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INTRODUCTION 2

This FAQ is a completely 100% independent (unofficial) Q&A list for the game of Warhammer 40,000 5th
edition. 't i sné6t meant to replace the Games Wor ksho
www.games-workshop.com) i n any way, and in fact the issues add
this document.

p
r

The purpose of this FAQ is to give players advance kmowledge of how tournament judges will be ruling the
myriad of tricky situations that arise in games of 40k at the event they are planning to attend. Please remember
that miniature gaming is meant to be fun. FAQs are not a replacement for common sense and good
sportsmanship. Players are always expected to calmly attempt to resolve differences in opinion before
consulting with a tournament judge.

Despite being lengthy, the organization of this FAQ makes finding the answer to your question a breeze. Each
guestion is numbered in reference to the particular rulebook or supplement page number it corresponds to. So,
for example, if the query is the first question from page 52 of the rulebook, the humber assigned to it will be:
ARB. 52. 010 (Rulebotk. Page 52. Questio

Some questions also have a reference number at the e
guestion in some way references a question in another section of the FAQ. Either the two topics are related, or
sometimes the same question is repeated multiple times (if it appropriately falls into multiple areas of the rules).

New or altered rulings since the last version of this FAQ are denoted with a ( 6 ) symbol before
their FAQ number and have their answer text colored red for easy. reference.

After. each FAQ answer there is a bracketed notation letting you know under what circumstances we felt the
ruling was made*:

1 Rulings based on the rules as written are noted as [RAW].

1 Rulings that clarify an issue that has no absolutely conclusive RAW answer are noted as|clarifications] .

1 » Rulings that change the RAW because we feel playing that way goes against the style the vast majority
of people play (or is completely and utterly-absurd) are noted as [rules-change].

9 Situations where we feel the issue is clearly based on a typographical error are noted as [typo] .

I f you have any questions regarding this FAQatonrtohbef 'y
added to the document please email us at: INATFAQ@dakkadakka.com

Please feel free to use any portion of this FAQ for your own tournament (or any other reason you see fit). This
FAQ is updated frequently, so be sure to check back regularly to see if there is a new version available.

FAQwrittenby: Jon dJdyakfacedbd Regul

FAQeditedby: Jon oyakfaced Regul & Ben Mohil e
FAQ ruling council is comprised of: Jon oOyakfacedb Regul! (bLasedngel ey, (LAapr i dankl! p M
Sparks (Tol edo, OH) , Bill o©oCenturian 996 Kim (Lansing, Ml ld, IL)Ch i
Dave ocrashwell 6 Creswell ( Spr isncgofniceelld,e sl L()SprCalgifn ebMarildy , Xe&mwné
oJay_DaBoyzo6 Woodcock (Rochester, NY).

Many thanks go out to the numerous internet forums, their posters, clubs/groups and GW staff that contributed invaluable ques tions,
feedbackandioradvi ce to help create this FAQ, especi ally Giorgio oGwar! o
less of a chore.

* | f you feel that certain rulings I n t hAffewod orctbefigipage a this BAQ for fartheo p e r
clarification on exactly what we mean by our ruling classifications.
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http://www.games-workshop.com/gws/content/article.jsp?categoryId=600005&pIndex=1&aId=3400019&start=2
mailto:INATFAQ@dakkadakka.com

GENERAL TOURNAMENT QUERIES (GEN) 3

The questions in this section do not easily fit into any particular section in the rulebook or codices.

GEN.O1 i Q: Can players convert their models in order

to gain an advantage in the game? For example,

making tiny models to hide behind scenery, longer
barrels on their vehicles to increase the range of their
weapons, using shorter/taller flying bases for their

models then those supplied, etc?

A: Players may only convert their models for aesthetic
purposes. Any players, in the opinion of the Tournament
organizers/judges, who have converted their models
specifically to gain a gameplay advantage, may be penalized
at the whim of the Tournament Organizer. These penalties
can be as little as playing the game acting as if the suspect
model is the proper dimensions, all the way up to immediate
ejection from the tournament [clarification]. When in doubt,
always check with the tournament organizer before
the tournament begins and then discuss the issue again with
each of your opponents before the game starts.

Ref: RB.22A.01

GEN.02 i Q: Can players-alter the shape of their

models during the game in order to gain an

advantage in the game, such as lowering a ramp on a
vehicle in order to gain extra disembarking d istance?
A: Besides a few noted exceptions in the rules (skimmers
removing their flying bases, turrets turning, etc) players may
only alter their models during the game for aesthetic
purposes. For all aspects of gameplay a model must remain
the same dimensions for the entirety of the game
[clarification].

Ref: RB.24A.01

GEN.03 i Q: Can opponents inspect my army list

before the game begins?

A: In order to minimize potential cheating, in a tournament
players are required to give full disclosure of their army list
to their opponents, including weapons, wargear, special rules
and the contents of any transport vehicles [clarification].

Ref: RB.92B.01

GEN.04 i Q: Throughout this FAQ are classifications
of how w eapons are mounted on vehicles, however
the online GW rulebook FAQ says that weapon arcs
are defined by how the weapon looks like it should be
able to rotate on the model. What is the correct way

to play?
A: GWb6s FAQ ruling is clikeritr ect :
woulds«be able to tturm " to face

place, then it can. In essence, the weapon mounting
classifications presented in the rulebook (and referenced by
this FAQ) represent the bare minimum the weapon of that
type can rotate [RAW].

q
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RULEBOOK QUERIES (RB)

Dondét forget to check out

4

the official

htto.//www.qgames -workshop.com/MEDIA _CustomProductCatalog/m2030054 40k Rulebook March 2009.pdf

MODELS & UNITS (page 3)

RB.03B.01 i Q: When models are supplied with

multiple differently sized bases, are players allowed

to choose which base to mount them on?

A: Players must, to the best of their ability, mount models on
the proper base size as dictated by the majority of Games
Workshop hobby materials [clarification]. When in doubt,
contact the tournament organizer for a ruling on a particular
model.

RB.03B.02 i Q: If a model is mounted on a scenic

base and an opponent objects to i t, what happens?
A: If an opponent objects to a scenic base, the model may
still be used in the game. However during the game, to the
best of both playerso
it were based on a standard-sized, non-scenic Games
Workshop base [clarification].

THE TURN (page 9)

RB.09.01 i Q:Doactions t hat happen
the turno take place at the
movement phase or is there some sort of pre -
movement phase?

A: There are only three phases in a turn, so unless specified
otherwise, all actions that happen at the start of the g ame or
player turn are indeed taking place at the very startof a

pl ayerb6s movement phase

THE MOVEMENT PHASE: MOVEMENT DISTANCE (pages 11

RB.11E.01 i Q: Can involuntary/random movement
force models off of the table?

A: Unless specified in the rule itself, if random/involuntary
movement would take any part of a model off the table, it
stops moving at the edge of the table instead [clarification].
Ref: RB.75E.01

THE MOVEMENT PHASE: TERRAIN (pages 13 -14)
60 RB. 1 3 B .QO0I4 Dangerous Terrain always also
considered Difficult - Terrain as well?

A: No, players (and tournament organizers) are free to
classify terrain however they like, which can include
Dangerous Terrain that is not Difficult Terrain [clarification].

abilities, t

[ RAWi urn/ movement

RB.03B.03 i Q: Do skimmers have to be glued to their
base even though the rules for skimmers (pg 71)

state that the model should be removed from its base
when it is immobilized or destroyed?

A: Skimmers models must be mounted on their flying base,
but players are not required to actually glue the model onto
the base. Therefore it may be removed as dictated by the
skimmer rules [clarification].

Ref: TAU.301.01

he model mu st be

a tRB.09D2 i QsHovadoes a pldyer resolve multiple

betogs thatnare supposed to belperformed at the
istart of the turno?

A: All events or actions that occur at the start of the
turn/movement phase must be performed before any
voluntary movement/actions are taken by the player. Beyond
tvhatt "restamei"ct i ‘oony a pl=esyfer
phaseo actions
unless spedfied otherwise [clarification].

-12)

0 RB. 14 Q.Q0Are wounds casued by Dangerous
Terrain allocat ed throughout a unit like wounds
caused by shooting attacks?

A: No, specific tests are made for each model moving
into/through/out of the terrain [clarification ].

rul ebook FAQ a

treated

i s

g
i n

=S




THE SHOOTING PHASE: RUN! (page 16)

RB.16A01 i Q:Canunits with a Baldd i stic Skild of 0
or that ¢e0 any tanged aveapons still to

0 R u in e Shooting phase ?

A: Yes they can [clarification].

THE SHOOTING PHASE: CHECK LINE OF SIGHT & PICK A TARGET (page 16)

RB.16B.01 i Q:Can line of sight be drawn through

incredibly tightspace s, such as between a model 6s

l'egs, under "a vehicleds tracks or through a tiny

window in a building?

A: Yes, if any valid portion of the target (as defined in the

rgu lfebmo k) can bfeiseen from theilfiering modey 6is _eye VI ew,
it is considered to be within lin e of sight (and in cover, of

course) [RAW].

THE SHOOTING PHASE: TAKE SAVING THROWS (pages 20 -24)

RB.20B.01 i Q: ls a fAfailed saveodo the
getting no save at all ? What abo
throwo are these all the same thi
A:Yes,getting Ano saveo or having daff
ifailed a saving throwo, et c, ar et

[clarification].

RB.22A.01 i Q: How exactly does a player determine

if they are firing Athrougho ar eas
interveningunitasoppo sed to firing fAovero
A: When drawing line of sight past an intervening unit or

area terrain draw an imaginary line from the tallest points of

the two models/terrain elements that are being fired

6throughoés’ I feno portian pof« the t
torso, arms, legs) is within this imaginary area then LOS is

considered to passover the intervening unit/area terrain and

the target is considered to not b
Remember that purposely converting your models to gain an

in-game advantage is not allowed.

Ref: GEN.01

t

RB.22A.01

In the example above, from the line of sight

of the Fire Warrior standing o n a hil
(bottom left of the picture), the bodies of

Orks C, D & E are all completely over the
ruin. Since this is the majority of the unit,

the Orks will not get a cover save from the
Fire Warriorés shots.

Similarly, in the example to the left, the
bodie s of Orks C, D & E can all be completely
seen over the intervening Gretchin from the
point of view of the fire Warrior standing on

a hill (bottom left of the picture) and
therefore the Orks will again not get a cover
save.

h g
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THE SHOOTING PHASE: TAKE SAVING THROWS (pages 20 -24) CONTINUED

0 RB.24B.01 i Q: If all but one model in a unit is

behind fortifications (a 63+06 cover save), but ALL
models in the same unit are behind a friendly unit
(which provides a 064+0 cover save), which cover sav

does the unit get to use?

A: Since at least half the unit is in both types of cover, the

rules o omodel s Wi h¥ moge t han" «0fh e s a
u NHstSedb e nue ™It s f TYoimed T h e Rg st (TO"SNR0F = iyl
[clarification].

ed6 are wused
i s C'cEaRSyer) weHo

THE SHOOTING PHASE: GOING TO GROUND (page 24)

RB.24A.01 i Q:Whenfiri ng at a O6[gone] 6RB24ABowWndd f a unit has O6[ gond

unit that has had their models laid down, are does being assaulted by the enemy automatically

players then required to draw line of sight to the remove this status?

models in their prone position? A: Yes it does [clarification].

A: No, the models are laid down for representational

purposes only. If line-of sight is questionab le, temporarily 0RB.24A04 T Q: I f a unitdéds-speci al

stand the models back up [clarification]. model s to move (such as with t

Ref: GEN.02 rule), do they still move even
groundd in“the previous “turn?

RB.24A.02 T Q: I'f a unit has 6[ goneNo,0 agsrowmidids atnkdat have O6[ gond

the enemy then fires o6t hrough@spdnéeeomnetnpactidnsfRAW]e ndl y

unit behind, does that friendly unit get a cover save Ref BT.23A.03 CD.75B.02 CSM.88E.02

becaus e the shots passed through an intervening

unit?

A: Yes [RAW].

Ref: DE.42.03, ELD.49B.04 TAU.27F.02

THE SHOOTING PHASE: COMPLEX UNITS (page 25)

RB.25A.01 i Q: If two identical models in a unit both
have a one -shot weapon (such asa combi  -weapon),
and one of them expends his weapon are these

models no longer considered identical under the
6complex unitsdé rules?

A: These two models would still be considered identical in
game terms because they both still possess the same
weapon [clarification].

WEAPONS: SPECIAL WEAPON CHARACTERISTICS (pages 30 -32)

RB.31B.01 i Q:1 f a model is wounded by the fnGet s

Hot 0 rule from a weapon whose Strength value is
doubl e or more 1 tdéds Toughness, is nNnlnstant Deat h! o
inflicted on the model?

A: No. The actual fattacko must be doubl e or more t
Toughness value of tMHetmodhdalt,ackndc atshe fAGet s

no Strength value associated with it [clarification].
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ASSAULT PHASE: MOVE ASSAULTING UNITS (page 34)

RB.34B.01 i Q: If a charging unit rolls enough
distance on their difficult terrain roll to reach enemy
models behind cover but they are unable to get into
6base contactbd because of
terrain (like barrels), does the assault fail?

A: No. Assaulting models that roll enough distance to reach
enemi®esS*¥ he hind "di f Fise uflt
c 0 nt aenif apieeevof terrain prevents them from
actually touching [clarification]. Place the attacking model as
close as you possibly can: either on top of, or on the other
side of the terrain. This only applies to difficult terrain;
model s cannod¢omteadtnd 6barses s

RB.34C.01 i Q: s it possible for a unit comprised of a
single model to assault multiple enemy units at the

same time?

A: No, as the first model moved in an assaulting unit (which
is always the case with a single model unit) is only allowed to
assault the nearest model in the declared enemy unit
[clarification].

ASSAULT PHASE: DEFENDERS REACT (page 34)

RB.34D.01 i Q: When model s make a
reactd move do they count as
(for the +1 A bonus)?

A: No [RAW].

ASSAULT PHASE: FIGHTING A CLOSE COMBAT (pages 34

RB.36B.01 i Q: Can an assaulting unit choose not to
assault enemy models thatare in cover in order to

avoid taking a difficult terrain test?

A: Absolutely net. The assault rules can indeed create
situations where assaulting models are forced to move
through or into difficult terrain. When in doubt, pre -measure
the assault range before moving any models in the
assaulting unit and if it looks like any assaulting model wail/
likely be forced to move through the terrain then the terrain
test must be made before moving the assaulting unit
[clarification].

S O

LSNE ST

RB.34B.01

The charging Ork rolls  a six on his Difficult
Terrain roll so he counts as being in base
contact with the Guardsman despite the fact
that their bases donoét

i mpa

6defender s

assaul ti that turn

ng

-39)

0 RB.37A.01 i Q: The online GW rulebook FAQ says

that O6close combat we aphanmledd
weapons, but'what exactly is meant by this term?
Allt . refiers to both Bspecial

weapons (see pg 42 of the rulebook). This means all close
combat weapons count as single-handed unless they are
specifically noted as being double-handed [clarification].
Ref: BA.49C.02 ELD.51D.01 ”
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ASSAULT PHASE: SHOOTING INTO & OUT OF CLOSE COMBAT  (page 40)

RB.40D.01 i Q: If units locked in combat are hit by RB.40D.02 i Q: When units who are locked in

errant shooting, can they still take cover saves combat are hit by errant shooting, can their combat
(assuming theyodére in cover)? opponents potentially be count
A: Yes, units locked in combat still.get cover saves ifthey model sé and provide them with
are in cover from th e firers [RAW]. A: Yes they can. Please remember that the cover rules for

intervening models are an abstraction [RAW].

ASSAULT PHASE: MULTIPLE COMBATS (page 41)

RB.41C.01 i Q: When fighting a multiple combat

what happens if a unit is unable to engage the enemy
with their pile  -in move because all enemy models in
the combat are already surrounded by othe r friendly
models?

A: If a unit would have absolutely no'way of engaging the
enemy even aft e-mmivesttiatusiiisdesd pi |l e
considered no longer locked in combat and may make a
consolidation move instead [clarification].

Ref: ELD.46B.01/ELD.47C.011G.34B.01, RB.73A.0] SM.72A.0]
TYR.54D.02 TYR.84E.01

ASSAULT PHASE: CLOSE COMBAT WEAPONS (page 42)

60 RB. 4 2 G@.Q0Many Codices contain special close RB.42P.01 1 Q: In close combat, can a model armed
comhat weapons not found in the main rules. Is there with two or more special weapons AND a normal

any specific way to know wh e singla -hane adpveaponich®oseto figis with a special
close combat weapondé or not ?andnormalweapon?

A: Any weapon with specific special rules on how it is used in  A: Yes. In this'situation the model must use at least one of
close combat is considered a special close combatweapon his special weapons but may also utilize the normal weapon

[clarification]. in order to gain the +1 Attack bonus (assuming both
weapons are single-handed and are allowed to be used

RB.420.01 i Q: Can a model fighting with a Power together to gain the bonus Attack, of course) [clarification].

fist utilize attacks granted by wargear and/or special Ref: ELD.51D.02

rules (such as a Mark of Khorne, an Ork Attack Squig;,

etc)?

