CODEX HABAL – Fourth Draft (6th edition)

Please remember these are just quick notes.  Most rules are heavily extended in the Codex so check the full details there.
General

Cleaned up various minor mistakes, grammar and typos (still plenty out there though)
Removed Hybrix weapon page

Remove 1 Points page

Removed Deep Rending

Rewrote all special rules

Moved Wisps to HQ slot

Moved Converts to Fast Attack slot
Added Habal Tribes (general rules) page

Added Shade Manipulations Discipline page

Added another Special Rules page

Added Wisp Aggressive/Defensive page

Added Screeching Essence special rule

Added Phased special rule

Added new wargear Enhanced Lastability

Added Screeching Essence to many Habal units.

Updated Summary

Returned Psychic Powers to Summary
Units

Hexweaver

- Able to learn Disciplines

- Silkbone reduces Strength & Toughness by 2, does not stack with other Silkbones/Wisp Weaken and the Toughness modifier does not work against --Instant Death.

- Silkbone costs 1 Warp Charge

- Shade Sap replaced with Amplified Horror

- Amplified Horror doubles the Screeching Essence range for your whole army.  In addition any enemy units within “6 of the Psyker’s unit is forced to take a morale test.

- Mastery Level 2

- Warpweaver now has a hit penalty

- No more spell purchasing

- Reduced to Ballistic Skill 5

- Reduced to Strength 3

- ShadeAura costs 30 points

- Costs 100 points

Hailman

- Shadepath can be used against Overwatch shooting in addition to combat.

- Added option for Deathtouch Coating

- Added option for Enhanced Lastability

- Added option for Trick of Sacrifice (error)

- Costs 85 points

Totem

- Totem has 3 Hull Points

- Can only learn 1 power.

- Might of Habal can reroll unsuccessful friendly unit’s morale & pinning tests within “12 range.  It also forces successful enemy units morale & pinning tests to be rerolled within “12.

- Doomsunder reduced to “24 range.

- The Statue Stands updated for new special rules

- Aura of Repel updated for 6th edition rules

- Costs 115 points

Wisps

- Shadepath can be used against Overwatch shooting in addition to combat.

- Added option for Deathtouch Coating

- Scattered Removed

- Added Light Trap to wargear

- Hollow changed to Hollow Light.  Always shoot at as normal when Night Fighting is on.

- Plantation reworked.

- Wisp Weaken moved to Aggressive special rules

- Wisp Misdirection moved to Aggressive special rules

- Wisp Beacon moved to Defensive special rules

- Wisps now has access to Aggressive or Defensive special rules.  Decide which ones you are using at the start of every player’s turn.

- Wisp Weaken rewritten to show all available stat reduction choices.

- Wisp Misdirection only affects vehicles during the enemy shooting phase on a roll of a 4+

- Wisp Beacon rewritten

- New defensive special rule added: Wisp Soil

- Wisp Soil treats within “6 of the Wisp as Natural Terrain if not touching any terrain.  Alternatively it can treat any terrain it’s in as Natural Terrain.

Attacks reduced to 0

- Available as 0-5 HQ slots that do not use up a Force Chart.  Can never be chosen as your Warlord.

Prancers

- Added a Close Combat Weapon to the wargear.
- Reduced to Weapon Skill 4.

- Option to replace Halspear for another Close Combat Weapon & Hawood Barrier for free.

- Increased maximum size to 30 Prancers.

- Costs 70 points.  7 points per model.

Maimers

- Ballistic Skill reduced to 4.

- Added option for Enhanced Lastability

- Deathtouch Coating costs 2 points per model

- Enhanced Lastability costs 2 points per model

Olisp

- Stable Controller rewritten.

- Hydra has the special rule Strikedown and reduced to AP –

- Moulden is renamed Graveil

- Can take 1 Olisp for each Tribus, Voomakers, Vinelatchers, Prancers & Maimers unit available for your army.  Each purchased Olisp must be attached to one of these units and becomes a member of the unit.  Only 1 Olisp can be attached to each unit.

