe missiles
« TwinJinked splinter rifle

* Night Vision
 Supersonic

rArmourl

BS F S R HP Unit Type Unit Composition Page
Razorwing 4 10 1010 3 Vehicle (Flyer) 1 Razorwing Jetfighter 59
Wargear: Special Rules: Options:

« May replace both dark lances with disintegrator cannons. . free
« May replace twin-inked splinter rifle

with a splinter cannon . cusoniinsnnl OB
fay replace any morioscythe missile with
- Necrotoxin missile
- Shatterfield missile
c any of the following
- Night shields

... 5 pls each
15 pls each

- Flickerfield
if VOIDRAVEN BOMBER (Heavy Support) 145 points
‘ rArmourl
BSF S R HP Unit Type Unit Composition Page
J\oldr\\cn 4111110 3 Vehicle (Flyer) 1 Voidraven Bomber 59 £
} Wargear: Special Rules: Options: it
| «Twovoid lances * Night Vision * Take up to four missiles, of any of the following types:
* One void mine * Supersonic -Monoscythe missiles 10 pis each
- Necrotoxin missiles 10 pts each
Shatterfield missiles. 10 pts each
- Implosion missiles .. 30 pts cach
* Take any of the (ullomng
- Night shiclds . 10pis
- Flickerfield 10 pts
| ;§ DOOM SCYTHE (Heavy Support) 175 Points
\ i rArmour
BSF S R HP Unit Type Unit Composition Page
Doom Scythe 4111111 3 Vehicld (Flyer) 1 Doom Scythe 60

Wargear:
* Death ra
* Twin-linked tesla destructor

Special Rules:
« Living Metal
* Supersonic

[ | NIGHT SCYTHE (Dedicated Trnsport)

Unit Type
Vehicle (Flyer, Transport)

100 Points

Unit Composition
1 Night Scythe

rArmourl
BS F S R HP
Night Scythe 4111111 3
Wargear: Special Rules:

* Twindinked tesla destructor s Living Metal
* Supersonic
* Invasion Beams

Transport Capacity:

* 15 models




JET(RstAtack)

FArmour
BS F S R HP
2 101010 3

Special Rules:
« Strafing Run

* Supersonic

* Waaagh! Plane

Unit Type
Vehiclé (Flyer)

Unit Composition
1 Dakkajet

Options:

* May take an addidional twininked supa shoata
fay take red paint job

* May upgrade the pilot to a Fiyboss

10pts

" BURNA-BOMMER (Fsst Attck)

FArmour
BSF S R HP
2 10 1010 3

Special Rules:
* Grot Gunner
* Supersonic

« Waaagh! Plane

yargear:

Tanlinked big shoota
Twin-linked supa shoota
#Tiwo buma bombs.

125 Points

|
|
\
Page |
63 |

Unit Type
Vehicle (Flyer)

Unit Composition
1 Burna-bommer

Options:
* May take up 10 six skorcha missiles 10 pts cach
A 5 pis

;} BLITZA-BOMMER (Fast Attack)

S
135 Points (
FArmour
BSF S R HP Unit Type Unit Composition Page |
2101010 3 Vehicle (Flyer) 1 Bliza-bommer 63 |
Special Rules: Options: 3
Bigshoa * Grot Gunner * May take red paint job 5 pts