A: Yes, the restriction on page 42 is only in reference to the
bonus attack provided by fighting with two single -handed
weapons [clarification].

MORALE: MORALE CHECKS (pages 43 -44)

RB.44A.01 i Q: If a unit suffers 25% casualties in its
own movement or shooting phase (for example, by
scattering blast weapons or by moving through

booby -trapped terrain) does it take a morale check?

A: Yes, any phase a unit suffers at least 25% (non -close
combat related) casualties it must take a morale check

[RAW].

d
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MORALE: FALL BACK! (pages 45 -46)

RB.46C.01 i Q: Units that are falling back
ffaut omatically fail all
a unit that has already fallen back this turn (from a
Tank.Shock, for example) will be forced to make
another fall back move if t hey suffer 25% casualties
(or are Tank Shocked by another vehicle)?

A: Yes, it is possible for a unit to make multiple fall back
moves in the same player turn [RAW].

Mo r

CHARACTERS (pages 47 -49)

RB.48A.01 i Q: Canan Independent Character be
deployed joined to a unit inside their transpo rt
vehicle with them?

A: Yes, an IC may.join a unit by being deployed into a
transport with the unit (including a dedicated transport),
provided he would be allowed to embark onto the vehicle
during the game [clarification].

RB.48B.01 i Q:Independent Ch aracters joining a unit
do not confer their special rules onto the unit unless

ispecified in the ruleo. |If
applies to fAhis unito does
A B@esstT  idh i s uyFSic Beosrte foefT s ot

[clarification].

RB.48B.02 i Q:Independent Characters joining a unit

do not gain the unitds spec
in the ruleo. What exactly
apply to special rules that have been conferred to the

unit by another character?

A It mean s that the special rule must specifically mention
that it applies to Independent Characters joining the unit.
However, if a special rule specifies that it is conferred onto a
unit (such as with a Chapl a
example) then these special rules will benefit Independent
Characters joined to that same unit unless specified
otherwise [clarification].

Ref: BA.43£.01, IG.71F.01, ORK.38A.01 ORK.59A.0] ORK.62C.01
SM.55A.01 SM.92.01, TYR.52C.02 TYR.62F.01

PSYKERS (page 50)

RB.50C.01 i Q: Can a Psyker who is able to use more
than one psyc hic power per turn'use the same power
more than once in a turn?

A: Unless specified otherwise, a psyker can only use any
given psychic shooting attack  once per turn [RAW)]. There
is however, no such general restriction on psychic powers
that a r e shaoting attacks [clarification].

60 RB. 4 6 G.Q0The online GW rulebook FAQ seems
ate thdckabe Dbas

then Tank Shocked can still pass their morale test,

but that seems to contradict the rules on page 46 of

the rulebook. What gives?

A: Except in the case of units that can always choose to pass

morale tests (such as with Inquisitors and Marneus Calgar),

ignor'e tdme "GW rulsi n"g ‘asy OFal

morale tests they are called upon to take [clarification].

RB.49A.01 i Q: When an Independent Characte ris
part of a unit, and that unit is wiped out by shooting

or close combat, does the character still take Morale

and Pinning tests as if he was part of the unit?

A: Yes, as the character counts as being part of the unit until
the start of their next turn. This also means that enemies
who fired at and wiped out the unit the IC was with may still
declare a charge against the character in the subsequent
Assault phase [RAW].

an | Cb6s special rule says it
this qualify?

ot heU'n i % a c hfarlaseiter i s | o,
i al rules unless fispecified
does this mean and does it
inds OLiturgies of Battl ed, f

RB.50C.02 i Q: If a psyker has no ranged weapons,

can it still utilize a psychic shooting attack?

A: Yes, provided the model would normally be allowed to
shoot that phase if it had a ranged weapon [rules change].

thgt Bmwhdchndr
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UNIT TYPES: MO NSTROUS CREATURES (page 51)

RB.51B.01 i Q: Does 50% of a
body actually have to be physically obscured for it to
claim a cover save in all cases? Or when it comes to
area terrain does it just need 50% of its base in the
terrain to ge tthe save?

A: Except where a Monstrous Creature is granted a save by

speci al means (such as a Tyranid Venomthropebés 6Spore
Clouda, f%or example), ™ needs to have at |l east 50% of its
body physically obscured in order for it to claim a cover save

[clarification].

Ref: NEC.20A.02 RB.62B.01 TYR.35B.01

UNIT TYPES: BIKES (page 53)

RB.53E.01 i Q: How far do bikes Assault?

A: Six inches [clarification].

UNIT TYPES: ARTI LLERY (page 55)

RB.55C.01 i Q: How is cover for Artillery units 6 RB. 55 @ .Q0IBthe.center hole of a blast weapon

determined from enemy shooting? doesndt end up over a 6gun mod e
A: Just like an infantry unit, artillery units get a cover save if  that hit halved when'rolling for armor penetration

at least half of their models are in cover. A gun model only against every o6gun model 6 in tH
counts as b e iaraast 30% ofthe modelis 6 i A: Yes. When rolling for the random allocation of hits again st
physically obscured from the firers, although gun models that the unit, roll separate colored dice for any hits that were

arendt 50% obscured can st i | taused by & blastenarler tfaodid eat end up with theirf ™ t h e
majority of the unit is6i n cover 0. Pl easeceemembéan!| ehaver a o6gun model 0.
models in the same unit do not provide covertoeachother bei ng all ocated to 6gun model s
(so the gun crew cannot claim cover simply for hiding behind [clarification].

their guns) [clarification].

RB.55C.02 i Q: If some of the gun models in an

Artillery wunit have the o6Stealthd USR (such as with the

Il mperi al "GuaNedt t6itagnbo upgrade) how does

this work?

A: I'f the unit i s fRBGSBGOITbro be «6in coverod (see

more detail on that process), then determine how many

glancing/penetrating hits you have against the gun models in

the unit and allocate these hits amongst the gun models as

usual before taking cover saves. Only the gun models with

the Camo-Netting upgrade will benefit from the improved

cover save [clarification].

VEHICLES: VEHICLES AND MOVEMENT (page 57)

RB.57A.01 i Q: Can (non -walker) vehicles move in RB.57A02 i Q: Can vehicles be deplg
any direction or only in forward and reverse? at the start of the game and when first moved be

A: Vehicles may only utilize forward and reverse movement pivotedinord. er to O0gaind a few extr
(and so must pivot in order to change directions). If the movement?

front of the vehicle cannot be easily determined, make sure A: Yes they can. However, it is important to be consistent

you declare which is the front when deploying the model throughout the game and always pivot vehicles only on their
[clarification]. center axis (so *this 6ébonus di

monstrous

10

creatureods

once, in the first tu rn of.the g ame) [clarification].

y ed




VEHICLES: SHOOTING AT VEHICLES (page 60

6 RB. 6 0i. @ How exactly are Vehicle Armor Value
arcs determined on'non  -rectangular vehicles (such as
an Eldar Falcon)?

A: In the case of non -rectangular vehicles (such as an Eldar
Faloon), draw an imaginary rectangle that touches the very
furthest ewd g eq "o f the front,
hull. Then create the arcs by drawing two intersecting lines
between the opposite corners of the rectangle [clarification].

RB.60.01 i Non-Rectangular Vehicle Arcs

ORB. 61 K.Q01 When a vehicle dexplodesdé it is

replaced with an area of Adifficult groundo. How big
should this area be and what if no such a terrain

piece is available to place?

A: The area should be exactly the same shape and size of

t hes f 0r me base/hallialthougle ibboth players agree

they can use any sized terrain they want). | f no terrain (or

suitable marker) is available to mark the area, then no

6di fficul ts gclaoficatianld i s plkaced

Ref: ORK.41C.01

VEHICLES: VEHICLES AND ASSAULTS (page 63)

RB.63F.01 i Q: If a unit is fighting a multiple combat

against a (non -walker) vehicle and another non -

vehicle enemy unit and they wipe out the enemy.:unit,

can they consolidate into the vehicle?

A: Any consolidating model that moves must end its move

morethan 10 away from the vehicle. However models that
are already within 10 of the enemy vehicle may remain ther g

provided they are not moved [RAW].

-62)

11

RB.61K.02 i Q: When a vehicle
model within range rolled for separately or are the
normal casualty removal rules for shooting used? Are
cover saves allowed against this explosion?

A: Use the normal casualty removal rules for shooting,
imcludifg caver saves. Drave line ob sight framehe ceatér bfc | e 6 d
the exploding vehicle to the affected unit(s) to determine
whether or not they are in cover [clarification].

Ref: TYR.49C.01

6expl o

RB.62B01 i Q: Does 50% of a
actually have to be physically obscured for it to claim
a cover save in all cases? Or when it comes to area
terrain does it just need 50% of the facing within the
terrain to get the save?

A: Except where a vehicle is granted a save by special means

(such as an Ork Kustom Force Field or Space Wolves
6Stormcall er 6, for exampl e), 4
its body physically obscured in order for it to claim.a cover

save [clarification].

Ref: RB.51B.0] SW.37C.01

vehicle

0 RB. 6 2 G@.Q0Aan a Walker locked in combat still
utilize its Smoke Launchers in its Movement phase?

A It may, but note that™ Smoke Launchersonly protect the
Walker from ranged attacks [clarification].
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VEHICLES: UNITS OF VEHICLES i SQUADRONS (page 64)

RB.64B.01 i Q: How does a Squadron of Tanks handle RB.64E.01 i Q: If a Squadron of vehicles has different
Tank Shocking and/or Ramming? rear armor values, how is this handled when the

A: The entire squadron must Ram or Tank Shock if any of Squadron is assaulted?

the vehicles do so, and must move in a direction that will A: Use the rear armor value that the majority of the vehicles
maintain their coherency. All Rams by the squadron on a in the Squadron have. If there is no majority, use the highe st
single enemy vehicle are resolved simultaneously rear armor value amongst the squadron [clarification].

[clarification].

VEHICLES: TRANSPORT VEHICLES (pages 66 -67)

RB.66E.01 i Q: Can an embarked unit ever be forced RB.67F.01 i Q: When a transport vehicle suffers a

to fall back or become pinned while in/on a vehicle 6Dest riogyxpdl odes! &passermgers niust bet

(or building)? pl aced fiwhere the vehicle used

A: Unless explicitly specified otherwise, no [clarification]. does this mean?

Ref: SW.53G.03 TAU.33E.0] TAU.42H.01 A: Passengers must be placed wholly inside the area of the
tablest™hat. t he wehisc™eods hull a

RB.67C.01 i Q:If alone Independent Character is Any models that cannot fit entirely withi n this area or are

embarked on a vehicle that i giWhtRIi R628f ognaeh@'m?nghbﬁﬁ ar d

unit, is the IC considered joined to that unit? casualty. In addition, the models count as having

A: No, while an IC is embarked on a vehicle he cannot be disembarked from a vehicle (and so cannot assault the same

joined to a unit that is outside of the vehicle [clarification]. turn if the+« v etbpped,lfoeexample)indes o p e 1
change].

VEHICLES: SKIMMERS (page 71)

RB.71B.01 i Q: Can a skimmer performing a tank

shock selectively choose to fly over enemy units (and

vehicles) that it doesndédt want to tank shock or ram?
How about flying over friendly units or intervening

terrain in order to.  tank shock an enemy unit?

A: Yes, a skimmer may selectively choose to move over any

friendly/enemy units and moves over intervening terrain

without penalty (although it still has to take a dangerous

terrain test if it ends-the move in terrain as normal)

[clarification].

VEHICLES: WALKERS (pages 72 -73)

RB.73A.01 i Q: What happens if a Stunned or

Immobile Walker has all of its combatants killed by

friendly models and the enemy is unable to Pile -Into
them?

A: If a walker unit finds itself not locked in combat after Pile-
In moves are completed, then it no longer counts as being
part of the combat [clarification].

Ref: ELD.46B.01/ELD.47C.01 1G.34B.01, RB.41C.0] SM.72A.01
TYR.54D.02 TYR.84E.01
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UNIVERSAL SPECIAL RULES (pages 74 -76)

ORB. 75B.QQ1 I f O6Feel No Pain6é s RB.E¢H sifWhayhappens if a model has the

negates a wound, does it 'stillo6Rroaufndr raessd athn edmynd asvpeedc i a | rul
woundd (for special rul es t ha ttypaafenenyisisgpdfied?e d by
unsaved wounds)? A: In this case, the model gainsth e o0 Pr eferred
A:No,it does not (although r’e me nboms agdinktalltenemynodels (ektept fér modeld
cannot be used against woundsthati nf | i'ct 61 n st aihbuta WS, of course) [clarification].
D e a t[dladfication].
RB.76C.01 i Q:Cana vehicle use its o0
RB.75E.01 i Q: When a unit making a Hit & Run Launcherso6 i mmediately after
move encounters an obstacle it cannot normally 6Scouté6 move (i.e. before the
move through (impassable terrain, moving within A: Yes, however Smoke Launchers used this way only
10 of enemy model s, etc) what .difectghe gams iPtheWbpanent gets the very first player
the move will take the unit off the table? turn [rules change].
A: When a unit making a Hit & Run move encounters an
obstacle it cannot normally move through, including the
edge of the board, it stops moving instead [clarification].
Ref: RB.11E.01
RB.75E.02 i Q:IfaJump | nfantry or Jetbike unit
makes a Hit & Run move, can it pass over
intervening terrain and models during the move?
A: Yes, however if the final position of the unit would end
in i mpassable terrain, over friendly models or within 10 of

an enemy model reduce the Hit & Run move the
minimum distance needed so the unit can be legally
placed [rules change].

BUILDINGS AND RUINS: BUILDINGS (pages 78 -81)

RB.79A.01 i Q: If aunit occupying a building has a

(non -shooting) special ability, where do you measure
range to and from?

A: Measure it from the edge of the building [clarification].
Although in the case of an extremely large building with
multiple rooms, both players may agree to place a limitation
based on the area/section of the building the unit is actually
occupying.

BUILDINGS AND RUINS: RUINS (pages 82  -85)

RB.83B.01 i Q: If a unit on an upper level of a ruin

Falls Back, but doesnot rol | enough distance,to move
vertically down a | evel (double 616s), is the wunit
automatical y ATrappedo and destroyed?

A: No. The unit moves as far back horizontally within.the ruin

as it can towards its Fall Back point but isndt destroyed
it is actually completely surrounded by enemy units and/or

impassable terrain [RAW].
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ORGANIZ ING A BATTLE: DEPLOY FORCES (pages 92

RB.92B.01 i Q: Can opponents inspect my army list

and do | have to tellthem what units are inside each
transport vehicle?

A: In order to minimize potential cheating, in a tournament
players are required to give full disclosure of their army list

to their opponents, including weapons, wargear, special rules
and the contents of any transport vehicles [clarification].

Ref: GEN.0O3

ORGANIZING A BATTLE: MISSION SPECIAL RULES: RESERVES (

RB.94B.01 i Q: Do special rules for models in

Reserve affect the game?

A: Models in Reserve have no effect on the game except
when'they have an ability that specifies it applies while the
mo d e | s i n "Reser Ve (HBmot ' n
addition, any ability used before the start of the game (e.g.
during deployment, etc) applies regardless of whether the
model is currently on the table or not [clarification].

Ref: IG.31A.02, IG.31C.01, TYR.34B.0] TYR.51C.0] TYR.56G.01
TYR.59B.03

RB.94B.02 i Q: Are units in Reserve ever vulnerable

to abilities in the game?

A: Units in Reserve are never affected by in-game abilities
unless the rule specifies that it affects units in Reserve
(6not in playd) [clarificati
RB.94B.03 i Q: If an army has positive Reserve roll
modifiers (such as +1 to their Reserve rolls) is it

possible for Reserves to automatically arrive before

turn 52

A: Unless specified otherwise, if Reserve roll modifiers take

T hael " oNPIE. e c de'd 0 S s
the unit automatically passes the roll to arrive that turn
[clarification].

14
-93)

page 94)

6 RB. 9 4 O.Q030ome vehicles are so big they
cannot move on from the table edge without

moving faster than combat speed. Are such vehicles
forced to move faster than combat speed on the

torh they thgve anto thevtable? e o6 al i ve 6. |
A: Yes, a vehicle must be moved far enough to fit the
entire model onto the table the turn it arrives. If the
vehicle is so large that it is absolutely impossible to do so
(such as with some slow-moving Super-Heavy vehicles),
then players are allowed to leave the back end of such
models hanging off the edge of the table [ rules change]. If
players are concerned about their model falling off the
table, mark the spot where thewehicle is supposed to be
and.temporarily move the model fully onto the table.

Note: While avehicleis partially O6hang
any access points off the table may not be used and any
blast with the center hole over the vehicle will hit it, even if
the blast is technically off the table.

Wl it O

arrive to 61+6 or better,

t
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ORGANIZING A BATTLE: MISSION SPECIAL RULES: DEEP STRIKE  (page 95)

RB.95A.01 i Q: If not all models in a unit have the RB.95A.03 i Q: If a Deep Striking transport suffers a
Deep Strike ability may the unit arrive via Deep mishap, what happens to any units embarked on it?
Strike? A: Only roll a mishap for the transport. Embarked units are
A: No, a unit may only utilize Deep Strike if all models have onboard the transport and therefore suffer along with

the ability [clarification]. whatever mishap is rolled for it [clarification].