- Costs 40 points

Fanma

- Blurred Threat rewritten for 6th.

Lost Caused removed

New special rule Gathering

All morale tests given to Fanma units are replaced with Pinning tests.  At the start of your movement phase roll a D6 for every Fanma member killed.  On a 5+ a new model is created for that unit, and if 25% of the causalities are, they are cured from pinning.  If a Fanma receives a morale test in combat, the unit is destroyed.

Voomakers

- Removed all Psychic power options, moved to Shade Manipulation discipline table.

- Brotherhood of Psykers special rule added

- New special rule added, Weaverprime.

- Weaverprime can use the Leadership of a Hexweaver (or Listriss/Voltress) when casting spells.  Any Perils of the Warp/Warpweaver hits caused on the Hexweaver can choose to be passed on to a randomised Voomaker of the unit.

- Ballistic skill reduced to 4.

- No spell purchasing.  Can learn 1 Discipline power.

- Costs 25 points per model (or starting price)

Tribus

- For the Hailman updated for 6th.

- Ralspear and Rawood Barrier is now 5 points per model

- Two Handed Ralspear is 10 points per model

- Deathtouch Coating is now 3 points per model

- Enhanced Lastability added to options

- Habal War Paint is 5 points per model

- Costs 90 points, or 30 points per model

Vinelatchers

- Vinelatch updated for 6th.

- Vinelatch does not affect flyers.

- Vinelatch prevents skimmers flying over them and tank shocking

- Shadepatchers are now Melta Bombs

- Weapon Skill reduced to 4.

- Removed Tankhunters

Sralts

- Roar of the Hable is now a Psychic power

- Will of the Sralt is now Strength 6 with the special rule Strikedown

- Transfer of the Warp reduced to “12 range

- Mastery Level 1

- Weapon Skill reduced to 4

- Ballistic Skill reduced to 4

- Attacks reduced to 2.

- May now take units of up to 3 models.

- Costs 110 points, or 110 points per model

Screecher

- Renamed The Screecher

- The Screecher is now a character (unique)

- Removed Shadepath from the main page.

- Removed Preferred Enemy, Hit & Run, Scatterspit & Touch of Darkness

- Added Furious Charge, Shred, Rampage, Rending and It Will not Die

- Ballistic Skill reduced to 0

- Removed 0-1

- Costs 150 points

Soul Cage

- Is NOT a flyer

- Soul Cage has 3 Hull Points

- Soul Claim cannot restore characters, needs multi restorations for multi wound models.  Maximum of 4 restorations per use.

- Cannot carry Wisps or The Screecher.

- Updated Corelight for 6th
- Removed Supersonic

- Hawood/Rawood Arc upgrades are no longer twin-linked

- Hawood/Rawood are Hull Mounted Upgrades

- Deathtouch Coating now costs 5 points

- Enhanced Lastability added to options

- Enhanced Lastability costs 5 points

Costs 60 points

Sky Cage

- Is now a Flyer type vehicle (Hover)

- Sky Cage has 3 Hull Points

- Cannot carry Wisps or The Screecher

- Removed Supersonic

- Hawood Arcs are no longer twin-linked

- Hawood Arcs are Sponson weapons

- Ballistic Spear is a Hull Mounted weapon

- Enhanced Lastability added to options

- Enhanced Lastability costs 10 points per model

- Costs 90 points, or 90 points per model

Shadowstormer

- Stormcrossing is now D6 Strength 4 AP5 with the pinning rule.

- Stormstrike increases it’s strength depending on how fast it turbo boosts.

- Stormstrike can now hit Flying Monstrous Creatures.

- Stormstrike no longer needs a Hit & Run test, auto 3D6 movement.

- Weapon Skill reduced to 4.

- Attacks reduced to 4

- Costs 90 points

Scavengers

- Changed unit type to Cavalry

- Removed Hit & Run

- Strength reduced to 3

- Two Handed Ralspear now costs 10 points per model

- Ralspear and Rawood Barrier now costs 5 points per model

- Enhanced Lastability added to options

- Enhanced Lastability costs 3 points per model

- Deathtouch Coating costs 3 points per model

- Habal War Paint costs 5 points per model

- Costs 150 points, or 50 points per model.

