Tyranids Fan Dex Part 1 6th edition
Alien Mind: If a Tyranid Character refuses a challenge, it may sill fight as normal. 
Instinctive Behaviour: There are two types of Instinctive behaviour. At the beginning of the movement phase, each unit with instinctive behaviour must take a Ld test. If the test is passed, the unit functions as normal. If it is failed, apply the effects of instinctive behaviour.
Instinctive Behaviour: “Feed”: During the movement phase, this unit must move as far as possible towards the closest enemy unit. During the assault phase, if there is an enemy unit within 6” during the assault phase, this unit must assault during the charge sub-phase.
Instinctive behaviour: “Lurk”: This Unit may not move in the movement phase, unless it ends its movement with more models in cover than it began the turn with. During the shooting phase, this unit must shoot the closest enemy unit during the shooting phase. This Unit gains the “Stealth” special Rule.
Synapse(X): Units within range of a model with this rule automatically pass all leadership tests they are required to make, and may always rally, regardless of conditions that would prevent them from rallying 
. Units within Synapse range ignore instinctive behaviour if they were in Synapse range at the beginning of the movement phase.

Some Models have variable Synapse range. This is stated by the letter U after the range in parenthesis. U is equal to the number of models in the brood. Therefore, Tyranid Warriors (With Synapse (3U)) have a Synapse range equal to 3x the number of models in the brood.

Shadow in the Warp: Enemy Psykers within this models Synapse range reduce their Ld value by 3.
Swarm: When the Tyranids battle, they fight alone, and all the forces of the galaxy are arrayed against them. However, this is no matter to a beast that can blanket the ground in bodies.


Tyranids use an altered force organization chart. They may not take allies, but their primary detatchment is modified as follows: HQ 1-2, Elites 0-4, Troops 3-7, Fast Attack 0-4, Heavy Support 0-4

Limited Sentience: When out of Synapse range, a model with this rule must shoot at the nearest enemy unit if not locked in assault. If it is armed with a weapon with the skyfire rule, it may elect to shoot at the nearest flier or flying monstrous creature instead.

Tyranid Close Combat Weaponry: Tyranids armed with multiple close combat weapons receive +1 attacks, as well as benefiting from the effects of all the close combat weapons that they are armed with. The Close Combat Weapons are:
Bonesword:
 Range: M 
S: User  
AP: 3


If a model is wounded by a model wielding a Bonesword, it must take a leadership test. If the test is failed, the model suffers instant death, regardless of its toughness. If a pair of Boneswords is wielded, the test must be taken on 3d6. A pair of Boneswords is treated as a single close combat weapon, as is a model armed with both Lash Whips and a Bonesword.
Crushing Claws: Range: M 
S: User+1  
AP: 2



Unwieldy, Armourbane, Smash
Lash whips: 
Range: M 
S: User  
AP: --

Enemy models in base contact with models wielding lash whips reduce their initiative to 1.

Rending Claws: 
Range: M 
S: User  
AP: 5

Rending

Scything talons: 
Range: M 
S: User  
AP: 5
Models with a single set of scything talons may re-roll ones in close combat. Models with two sets of scything talons may re-roll all misses in close combat.
Tyranid Ranged Weapons: 

Variable Strength and Rate of Fire: Some of the more common Tyranid ranged weapons display a wide range of adaptability, varying widely with their host creatures. As such, in their profile, their Strength is represented by the variable S, and their rate of fire by the variable X. S is equal to the host creatures unmodified Strength score, and X is equal to its unmodified attacks. Some weapons modify these variables. For example, a Venom cannon has strength S+2, meaning a Tyranid Warrior with a venom cannon fires at S6, and has 3 shots. The value in Parenthesis besides the strength score is the maximum strength allowed.

Living Ammunition: Weapons that have the Living Ammunition rule may re-roll failed rolls to wound.

Only weapons with special abilities are listed below. For the stats of other weapons, see reference sheet.