RB.95A.02 i Q: Some units actually ~ want to Deep
Strike directly over enemy models (such as a Tyranid
Mawloc, for example), but is this allowed? If so, is the
initial Deep Striking modelreally set directly on top of
the opponentés model (s) ?

A: This is allowed as the initial placement of the Deep
Striking model is a merely a representation to determine
where the unit will actually arrive. In such cases, do not
actually set_ the arriving model on top of your opponent 6s
model(s), instead mark the spot with your finger or suitable
marker until the scatter is resolved [clarification].

Ref: NEC.21C.03

REFERENCE: VICTORY POINTS (page 108)

RB.108.01 i Q: Do O6Type: | mmobi | e 6RBUEIDZ ¢ Qdfsan Independent Character is part of
automatically give up half Victory Points at the end of a unit it cannot |l eave (a oOreti
the game for being im  mobile? for the IC worked out separately from the retinue?

A: Yes, unless specified otherwise in their rules (such as the  A: No, unless specified otherwise, if an IC cannot leave a unit
Necron Pylon) [clarification]. during the game then for Victory Point purposes their points

Ref BT.38C.02 cost is included along with the unit and they are considered

just another model in the unit [clarification].
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Dondét forget to check out the official Black Templ ars

http.//www.games -workshop:com/MEDIA CustomProductCatalog/m1180125 Black Templars FAQ 20068 5th Edition.pdf
T T T T T

BLACK TEMPLAR GENERAL QUERIES

BT.GEN.O1 i BLACK TEMPLAR UNIT TYPES

T Al units are 6l nfantryé epxcept fior the foll owing:
f Units with an Armor Value| are o6Vehicl esbo

T Characters with a Jump Pack are o6Jump I nfantryo

f CharacterswithaBi ke are o06Bi kesobd

T Assault Squads are 6Jump Infantryo

T Bike and Attack Bi ke Squagdrons are O0Bi kesbd

—_

clarification]

BLACK TEMPLARS SPECIAL RULES (page 22)

BT.22A.01 i Q: The ATSKNF states that Space BT.22B.04 i Q: When a player deploys a Drop Pod
Marines automatically pass A Manlelhooseteledpshe doors open or closed? If
r e g r o usmaesttolregroup a Morale test? the Drop Pod doors are deploy  ed open can models

A: The reference to a fAMoral edéeplsoy wist hinne2d oof themhoul d

read: fAtests to regroupo i nst A &ucethecDrop Pod fands e doarsrgmain open for the
rest of the game. However, all measurements to and from

BT.22A.02 i Q: When a unit with ATSKNF regroups the Drop Pod, besides firing its weapon, are done based on
at the start of their tur.n dothahhlleoithePronPod (isehapeavhanthe doorsager
regroup ing as well as their normal move? closed). This means, for example, that friendly and enemy
A: No, a unit with ATSKNF that regroups at the start of models will be able to move on top of the open doors
their turn may move nor mall y [claiicatendd of . getting the 30
move [rules change]. If the doors cannot be opened (they are glued in place or a
Ref: BA.23B.0] DA.23A.01 SM.51B.03 SW.24F.01 player is using a modelt that d
open/has a solid core), both players must agree before the
BT.22B.01 1 Q: I'f a Bl ack Templ ar | game toeither pretend, to the best of their abilities, that
scatter,would take it on top of a friendly unit or off the doors are open and both| pli
the table is the scatter reduced as if it were landing core for line of sight purposes, or they can play that the
in impass able terrain? model blocks lineof si ght ©6as isd in| wh
A: Treat friendly models as impassable terrain and reduce Marine player wil.l be unabllke t
the'scatter as needed. If the scatter takes the Pod even (a trade-off for the improved line of sight blocking ability of
partially off the table it suffers a Deep Strike mishap the model) [rules change].
[clarification]. Ref BA.32B.0] DA.35B.02 SM.69A.0] SW.47A.01
Ref: BA.32E.0] DA.35B.01 SM.69C.0] SW.47C.01
: y BT.22C.01 i\ Q:Pg22says: #A character who
BT.22B.02 i Q: Can a Templar Drop Pod arrive on its leading or attached to a squad does not stop being
own while the unit that purchased it is deployed an independent character for the purposes of close
normally? _ c o.mb abtitéh e rulebook seems to contradict this.
A: No, Black Templar units that take a Drop Pod must Which rule is correct?
arrive in them [RAW]. A: The codex takes precedence, so Black Templar
Ref 8A.325.02°5M.688. 02 SWHTA.02 characters with a retinue still attack, and are attacked, as a
y 'y separate unit from their retinue [RAW].
BT.22B.03 i Q: Do tournament missions count as Ref BT.27E.01 BT.27E.02
fistandard missionso for using Templar Drop Pods?
A: Yes, unless specified otherwise, all missions in BT.22C.02 i Q: Is a Chaplain that is attached to
tournaments count as a standard mission for this purpose anot her characteros 'retinue un
[clarification]. the entire unit is wiped out?

A: Yes [clarification].

FA

Des




BLACK TEMPLARS CODEX QUERIES (BT)

17

— T — T— —
BLACK TEMPLARS SPECIAL RULES (page 22) CONTINUED
BT.23A.01 i Q: For the O6Righteous ZoeBall.62 3sAp@0c3i lafl a uTempl ar uni t
what i s meant by a O6Massacredtoegudéur”?rdd passes its Mor al

A: Ignore this reference as it pertains to a previous edition

of the rul es. |l nst ead, a

just makes a normal consolidation move that must ta ke

them closer to the nearest enemy unit [clarification].

Shooting phase, does it still get to make the

e

6[ gon e

r‘
d

t

at
hec

t

uni toRuglitteonyg Zeadalmb OKRomHoleicdat edp be
remove the unit from its
A: Yes, the unit makes its consolidation move and loses its
6[ gone] t o (cladficatiod].6 st at us

BT.23A02 i Q: | s the O6Righteous ZeRallh. 75807 CIM.E8EQDHRA.24A.08 r
Mor ale Checks outside of the enemyés Shooting
phase (now that Morale Checks are taken in any BT.23E.01 i Kill Them All: Ignore the reference for
phase a unit suffers 25% casualties)? vehicles to fol asotvefeS®anmnlgfeom Pr i
A:No,justfor checks caused I n t he| aprevious edition of the game [clarification].
phase [RAW].
VOWS OF THE BLACK TEMPLARS (pages 24 -25)
BT.24B.01 i Do Templar units following the BT.25A03 i Q: The O0Abhor the Wit ch
6Uphold the Honors of the EmperWirtéoc véo w oove neaelfliaws all Templ ar
from the cover save provided by intervening units abilities that they are_in th
and the cover bonus for &[] goi nWhgtexaaly igmeanthy thie??
A: No they do not [RAW]. A: Any Templar unit, or any unit containing a Templar
character, that'is targeted or directly affected by any of
BT.24B.02 i Uphold the Honor of the Emperor: the following psychic powers may attempt to nullify
Il gnore the refenttargl ¢dd AdeiintathéMef er s t o a
rule from a previous edition of the game [clarification]. 71  Blood Angels:  Blood Boil*, Blood Lance, Fear of the
Darkness, Shackle Soul, Smite.
BT.25A.01 i If aunitis embarked on a vehicle, 1  Chaos Space Marines: _ Bolt of Change, Doqmbolt, 'Gift of
: 3 Chaos*, Lash of Submission, N u
Wh en rolling f ol t he 6Abho r t 1 Daemonhunters : Holocaust, Scourging.
Witeho consolidation move is §  Dark Angels : Hellfire, Mind Worm?*.
the transport veh icle and the unit inside? q Dark Eldar : n/a.
A: Yes, although if the embarked unit has Crusader Seals {1  Eldar: Destructor, Doom, Eldritch Storm, Mind War*.
that bonus does apply to the roll [clarification]. 1 Imper ial Guard : Lightning Arc, Soulstorm, Weaken
Resolve.
BT.25A.02 i Q: Abhor the Witch, Destroy the T Oks Frazzle Zzogwortodos Curse*, Zgayg
Witch: | gnore the references tlo A i gge_\ce Marines: The Avenger, Machine Curse, Null Zone,
U . L mite, Vortex of Doom.
0 M.' ne r psychihey rgtfzmtqmﬂ!% fomaas 1  Space Wolves: Fury of the Wolf Spirits, Jaws of the World
previous edition of the game [clarification]. Wolf*, Living Lightning, Murde r ous Hurri cane,
Wrath*, Thunderclap.
Tyranids: Aura of Despair, The Horror, Hypnotic Gaze*,
Leech Essence, Paroxysm, Psychic Scream, Warp Blast,
Warp Lance.
1  Witch Hunters: _ Divine Pronouncement, Purgatus?*,
Scourging.
* Powers marked with an asterisk (*) affect specific models
within a unit and are therefore not subjectto 0 Abhor t he W
Destr oy tuhlessawactua Teoplar model is affected by
it [clarification].

Ref: CSM.48C.0] DE.53B.01, DH.18C.01 SW.62M.0J,
WH.16E.01 WH.18.018 WH.211.01
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BLACK TEMPLARS ARMOURY (pages 26 -29)

BT.26C.01 i Q: Can a model be equipped with both a
Space Marine Bike and a Jump Pack?
A: A model may take only one or the other [clarification].

BT.27C.01 i Q: Can a model/unit with an
Auspex/Surveyor fire at every infiltrating unit within

4D6 o0, or just one?
A: A medel/unit with an Auspex/Surveyor waits until all
infiltrators have been set

fire once at each enemy unit within this distance (provided
they are also within range and line of sight). If both sides
have units with Auspexes/Surveyors, randomly determine

which player fires his units first [clarification].
Ref: DH.16C.01 WH.20A.01

BT.27C.02 i Q: Is the shooting granted by an
Auspex/Surveyor subject to the Night Fighting rules?

A: If Night Fighting is in effect at the start of the game, after
al |l infiltrators are depl oy
distance is established, make a separate Night Fighting sight
roll (2D6x3) for each enemy infiltrating unit the player wishes
to fire upon. Infiltrating units beyond this distance rolled may
not be fired at [RAW].

Ref: DH.16C.02 WH.20A.02

u

e

BT.27E.01 i Q: When a Chaplain, who is not attached

to a Command Squad, takes Cenobyte Servitors, does
he and the Servitors form a
A: Yes. This means, among other things, they take morale
checks if they lose at least 25% casualties in a single phase
(or. evven__a+~single model ."n t
Zeal 6) ,eumMicthry Bointg as normal for a unit. The
one exception is that the unit is worth only one total Kill

Paint ifrdestroyesl [cldrification,.o nc e, and may
Ref: BT.22C.01 SW.62D.01 TAU.31D01

BT.27E.02 i Q: Cana Chaplain who takes Cenobyte
Servitors still join a friendly unit? If so, how does this
combined unit fight in close combat?

A: A Chaplain with Servitors may still join another unit and if
he does so the Servitors join the unit as well. In close

combat, when attacking, and being attacked, the Chaplain
counts as one unit, while his Servitors count as a second unit
end theuhit they age joinBdGddcouAtsi as p tiscdUrBu r v e y
[clarification].

Ref: BI.22C.01

BT.28B.0 1 i Q: Does the Holy Orbs of Antioch use the
standard rules for determining where a blast weapon
lands?

BT.27C.03 i Q: Can fAonce per t ur n oA: VMesfalgification).a n d

abilities (such as a Master  -Crafted Weapon) be used
for Auspex/Surveyor shooting? If so, how many times

may it be used?

A: They may be used each time the model or unit shoots at
an enemy infiltrating unit. Using theserweapons or abilities
before the game does notlimit their use in the first turn
[clarification].

Ref: DH.16C.04 WH.20A.04

BT.27C.04 i Q: Can weapons that may only be used
6once per gamed be used for
does this count asits one use?

A: A one-use weapon may be used for Auspex shooting, but
doing so will count as its one use for the game [clarification].
Ref: DH.16C.05 WH.20A.05

BT.27D.01 i Q: Can Bionics be used against an attack

BT.28G.01 i Q: Can a Narthecium be used against
shooting attacks that donot

AP isequalorlowerth an t he targetés arm

A: Yes [RAW].
Ref: DA.25F.01

BT.28G.02 i Q: Can a Narthecium be used against an
attack that would normally c
the model wasnét i mmune to |
WisBekhengbdMpgntiep) 2o,

A: No it cannot [rules changel].

Ref: BT.27D.01, DA.25F.02

BT.28J.01 T Q: Can the Servo  Ar mbés
Powerfist attack be used the same phase a
Tehcmarine uses his Power Weapon?

that would normall Peath8ei ©I fis' 854t fap [clarification].

mod e | di dnot al so have 6Adaman

A: No they cannot [rules change].
Ref: BT.28G.02 DA.25F.02

Rel: BA.59H.01 %.gJB.glllG.34C9QJ, SM.71C.0] SW.38C.01
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BLACK TEMPLARS ARMOURY (pages 26 -29) CONTIN UED

BT.29A.01 i Q: Do Black Templar models in

Terminator Armor always count as stationary when

shooting a rapid fire weapon? Can they assault the

same turn they shoot a rapid fire or heavy weapon?

A: They may assault the same turn they shoot with rapid fire
or heavy weapons [rules change]. They do not, however
always count as stationary when shooting a rapid fire
weapon (just with heavy weapons) [RAW].

Ref: CSM.86B.01 DA.53D.01, DH.19A.01

BLACK TEMPLARS VEHICLE UPGRADES (page 29)

BT.29G.01 i Hunter -Killer Missile:
weapon [clarification].

is a pintle-mounted

Ref: BA.60L.01, DH.19H.01, DA.55C.01, IG.70E.01, SM.103D.07,
SW.63D.01 WH.23F.01

BT.291.01 1 Q: Can the Machine Spirit operate a
weapon that has already been fired tha t shooting
phase?

A: No [clarification].
Ref: BA.37H.01 DA.34D.01, SM.81B.0] SW.44B.01

BLACK TEMPLARS ARMY LIST: HQ (pages 31 -33)
BT.31B.01 i Q:If t he Emper or 6s
involved in a combat with an Independent
Character with a 'retinue
attacks against the enemy.IC) does he still have to
move into base contact with the IC?

A: Yes .as*“*t he Emper or.ds
a challenge no matterwhat the odds [RAW].

BT.32A.01 i Q: Can a Chaplain in Terminator Armor

take Cenobyte Servitors?
A: No [RAW].

BLACK TEMPLARS ARMY LIST: ELITES (pages 34

Champi

(so|Honor séo

BT.291.02 i Q: Can the Machine Spirit operate a
weapon on the same turn the vehicle uses Smoke
Launchers?

A: No [clarification].

Ref: BA.37H.02 DA.34D.02 SM.81B.02 SW.44B.02

BT.29K.01 i Q: How exactly d o Templar Smoke
Launchers work?

A: Templar smoke launchers downgrade all penetrating hits
to glancing hits [RAW].

Ref: DH.19M.01 DA.55F.01

BT.32B.01 i Sword Brethren Terminator Command
Squad: Have both &é6Ter minator A
w i tpanyinglstatistiaat upgraaies already
included in their profile [clarification].

@Mma mp B10358 09/81Y38.61 - & &) das a CoMirAakd Shuad or

Sword Brethren Terminator Command Squad be
taken as an HQ choice without an accompanying
character leading it?
A: No [clarification].

-36)

BT.34A.01/BT.34B.01 i Sword Brethren Terminator

& Terminator Assault Squads: Have both 6T
Armor &6 and O6Terminator Hono
statistical upgrades already included in their profile
[clarification].

BT.36A.01 i Q: Can a Templar Techmarine
e r (maluding png pvith a full Servo -Harness) be
s @quippediwith either @ Bike oraJwmp Pagk? ¥f i ng
equipped with Terminator armor does he retain his
Servo -arm/full Servo  -Harness?

A: Yes, a Techmaine with a Servo-arm/Full Servo-harness
may have a bike or Jump Pack. If equipped with
Terminator Armor he retains his Servo-arm but may not
upgrade to a Full Servo-Harness [RAW].




BLACK TEMPLARS CODEX QUERIES (BT)

BLACK TEMPLARS ARMY LIST: ELITES (pages 34

BT.36C.01 i Q: Can a Templar Techmarine fix

multiple vehicles in a single phase if he starts the
Movement phase in base contact with them both?

A: No, he may only attempt to fix one vehicle per turn
[clarification].

Ref: BA.39D.02 DA.31A.01, 1G.34A.01, SM.71A.02 SW.38B.01
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-36) CONTINUED

BT.36C.02 i Q: Can a Templar Techmarine attempt
to repair a damaged vehicle he starts the turn
embarked on?

A: Yes he can [clarification].