Converts

- Loose Targets removed

- Unstable Force, if they move normally they move up to 2D6 instead of “6.  If they use their Jump they can move up to 4D6 instead of “12.  They can run & Assault as normal, but will explode on contact

- Unstable Force explosion is Strength 4, AP D6.

- New rule add, Catastrophe Fodder/

Every member killed from this unit increases the Strength of the Unstable Force blast by 1, and increases the AP by 1 (to a minimum of 1)

- Max 5 models per unit

- All race forms have been reduced in price

- Starting cost of 10 points

Soul Light

- Soul Light has 3 Hull Points

- Unit Type changed to Heavy

- Soul Light Psychic power renamed Soul Wrath.  Remade power.

Soul Wraith is a 72 Strength 9 AP2 beam that has the Gets Hot universal special rule.

- Costs 100 points

Throwers

- Thrower has 2 Hull Point

- Unit Type changed to Heavy

- Starts with 5x Twin Linked Rawood Arcs

- May take a Twin-Linked Turret Mounted additional weapon

- Ballistic Spear costs 15 points

- Gatling Arc costs 25 points

- Ballistic Lance costs 30 points

- Deathtouch Coating costs 10 points per model

- Enhanced Lastability added to options

- Enhanced Lastability costs 10 points per model

- Costs 30 points, or 30 points per model

Prayer / Soul Light

- Removed Prayed Guidance

- Added Warpweaver to Prayer

- New rule added, Fragile Front

The Artillery model is more fragile compared to other Artilleries.  It has a Toughness of 6 and an armour save of 4+

- Soul Lamp Psychic power renamed Soul Shoot, changed for 6th
- Blast is removed (kept Barrage)

- Strike is now AP2

- Prayer’s Ballistic Skill is reduced to 4.

- Removed Soul Lamp stat from points page

Mowers

- Mower is no longer a Psyker

- Removed Warpweaver

- Force of Nature rewritten

- Heavy Matter rewritten, and renamed Size Matters (yes, really)

- Regrowth recovers a wound on a 6, and suffers a wound on a 1, which you can only use your Halcloth armour save of 5+

Hybrix

- Complete unit redesign; check the Codex for the full details.

Listriss

- Habal War Paint already included in profile

- Forced to take Amplified Horror as a bonus power

- Racloth added to wargear

- Removed Alteration

- Replaced Painbearer with Alteration (new psychic power based on old special rules)

- Staff of Nightmares subtracts 1 Leadership instead of Despair

- Staff of Nightmare is a based Ralstaff

- Mastery Level 3

- Ballistic Skill reduced to 7

- Weapon Skill reduced to 7

- Company replaced with Battle Preparations

If Listriss is taken, she can give Habal War Paint to any unit of Prancers, Maimers, Tribus, Voomakers, Vinelatchers, Scavengers, Prayers & Mowers for 2 points per model.  This does not include Olisps.

- Costs 280 points

Mandeston

- Habal War Paint already included in profile

- Ravalash is a based Two Handed Ralspear

- Ravalash also increases the wielders Strength 1 and includes the Armourbane universal special rule

- Ravalash no longer doubles wounds caused

- Scar of Remembrance is now a special rule, not wargear.

- Scar of Remembrance replaces Preferred Enemy with Hatred (Necrons)

- Temporary Legend rewritten

- Terrain Leap adds D3 additional assault range when declaring a charge.

- Force Wind replaces Pinning with Strikedown.  Increased to Strength 4, reduced to Assault 2D6

- The Two replaced with Accepted Victory.

Mandeston must challenge a character and never reject a character’s challenge.  In addition if he kills the challenger then you add D3 inflicted wounds towards your combat final score.

- The Awaited removes Fleet & Relentless.  It also Scavengers & Mowers to the list.