Impaler Cannon: When firing the Impaler Cannon, the firing model does not need line of sight to the target
Spore Mine Launcher: Resolve as a normal Barrage, using the stats for exploding spore mines of the type chosen. If, after rolling for scatter, there are no enemy models within 2” of the center hole of the first template, do not resolve the barrage. Instead, place a number of spore mines of the type chosen equal the number of firing models. These spore mines are placed as if arriving from deepstrike on the center hole of the template, may not be placed within 2” of an enemy model, and behave as normal for spore mines in subsequent phases of the battle.

Strangleweb: When rolling to wound with a strangleweb, treat the target models toughness as being equal to their strength score.
Thorax Swarm: A model may fire a Thorax Swarm regardless of how many other weapons it fired this turn.
Venom Cannon: Treat All Penetrating Hits against non-Open-topped vehicles caused by this weapon as glancing hits.

Biomorphs:
Acid Blood: for every unsaved wound taken by a unit with acid blood in close combat, the attacking unit must take an Initiative test. For each test failed, the attacking unit takes a wound, no armour or cover saves allowed. (Take invulnerable saves as usual.). Walkers instead take a glancing hit on a 4+. These wounds/hits count towards combat resolution.
Adrenal Glands: models with adrenal glands gain the Fleet and Furious Charge special rules, and increase their Initiative by 1 during the first round of close combat.
Bonded Exo-Skeleton: Models with this Biomorph increase their toughness by 1. 
Cable Tail: When this model vector strikes, it inflicts an additional d3 hits.

Chameleonic Scales: Models with this biomorph gain the Stealth Special rule.

Chitin Shield: Model with Chitin Shield receives a 4+ Invulnerable save

Enhanced Senses: Tyranids with enhanced senses gain +1 Ballistic Skill.

Extended Carapace: Models with Extended Carapace treat their armour saves as being 1 point better (so a 4+ becomes a 3+, while a 3+ becomes a 2+, etc.).

Feeder Tendrils: When a model equipped with feeder tendrils kills an enemy model in close combat, the models unit gains the preferred enemy special rule.
Frag Spines: This model is treated as carrying Frag Grenades.
Flesh Hooks: Models equipped with flesh hooks roll an additional die when moving/assaulting through cover, discarding the lowest result. Models armed with Flesh hooks strike at their normal initiative when assaulting through cover.

Implant Attacks: Unsaved wounds from a model with implant attacks are multiplied into 2 wounds.

Leaping: Models with the Leaping biomorph roll an additional d6 when running or assaulting and discard the lowest.
Mace Tail: If four or more enemy models are in base contact with a model with mace tail, the model may make an additional tail attack. This attack is resolved at I1 and the models S+ 1 (Maximum 10).

Regenerate: This model gains the “It will not die” special rule.
Reinforced Chitin: Models with Reinforced Chitin gain +1 wound.

Scuttlers: Models with this biomorph have the Infiltrate special rule.
Scythe Tail: If four or more enemy models are in base contact with a model with Scythe Tail, the model may make d3 additional tail attacks. These attacks are resolved at I1, and the one-half the models strength (Rounding down).

Thornback: This model gains the “Rampage” special rule.
Toxic Miasma: At the end of the assault phase, before calculating combat results, enemy models in base contact must take a toughness test. If failed, the model suffers a wound, counting towards combat results, and with saves taken as normal.

Toxin Sacks: Models with Toxin Sacks gain Poisoned (4+) on all close combat attacks.

Tusked: This model gains +2A during the turn it assaults instead of the usual +1.

Winged: Infantry models with Wings are Jump Infantry. Monstrous creatures with wings are flying monstrous creatures. Models with the Winged Biomorph may not take the extended carapace or leaping Biomorph.

Psychic Powers:

Tyranid Psykers may not take psychic powers from the main rulebook.

Aura of Despair: Warp Charge 1

 This power is used at the beginning of you shooting phase. All enemy units within 12” of this model reduce their Ld score by 1. 
Catalyst: Warp Charge 1
This Power is used during your movement phase. Target one Friendly tyranid unit within 12”. This unit gains the Feel no Pain Universal Special Rule.