Ref: BA.39D.01 DA.31A.02 1G.34A.02, SM.71A.01

BLACK TEMPLARS ARMY LIST: TRANSPORTS (page 38)

BT.38A. 01 i Rhino: The Storm Bolter is pintle-mounted BT.38C.02 i Q:A Templar Drop Pod is listed - as

[clarification]. being 6Type: | mmobil ed, what d
A: It means that it cannot move once it lands, and counts

BT.38B.01 i Razorback: The Twin-Linked Heavy Bolter :;‘I A respectsl 25 ﬁ_vﬁh'de that: S sgﬁzr_ed an ImmagyEeg

is turret-mounted [clarification]. aeye resut(w ich cannot be repaired in any way)
[clarification].

= — Ref: RB.108.01

BT.38C.01 i Drop Pod: The Storm Bolter is pintle-

mounted [clarification]. BT.38C.03 i ‘Q: Can a Black Templar Drop Pod fire
on the turn it lands?
A: Yes, as it has a specific rule allowing it to do so [RAW].

BLACK TEMPLARS ARMY LIST: FAST ATTACK (pages 39 -40)

BT.39B. 01 i Land Speeder: All Land Speeder weapons BT.40A. 01 i Black Templars Bike Squadron,

are hull-mounted [clarification]. 600ptionsd shiUup dt betghmee | ni ti
one the following weaponso [ty

BLACK TEMPLARS ARMY LIST: HEAVY SUPPORT (pages 41 -42)

BT.41A. 01 i Vindicator:
mounted [clarification].

The Storm Bolter is pintle-

BT.42B.03 i Q:If a Land Raider Crusader is
destroyed (by ramming an enemy vehicle, for

examp le) and its embarked passengers charge into

BT.42A.01/BT.42B.01 i Q: Land Raider / Land

Raider Crusader: Bot h have the O0AsSs3
rule that allows disembarking models to assault in the

same turn.

combat the ensuing Assault phase do they still
i 2
2, u Pgnefiljram Frag Asgaylt Laynehers? , |
YA Yes [RAWL. P
Ref: BA.60G.01 DH.32B.03 DA.35A.01 ORK.931.01 SM.75B.0]
SM.82C.01 SW.45B.01

BT.42A.02/BT.42B.02 i Q:lIfalLan d Raider (or
Crusader) is transporting a mix of models in Power
Armor and Terminator Armor; how many models in

total can they carry?

A: In this case only, the basic Land Raider may transport
10 models total, the Crusader may carry 15. Models in
Terminator armor count as two models for this purpose.
Other types of models may also be transported and count
as a single model unless specified otherwise [rules
changel].

D€EesS

it e
D o]




BLACK TEMPLARS CODEX QUERIES (BT) 21

— “— — “— “—
BLACK TEMPLARS ARMY LIST: HIGH MARSHAL HELBRECHT (page 44)

BT.44B.01 i Q: Does Hel br etbbourdias | rBIA4FAB T Q: If Helbrech tis fighting an existing

the one Iron Halo the army may take? combat and is charged by another enemy unit does
A: Yes [RAW]. he get +D3 Attacks that round? What about if he
charges into an existing combat?
BT.44E.01 i Q: Does the Furious Charge Veteran Skill A: Helbrecht only gets the +D3 attacks when it is his first
that his Command Squad must purchase count as the round of any particular combat [clarific ation].
one Veteran Skill the unit can take? Ref: ELD.31A.01

A: Yes [clarification].

BLACK TEMPLARS ARMY LIST: CHAPLAIN GRIMALDUS HERO OF HELSREACH (pages 46  -47)

BT.47G.01 i Q: If Grimaldus is removed from play by

something that doesndt cause wounds (such as an Ork
Shokk Attack Gun)do es 6Only in Death does Duty

Endd save hi m?

A: No, only when he loses his last wound (or suffers Instant

Death) does his rule take effect [RAW].
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Dondt Fforget t o chadmgelsoFd@att he official Bl o
hitp.//iwvww.games -workshop.com/MEDIA_CustomProductCatalog/m1520060a_FAQ_BloodAngels 2009.pdf

BLOOD ANGELS GENERAL QUERIES

BA.GEN.O1 i Q: Several Blood Angels models provide BA.GEN.O3 i Q: Do Mephiston, The Sangiunor and

abilities ( suchas 6 Busi Charged, OFeelDeMNo hPalQondp,any Tycho eosibt fas o

etc)to Orfendlyunits 6 wi thin range. Doandemiessmibohi objescti ves that r1e

apply to allied units .. (such as Witch Hunter and A: As strange as it may seem, these models are not

Daemonhunter units, for example)? 6charactersd as defined in the

A: Yes'[RAW]. comprised of a single model [RAW]:

Ref: IG.GEN.0] SM.93A.01, SW.56B.01

BA.GEN.O2 i Q: If an individual Blood Angel model

provides an ability within a certain range (such as

6Furious Chargeé6é to friendly wunits within 6 inches, for

example), does this ability still apply‘to friend ly units

if the model is embarked on a vehicle?

A: Yes, in these cases measure range for the model from

t'the &digfelyof it he vehi®lieos hull he i s embarked on

[clarification].

THE ANGELIC HOST: BLOOD ANGELS SPECIAL" RULES (page 23)

BA.23B.01 i Q: When a unit with ATSKNF regroups at BA.23E.01 T Q: Whathappens to a unit that

the start of their turn do tbegycgmbsthe B8dhmoRedf dhirsto if

regrouping as well as their normal move? 6And They Shall _Know No Fear 6. 4

A: No, a unit with ATSKNF that regroups at the start of their  with a Dreadnought)?

turn may move normally instead of get ti ng t heA lBthiscaseMhe uni t si mply 'gains the

[rules change]. OFearl essd6 speci al rulles (althdg

Ref: BT.22A.02 DA.23A.01 SM.51B.0] SW.24F.01 Dreadnought it wondot benefit for
[clarification].

BA.23C.01 7 Q: Can a unit arriving from Reserves be

splitinto  combat squads-and if so, exactly when does

this happen?

A: A unit with the 6Combat Squadsdé rule may be split right

before moving them onto the table (or before deploying

them via Deep Strike, where applicable). If the unit was

declared to be arriving from. Reserve in a transport vehicle

then it may not be split unless the vehicle is able to carry

both combat squads (such as with some Super-Heavy

transports) or has a special rule that specifies otherwise

(such as with a Drop Pod) [clarification].

Ref: DA.23D.01, SM.51D.01

THE ANGELIC HOST: VETERAN SQUADS (page 27)

BA.27G.01 i Q: Should Hellfire Rounds be listed as BA.271.01 T Q: Can Vanguard Veterans

having a Strength of 06106 i nstlenaderovfe ndX do nsdi mikihgdnom etStm mmmbaat r

was clarified in the GW Space Marines FAQ? Gunship via the 6Skies of Bl oo

A: Yes, treat Hell fire RoundsA: Nosasihthisdasethe unitiSdeplogimdramntheo f 6 16

[typo]. Stormraven as opposed to arriving from Reserves [RAW].
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THE ANGELIC HOST: DREADNOUGHTS (page 29)

BA.29E.01 i Q: A Furioso Lib rarian counts as being BA.29E.04 i Q: If a Furioso Librarian fails its Ld t est
Leadership 10 for all o&épsychiacgap unrsp oas eDsadr,k wEN adta re x6aCecrtulcyi bl e
is meant by this? happens?

A: The Dreadnought counts as having a Ld of 10 for psychic A: The model'is simply removed from play [RAW].
tests, when using his Psychic Hood, when affected by

psychic powers that require a Ld value and when affected BA.29E.05 1 Q: Can Furioso Librarians use a psychic
by special rules/wargear that affect psykers (and require a shooting attack in addition to firing all of their
Ld value) [clarification]. weapons?

A: No, a psychic shooting attack may only be used in lieu of
BA.29E.02 T Q: Are Furioso Librarians affected by Ld firing one weapon [RAW]. This also means on a turn the
modifiers and/or special rules that reduce or replace Dreadnought is not allewed to fire its weapons it would also

Ld values (like the Cul exus Asuabte soiuse d psycbicSshootind attacls 6
special rule) when called upon to take Ld tests?
A: Yes to all [clarification].

BA.29E.03 1 Q: Are Furioso Librarians affected by
abilities that cause wounds on psykers (such as with

the Culexus Assassindés oLife Draind6 special rule, for
example)?

A:Unlessspeci fied otherwise (such as with o6Perils of the

Warp Attacksd) abilities that (only) cause wounds on psyker

have no effect on Furioso Librarians as they have no
Wounds characteristic [clarification].

THE ANGELIC HOST: DROP PODS (page 32)

BA.32B.01 i Q: When a pl ayer deploys a Drop Pod BA.32B.02 i Q: Can a Blood Angels Drop Pod arrive
can he choose to keep the doors open or closed? If on its ow n while the unit that purchased it is

the Drop Pod doors are deployed open can models deployed or arrives from reserves normally?
deploy within 206 of them? A: Yes, as long as the player declares as much during
A: Once the Drop Pod lands, the doors remain open for the deployment [RAW].

rest of the game. However, all measurements to and from Ref: BT.22B.02 SM.69A.02 SW.47A.02

the Drop Pod, besides firing its weapon, are done based on

the hull of the Drop Pod (its shape when the doors are BA32EO1 i | f a Blood Angel Drop P
closed). This means, for example, that friendly and enemy would take it off the table is the scatter reduced as
models will be able to move on top of the open doors if it were landing in impassable terrain?

[clarification]. A: No, in this'case the Drop Pod suffers a Deep Strike
If the doors cannot be opened (they are glued in place or a mishap [RAW].

player is using a model that gebLI2aB6ItDABOBAL EM.GID0G SVN847CG 0N a t
open/has a solid core), both players must agree before the
game to either pretend, to the best of their abilities, that
the doors are open and bothplay er s can see |0t hroughd the
core for line of sight purposes, or they can play that the
model bl ocks | ine of sight Yas is6é in which case the Space
Marine player wil/| be unable to fire the Drop Podds weapon
(a trade-off for the improved line of sight blockin g ability of
the model) [rules change].

Ref: BT.22B.04 DA.35B.02 SM.69A.01 SW.47A.01

o
N
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THE ANGELIC HOST: LAND RAIDERS (page 37)

BA.37H.01 i Q: Can the Machine Spirit operate a BA.37H.02 i Q: Can the Machine Spirit operate a
weapon that has already been fired that shooting we apon on the same turn the vehicle uses Smoke
phase? Launchers?

A: No [clarification]. A: No [clarification].

Ref: BT.291.01, DA.34D.01, SM.81B.01 SW.44B.01 Ref: BT.291.02, DA.34D.02 SM.81B.02 SW.44B.02

THE ANGELIC HOST: ST ORMRAVEN GUNSHIPS (page 38)

BA.38A.01 i Q: What base size (if any) should a BA.38A.06 i Q: If a Stormraven is immobilized or
Stormraven model be:-mounted on? destroyed while over other models, what happens ?
A: Stormraven Gunships must be fielded on the same type A: Follow these guidelines [clarification]:
of flying base the Imperial Guard Valkyrie/VVendetta model 7 Immobilized i Adjust the Stormraven the minimum
uses [clarification]. distance needed to place the model on the table but
Ref: DE.46A.01 DE.47A.01 not over any friendly models, within 1" of any enemies,
or in impassable terrain (although it may end up on top
BA.38A.02 1 Q:Are a Stormravenos Wi ofimpassable terrain if the model will fit there ). Do not
part of its o6hull6? turn the model, unless it is absolutely necessary for it
A: Yes, wings arenot o6decor at tofiton the table, and only then by the minimum
barrels, dozer blades, antennas, banners, etc), and are required.

therefore part of the vehicl ¢qwrecked i Disembark any passengers as normal.
Ref: DE.46A.02'/G.564:01 Then adjust the mod el (as described in the immobilized
guidelines above) before marking it as a wreck.
9 Explodes i Resolved normally (with surviving
passengers being placed anywhere within the hull
6f ootprintd of where the ehi
Ref: DE.46A.06, 1G.56A.04

BA.38A.03 i Q: What part of a Stormraven model

needs to be in or on terrain in order for it to count as

being in or on the terrain piece?

A: While a Stormraven is on its base, only if the base is
actually in or on the terrain would the model count as being
in or on the terrain (unless both players agree otherwise) BA.38A07 i Q:Wh e n
[clarification].

Ref: DE46A.03, 1G.56A.02

a Stormraven is 6
enemy models.in base contact with it completely

surround its base, are all passengers onboard killed?

A: Yes [clarification].

Ref: 1G.56A.06

BA.38A.04 1 Q: Can a Stormraven model end its
movement over friendly or enemy models and can

other models end their move underneath it? BA.38A.08 i Q: When a Stormraven is |mm0b1l|zed
A: As |l ong as a Stromra.ven_ docﬁfﬁﬁgsg)cﬁﬂlndlyotrénerﬂy dlsrr%ve . It s
baserontopof any model or within u%d%rltgvfnngéa'?éﬂ’? i
fine to have portions of the Stormraven end up over other A: Friendly models are able to move under the wings
glodels, prowdec;j Thely pfhyspally fitunderneatfipe provided they can physically fit there. Enemy models may
RS‘“B?Z;,Z gf/ Geﬂ[}/cqag;caﬂon]. also move under the wings provided they physically fit there

P ;- and dondédt move so their base |
assaulting, of course) [clarification].
Ref: DE.46A.07 1G.56A.07

6 BA.38A.05 T Q: Can a Stormraven end its
movement with part of the'model hanging off the

table as long as its base is fully on the table?

A: No, the Stormraven must end its movement with the
entire model over the table [clarification]. Note that this I - S Bh S T e a i Dl o 8t a - o
maymean it has to move faster tﬁis'btﬂﬂbse?é:l‘érﬁiéﬁtﬁmﬁ.t speedd whe

moving onto the table from /Reserves. Ref DE.46A.08 1G.56A.08

Ref: DE.46A.05 1G.56A.05

BA.38A.09 i1 Q: Is anenemy tank able to ram a
Stormraven that is on its base?

cl e
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THE ANGELIC HOST: STORMRAVEN GUNSHIPS (page 38)

BA.38A.10 i Q: How are template weapons resolved
against a Stormraven?

A: Unless specified otherwise, the firing player holds the
template over the top of the Stormraven so that the small
tipistouchingthefirer6s base (or the
firing

standpoint, similar to how templates are held over ruins read: Aiproviding the Stor mrtfasven| dij
(see page 85 of the rulebook) [clarification]. turn o[typo].
Ref: DE.46A.09 1G.56A.09
BA.38B.01 i Q: Is each Bloodstrike Missile BA'38‘]'01 B ILa e -Ju_mp Infant,ry unlt_
considered a separate weapon? 10 d IRKIE =Ll S=ISggtvo AR E _Of Bl o
. g Y v up actually landing in difficult/dangerous t errain, do
A: Yes, which means for example, that only one missile is theVlaka two d rg]erodus e orLiust or]e’>
Qe y o d T e Pt T o We. 2 D ONLglR €A% Two. Firstwhen the uhif'seatters and agsal% whten the
suffered and that all remaining missiles may be fired when surviving models are actually placed into the
the Stormraven is able to fire all of its weapons [RAW]. difficult/dangerous terrain [clarification].
: R f;/$.56§'f.01
BA.38C.01 T Q:Does the Witch Huntereo nterno
Pistol o count as a Melta weapgaBg)H20i Q:f 8 Storrfrdvén'mBVEN fikt® -out and is
Platingd rule? destroyed in the same movement phase (by failing a
A: Yes it does [clarification]. dangerous terrain test, for example) are its
" passengers then allowed to disembark using the
BA:38D.01 i Q: Are Stormravens allowe dto 6Skies of Bloodd rule?
transport Death Company and Furioso A: Yes they can [RAW].
Dreadnoughts? Ref: 1G.56C.02
A: Yes, any type of Dreadnought is permitted [clarification].
. ) _ BA.38J.03 i Q: If allied Jump Infantry (such as Witch
BA.38D.02 i Q: Are Dreadnoughts disembarking Hunters Seraphim) disembark from Stormraven
from a Stormraven able to use all of its Access Points using the 6Skies of Blwoodo6 rul
and do they benefitVeéhbaml éa e sdireouidirhid test for scattering and benefit
rule? from 6Descent of Angel so6?
A: Yes and yes [RAW]. A: Allied Jump Infantry units do get to ignore the dangerous
terrain test for scattering however only models that actually
BA.38D.03 i Q: If a transported Dreadnought is have 6Descent of Angel sdé benef
unable to disembark from a Stormraven (because
the vehicle is completely surrounded by enemy BA.38J.04 i Q: Ifa Stormraven starts the turn on the
models, for example) does the Dreadnought count as tableandaunitdis embar ks from it via d
destroyed? Bl oodé, can that wunit benefit
A: Yes, the Dreadnought counts as destroyed but does not mounted on the Stormraven?
explode or become a wreck [clarification]. A: Yes, provided the unit choo

BA.38D.04 i Q: Can an embarked Dreadnought use

its Smoke Launchers?

A: Yes it may. However, note that doing so does not protect
the Stormraven model in any way nor the Dreadnought
itself from the automatic
destroyed [clarification].

weapon
vehicl e) ,-d dwr 0 -dinénganaf) r

6S406
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CONTINUED

BA.38G.01 i Q: Can Stormravens Deep Strike
carrying passengers who do not have the Deep
Strike special rule?