- Weapon Skill reduced to 8

- Ballistic Skill reduced to 8

- Costs 220 points

Voltress

- Curse Ralstaff is a based Ralstaff

- Learns Call of the Fanma as an automatic bonus power if learning from the Shadow Manipulation discipline

- The Curse Spreads adds Eternal Warrior to friendly units within “24 and removes Eternal Warrior from enemy units within “24.

- Fanma Surroundings rewritten

- Curse Corruption rewritten

- Mastery Level 2

- Ballistic Skill reduced to 6

- Strength reduced to 3

- Costs 200 points

Tak’Mah

- Added Blurred Threat to special rules

- Ya reworked

- Na reworked

- Ballistic Skill increased to 4

- Strength decreased to 2

- Costs 80 points

Trixvia

- Lightning Arc is now Strength 4, Range 24, AP4, Assault 4, Rending.

- Deathtouch Coating & Enhanced Lastability included in wargear

- The Current Enemy must target the nearest enemy unit if the D6 is a result of 2,3,4 or 5, otherwise she cannot attack this turn.

- The Moving Threat increases her and any unit’s Arc weapon attacks by 1

- Weapon Skill reduced to 7

- Ballistic Skill reduced to 7

- Costs 190 points 

Dregnard

- No longer a Psyker

- To Take, To Give reworked.  At the end of every phase, Dregnard can choose to subtract 1 wound from him or another Mower member (that doesn’t reduce it’s wound to 1) and give it to another Mower member that has lost at least 1 wound.

- Costs 120 points

Wargear

Ballistic Spear

– Is now AP2

Deathtouch Bolts

– Renamed Deathtouch Coating
- Rerolls any failed to wound results on a 1 instead of the Sniper universal special rule.

- Only works on Rawood, Hawood, Lightning and Gatling

Enhanced Lastability

- New wargear item added

- Any armour penetrating results of a 6+ cause the hit to be solved on the rear armour of the vehicle.  In addition is the vehicle is carrying passengers, then roll a D6.  On a 4+ one of the passengers takes a hit at the Strength and AP of the weapon, complete this test before moving on to the vehicle damage.

- Only works on Rawood, Hawood, Lightning and Gatling Arcs

Flamemouth

- Renamed Flamecore

- New replacement rule.

This is a close combat weapon that uses the Fleshbane & Armourbane universal special rule.

Halspear

- Halspear is now a close combat weapon with the Two-Handed universal special rule and Phased rule.

Halstaff

- Halstaff is now a Force Stave.

Hawood Arc

- Hawood is now Strength 3, AP6, Salvo 1 / 2, Phased.

Hawood Plack

- Renamed Hawood Barrier

Light Trap

- The Strength 3 AP – attack also causes the universal special rule Blind.

Matured Senses

- Weapon Skill only affects vehicles that are Walkers.

One Handed Ralspear

- Is now a Close Combat Weapon with the Rending universal special rule.

Ralstaff

-  Ralstaff is now a Force Stave with the Phased rule.

Rawood Plack

- Renamed Rawood Barrier

ShadeAura

- No longer reducts Leadership (change into Screeching Essence rule)

- Now models in base contact suffer a Strength 4 AP 5 hit with the Soul Blaze universal special rule.

Shadecloak

- Now gives a 5+ armour save and +1 to its cover saves.

Signal Corrupter

- Reduces the Reserve rolls of the enemy by 1, instead of rerolling one of them.

Spear Gatling

- Renamed Arc Gatling

It is now Range “18, Strength 3, AP6, Heavy 20, Phased

Terrorcall

- Renamed Terrorveil

- It now gives the wearer and any unit attached the universal special rule Fear.  If the character is no longer attached to the unit, they no longer have this rule.

Trick of Sacrifice

- Must be on the battlefield to use

- Rewritten.  Now it doubles the amounts of Wounds it receives from Deep Striking.  If an Olisp is attached you will receive D6 wounds instead of D3, but they will not be doubled.

Two Handed Ralspear

- This is now a Power Lance with the Rending universal special rule.  In addition it increases the bearers Strength by 1.