Twindinked supa shoota * Supersonic

* Waaagh! Plane

10 pts
5 pts




VEHICLES
FArmourl

. REFERENCE __

UNITTYPES
¥1, Hover = H, Transport =T

BS F S R HP UnitType Pg
Burna-bommer 2 101010 3 63 —_—
Blitzabommer 2101010 3 noo6s |
Dakkajet 2 101010 3 62 | A man may die yet still endore i€ his work enters the greater work. Time is
Doom Seythe 4003 060 carricd upon a current incepted by forgotten deeds. Eveats of great momeat
Night Scythe 4 111111 3 BT 6l | st but he colmitionof 1 inge carfully plced thought. Asall e muse
Razoring Jehghtee T A 10110710773 FI 70759 | ok progenites obscured by the pist. so we ms endure the preseat hat
Stormraven Gunship 4 121212 3 F,H,T 56 | those who come after may continue the greater work.
SRR R p A T O R B 7 |
Valkyrie 3 121210 3 F,HT 58 | - The Chime of Eons,
Vendens 3121271008 FLH,T 58 | Garba Mojaro Prefectus of Adeptus Mechanicus
Voidraven Bomber 4 111110 3 . 59 A —
RANGED WEAPONS '
Range S AP Type Range S AP Type i
Assault cannon "~ 6 4 Heavy 4, Rending Multple rocketpod 24" 4 6 Heawl, l -
Big shoota 58 sault 3 Large Blast 4 P
Bloodstrike missilc 72 8 1 Heawl, Necrotoxin missile 48" X 5 Assaultl, !
One use only Large Blast,
Boom bomb. special 7 4 Heny 1, Poisoned (2+),
Armourbane, Blast, Pinning,
Skreamin’ Descent, One use only
One use only Plasma cannon 36" 7 2 Heawl,Blast,
Burna bomb - 5 4 Heavl, Bomb, Gets Hot
Large Blast, Shatterfield missile 48" 77 < Assaultl,
Ignores Cover, Large Blast,
One use only Shred,
Dark lance 36° 8 2 Heawl, Lance One use only
Death ray special 10 1 Heawy I, Ray Skorcha missile 24" 5 4 Heayl,Blast,
Disintegrator cannon ~ 36° 5 2 Heay3 Ignores Cover,
Heavy bolter 36" 5 4 Heavy3 One use only
Hellfury missile 72045 Heawl, Skyhammer missile
Ignores Cover, launcher 7 4 Heaws3 A
Large Blast, Splinter cannon 36" X 5 Asaultdor i |
One use only Heavy 6,
Hellstrike missile 72" 8 3  Ordnancel, Poisoned (4+) ‘
One use only Splinter rifle 24" X 5 RapidFire, ]
Tmplasion missile 48" -2 Asaultl, Blast, Poisoned (4+) Lk
Implosion, Stormstrike missiles 7' 8 2 Heayl, ]
One use only Concussive, ‘
Lascannon 48" 9 2 Heawl One use only ' '
Mindstike missile 7245 Heaw I, Blast, Supa shoota 307 6 4 Asaults i o
Psishock, Tesla destructor 24" 7 - Asaulth A Teda o
One use only Typhoon missile launcher . ]
Monoscythe missile 48" 6 5 Assaultl, - Frag missile 48" 4 6 Heay?2 Blast
Large Blast, - Krak missile 48" 8 3 Heaw2 |
: One use only Void lance 36" 9 2 Assaultl,Lance i ‘
Multilaser 26" 6 6 Heaws Void mine STy Assault 1, Blast, { ‘
Mult-melta 2 8 1 Heawl, Melta |
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‘WATCH THE SKIES!

Above the war-torn battlefields of the 415t Millennium,
daring pilots engage in a brutal ballet of aerial warfare.
Vendetta Gunships dogfight with Ork Dakkajets through the
roiling cloud-banks. Space Marine Stormravens roar through
enemy fire to deploy valiant warriors straight into the blood-
soaked heart of bartle. Dark Eldar Razorwings and Necron
Doom Scythes scream low over the battlefield, unleashing
their fury upon the luckless infantry cowering below. In
countless war zones across the galaxy, aircraft take to the air

the never-ending battle for supremacy.

This compendium contains a collection of new and previously released
content that brings together all the most exciting elements of Flyers in
Warhammer 40,000.

in ever greater numbers, bringing a new and deadly aspect to

Inside you will find:

THE BATTLE FOR CARDRIM: An exciting campaign,
pitting the forces of the White Scars, Orks and Necrons
against one another in a battle to the death.

AIR WAR MISSIONS: A selection of new missions that
bring an extra edge of excitement to using Flyers in your
games of Warhammer 40,000.

BURNING SKIES: Optional extra rules for Flyers,
allowing fighter aces, special manoeuvres and deadly
dogfights into your games.

FLYER BESTIARY: Comprehensive, up-to-date wargear,
bestiary and army list entries for the Flyers available to
the Space Marines, Black Templars, Blood Angels,
Grey Knights, Imperial Guard, Dark Eldar, Necrons
and Orks codexes.

ISBN 978-1782530657 -S04 o
= A supplemjflt for %ﬂi§
2
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