A: Yes they can [clarification].

barrel for a

BA.38H. 01 i Stormraven Deep Strike: this rule should

of where the Stormraven ended its move [clarification].

hit when the Stor mraven i

5
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THE ANGELIC HOST: TECHMAR INES (page 39)

BA.39B.01 i Q: Do Servitors
like Servitors in the Space Marine codex? Are they
removed from play if the Techmarine dies?

A: No and No [RAW].

Ref: SW.38A.01

suf fer

BA.39D.01 i Q: Can a Blood Ang els Techmarine
attempt to repair a vehicle while embarked on it?
A:Yes he can [clarification].

Ref: BT.36C.02 DA.31A.02 1G.34A.02, SM.71A.01

BA.39@.02 i6QviCam d Blana An@els Techmarine fix
multiple vehicles in a single phase if he starts the
Movement phase in base contact with them both?

A: No, he may only attempt to fix one vehicle per turn
[clarification].

Ref: BT.36C01, DA.31A.01, 1G.34A.01, SM.71A.02 SW.38B.01

BA.39D.03 i Q: If a Techmarine has a servo

26

-harness

and is accompanied by at least three Servitors w ith

Servo -arms, will he successfully repair a damaged
vehicle even on the rol.l
A: Yes he will [RAW].

Ref: 1G.34A.03 SM.71A.03 SW.38B.02

THE ANGELIC HOST : LEMARTES, GUARDIAN OF THE LOST (page 43)

BA43E.O1 T Q: Does his oOoLiturgies
apply to Independent Characters joined to the same

unit as Lemartes?

A: Yes, as the rule specifies it applies to the Death Company
which the joined IC is (tempor arily) part of [clarification].

Ref: IG.71F.01, ORK.38A.01 ORK.59A.0]1 ORK.62C.0] RB.48B.02
SM.55A01, SM.92.01, TYR.52C.02 TYR.62F.01

THE ANGELIC HOST: ASTORATH THE GRIM (page 45)

6+16
added

O0BA. 45Q@.Q01 1 s the
by 6Furious Chargebo
Executionerds Axed?
A: No, modifiers cannot adjust the  Strength of attacks made
using thheSExecutionerdsyAxe
Ref: BA49C.01, BA.55C.0] 1G.44.02, SM.99H.01

to

THE ANGELIC HOST: LIBRARIANS (page 46)

BA.46C.01 i Q: Can a Blood Angels Librarian and an
allied Inquisitor both attempt to nullify the same
enemy psychic power using their psychic hoods?

A: No, only one psychic hood may be used against any
particular psychic power [rules change].

Strength

of Bl ooddé rul e

bonus
S 6

provi ded

t he of 6The

[ +CHR TR R T | _gen |

of
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T . e o T
THE ANGELIC HOST: BROTHER CORBULO (page 49)

OBA. 49C.Q011s the 06+106 Str engBA49D.@2niu@: Dees @orbiulalbengfit from both the

by 6Furious Charged6 added t o O6tFhuer i 5 so fC htahreg etOH eaanvde nddFse e | N o
Teet hd? 6The Red Grail 6 when not ? oine
A: No, modifiers‘cannot adjust the Strength of attacks made A: Yes he does [clarification].

usingthe He a v e n 6 éclarifiat®on].h

Ref: BA.45C.A, BA.55C.0] 1G.44.02, SM.99H.01 BA49F.01 i Q:Can 6The Far Seeing Ey
the rol |to see if the game ends?
BA49C02 i Q: | s the 6Heavenods Te AN GnleSsehe missidreact@ally specifies which player
single -handed close combat weapon? rolls to see if the game ends, and that roll is made by the
A: Yes, meaning Corbulo does get the +1 Attack bonus in Blood Angels player (such as with some missions in the
close combat for wielding two single-handed weapons 6Battle Missionsd expanslion, f
[clarification].
Ref: ELD.51D.01 RB.37A.01 BA.49F.02 i Q: When Deep Striking a unit, what dice
can 6The Far Seeing-r@diy ed be us
BA.49D.01 i Q: When exactly do friendly units check A: A player may-either re-roll the initial scatter die (but only
range to determine ifhdahego gbkmanaiidid ih@dstancEscattered) or the dice rolled
a 6The Re&d Graild to see how far the unit scat ters, but not both [clarification].

A: Check at each Initiative step of the assault to ensure the
unit is still within range [clarification].
Ref: BA.52C.0] 1G.60C.01 TYR.5C.01

THE ANGELIC HOST: SANGUINARY GUARD (page 50)

BASOE.O1 1 Q:l's the Ld test forced by the 6éDeath

Maskdéd taken by enemy units or by each individual

model within the enemy unit?

A: Units as a whole must take the Ld test, individual models

within the unit do not [clarification].

THE ANGELIC HOST: THE SANGUINOR (page 51)

BA.51D.01 i Q: If the Sanguinor starts the game in BA.51E.01 i Q: Ifa Blood Angels player starts the

Reserve and/or embarked in a vehicle, is the target game with his entire force in Reserve, when exactly

for 6Avenging Angel 6 noguinoc hosen tihret irle ctihpe eShaa  of o6Sanguinor
model is actually placed on the table? A’ 6SanBluesoirwgd i s al ways de't
A: Correct, until the Sanguinor model is actually on the table t he pl a-gane deployment regardless of whether or

(e.g. not in Reserve or embarked on a vehicle) a target for not he chooses to actually deploy any units [clarification].

06Avenging Angel 6 is not chosen [ RAW].
BA.51E.02 i Q: Are Sergeants put into Reserve still
BA51D.02 i Q:Can the target f oerl 86 Pvieinggibnige Angr 6 Sanguinorés Bl es
be an enemy HQ that is currently in Reserve? A: Yes they are [clarification].
A: Yes it may [clarification].
BA51G.01 i Q:When exactly is range
Fervour & checked?
A: Checkrange at each Initiative step to ensure the unit is
still within range [clarification)].
Ref: SM.90D.01

r mi
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I T T T T
THE ANGELIC HOST: HONOUR GUARD (page 52)

BA.52C.01 i Q: When exactly do friendly units check

range to determine if they gain OFurious Charged from
a 0Bl ood?Chaliceo

A: Check at each Initiative step of the assault to ensure the

unit is still within range [clari fication].

Ref: BA.49D.01 1G.60C.01, TYR.52C.01

THE ANGELIC HOST: COMMANDER DANTE (page 53)

BA.53C.01 i Q: Can a character with a retinue who BA.53F.01 i Q: Does a transport vehicle arriving via

only counts as bei "ngan Independent Character Deep Strike carrying D  ante ever benefit from his

when their retinue is destroyed (such as a Tau 6Tactical Precision6 special r
Commander with Bodyguard) be chosen as the A: No it does not [clarification].

target for the curse for the 6éDeath Mask of

Sanguihius®o BAS3F02 i Q: | f Danteds unit di seni
A: They cannot. And if the enemy army contains no Stormraven via O0Skies of Blood
Independent Characters before deployment, then no enemy his 6Tactical Precisiond speci
model will be cursed [clarification]. equipped with Jump Packs)?

Ref: DE.50E.01 A: Yes they do [clarification].

6 BA. 53 C.Q0Can abilities that allow models to

recover wounds (like Tyranid ORegenerationd, Dar
El dar O6Obsidian Orbsé6 and Necron O6Phylacterydo, f
example) be used to recover the wound removed by

the 6Deat h Mask of? Sanguini usé

A: They cannot.iinthe case of a Necron O6Phyl acterydo follow
its rules as stated, but if the Lord rolls a ¢ Godget back up

he will stand up with.two Wounds remaining instead of

three [clarification].

k
or

THE ANGELIC HOST: CHAPTER MASTER GABRIEL SETH (page 55)

OBA. 55C.Q011s the 06+16 StrengBA5SDOLINUG Carododhiiddadvi nd of Gor ed
by O6Furious Chargeod6 added t o autdnmticalyBhit eehicles without@ B/5 o d

Reaver 67? A: Yes it can [RAW].

A: No, modifiers cannot adjust the Strength of attacks made

using the Blood Reaver|clarification].

Ref: BA.45C.01 BA.49C.01 1G.44.02, SM.99H.01

BLOOD ANGELS WARGEAR: WEAPONS (pages 56 -58)

BAS9H.01 i Q: Can the Servo Armés additional
Powerfist attack be used the same phase a

Techmarine uses his Power  Weapon?

A: Yes it can [clarification].

Ref: BT.28J.01 DA.31B.01 1G.34C.01, SM.71C.0] SW.38C.01
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BLOOD ANGELS WARGEAR: VEHICLE EQUIPMENT (pages 60 -61)

BA.60C.01 i Q: If a Dreadnought is engaged in BA.60K.01 i Q: Canthe Magna -Grapple drag a

combat against multiple enemy units, do the vehicle in a squadron out of coherency?

additional attacks generated by Blood Talons have to A: Yes it can [RAW].

go against the same enemy unit that the unsaved

wounds were inflicted on, or can the player choose BA.60K.02 1 Q: Can the Magna -Grapple drag an

to direct the additional attacks against a different immobilized or stunned vehicle? If so, is that vehicle
enemy unit? then able to 6move normall ybd
A: The Dreadnought may freely split any additional attacks A: Immobile and stunned vehicles can be dragged, however
onto any enemy units he is engaged with [clarification]. doing so does not remove any prior restrictions against

them moving normally in future phases [clarification].
BA.60G.01 i Q: If a Land Raider Crusader or

Redee mer is destroyed (by ramming an enemy BA.60K.03 1 Q: Canthe M agna-Grapple drag a
vehicle, for example) and its embarked passengers Super -Heavy vehicle or Flyer in games that use such
charge into combat the ensuing Assault phase do vehicles (such as with Apocalypse)?

they still benefit from Frag Assault Launchers? A: Neither vehicle type may be dragged [rules change].
A: Yes [RAW].

Ref: BT.42B.03 DH.32B.03 DA.35A.01, ORK.931.01, SM.75B.01
SM.82C.0] SW.45B.01

BA.601.01 T Hunter -Killer Missile: is a pintle-
mounted weapon [clarification].

Ref: BT.29G.01 DH.19H.01, DA.55C.01 /G.70E.01, SM.103D.07
SW.63D.01 WH.23F.01

BLOOD ANGELS WARGEAR: EQUIPMENT (page 62)

BA.62B.01 i Q: When exactly does a player boo by - BA.62B.03 i Q: If a Drop Pod or Mycetic Spore lands
trap terrain with Cluster Bombs? in a booby -trappe. d piece of terrain, what happens?
A: After terrain is settled upon. In the case of standard A: The booby-trap is triggered against the Drop Pod or
rulebook missions that means before the roll to select a Mycetic Spore before the unit inside ‘disembarks
mission is made [RAW]. [clarification].

Ref: SM.67A.01 Ref: SM.67A.03

BA.62B.02 1 Q: If a unit starts the game in a booby -
trapped piece of terrain, what happens?

A: The booby-trap will be triggered the first time the unit
moves [clarification].

Ref: SM.67A.02

BLOOD ANGELS WARGEAR: PSYCHIC POWERS (page 63)

BA.63A .01 i Q: Which, ifiany, Blood Angels Psychic BA.63D.01 i Q: I multiple O6Mi“ght
Powers require line of sight to use? on the same unit in a single phase, what happens?

A: All of the Blood Angels powers that are Psychic Shooting A: No single model'in a unit can gain more than +D3

Attacks by definition require line of sight to their target(s). Attacks in a single phase,nomat t er how many

I'n the case of 0Bl ooduirddaorthee 6 ,Helrionees 6o farsei guhste di sonr eeche uni t
fii,rsitt " enemy “Junict  hiit by itgs S6liimed [ cl aglfi,cation].

of

oM
[
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BLOOD ANGELS WARGEAR: PSYCHIC POWERS (page 63) CONTINUED

BA.63E.01 i Q: Does a unit affect eBABRHY3 6 h adbles
have to test to make pile  -in and consolidation moves? units?

If assaulted by the enemy does it have to test in A: No, it does not [clarification].
order to attack back?

30

$Bllod®d Lancebd

af

i's the duration

A: No in all cases. The unit only needs to test in order to BA.631.01 i Q: What
move [in the movement phase], run, shoot or [initiate an] SanguineSwor.d 6 ?
assault [clarification]. A: Each use lasts for only a single Assault phase

[clarification].
BA63HO01 i Q: How wide is the 6lined for 6Blood

Lanced and is any kind of ¢é6to hitd roll needed for the
power?

A" ;The Olismed has no thif*knes's; (use tde edge of a teape
measure) and no 6to hitdé roll i's needed [clarification].

BA.63H.02 i Q: If the psyker is part of a unit, is

6Bl ood Lanced r e etherestafesdinitby wher

shoots?

AR dSE T NERTINERASE | rs¥iseeli e miy™iLns . T hUEREhE v Saige sy O |
enemy,unit that the rest of his squad is firing at

[elarification].

Ref: CD.73A.01 DA.39D.01 ELD.28F.0] SW.37H.02 WH.14E.01

BLOOD ANGELS ARMY LIST: HQ (pages 82 -84)

BA.84B.01 1 Q: Does taking a Blood Angel HQ choice
that is not an Independent Characters still allow a

unit of Honour Guard to be sele cted?

A: Yes, however note that these characters are unable to
join their Honour Guard unit (as they are not ICs) [RAW].

BLOOD ANGELS ARMY LIST: TROOPS (pages 88 -89)

BA.88A.01 1 Q: Do Lemartes and Death Company

Tycho count as 0 De aelhs 6C otnopvaanryd smotdh e
requirement for including Death Company

Dreadnoughts in the army?

A: They do not [clarification].

i ned must

be

he
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BLOOD ANGELS ARMY LIST: DEDICATED TRANSPORTS (pages 90

31

BA.90A.01 i Rhino: The Storm Bolter is pintle-mounted
[clarification].

BA.90B.01 i Razorback: The twin-Linked Heavy Bolter is

T— T—
-91)
BA.91A.01 i Land Raider: The twin-linked Heavy Bolter

is hull-mounted, the twin -linked Lascannons are sponson
mounted and the optional Multi -melta is pintle-mounted
[clarification].

turret-mounted, as are its replacements [clarification].

BA.90B.02 i Q:Can a unit containing more than six
models be equipped with a Razorback transport?

A: Yes, but unless the unit'is split viathe 6 Co mb a t S

BA.91B.01 i Land Raider Crusader: The twin-linked
Assault Cannon is hulkmounted, the Hurricane Bolters are
sponsonr-mounted and the optional Multi -melta is pintle-
mounted [clarification].

rule it will be unable to embark on the vehicle until it is

reduced to six models or less [RAW].
Ref: SM.135B.02

BA.90C.01 i Drop Pod: The Storm Bolter and optional

BA.91C.01 i Land Raider Redeemer: The twin-linked
Assault Cannon is hullmounted, the Flamestorm cannons
are sponson-mounted and the optional Multi-melta is pintle-
mounted [clarification].

Deathwind Launcher are both pintle-mounted [clarification].

BLOOD ANGELS ARMY LIST: FAST ATTACK (pages 92

-93)

BA.92B. 01 i Land Speeder Squadron: All Land
Speeder weapons are hulkmounted [clarification].

BA.92C.01 i Baal Predator: The twin-linked Assault
Cannon and replacement Flamestorm Cannon are both
turret-mounted [clarification].

BLOOD ANGELS ARMY LIST: HEAVY SUPPORT (pages 94

-95)

6 BA. 9@A .Stormraven Gunship:  The twin-linked
Heavy Bolter and Bloodstrike Missiles are hutmounted and
the twin -linked Assault Cannon is turret-mounted

BA.95B.01 i Vindicator: The Demolisher Cannon is hult
mounted and the Storm Bolter is pintle -mounted
[clarification].

[clarification].

BA.94C.01 i Predator: The Autocannon and replacement

BA.95C.01 7 Whirlwind: The Whirlwind Multiple Missile
Launcher is turret-mounted [clarification].

twin-linked Lascannon are bah turret -mounted
[clarification].
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Dondét forget to check out the official Chaos Daemons
http.//ivww.games -workshop.com/MEDIA_CustomProductCataloq/m1060210a_FAQ_ChaosDaemons March2010

CHAOS DAEMONS DAEMONI C FORCES: KU GATH (Page 48)
CD.48E.01 i1 Q:Is each Nurgling base created by

Kudgath worth a Kil/l Point in O6Annihilationd games?
A: Yes [RAW].

CHAOS DAEMONS DAEMONIC FORCES: EPIDEMIUS (Page 52)

CD.52D.01 i Q: For thd d&ESItliy ence dd Chlo5 2 DO.Q Which of the following situations
Kudgath, Epidemius, Nur gl i ng scouatnas a iRddel lgllededy &CfajlowgrrofsNurgle for

(from Imperial Armor).all count as a follower of the 6Tally of Pestilenced6?
Nurgle? A: [clarification]:
A: Yes to all [clarification]. Counts as killed by a follower of Nurgle

1 A multi-wound enemy model killed by close combat
CD.52D.02 T Q: Do models that have lost their last attacks if at least one unsaved wound was inflicted on
wound but have an ability that can bring them bac k him by a follower of Nurlge in that Initiative step.
into the game (like Inquisitorial bionics or Necron ! Enemy models destroyed by a sweeping advance in
6Weol |l Be Back6) count towar which a unit containing at least one follower of Nurgle
A: No, only when the models have been removed from the rolled high enough to catch the fleeing unit.
table as casualties do they count towards the tally f  Models killed by an exploding or wrecked vehicle that
[clarification]. was destroyed by a follower of Nurgle.

