Technarch Army List
Name



WS
BS
S
T
W
I
A
LD
SV
Infantry Trooper


3
4
3
3
1
3
1
8
4+

Infantry Sergeant


3
4
3
3
1
3
2
8
4+

Assault Trooper


4
3
3
3
1
3
2
8
4+

Assault Sergeant


4
3
3
3
1
3
3
8
4+

Soldier Drone


2
3
3
4
1
2
1
10
3+

Fire Drone


2
3
3
3
1
3
1
10
4+

Bike Drone


2
3
3
4
1
3
1
10
3+

Micro Drone


3
2
3
3
3
2
2
10
5+

Aero Drone


3
3
3
3
2
3
2
10
4+

Ogryn



4
3
5
5
3
2
3
6
4+

Ogryn Bone'ead


4
3
5
5
3
2
4
7
4+

Stealth Sniper


3
4
3
3
1
3
1
8
4+

Stealth Assassin


4
3
3
3
1
3
1
8
4+

Myrmidion Battlewalker

4
4
4
4
3
4
2
9
2+
Name



WS
BS
S
I
A
FA
SA
RA
HP
Arcon Walker


4
4
6
4
2
12
11
10
3

Gemini Gunship


-
4
-
-
-
12
11
10
2

Cybrez Hover Tank

-
4
-
-
-
13
12
10
3

Tornade Assault Tank

-
4
-
-
-
13
12
10
3

Aeolus Anti-Air Tank

-
4
-
-
-
12
12
10
3

Ares Destroyer Tank

-
5
-
-
-
14
13
10
4

Reaper Night Bomber

-
4
-
-
-
12
11
10
3
Technarch Armoury List
Name



Range

Strength
AP
Type
Arch Pistol


12”

6

3
Pistol, Master-Crafted

Volkite Pistol


10”

5

5
Pistol, Deflagrate

Volkite Gun


15”

5

5
Assault 2, Deflagrate

Volkite Blaster


30”

6

5
Heavy 2, Deflagrate

Volkite Cannon


45”

6

5
Heavy 4, Deflagrate

Plasma Pistol


12”

6

2
Pistol

Plasma Gun


24”

6

2
Rapid Fire

Plasma Cannon


36”

6

2
Heavy 1, 3” Blast

Plasma Blastcannon

48”

7

2
Heavy 3

Flamer



Template
5

5
Assault 1, No Cover

Heavy Flamer


Template
6

4
Heavy 1, No Cover

Fireflame Cannon

Template
7

3
Heavy 1, No Cover, Torrent

Heat Pistol


6”

8

1
Pistol, Melta

Heat Gun


12”

8

1
Assault 1, Melta

Heat Blaster


24”

8

1
Heavy 1, Melta

Heat Cannon


18”

8

1
Heavy 1, 5” Blast, Melta

Cyclic Ion Repeater

24”

7

4
Heavy 4, Rending

Pulse Cannon


48”

8

4
Heavy 2, Twin-Linked

Ray Laser


12”

6

4
Heavy 1, Tracer

Ray Lance


48”

8

2
Heavy 1, Lance

Ripper Gun


12”

5

-
Assault 3

Graviton Gun


18”

*

4
Heavy 1, 3” Blast, Graviton Pulse

Graviton Cannon


36”

*

4
Heavy 1, 5” Blast, Graviton Pulse

Needle Pistol


12”

2

5
Pistol, Poisoned 2+, Rending

Railcannon


66”

10

1
Ordnance 1, Linear

Hunter Rifle


24”

5

-
Assault 1, Warp-Overload

Sniper Rifle


36”

5

3
Heavy 1, Pinning, Rending

Microwave Emmitter 

Template
4

3
Heavy 1, Fleshbane, Torrent, Rad-Phage

EM Projector Gun

18”

1

-
Assault 1, Haywire

EM Projector Cannon

36”

1

-
Heavy 2, Haywire

Hypersonic Wave Cannon

20”

10

1
Heavy 1, Armourbane, Wrecker

Missile Launcher


Sabot


48”

8

3
Heavy 1


Shatterstorm

48”

6

5
Heavy 1, 3” Blast


Flakk


48”

