Genestealer Cults
A formation to describe the assortment of forces available to the Patriarch and Magus of a Genestealer Cult
Genestealer Cults

A single alien stowaway makes planet-fall, hidden amongst cargo cases or lurking in the dark corners of engine rooms. The creature is disturbed by a maintenance technician. Quickly, silently the technician is embraced and implanted with a gene seed in the perverse parody of a kiss. The technician’s mind is now completely dominated by the alien. The hapless lackey finds the alien a place to hide and introduces it to more and more human hosts. The implanted servants breed, their children are born twisted, deformed, half-man, half-alien monstrosities.  The half-aliens infect yet more human stock with the gene seed, soon the alien nest grows large. A cult is established and a network of friends hides the secret from prying eyes. All aspects of planet life are incorporated, the planetary defence forces, the planetary governors, the criminal underclasses. Ultimately, the cult’s ambition is nothing less than total planetary domination and the spread of infection to other worlds like the metastasis of a malignant tumour. But this isn’t the first time a story such as this has reached the ears of the Inquisition. The aliens are none other than the genestealers found in the armies of the Tyranid hive fleets. They are the vanguard of the hive fleets. As the brood of hybrids and purestrains grows it acts as a beacon leading the hive fleets to areas rich in organic material. To a Tyranid hive fleet, genestealer infested worlds are like brightly burning fires on the night-sky horizon. 
This formation takes units from the following codicies: Astra Militarum, Chaos Space Marines, Orks & Tyranids. A smaller "core" of the formation could be taken using only units described in Astra Militarum & Tyranids. Because this formation uses units from multiple codicies, it therefore does not belong to a faction. This formation counts as Battle Brothers to any other Genestealer Cult formation and as Desperate Allies to all other formations and detachments.

Command Benefits

Genestealer Hybrids

The vast majority of the Patriarch’s children are genestealer hybrids – part genestealer, part host-species. These hybrids are as varied as they are numbered, some resembling their genestealer ancestry with claws and ovipositors. They are not nearly as strong, agile or long-lived as their purestrain brothers but are still easily capable of pulling a man’s head from his shoulders. Other hybrids resemble their host-species parents and can, with some heavy clothing and a hood, even walk amongst the hive cities of the Imperium. Every hybrid has their own unique talents, which the Magus will employ during their campaign of insurrection. The half-genestealer children are commonly used either as unit leaders for the masses of cultists that follow the Magus or as close-nit groups, sharing a unique family bond.
Any unit of infantry or single infantry character (except genestealer broods) taken within this formation may be upgraded to genestealer hybrids in one of two ways. 
Firstly, a character in a unit of infantry or a single character may be upgraded to a genestealer hybrid for +5 points. That character gains +1 S, +1 I and Brood Telepathy. 
Secondly, a unit with a hybrid genestealer character may be upgraded to a whole unit of hybrids at an additional +1 point per model. Those models gain +1 S, +1 I and Brood Telepathy.
Brood Telepathy