1 A follower of Nurgle killed by his own Daemon

weapon.

Does not count as killed by a follower of Nurgle
Casualties caused by ONo |Ret

Casualties caused by failed Dangerous Terrain checks.
Models Falling Back off the table.

Casualties caused by Deep Strike mishaps.

Casualties caused by models being unable to
disembark or be placed onto the table.

Ref: DE.25B.01, DE.62H.01

=L =) = =) =) =

CHAOS DAEMONS DAEMONIC FORCES: THE BLUE SCRIBES (Page 53)

CD.53D.01 i Q: When exactly do the Blue Scribes
declare targets for their ranged attacks, before or
after rolling for oO6Watch This! 672

A: After.Fir st decl are the oO6firstdé and 6ésecondd ranged attacks
you®* wish the Bl ue* Scribes to use and then rolfFl for O6Watch
This!&é6. Only once the two-«attacks they wil/ use havewbeen

determined are targets (if applicable) declared for the attacks
[clarification].

Casualties causedpby OPerl]il s

CAC

e at
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CHAOS DAEMONS DAEMONIC FORCES: THE CHANGELING (Page 54)

CD.54C.01 i Q: I'f 6GI amour of

successfully affects a unit and some models are make a Rune Priest cast O6Jaws o

armed with multiple weapons, which player happens?

chooses what weapons are fired? A: The Daemon player chooses which direction'the line is

A: The player controlling the Changeling chooses which traced for 6Jawsd. However, the

weapons and what firing modes (if app licable) the firing must be from the unit nominated as th e target for the

models use [clarification]. Gl amoured unitdéds shooting (and i

CDh54C02 i Q: Can 6GlI amour of TzED5AGOKH @:bd fudHesd amour of Tzeentc

to force a psyker to use a psychic power? make a Librarian cast o6Blood La

A: Yes, provided the power is a psychic shooting attack A: The Daemon player chooses which direction the line is

and the psyker wouldnormally be allowed to use the traced ofoadr LéaBhc e 06 . However, the

power [clarification]. crosses must b'e tehey t arget of _t
(and in line of sight) [clarification].

CD.54C.03 i1 Q:- What happens if oO6GlIlamour of

Tzeentcho is used to fire a weapon or psychic

shooting attack that automatically affects certain

units or models (such asuxwith Necron 6Gauss F

Arcso6 or Chaos O6Aura of Decayo)?

A: If the firing model normally has no choice over which

uni ts/ models are affected, then O6G|I amour of Tzeentchd

cannot change whichunits are affected by these types of

weapons/abilities [clarification].

CHAOS DAEMONS: DAEMONIC GIFTS (Pages 73 -76)

CD.73A01 T Q: I f a model usitng O6BGmM7BA.0bfiI QVu tWhtaito rhéa pipsens i f 6 Boon

part of a unit, is his target restricted by where the tuns an enemy into Spawn, but th

rest of his unit shoots? to place the Spawn model because of surrounding

A: The model” using 6Boon of Mnow)driendypDaémommesdls? pi ck a model

from within the same enemy unit that the rest of his squad Ag The*"S'Hawm" i«Sg nots I 0% t ~if"f - h

is firing at [clarification].
Ref: BA.63H.02 DA.39D.01, ELD.28F.0] SW.37H.02 WH.14E.01

CD.73A.02 i Q: I f .a model
does it restrict which enemy unit he may ch
the subsequent Assault phase?

A: Yes, he may only declare an assault against the enemy
unit that contains (or contained) his target [clarification].
Ref: DA.39D.02 ELD.28F.02 SW.37H.03 WH.14E.02

uses
arge in

CD.73A03 1 Q: Are spawn created b YdBmwmeihe Spawn only the minimum distance needed
Mut ati onéd worth a Kill Point twhebre dmeoster ayheach? 10 away from e
A: Yes [RAW]. canal | ow t he Spawn to move Othr
Ref: CSM.88C.02 necessary to do so) [clarification].
Ref: IG.63B.01
CD.73A.04 i Q: Can 6Boon of Mutationé target an
enemy model embarked on a vehicle/building?
A: No, @as the ability Tequires the "target model within 60 t

be picked (and embarked models are not physically-on the
table to be picked from) [clarification].

Tz e@DBECH G Q: | f

0 B 0 Rar CSMBIA B CSVR88CI0D N O

33

6Gl amour of Tzeentch

the model onto the table. Instead, push the friendly models
out of th e way by the minimum amount needed to place the
Spawn onto the table [clarification].

CD.73A06 i Q:If 6Boon of Mutationo6o tu
into a Spawn that is in base ¢ ontact with the enemy,

are there any restrictions on where the Spawn can

be. moved on the table (besides
of the enemy) ?
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CHAOS DAEMONS: DAEMONIC GIFTS (Pages 73 -76) CONTINUED

CD.73C.01 i Q: When Deep Striking near a Chaos CD.75F.01 T Q: I f a model using O6Aur
Icon, does the pla yer getto pre -measure to make part of a wunit, ,does the rest. d
sure the wunit | ands withi n 6 target dne of the?enemy units affected by it?
A: Unlike similar'gear in other codices (which allow the A: The use of Aura of Decay dos
pl ayer to fichooseo to | and wobftalgetsclarifigatiople) , a Daemon pl ayer
must place the initialkmodel from the Deep Striking unit on Ref: CSM.88F.01
the table before checking to see if is actually within range of CD.75F.02 i Q: | f a model wuses OAur a
the Icon or not [clarification]. prohibit which enemy unit he may charge in the

subsequent Assault phase?
CD.75B01 i Q: I f a wunit is hit byA:muAst iiptl ed osepsanvOatn et(asr)get a speci
of Slaaneshdé by a single fir &®chogsshisdssaubtagetnynodnal felerification].
Masqued) what happens? Ref: CSM.88F.02
A: No matter how many tatgetroglysa 6 Pavaned hits the
single roll is made to see how far the target moves CD.75F.03 i1 Q: Does OAura of Decayé
[clarification]. sight? Must casualties come from affected models

within 606 of the daemon using i
6 CD. 75 B .Q0Qan the Pavane of Slaanesh be used A: As a ranged weapon, it does require line of sight which
against a unit that has 0[ Go meahsanyanitszonpletalydoatdf line of sight cannot be
A Yes, and doingr so r emov e s affedted bylit \Resolvefanyavounds it causes vidthemerrhal t o
Groundd statws [ cl ari fi cat i oBshpotingrulesforcasualties, which includes cover saves
Ref BT.23A.03 CSM.&E.02 RB.24A.04 [clarification].

Ref: CSM.88F.03
CD.75B.03 i Q: Cana model who is able to use
Pavane of Slaanesh and another ranged attack use
the Pavane to move an enemy unit into position and
then immediately shoot at it with Breath of Chaos
(for example )?
A: No. When dealing with the firing from a single unit, all hits
are determined before Pavane of Slaanesh actually' moves
the unit (Pavane moves models in the 6roll to woundod step d
the shooting process) [clarification].
Ref: CV.88E.03
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Dondt forget o check out the official Chaos Space Ma
http.//www.games -workshop.com/MEDIA CustomProductCataleg/m1610178 Chaos Space Marines FAQ 2048 Edition.pdf
T T T— T— T
CHAQOS SPACE MARINES: CHAOS DREADNOUGHT (Page 40)
CSM.40A.01 i Q: Will a Chaos Dreadnought
suffering from 6Fire Frenzyo6 pivot 'to face a target
directly behind itself (if that is the closest target)?
A: No. The Dreadnought selects the closest target within
the 45 degree arc of fire of any of its weapons and then
pivots to face that target [clarification].
CHAQOS SPACE MARINES: FORCES OF CHAQOS: KHARN THE BETRAYER (Page 48)
CSM.48C.01 T Q: Kharn is fAi mmune t oCSMHBC.02 f Q:df Khiars is paft of a unit that'is hit
psychic power s dyismadnaby thi€?x a c by 6Lash of Submissiond what h
A: Kharn is completely unaffected by all the following A: Kharn ignaores the ability and since a unit.alw ays moves
enemy powers (the power is not cancelled, Kharn just at the speed of the slowest model, his unit does not move.
ignores its effects): Howeyse o _iufe “t he uniwt *T ajml s it's
1 Blood Angels: Blood Boil, Blood Lance, Fear of the Groundd with them [ RAW].
Darkness, Shackle Soul, Smite.
1 Chaos Space Marines: _ Bolt of Change, Doombolt, Gift of CSM.48C.04 i Q: If Kharn is part of a unit that is
Chaos, Lash of Submission, Nurghg&éd B movindbyabsyHic pGler@%-  has
1 Daemonhunters : Holocaust, Sanctuary, Scourging, Word With 6Shackle Sould or 6Wor d o
of the Emperor. h ns?
1 Dark Angels : Hellfire, Mind Worm. <'.:1ppe s'_
9 Dark Eldar : Veil of Tears A: Kharn is unaﬁ(_eqted by the power but cannot move as
1 Eldar : Destructor, Doom, Eldritch Storm, Mind War, Veil of the rest of the unit is not allowed to move (and a unit
Tears. always moves at the speed of its slowest model) [RAW].
9 Imperial Guard : Lightning Arc, Nightshroud, Soulstorm,
Weaken Resolve. CSM.48C.05 T Q: If Kharn is part of a unit that is
1 Oks: Frazzle, Zogwortés Curse, Zz3dBected by Eldar 6Doomd, what
ll %m’w The Avenger, Null Zone, Smite, Vortex of A: As Kharn is not actually allocated any wounds until after
91 Space Wolves: Fury of the Wolf Spirits, Jaws of the World A 0 Mo . > ' 94 Lt I Sloce e |
Wol f, Living Lightning, Mur der 8BEStKha[Garificaingnl.  tempestos
Wrath, Thunderclap. ’ ) ' ’
f Tyranids: Aura of Despair, The Horror, Hypnotic Gaze, CSM.48C.06 T Q:If Kharnis part ofa  unitthat is
Leech Essence, Paroxysm, Psychic Scream, Shadow in the affected by a psychic power that prevents his unit
Warp, Warp Blast, Warp Lance. from shooting (such as with 08§
9 Witch Hunters: _ Divine Pronouncement, Hamrmer of the 6Ni ght shroudd or o6Vei l of Tear
., HTECS, [PUEEUTES, SEaVEing, e @fine Emferey, A: Kharn ignores the psychic power and is therefore able to
Please note Kharn cannot benefit from any friendly psychic fire even if the rest of his unit canno t [clarification]
powers as well[clarification]. ¥
Ref: BT.25A.03 DE.53B.01 DH.18C.01 SW.62M.01 WH.16E.01 e % ; :
WH.18.018 WH.211.01 F:SM.48C.O7 I Q: If Kharn is part of a unit that has _
it's Ld reduced by a psychic po
. . P 0 ?
CSM.48C.02 i Q: If Kharn is part of a unit that is hit E'eKk? D l_ - OJ] it adt . h ahF_’ ?_de ?150 ; hich
by a psychic shooting attack can w ounds be : arntlgrr:ores ebpower aq redalnsf > 'Oht" (e it
allocated to him (using the normal-allocation rules 754k €% e eI TIRUSE 1. .11 LU0
for shooting) that he then ignores? . ’ .
A* Yes [RA%/)\/] 9 CSM.48C.08 i Q: If Kharn is part of a unit that is
, : affected by Wi tch Hunters 06Div

power, what happens?

A: The power affects the unit as usual. If the Morale Test is
failed, Kharn will Fall Back along with the unit
[clarification].

A

1)

pp

wer
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CHAOS SPACE MARINES: FORCES OF CHAOS: FABIUS BILE (Pages 52 -53)

CSM53F.01 1 Q: What counts as a 6Chaos Space

Marine Squadé for Fabiuso6s OEnhanced Warriorsbd

special rule?

A: Only 6Chaos Space Marines6 units (pg 96 of the codex)
[clarification].

CHAOS SPACE MARINES: SUMMONED DAEMONS (Pages'61 -63)

CSM.61A.01 T Q: What happens if a Greater Demon CSM.61A.02 1 Q: May a model that has
possesses a model , but thereGiresnatddabg poemetsesepdl|l Agea Great
the Daemon model because of surrounding models? does the Greater Daemon also count as having

A: A Greater Demon i sughepacetood6f{ Gbhel hépeGreomatdd@no

place the model onto the table. Instead, push the A: Yes, a model that has O[] Gonhe
friendly/enemy models out of the way by the minimum possessed and if so, the Greaer Demon does 70t count as
amount needed to place the Daemon onto the table having 6[ Gone] to Groundd [ RAW]|

[clarification].
Ref: CD.73A.05 CSM.88C.03

CHAOS SPACE MARINES WARGEAR: ICONS OF CHAQS (Page 81)

CSM.81B.01 i Q: Can Daemonsibe summoned to a CSM.81B.02 i Q: If an'Independent Character with
Chaos Ilcon in a wunit that hasumpRackiMngs]Deep BtrikEsrintoyplaydohéd to a
A: As the unit itself takes no action, yes D aemons may be unit.of Terminators/Obliterators, can this unit utilize
summoned to their Icon [RAW]. an Icon on the table to avoid scattering?

A: No, as models Deep Striking with Wings/Jump Packs may
not use an Icon to prevent their scatter [clarification].

CHAOS SPACE MARINES WARGEAR: SPECIAL EQUIPMENT (Page 85)

CSM.85H.01 T Q: Do models with o6wingsdé take
dangerous terrain tests far ending their move in

terrain as with Jump Infantry?

A: Yes, as this is part of the rules for moving as Jump

Infantry [clarification].

CHAOS SPACE MARINES WARGEAR: ARMOUR (Page 86)

CSM.86B.01 i Q: Do Chaos models.in Terminator
Armor always count as stationary when firin g rapid
fire weapons?

A: No they do not [RAW].

Ref: BT.29A.01, DH.19A.01 DA.53D.01

CHAOS SPACE MARINES WARGEAR: VEHICLE ARMOURY (Page 87)

CSM.87G.01 i Havoc Launcher: is a pintle-mounted
weapon [clarification].

6
e r
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CHAOS SPACE MARINES WARGEAR: PSYCHIC POWERS (Page 88 )

CSM.88.01 i Q: Which Chaos psychic powers are 6 CS M. 8 8 E Q:0re online GW Chaos FAQ says

psychic shooting attacks? that an enemy unit candt be aff

A Doombol t , Wi nd of Chaos, Bubmissionoiffit  ils iisnRinsing test, mlges thatmeanl € 6 s

Rot and Bolt of Change [clarification]. Lash candét be used against any
to Ground6?

CSM.88B.01 T Q: Can a psyker who has used A: The GW FAQ ruling was made under the previous pinning

OWar pti med choomlksomeofonhiys r trubes. bridér the new rules, even a unit that has failed a
and” 6to wound6 r ol-rbllslloftbemifmusPi hei ng t est and" aolhe@ftecteslpylLash Gr'd

he wishes to re  -roll any? of Submission, and doingsowillremove it s O6[fGone]
A: Yes, the psyker may pick &nduobodéoseawbschuonfebbsi t6tbahl §
ando omound®6 .r ol | srollficlrificatios].h e s t[darificagion].

Ref BT.23A.03 CD.75B.02 RB.24A.04

CSM.88C.01 i Q: If the psyker is part of a unit, does P
use of 6Gift. of Chaoso restr FEMBEO3d QeCangnindegendent Chargcer s h

oot

or assault in the subsequent shooting and assault joined to a unit use OLasho to
phases? position and then have the rest of his unit
A: No as Gift of Chaos is not a psychic shooting attack immediately shoot at it with flamers (for example)?
[clarification]. A: No. When dealing with the firing from a single unit, all hits

are determined before 6Lashd ad
CSM.88C.02 i Q: Are spawn created MYV &Gi M2dlfs cihholsfpe o6roll to wg
worth a Kill Point when destroyed? process) [clarification].
A: Yes [RAW]. Ref: CD.75B.03

Ref: CD.73A.03 : _
CSM.88F.01 i Q: If a psyker is part of a unit, do es the

hi uni tas firing have

CSMiB8C.03 i Q: What happens if 66i%IL 0% chiadsb"iwl%hs J

. ' ~.enemy uni.t af fected by ONur gl ¢
anenemyintoSpaw n, but there isnot any, room o] A

: A: he "use of Nurglebds Rot doefq

place the Spawn model because of surrounding -l
models? targets [clarification].

. » . R(:Kf'C‘D.75F01 -
A: The Spawn is not | ost if there 1 snét enough space to pl 4§

the model onto the table. Instead, push the friendly/enemy CSM8BF.02 i Q: If a psyker
models out of the way by the minimum amount needed to
place the Spawn onto the table [clarification].