7

4
Heavy 1, Skyfire
Name



Strength
AP

Type
Energy Blade


User

5

Melee

Null Rod


User

3

Melee, Instant Death (Psykers)

Needle Blade


User

-

Melee, Poisoned 2+

Infantry Equipment List
Flak-Vest Armour: 5+ Armour save
Carapace Armour: 4+ Armour save
Powered Armour: 3+ Armour save
Shield Generator: 4+ Invulnerable save
Shield Barrier: 3+ Invulnerable save
Stealthsuit: 4+ Armour save, also benefits from Stealth and Shrouded
Myrmidion Battlesuit: 2+ Armour save and 4+ Invulnerable save
Shatterstorm Grenades: Counts-as Assault Grenades during close-combat. Can also be thrown with the following profile;
Range: 8”
Strength: 6
AP: -
Type: Assault 1
Blackout Grenades: Counts-as Defensive Grenades during close-combat. When thrown during the Shooting phase (they have the standard range of 8”), all models in the target unit must pass an Initiative test, or suffer from the Blinded special rule.
EMP Grenades: Refer to “Haywire Grenades” in the Warhamer 40000 rulebook.
Fusion Bombs: Refer to “Melta Bombs” in the Warhammer 40000 rulebook.
Medjector: Confers the Feel No Pain special rule to the unit as long as the bearer remains alive.
Plasma Charge: Plasma Charges are treated as an Ordnance attack, except that the model using them may charge move on the turn that he throws it. Place the 5” blast marker as you would normally then roll to see if the charge scatters. The Plasma Charge has the following profile;
Range: 6”
Strength: 8
AP: 2
Type: Ordnance, 5” Blast, One-Shot
Null Grenades: When a unit equipped with Null Grenades launches an assault, any Daemons or Psykers in the target unit(s) are reduced to Initiativ 1 for the remainder of that phase.
Teleport Matrix: When a unit chooses to Deep Strike onto the battlefield within 6” of a model/unit equipped with this wargear, the teleporting unit will not roll for scatter.
Vehicle Equipment List
Shield Generator: 4+ Invulnerable save against ranged attacks
Reinforced Armour: Refer to “Extra Armour” in the Warhammer 40000 rulebook.
Stealth Engine: Confers both Stealth and Shrouded if the vehicle remains stationary
Vortex Beam: A vehicular weapon designed to disable powerful enemies so that other Technarch forces can destroy them more easily. It has the following profile;
Range: 24”
Strength: 3
AP: -
Type: Heavy 1, 3” Blast, Concussion, Strikedown
Thermal Plating: A vehicle equipped with this Thermal Plating is immune to the Melta rule, as well as other rules that would an additional D6 for armour penetration.
Deflagrate
· Any unsaved wounds inflicted by a weapon with this rule generate an equal number of automatic, additional hits. Any further unsaved wounds do not generate more additional hits.
Tracer
· Nominate a point on the gameboard within the vehicle's range, then nominate a second point within 3D6” of the first. Draw a line between these two points. Every unit (friend or foe) under the line suffers a number of hits equal to the number of models in the unit.
Linear
· Draw a line from the vehicle's turret to a second point at the vehicle's maximum range. Every unit under the line (friend or foe) is automatically hit. Resolve hits against those units in order from nearest the turret to the furtherest away. If at any time the shot would penetrate an enemy vehicle's armour, after resolving such a roll, reduce the Strength and AP of the shot by 1 each time this occurs. Once the shot is reduced to Strength 0 and AP-, (or whichever occurs first) it will no longer have any effect – any units still under the line at this time are unharmed.
Warp-Overload
· When a Psyker is hit by a weapon with this rule, the model suffers D3 Perils of the Warp hits, in addition to any other effects. Any failed tests caused by this rule will inflict Instant Death.
Rad-Phage
· A model which loses one or more wounds to an attack with this rule and survives has its Toughness reduced by 1 (to a minimum of 1) for the rest of the game.
Wrecker
· A weapon with this rule may re-roll failed armour penetration rolls against fortifications and immobile structures, and adds +1 to any result on the Building Damage chat. If such an attack would damage and destroy a wall section of terrain, remove that section from the gameboard (if possible).