Dominion: Warp Charge 1
This power is used at the beginning of your turn, before any instinctive behaviour roles are made. If successful, this creatures Synapse range is increased to 18”.

Drain Life: Warp Charge 1
This Psychic power automatically hits all friendly Tyranid units within 6” (Excluding this model). Each unit looses d3 wounds, no saves of any sort allowed. This model gains a wound for every wound lost, up to a maximum of its starting value.
Furious Attack: Warp Charge 2
This power is used at the beginning of your assault phase. One unit within 24” may make an immediate assault move, even if some other effect would normally prevent it from assaulting (e.g. having arrived from reserves or run this turn).

Hypnotic Gaze: Warp Charge 1
This power is used at the beginning of the assault phase, before any attacks are declared, but after making all assault moves. Target one enemy model in base contact with this model. Both players roll a d6 and add their Ld score to the result. If you roll higher than your opponent, the target model may not attack during this assault phase.
Living Tide: Warp Charge 1
At the beginning of your assault phase, before declaring any assaults, target one friendly Tyranid unit within 12”. This unit is treated as being armed with both Frag and Krak grenades until the start of your next turn. However, at the end of the assault phase the unit takes an additional d6 wounds, no armour or cover saves allowed.

Onslaught: Warp Charge 1
This power may be used at any point during your shooting phase. One single friendly Tyranid unit within 12” may fire it’s ranged weapon symbionts and run in the same turn. 

Paroxysm: Warp Charge 1
At the beginning of your assault phase, target one enemy unit within 12”. All models in the unit reduce their WS and BS to 1 until the end of your opponents turn. 
Psychic Scream: Warp Charge 1
This is a Psychic Shooting attack that hits all enemy units within 6”. Any unit hit must take a Ld test. Units take a number of wounds equal to the amount that the test is failed by, with no cover or armour saves allowed. 
The Horror: Warp Charge 1
This is a Psychic shooting attack that hits one enemy unit within 12”. This unit must take a Ld test or fall back. This power has no effect on models with the fearless special rule.

Warp Blast: Warp Charge 1
This is a Psychic Shooting attack with the following Profile; R24” S5 AP3 Blast.
Warp lance: Warp Charge 1
This is a Psychic Shooting attack with the following profile; R24” S10 AP1 Lance.
Hive Tyrant Special Rules
Ancient Adversary: All friendly Tyranid units within 6” of this model (Including this model) gain the preferred enemy special rule.
Hive Commander: At the beginning of the game, designate one troops unit. This unit may outflank, and gains the enhanced senses rule. In addition, as long as this model is alive, you may choose either to add or subtract 1 to/from a reserves roll. Declare the use of this ability after rolling for the unit.
Indescribable Horror: Units wishing to assault a Hive Tyrant or the unit he is with must first take a Ld test. If the test is failed, the unit may not assault. This ability has no effect on units that are fearless.

Psychic Monstrosity: Increase this models psychic mastery level by one.
Tyrant Guard Special Rules
Shield wall: A Hive Tyrant that has joined a unit of Tyrant guard may not be picked out by enemy shooting or close combat attacks (Including precise shots).

Bodyguard: Independent characters in this unit automatically pass their look-out-sir roll.
Tyranid Prime Special Rules
Tyranid Alpha: Any Tyranid unit joined by this model may use this model’s WS and BS instead of their own.
Broodlord Special Rules

Inhumane Strength: This model has the Smash and Shred rule.
Infestation: Any genestealer unit which arrives from reserves during the same turn as this model (including any genestealer unit joined by this model) may assault during the assault phase. 
Tervigon Special Rules
Spawn Termagants: During your movement phase, instead of moving, the Tervigon may choose to spawn Termagants. Roll 3d6, and place a unit of Termagants equal in size to the result within 6” of this model. These models are armed with Fleshborers, as well as Toxin sacks and/or Adrenal Glands if the Spawning Tervigon is likewise equipped. Tervigons may be upgraded to spawn Termagants with different weapons. If any doubles are rolled, the Tervigon has expended its larval supply, and may not spawn any more Termagants this game.
Brood Progenitor: Termagant broods within 6” of this model gain the counter-attack special rule. If this model is killed, every Termagant brood within 6” takes 3d6 S3 hits, no saves of any sort allowed.
Endless Swarm: For every Unit of 30 or more Termagants in the army, one Tervigon may be taken as a troops choice.
Venomthrope Special Rules:
Toxic Touch: This Models Close combat attacks have poisoned 2+

Spore Cloud: All Friendly Tyranid units with models within 12” gain the Shrouded rule as long as this model is still alive. As well, any enemy unit wishing to assault one of the affected units must make a dangerous terrain test.