As tyranid vanguard organisms, genestealers have been engineered to operate independently from the Hive Mind. The genestealers encountered on the battlefields when engaging tyranid fleets and invasions are the very same organisms which have infiltrated and fomented rebellion on scores of imperial worlds. The tyranid Hive Mind is totally dominant and all tyranid organisms are tethered to its will, including genestealers operating within the armies of the Hive Fleets. The story is very different beyond the will of the Hive Mind. In this case, almost all tyranid organisms will regress toward pre-programmed instinctive behaviour. The vast majority are mindless wanderers with an instinct for self-preservation and are little more than non-sapient animals. The genestealer is different. Not only can it operate on the fringes of the sphere of the Hive Mind, but it can flourish light-years beyond the faintest glimmer of its influence. The instinctive behaviour of the genestealer is to procreate. The genestealer itself appears to have been engineered to share its own consciousness with its brood of offspring. After a single genestealer is lost beyond the sphere of the Hive Mind it will use its own latent psychic potential to dominate the mind of a weaker organism. It is an adaptable organism and can exercise this power over a wide variety of hosts, but in preparation of the invasion of a galaxy occupied largely by humans (and orks); they have been engineered in such a way that it is these species which are the preferred hosts. Indeed not only are these the preferred hosts, but genestealers are choosy about who will sire their young and gravitate towards individuals with psychic or latent psychic potential. The more powerful the psychic host, the more likely the resultant hybrid child will be a psyker themselves. The gestalt psychic consciousness is a practical short-cut from the mind of one member of the brood to another. Imperial scholars call this concept “brood telepathy” and it appears to be a much smaller and weaker independent version of the tyranid Hive Mind. Indeed this link appears within the minds of the close-nit broods of genestealers encountered with tyranid Hive Fleets, but the proximity of the totality of the Hive Mind makes more delicate applications of brood telepathy impossible as the signal is lost in the overwhelming “psychic noise” of the Hive Mind. Away from all of this, brood telepathy allows members of the brood to communicate over short distances (across a city) with the ease of using a communicator and over medial distances (across a continent) with some difficulties that are easily overcome by concentration and meditation. More importantly, these communications cannot be intercepted unless a psyker knew what they were looking for and the brood makes very sure that nobody does know!
If at least one model with Brood Telepathy is on the table, all other units with at least one model with Brood Telepathy in reserve may add +1 or -1 to their reserve rolls. Psykers with Brood Telepathy may generate abilities from the Telepathy discipline in addition to any other powers and disciplines they are already described as having access to.
Hypnotic Gaze

If your warlord is selected from this formation they must be selected from the designated characters referred to as the Patriarch or the Magus. If your warlord is selected from this formation their Warlord Trait is replaced by the following special rules. The warlord gains an additional Psyker Mastery Level the additional power is automatically Hypnotic Gaze as described below.
Hypnotic Gaze (Warp Charge 1). The genestealer locks eyes with the enemy, attempting to take over their mind. Hypnotic Gaze is a blessing targeting the psyker. While active, any enemy model wishing to roll to hit the psyker during a challenge requires a 6 to hit. 
Formation

1 Genestealer Brood (pg96, Codex: Tyranids)

This unit must add a Broodlord and may not take any other biomorphs. All models within this unit have the Brood Telepathy special rule. The Broodlord is the cult Patriarch. A genestealer brood may not embark on any transport except a Trukk.

1-3 Primaris Psyker (pg93, Codex: Astra Militarum)

One Primaris Psyker must be upgraded to a genestealer hybrid and to level 2 psyker. This compulsory Primaris Psyker is the cult Magus. You may not take more Primaris Psykers than you have Infantry Platoons, each Primaris Psyker must be attached to a different Platoon Command Squad which it may not leave for the remainder of the game.

1+ Infantry Platoon (pg94, Codex: Astra Militarum)

The whole Platoon Command Squad must be upgraded to genestealer hybrids. Other squads may be upgraded to include hybrids in either of the two options detailed under the Genestealer Hybrids special rule.
0+ Chaos Cultists (pg 95, Codex: Chaos Space Marines)

Maybe these guys are mutants with strange advantages, or maybe the Cult has decided the ultimate sacrifice was necessary - to turn to the chaos gods for aid (not an altogether uncommon occurrence).

0-3 Wyrdvane Psyker Squads (pg98, Codex: Astra Militarum)
This unit may be upgraded to hybrid genestealers for +1 point per model, even though it does not include a character.
0+ Trukk (pg 70, Codex: Orks)

This unit has been taken from Codex: Orks but it remains the best description of general use vehicles which are commonly available to the citizens of the 41st Millenium. These vehicles may not take any upgrades or wargear options. It is not expected that a player would use the Ork Trukk model, but instead make their own open-topped/ soft-topped vehicles which look far cultier - this ladies and gentlemen would be your Coven Limousine!

0-1 Option from the Fast Attack entries described in Codex: Astra Militarum

0-1 Option from the Heavy Support entries described in Codex: Astra Militarum

0-1 Fortification
Occupying an Imperial Bastion is a very genestealer cult thing to do!

0-1 Lord of War (pg79 Apocalypse – only if they start it first!)
Point at your opponent’s Lord of War option and tell them you've commandeered a nice Baneblade (or variant) to take it down!