Ref: CD.73A.05 CSM.61A.01

uses ONurgles RO
prohibit which enemy unit he may charge in the

subsequent Assault phase?

A: As it doesndét target a speci
to choose his Assault target as normal [clarification].

Ref: CD.75F02

CSM.88E.01 1 Q: If an enemy unit is moved by

multiple Lash of Submissions in the same turn can it
take multiple danger  ous terrain tests? - y v’
A: Yes, if both moves start, end or pass through dangerous ~ CSM:88F.03 i Q:  Does ONurgles Rot o

terrain then a test will be made for each individual move sight? Must casualties come from affected models : ,
[RAW]. within 60 of the daemon using

A: As a psychic shooting attack, it does require line of sight,
which - means any units completely out of line of sight cannot
be affected by it. Resolve any wounds it causes via the
normal shooting rules for casualties, which includes cover
saves [clarification].

Ref: CD.75F.03

CHAOS SPACE MARINES ARMY LIST: TROOPS (Pages 96 -98)

CSM.96B.0 1 i Chaos Rhino: The twin-linked Bolter is
pintle-mounted [clarification].

c
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Dondét forget to check out the official Daemonhunters
hitto.//www.games -workshop.com/MEDIA CustomProductCatalog/m1180153 Daemonhunters FAQ 20088 5th_Edition.pdf
B . . T I T
DAEMONHUNTERS GENERAL QUERIES
DH.GEN.0O1 i DAEMONHUNTER UNIT TYPES
T Al units are 6l nfantryé epxcept fior the foll owing:
f Units with an Armor Value| are o6Vehicl esbo
[clarificati on]
GREY KNIGHTS SPECIAL RULES (page 8)
DH.08E.01 i Q: 6The Shroudingé sayDHOBGCHE i QGuWbat , if anything do
Range Weaponso and Ordnance flimfeatsamioomd|l dbuwhen playing W

double their scatter distance. Does this also apply to
regular blast weapons?

A: No, follow the RAW. Only Ordnance and Guess Range
(Barrage) weapons follow th
fire "ighH #heys ar endt Wi M h iy

Marine and Chaos Daemon armies?

DH.08F.01 i Rites of Exorcism:
Al nstability testso
the game [clarification].

Ignore all references to
as this

ORDO MALLEUS PSYCHIC POWERS (page 12)

DH.12A.01 T Q:
do?

A: Ignore this power completely as it refers to rules that are
no longer current [clarification].

What , i f anything,

DH.12D.01 i Q: Can the Holocaust be used if the
psyker isnét | ocked in
60rdnance ‘templ ateo?

A: The power may only be used if the psyker is locked:in

combat and in this case an
large‘blast marker [clarification].

INQUISITORIAL HENCHMEN (pages 13  -15)
DH.15C. 01 7 Q: How does the Mysti.i

against a Space Marine unit that arrives via Drop Pod
and then splits into combat squads?

A:r Aftergtyhe *unist s havee
shotsé provided by the
Pod or at one of the two disembarked units [clarification].

combat ?

A: l gnore this rule completely
isndét dncluded in tthnd current
is rule. Al ot her weapons dono
spotting distance [ RAW].
is a rule from a previous edi't
DiHA42D02 & BaDods sldlocaeist évér scatt - er and are
models partially covered by the blast hit
automatically or only on the r
A: Hol ocaustodéds bl ast does not
cowered are hift en*a roll of 6
And what is an
00rdnance templated means the

cDH45CDD il Qi t HWoivudoeBohhe
against a Tyranid unit
Spored?

disembarked unit (but not both) [clarification].
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o TS e e e
DAEMONHUNTERS ARMOURY (pages 16 -19)

DH.16A.01 i Q: Does a Daemonhunter Storm Shield DH.16C.05 1 Q: Can weapons that may only be used

count as a single -handed weapon.in close combat? 6once per gameod . be used for Auf

A: No, the note in the co dex saying as much simply explains does this count as its one use?

why the Storm Shield is located where it is on the Armoury A: A one-use weapon may be used for Auspex shooting, but

page [clarification]. doing so will count as its one use for the game [clarification].
Ref: BT.27C.04 WH.20A.05

DH.16B.01 i Q: Does an Anocinted Weapon get bonus

penetration against a Defiler or Soul Grinder? Also, DH.16D.01 7 Q: Can Daemonhunter Bionics be used
what is a fAPossessed Dr eadn o avghifithe 2modelwas killed by Instant Death or

A: The Anointed Weapon rolls 2D6+Strengh against Defilers, something that automatically removes the model

Soul Grinders and any other {rammplaycasacaswalti?h t he o6 Daemondé or

6Daemonicoé special rul e. | gn érYesagainssinstaat Death,dul Bosagains thirgs thapbjust s e s 3
Dreadnoughto as it no | onger removetRetmodelifram thehable RAW].r ent rul es
[clarification]. Ref: WH.20B.01

DH.16 C.01 i Q: Can a model/unit with an Auspex fire DH.17E.01 i Q: Can a model using Digital Weapons
ateveryinfiltrating unit withi nuseapaghgrspegal weppgndnthe game round of

A: A model/unit with an Auspex waits until all infiltrators combat?

have been set up,» rolls 4D6oAgasdcluificaiold may then fire once 3
each enemy unit within this distanc e (provided they are also el WHi21C.0
within range and line of sight). If both sides have units with

Auspexes/Surveyors, randomly determine which player fires PH-17E.02 i Q: Can Digital Weapons be used against

his units first [clarification]. vehicles without a WS and if so do they always hit on
Ref: BT.27C.01 [G.35N.01, WH.20A.01 a 04+067?

A: Yes and yes [RAW].
DH.16C.02 i Q: Is the shooting granted by an Auspex Ref: WH.21C.02

subject to the Night Fighting rules?

A: If Night Fighting is in effect at the start of the game, after ~DH.17F.01 1 Q: Does the Emperoro6s Ta

all infiltrators are deployebhg8n#tothet@pbésepgspthedi 8thhati

established, make a separate Night Fighting sight roll A: No [clarification].

(2D6x3) for each enemy infiltrating unit the player wishes to

fire upon. Infiltrating units‘beyond this distance rolled may DH.17H.01 T Q: Does a Daemonhunter Force Weapon

not be fired at [RAW]. 6[ sl atyr]i @whut 86 as in the codex or

Ref: BT.27C.02 WH.20A.02 6instant deathdé as in the rul el
A: The Daemonhunter Force Weapon slays outright and

DH.16C.03 i Q: Can a Psyker who is allowed to shoot therefore models immune to Instant Death can still be

due to an Auspex, use a psychic shooting attack affected by it [RAW].

instead? Ref: WH.21H.01

A: Only if the psychic shooting attack specifically targets a

single enemy unit [rules change]. The psyker may use a DH.17K.0 17 Q: Can a model locked in combat reveal

psychic shooting attack against each enemy unit he shoots at @ Holy Relic or is fighting in combat considered a

(even with the same ability), but he must pass a separate fimoveo?

psychic test (if applicable) each time. A: A model locked in combat may reveal a holy relic but will

Ref: WH.20A.03 not be able to pile-in or make a consolidation move

(although he will not.prevent the rest of his unit from making
DH.16C.04 i Q: “ Can 6once per _tur nosweepdny advagee, pike-ih or consolidation) [clarification].

abilities (such as a Master -Crafted Weapon) be used Ref: WH.21K.01
for Auspex shooting? If so, how many times may it be
used?

A: They may be used each time the model or unit shoots at
an enemy infiltrating unit. Using these weapons or abilities
before the game does not limit their use i n the first turn
[clarification].

Ref: BT.27C.03 WH.20A.04

e d
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DAEMONHUNTERS ARMOURY (pages 16 -19) CONTINUED

Uni
by

DH.18C.01 i Q:
naffectedo
by this?

A: The unit is completely unaffected by all the following
enemy powers (the power is not cancelled, the unit with the
Null Rod just ignores its effects):

ts containing
P sNhat éxacty isPneamte r

a DelN8GLOL T RoCaromukipledaemonhunter Psychic
s Hoods be used against a single enemy psychic power
attempt?
A: No [rules change].
Ref: WH.22/.01

1 Blood Angels: _ Blood Boil, Blood Lance, Fear of the DH.18K.01 i Q: How does a Daemonhunter Storm

Darkness, Shackle $ul, Smite. Shield work?

1 Chaos Space Marines: _ Bolt of Change, Doombolt, Gift of A: Pick one enemy model in the unit the bearer is engaged

Chaoslas h of Submi ssi WimndofChaos g | e 6 withR af that model is directing its attacks against the
1 Daemonhunters : Holocaust, Sanctuary, Scourging, Word bearero6s wunit it mu s t rol | 6t o

of the Emperor. ;

1 Dark Angels : Hellfire, Mind Worm. gtrg?/mwgﬁirgj E‘(l;loe:nriﬁt?;stice)z]emy oL R S35 the
91 Dark Eldar : Veil of Tears. :
9 Eldar: Destructor, Doom, Eldritch Storm, Mind War, Veil of

Tears. DH.18M.01 i, Q: How does a Daemonhunter Teleport
9 Imperial Guard : Lightning Arc, Nightshroud, Soulstorm, Homer work?

Weaken Resolve. A: | Tessa T e lgepor t'i ngiFun™ t e h'oo0 S ¢
 Orks: Frazzle, Zogwortodés Curse,| ZZhaep.model with the teleport hort
1 %wﬂ The Avenger, Null Zone, Smite, Vortex of The teleport homer must be on the table at the start of the
1 Space Wolves: Fury of the Wolf Spirits, Jaws of the World P o B useRCARE 39" )

e, M9 LT ghtni g, MU de payg, JHUTE BE ASG e Moidsd ®
f Tyranids: Aura of Despair, The Horror, Hypnotic Gaze, Terminator Armor-always count as stationary when

Leech Essence, Paroxysm, Psychic Scream, Shadow in the shooting a rapid fire weapon? Can they assault the

Warp, Warp Blast, Warp Lance. same turn they shoot a rapid fire or heavy weapon?

I Witch Hunters: Divine Pronouncement, Hammer of the A: They may assault the same turn they shoot with rapid fire

Witches, Purgatus, Scourging, Word of the Emperor. or heavy weapons [rules change]. They do not, however
* Please note that units with a Null Rgd gannot benefit from any always count as stationary when shooting a rapid fire
friendly psychic powers as well[clarification]. weapon (just with heavy weapons) [RAW].

Ref: BT.25A.03 CSM.48C.0] DE.53B.01 SW.62M.01 WH.16E.01 Ref- BT.29A.01 CSM.86B.0] DA.53D.01
WH.18.018 WH.21/.01
: DH.19A.02 i Q: Do Daemonhunter models in
DH.18F.01 i Q: Do Psycannon Bol ts ignore cover Terminator Armor count as two models for the
saves? purposes of transport capacity when embarked on
A: No [clarification]. allied transport vehicles?
Ref. Wizl 01 A: Yes they do [clarification].
DAEMONHUNTERS VEHICLE UPGRADES (page 19)
DH.19E.01 i Blessed: | gnor e the refer el DH.191.01 i Pintle -Mounted Storm Bolter:  Ignore the
Hull 6, fALiving Vehicleo and last sentence as it refers to a rule from a previous edition e s'§
rules are no longer found in the current Chaos Space of the game [clarification].

Marine codex [clarification].

DH.19H.01 i Hunter -Killer Missile:
mounted weapon [clarification].

is a pintle-

Ref: BT.29G.01 BA.601.01, DA.55C.0] 1G.70E.01, SM.103D.0]
SW.63D.01 WH.23F.01

DH.19M.01 i Q: How exactly.do Daemonhunters
Smoke Launchers work?

A: Daemonhunters smoke launchers downgrade all
penetrating hits to glancing hits [RAW].

Ref: BT.29K.01 DA.55F.01

h i
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I T T T e
DAEMONHUNTER ARMY LIST (page 20)

DH.20Q.01 i Q: Exactly what models are currently
considered a 6daemond?

A: Ignore the rule in the codex and instead consult the
following guidelines [rules change]:

1 All models from the Chaos Daemons codex (excluding
Spawncreat ed by O6Boon of Mutjationd).
1 Chaos Space Marine Daemon Princes, Possessed Chags
Space Marines, vehicles with the Daemonic Possession
upgrade, Summoned Greater and Lesser Daemons.
The Eldar Avatar.
Imperial Armor Daemon Lords and any other non-
vehiclemodel wi th the 6Daemonédé|or 6Daemonicd speci al
rule.

= =4

USING DAEMONHUNTERS WITH OTHER ARMY LISTS (page 21)

DH.21F.01 i Using Daemonhunters as Allies: Ignore
references to the fADark Angels Hunt the Falleno as it refer
to a rule from a previous Dark Angels codex. Also, replace
ASi sters ofWitBhaHurttehlse® fWwclk ar iif i cati on] .
DAEMONHUNTER ARMY LIST: HQ (pages 22 -23)
DH.22A.01/DH24A.01 T Q: Are Inquisitors and DH.22B.01 i Q: I f an I nquisitor uses
Il nquisitor Lords counted as passyakMeralsCheck ie aioseicombat toesythisdriggerd t
take any psychic powers? 6No Retreatdé wounds?
A:Yes, as they have the 0PsykeA: ¥esElaricationd | rul e [ RAW].
Ref SM.84B.01 WH.26B.01
DAEMONHUNTERS ARMY LIST: ELITES (pages 24 -28)
DH.24B.01/DH.25B.01/DH26A.02 I Q:Cana DH.24B.03 i Q: Does a Dae morn hfoysét 6pso wg
Daemonhunter Death -Cult Assassin, Officio affect units locked in close combat?
Assassinorum Operative or Daemonhost be taken as A: No [clarification].
an ally in an army that only has a Witch Hunters
Ing uisitor (or vice versa)? DH.24B.04 T Q: I f a Daemonhost 06Tel 4
A: Witch Hunters and Daemonhunters are discrete types of scatters within 10 of an enemy
Inquisitor. A Death -Cult Assassin, Officio Assassinorum into impassable terrain or on a friendly model, what
Operative and Daemonhost may only be taken in an army happens?
that has an Inquisitor from the same Codex [clarification]. A:Rollonthe DeepSt ri ke mi shap tabl e.

is rolled then the Daemonhost is put into Reserve and its
DH.24B.02 i Q: Daemonhosts ar e de parrivalreled fér aosmally in the following turn(s). When it

single unito. Does that mean airmdivweisd u alo nDaRemcemnrhvoes tist wi || d
candét be held in-reserve? (do not roll for a new power a s the Daemonhost is starting

A: Al of a player 6s Dae mon h aletus ounaf glay) [ciifitatioalr be depl oyed at
the start of the game or held in Reserve. Only a single Ref: NEC.151.01 SM.57H.03

Reserves roll is male to see if they arrive on the table each

turn [clarification]. DH.24B.05 T Q: I'f a Daemonhost 6Tel 4
Ref: DH.25B.01, DA.27C.02 NEC.20A.0] WH.32B.01 difficult terrain does it take a dangerous terrain te st?

A: No it does not [RAW].
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DAEMONHUNTERS ARMY LIST: ELITES (pages 24

DH.24B.06 i Q: When a Daemonhost moves using
0Tel eportdo does he count
(for abilities that affect Deep Strike)?

as

42

-28) CONTINUED

DH.26B.03 i Q: Does the Vindicareos
dhrarviev isrhge pwira® DBeeex | Qtlr irkud e ?
A: Yes, which means therifle is rending and counts as S3

A: No, as 0 Useslthe peep Strike rdes fory when rolling Armor Penetration against vehicles (even when

scattering (and mishaps) [clarification]. the oFeméobratordé round is used
Ref: WH.32A.02

DH.24B.07 i Daemonhosts, Blood Boil: This rule should 4

read: i/ n the Daemonhunterso Shod¥27 9yl Qs e Lulexys Agpassin alloyed to

large blast marker  with the center hole over the move through enemy-models when charging if he

Daemonhost. All models underneath the marker (except can reach a psyker model? :

the Daemonhost!) tlgpop a S3 K iAtNoeisonlpable toignore the rule about having to
charge the closest model in the target enemy unit if doing

DH.24B.08 i Q: How is a Daemonhost using o) vv_iI_I allpw him to get into base con tact with a psyker

6Ti meshi ftd affected when mqulaﬂf'ﬁaﬂc’Q]nd assaulting

through difficult terrain? ~

A: In both cases, roll for difficult terrain as usual but dou ble DH'27'02_ i Q: Does the Cu I, exus Ass a}
speci al rule affect &6Stubbornd

the result of the highest score [rules change].

DH.24B.09 i Q: I f a Daemonhost
number of Attacks it gets in close combat and then
doubles this with 6Ti meshif
it get?

A: 10 Attacks, plus any additional bonus attacks (such as
the +1A bonus for assaulting, for example) [clarification].

DH.25B.01 i Q: Death -Cult Assassins are deployed
fas a single choiceo. Does
Death-Cult Assassins candét be
A: All Death-Cult Assassins froma single Elites choice must
either be deployed at the start of the game or held in
Reserve. Only a single Reserves roll is made to see if they
arrive on the table each turn [clarification].