Zoanthrope Special Rules
Warp Field: This model receives a 3+ Invulnerable save at all times.
Pyrovore Special Rules
Pyro-Acid: This models melee weapons gain the Armourbane special rule, and become AP3.
Volatile: When this model is killed by an attack that deals instant death, role a d6. All non-Pyrovore models within a number of inches equal to the result take a S4 AP3 hit. Vehicles instead take a glancing hit on a 4+.

Ymgarl Genestealers Special Rules
Alter Form: At the beginning of your turn, choose one of the following special rules to apply to the unit. This special rule may not be the rule that you chose last turn, and lasts until the beginning of your next turn. The rules are:

Slashing Claws: +1S

Monsters Speed: Become Beasts, but armour save is reduced to 5+
Tentacled Limbs: +1A

Protective Carapace: +1T

Dreadnaughts Form: Armour save of 3+, but looses Fleet and Move through cover.

Dormant: Before the game begins, but after both sides have deployed, secretly note one terrain piece anywhere on the board. When this unit becomes available from reserves, place it in this terrain piece so that no enemy models are within 1”. Any models that cannot be placed are destroyed. This unit may then move, run and even assault in the turn that they arrive.

Lictor Special Rules
Ambush: Lictors may always start off the game in reserves, even in missions that do not normally use reserves. Before either player deploys, the controlling player may secretly note one terrain piece on the board. When a Lictor becomes available from reserves, place it anywhere on the field within 2” of the terrain feature. Lictors may not move, but may run or assault in the turn that they arrive from reserves using this rule.

Unseen Enemy:  Lictors may re-roll failed cover saves.

Hunter: All a lictors melee attacks are Precision strikes. During the first round of close combat, enemy characters may not make “look-out-sir rolls”.
Pheromone Trail: As long as this model is alive (Even if not yet deployed), the controlling player may re-roll one reserves roll per turn. Additionally, any friendly Tyranid units deep striking within 6” of this model do not scatter, as long as this model was on the board at the beginning of the turn.
Prey finder: If, at the start of the close combat phase, this model is locked in close combat with one or more enemy units, then friendly Tyranid units which arrived from reserves during this turn, and are within 6” of the enemy unit(s), may assault the unit(s) during the assault phase.
Ripper Swarm Special Rules:
Mindless Swarm: When a ripper swarm tests for Instinctive behaviours, it takes a wound for each point the test is failed by.

Living Carpet: Ripper Swarms do not suffer instant death from non-blast or template weapons.
Tunnel Swarm: Tunnel Swarms may deep strike.
Gargoyle Special Rules:
Blinding Venom: Any roll of a 6 to hit in close combat wounds automatically. 
The Skyswarm: This unit may move into base contact with enemy fliers during the movement phase. If it does so, for every 10 models in the unit (Rounding down), the unit takes d6 casualties (no saves of any sort allowed), to a maximum of the number of models in the unit (So a unit of 10- takes 1d6, a unit of 11-20 takes 2d6, a unit of 21-30 takes 3d6). For every Gargoyle removed as a casualty, roll a d6. On a result of 4+, the enemy flier takes a glancing hit. Against squadrons of fliers, distribute the glancing hits evenly between the models, starting with the closest.
Harpy Special Rules:
Born in the Skies: This model automatically passes all grounding tests.

Screaming Charge: During the turn the Harpy assaults, enemy units reduce their Initiative to 1 until the end of you turn. Also, this model is treated as being armed with assault Grenades.
Spore Mine Cluster: This model may drop spore mines during its movement phase (see the “bomb” rule, and the spore mine special rules).
Spore Mine Special Rules:
Living Bomb: After deployment, each spore mine is treated as an individual unit. Spore mines are not subject to instinctive behaviour, may never go to ground, and automatically pass all leadership tests. Spore mines are never considered for the purpose of mission objectives. At the beginning of your movement phase, move all spore mines on the board d6” in a random direction. If a spore mine ever touches an enemy model, ends its move within 2” of an enemy model, drifts into any non-clear terrain feature, or suffers a wound, the spore mine detonates. If a spore mine within 6” detonates, move this model d6” in a straight line towards the detonating model. Once all spore mines affected by this rule have moved, resolve the detonation of any affected spore mines. A model may only move like this once per turn. Also, any detonations are resolved with the profile and special rules listed in spore mine types.

Orbital Deployment: Before the game, before either player places their army, deploy this brood as if from deepstrike.
Spore Mine Types: Any Biovore or Spore Mine unit must choose one of the following spore mine types to use throughout the battle (Points cost listed in entry).
Frag Spore Mines: See Reference Sheet

Bio-Acid Spore Mines: See Reference sheet. 

Toxin Spore Mines: See Reference Sheet, plus if an open topped vehicle is touched by the template, it suffers an immediate glancing hit.

Mawloc Special Rules:
Burrow: At the end of your movement phase, starting with your second turn, if the Mawloc is not in close combat with an enemy model, you place it in ongoing reserves. If you do this, the Mawloc arrives automatically by deepstrike the following turn. You may not use this ability the turn the Mawloc arrives from Deepstrike.

Swallow Whole: During the Close combat Phase, the Mawloc may choose to make a single Gulp attack. To do this, pick one model in base contact and role to hit vs that models WS. If the model is hit, it may make one normal attack against the mawloc automatically. If this attack does not kill the Mawloc, remove the target model as a casualty, regardless of the number of wounds remaining. This is not Instant Death, so cannot be prevented by eternal warrior. No saves (of any sort) allowed, but look-out-sir rolls may be made normally. This attack may not be used against monstrous creatures or vehicles.
Terror from the Deep: when a Mawloc arrives from deepstrike, place the large blast template over the spot it arrives. Any model under the template takes a S6 AP2 Hit, no cover saves allowed. Vehicles are hit on their rear armour. Any models that are under the template are then moved out from underneath, so that they remain in unit coherency with their unit, and move the shortest distance possible. Models that may not be moved are destroyed. 
Trygon/Trygon Prime Special Rules:
Subterranean Assault: When this model arrives via deepstrike, place a Trygon Tunnel Marker marker approximately 3” in diameter where this model arrived. In future turns, units becoming available from reserves may enter play from the Trygon Tunnel Marker exactly as if entering play from a board edge. Only one unit may enter play in this manner per turn per tunnel, and the unit may enter play in this manner even if it had declared that it was outflanking or deepstriking. If this model scatters into Impassible terrain, a friendly unit, or within 1” of an enemy model, move this model the minimum distance to avoid a deepstrike mishap.
Mycetic Spore Special Rules:
Transport Spore: This model Functions as a Designated transport Vehicle with a capacity of 20 Infantry or 1 Monstrous Creature. A Mycetic Spore must always arrive via deep strike, even in missions that do not normally allow deep striking. When this model arrives, it reduces scatter the minimum distance needed to avoid a deep strike mishap. Transported models must then immediately disembark, and may not embark at a future point. Independent Characters may join unit in Mycetic Spores, as long as doing so would not increase the number of models in the unit to greater than the capacity of the spores.
Immobile Pod: A mycetic spore may never move. Special rules that would force a spore to move have no effect. If a spore is tank shocked, the spore must make a death or glory attack.
Carnispore:

Immobile Pod: A mycetic spore may never move. Special rules that would force a spore to move have no effect. If a spore is tank shocked, the spore must make a death or glory attack.
Weapon Pod: This model may fire an extra weapon during the shooting phase.
Tyranid Fortifications