Ref: DH.24B.02 DA.27C.02 NEC.20A.0]1 WH.32B.01

DH.26B.01 T Q: How does the Vindi
penetrator round work in regards to rending?

A: Because sniper rifles are rending, when rolling for armor
penetration, the Vindicare gets to add a D3 to the total for
each dice that comes up a six. So, if one of the three dice is
a six, the total penetration would be 6+2D6+D3+3 (giving a
result between 12 and 22); if all three dice were sixes, the
total would be 18+3D3+3 (24 to . 30!). Almost certainly

enough [clarification].

ol A Yesiidogsagt

morale test?
%r(j%q]lél |l essdé bkdpeci al
modifier (it just makes the unit count as having a different

ALd valye) [clarification
y oR’eﬁ' /£4 Dﬁ}OZ %.%7},4.01 '%)PR,%Q%,S] 5/1774,305,326 3

DH.27.03 T Q: I f a char eedutedo@lsyalL d i

Culexus Assassin, and that character has the ability

to pass his Ld onto other units (such as Space
arines éiRnidtievSi of Battl ed),

M
t Nothdr unftiuge? o\

w h

woul d use t
unless the ability specified that his unmodified Ld was used
(such as with the Wi tch Hunter
example) [clarification].

Ref: NEC.17A.02 TYR.59B.02 WH.30B.03

Culexus As
rul e funct.i

DH.27.04 i Q: ‘How does a
CREERPISI d4EPOspecial

Rul ed?

A: In terms of replacing the

these two rules cancel each other out. This means the mob

will test on its stand ard Ld value unless it numbers 11 or

more model s, in which case it

Ref: NEC.17A.03 WH.30B.04

m

DH.28A.01 i Q: With the new vehicle damage table,

DH.26B.02 i Vindicare Marksman Special Rule:
Ignore the final sentence in parenthesis as it refers to a rule
from a previous edition of the game.

how does the neural s hredder work against vehicles?
A: As there isndt a Glanci
on the vehicle -amaet ¢ atbh &t
is cumulative with other damage roll modifiers as (such as

ng H
a

the 6+16 for bei ng aitingAnPofenwe ap
topped vehicle) [clarification].
Ref: WH.31A.01

Exi
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DAEMONHUNTERS ARMY LIST: ELITES (pages 24 -28) CONTINUED

DH.28A.02 i Q: I's the Callidus Ass ®dH28AA0BEQOACANMvrdAi Word i ndjpour
your Earé used before or aft emoveSunis that aremutside ®f tha noemal

made ? deployment zone (like infiltrators or units that have

A: The redeployment move and the Scouts move are both already made their Scout move)?

described as happening after deployment but before the A:. NS Ts o 1"onh als AWM E |'nT id*t r
first turn. In such cases the best way to proceed is to dice in a position they.would not otherwise be allowed to deploy

off for which takes priority [RAW]. in [clarification].

DH.28B.01 T Q: How does the Eversor

6fast shoto6 r(Medtien?wor k in 5
A It doesnot , as the rule is
worked in previous editions [clarification].
DAEMONHUNTERS ARMY LIST: TRANSPORTS (page 3 0)
DH.30A.01 i Q: Can Daemonhunter dedicated DH.30C.01 i Rhino: The Storm Bolter is pintle-mounted.
transports be used by other units besides those that It has one access point of each side of the hull and one at
purchased them: the rear. Up to two models can fire from the top hatch fire
A:No [RAW]. point. It also has the O6Repair
D6 in the Shooting Phase if immobilized instead of
DH.30B.01 i Chimera: The access point is the rear hull shooting; on a Olénderimmdbibzedv e hj c |
ramp. Up to two models may fire out of the top hatch fire [clarification].
point. Each Lasgun is a separate fire point that a passenger
may use to fire a lasgun instead of its normal weapon. DH.30D.01 i Land Raider: It has one access point on
Models in Terminator armor count as two models when each side of the hull and one at the front. Models in
embarked [clarification]. Terminator armor count as two models when embarked. It
has the 6Machine Spiritoleand ¢

as presented in the GW online DH FAQ |[clarification].

DAEMONHUNTERS ARMY LIST: INDUCTED & ALLIED UNITS (pages 30 -31)

DH.30E.01 i Q: Can-an allied Space Marine Scout DH.31D.01 i Q: Can an allied Space Marine tank
Squad include Sergeant Telion? include Brother *-Sergeant Chronus?

A: Yes [clarification]. A Yes [clarification].

Ref: WH.26A.01 Ref: WH.26A.03

DH.31C.01 i Space Marine Land Speeder Tornado: DH.31D.02 i Q: Can an inducted Imperial Guard
Ignore the reference to this unit as it is now incorporated Leman Russ Battle Tank include Knight Commander
into the basic Land Speeder Squadron entry [clarification]. Pask?

A: Yes [clarification].
Ref: WH.26A.04

ef
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DAEMONHUNTERS ARMY LIST: HEAVY SUPPORT (pages 31

(DH) 44

-32)

DH.31A.01 i Q: How does the Orbital Strike work

with the new blast rules?

A: lgnore the 6(ln)accuracfybd
and treat the attack as an O
not having line of sight to the target. The blast marker is
therefore placed anywhere in the terrain feature nominated
and deviates 2D60 from that

uses the older term 60Ordnanc
the | arge ( 5amalkerdclardication].) bl as

DH.31B.02 i Q:Is an Orbital Strike affected by the
Night Fighting rules at all?

A: No [clarification].

Ref: WH.37B.01

DH.31B.03 i Q: When hitting a vehicle, a Melta
Torpedo is an Ordnance weapon AND rol Is 2D6 for
penetration. How exactly does this work?

A: First, roll two D6s and pick the highest (for being
Ordnance), then add a further D6 to the total (for the
Mel tadbs 2D6 penetration
Ref: WH.37B.02

DH.32A .01 i Grey Knight Land Raider: It has one
access point on each side of the hull and one at the front. It
can carry up to ten models with models in Terminator armor
counting as two models [clarification].

DH.32B.01 i Grey Knight Land Raider Crusader: The
Hurricane Bolters are sponsonrmounted, the Multi-melta is
pintle-mounted and the twin -linked Assault Cannons are
hull-mounted. It has one access point on each side of the
hull and one at the front [clarification]. It can carry up to
sixteen models with models in Terminator armor counting as
two models [rules change].

(= BT _aSG 0 T O aenaot e T ne us e o f

DH.32B.02 i Q:Is a Grey Knight Land Raider

Crusader able to move at cruising speed and fire its
Hurricane bolters? What about if smoke launchers

were used that turn or the vehicle is

shaken/s tunned?

A: Grey Knight Crusaders may fire their Hurricane bolters no
matter how far they move [RAW]. However they may not be
used if the vehicle is unable to fire for any reason
[clarification].

DH.32B.03 i Q: If a Land Raider Crusader is

destn dén ra mml an enemy vehicle, for

exa gj) g Enl]bgr b éaé)s )ge‘rs charge into
combat the ensuing Assault phase do they still

benefit from Frag Assault Launchers?

A: Yes [RAW].

Ref: BT.42B.03 BA.60G.0] DA.35A.01 ORK.931.01, SM.75B.0]
SM.82C.01 SW.45B.01

THE ADVERSARIES OF THE DAEMONHUNTER (pages 49 -51)

DH.49.01 i Q: Can | use the Daemonhunter Adversary
rules to take a Greater Demon in my army?

A: The Adversary rules were written to correspond.with a
previous version of the game and the old Chaos Space
Marine codex. As such, the Adversary rules are no longer
appropriate for tournamentuse without extensive
modification [clarification].

DAEMONHUNTERS ARMY LIST: BROTHER -CAPTAIN STERN OF THE GREY KNIGHTS (page 59)

DH.59.01 i Daemonic Nemesis: Ignore this rule as it
refers to rules from a previous edition of the game
[clarification].

DAEMONHUNTER SUMMARY (pages 64)

DH.64A.01 i Q: What are the weapon
characteristics for a Daemonhunter Assault

Cannon?

A: As found in the summary, they are a Heavy 3, non -
rending weapon [clarification].

o d g
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Dondét forget o check out the official Dark Angel s FA
http.//www.games -workshop:com/MEDIA CustomProductCatalog/m1810079 DarkAngels Oct 2008 5th Edition FAQ.pdf

FORCES OF THE DARK ANGELS: SPECIAL RULES (page 23)

DA.23A.01 i Q: When a unit with ATSKNF regroups DA.23D.01 i Q:Can aunitarr iving from Reserves be
at the start of their turn dospltihtegombgatesquadshhe 30 move for
regrouping as well as their normal move? A: Dark Angels units placed into Reserves cannot be split
A: No, a unit with ATSKNF that regroups at the start of into combat squads [RAW].

their turn may move normallyinst ead of get t i nRpfBAB36.013/.51D.01

move [rules change].
Ref: BT.22A.02 BA.23B.0] SM.51B.0] SW.24F.01

FORCES OF THE DARK ANGELS: DARK ANGELS SPACE MARINES (pages 24 -25)

DA.25F.01 i Q: Can a Narthecium be used against DA.25F.03 i Q: Can a Dark Angel Narthecium be used
shooting attacks that dondét &abl ognarsawevahial P66i fathed cd
AP is equal or | ower #than t haA Nofauegckange]s ar mor save) ?

A: Yes [RAW].

Rl L6080, DA.25F.04 i Q: Can a Dark Angel Apothecary use his

L g . Narthecium to ignore his own failed save?
DA.25F.02 i Q: Can a Narthecium be used against an

A: Yes he can [clarification]. .
attack that would normally cause gl[nstan]t Deat ho i f
the model wasndédt i mmune to Instant Death (such as

with the O6Adamantine Mantl ed) ?
A: No it cannot [rules change].
Ref: BT.27D.01 BT.28G.02

FORCES OF THE DARK ANGELS: RAVENWING SQUADRONS (pages 26 -27)

DA.27A.01 T Q: Can Ravenwing Bikes Turbo  -Boost DA.27C.02 i Q:Ravenwing Attack squadrons are

during their Scout move? depl oyed fiat the same ti meod. D

A: No [RAW]. indi vidual el ements of the squ
reserve?

DA.27C.01 i Q: Does the Attack Bike and Land A: The entire squadron must either be deployed at the

Speeder from a Ravenwing Attack Squadron count start of the game or held in Reserve. Only a single

as a scoring unit even when taken as a Fast Attack Reserves roll is made to see if they arrive on the table each

choice? turn In 6Dawn of Ward missions

A: Yes, per the codex they both each always count as a combat squads counts as multiple units for determining

Scoring unit of one model [RAW]. Note that in the case of how many units may be deployed [clarification].

the Land Speeder it counts as a scoring unit until it is Ref: DH.24B.02 DH.25B.01 NEC.20A.0] WH.32B.01

6destroyeddé [clarification].
DA.27C.03 i Q: If Ravenwing Attack squadrons

dondt split up until they are
mean the bike elements of the squadron are unable
to 60Qutflankoé if the squadron

Speeder (because the Land Speeder does not have

the 6Scoutsd USR) ?

A: The bikes may still Outflank, and if so, the Land Speeder
arrives onto the table using the normal Reserve rules [rules
change].

v er
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FORCES OF THE DARK ANGELS: TECHMARINES (page 31)

DA.31A.01 i Q: Can a Dark Angels Techmarine fix DA.31B.01 i Q:CantheServo -ar més addi ti on
multiple vehicles in a single phase if he starts the Powerfist attack be used the same phase a

Movement phase in base contact with them both? Techmarine uses his Power Weapon?

A: No, he may only attempt to fix one vehicle per turn A: Yes [clarification].

[clarification]. Ref: BT.28J.01 BA.59H.01 1G.34C.01, SM.71C.01 SW.38C.01

Ref: BT.36C.01 BA.39D.02 1G.34A.01, SM.71A.02 SW.38B.01

DA.31A.02 i Q: Can a Dark Angels Techmarinew  ho
started the turn embarked.on a vehicle attempt to

repair it?

A: Yes he can [clarification].

Ref: BT.36C.02 BA.39D.01, 1G.34A.02, SM.71A.01

FORCES OF THE DARK ANGELS: LAND RAIDERS (page 34)

DA.34D.01 i Q: Can the Machine Spirit operate a DA.34D.02 i Q: Can the Machine Spirit operate a
weapon that has already been fired that shooting weapon on the same turn the vehicle uses Sm oke
phase? Launchers?

A: No [clarification]. A: No [clarification].

Ref: BT.291.01, BA.37H.01 SM.81B.0] SW.44B.01 Ref: BT.291.02, BA.37H.02 SM.81B.02 SW.44B.02

FORCES OF THE DARK ANGELS: LAND RAIDER CRUSADERS (page 35)

DA.35A.01 i Q:If a Land Raider Crusader is

destroyed (by ramming an enemy vehicle, for

example) and its embarked passengers charge into
combat the ensuing Assault phase do they still

benefit from Frag Assault Launchers?

A: Yes[RAW].

Ref: BT.42B.03 BA.60G.0] DH.32B.03 ORK.93/.01, SM.75B.01
SM.82C.0]1 SW.45B.01
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FORCES OF THE DARK ANGELS: DROP PODS (page 35)

DA35B.01 i | f a Dark Angel Drop
would take it off the table is the scatter reduced as if

it were landing in impassable terrain?

A: No, in this case the Drop Pod suffers a Deep Strike
mishap [RAW].

Ref: BT.22B.01 BA.32E.0] SM.69C.0] SW.47C.01

P DAJI3SB02 si cQa Where a player deploys a Drop Pod

can he choose to keep the doors open or closed? If
the Drop Pod doors are deployed open can models
deploy within 20 of them?
A: Once the Drop Pod lands, the doors remain open for the
rest of the game. However, all measurements to and from
the Drop Pod, besides firing its weapon, are done based on
the hull of the Drop Pod (its shape when the doors are
closed). This means, forexample, that friendly and enemy
models will be able to move on top of the open doors
[clarification].

If the doors cannot be opened (they are glued in place or a
playerisusingamodel that doesndét have
open/has a solid core), both players must agree before the

game to either pretend, to the best of their abilities, that

the doors are open and both |pl
core for line of sight purposes, or they can play that the

mo d e | bl ocks | ine of sight dgas
Marine player wil/| be unabl e t
(a trade-off for the improved line of sight blocking ability of

the model) [rules change].

Ref: BT.22B.04, BA.32B.01 SM.69A.01 SW.47A.01

FORCES OF THE DARK ANGELS: DARK ANGELS LIBRARIAN PSYCHIC POWERS (page 39)

DA.39D.01 i Q: If a Librarian is part of a unit, is his
target for O6Mind Wormé restr
his unit shoots?

A: The,Librarian must pick a model fram within the same
enemy unit that the rest of his squad is firing at

[clarification].

Ref: BA.63H.02 CD.73A.01 ELD.28F.01 SW.37H.02 WH.14E.01

WARGEAR: ARMOUR (page 53)

DA.53D.01 i Q: Do models in Terminator Armor
always count as stationary when shooting a rapid fire
weapon (such as with-a combi -weapon)?

A: No [RAW].

Ref: BT.29A.01 CSM.86B.0] DH.19A.01

WARGEAR: VEHICLE ARMOURY (page 55)

DA.55C.01 i Hunter -Killer Missile:
weapon [clarification].

is a pintle-mounted

Ref: BT.29G.01 BA.60/.01, DH.19H.01, /G.70E.01, SM.103D.01
SW.63D.01 WH.23F.01

DA.39D.02 i Q: I f a Librarian
it redtriet hich gnemy luret heemay chagge in the t
subsequent Assault phase?

A: Yes, the Librarian may only declare an assault against the
enemy unit that contains (or contained) his target
[clarification].

Ref: CD.73A.02 ELD.28F.02 SW.37H.03 WH.14E.02

uses
o f

DA.55F.01 i Q: How exactly do Dark Angel Smoke
Launchers work?

A: Dark Angel smoke launchers downgrade all penetrating
hits to glancing hits [RAW].

Ref: BT.29K.01 DH.19M.01

6
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DARK ANGELS ARMY LIST: HQ (pages 79 -81)

DA.79C.01 i Sammael, Master of the Ravenwing DA.79C.03 i Q: The Master of the Ravenwing allows
Land Speeder: The twin-linked Assault Cannon andHeavy | & squadron member riding a bike to be upgraded to
Bolter are both hull-mounted [clarification]. a Standard Bearer. Can either an Attack Bike or a

biker with a special weapon be upgraded as the
DA.79C.02 i Q: The Master of the Ravenwing allows Standard Bearer?

A: Yes, the Standard Bearer can be either an Attack Bike or

an Attack Squadron biker to be upgraded to an ! ) i
a biker with a special weapon [RAW].

Apothecary. Can either an Attack Bike or a biker

with a special weapon be upgraded to'the

Apothecary?

A: An Attack Bike cannot be upgraded as an Apothecary,
but a biker with a special weapon may [clarification].

DARK ANGELS ARMY LIST: FAST ATTACK (pages 84 -85)

DA.85A.01/DA85B.01 i Ravenwing Land Spe eders:
All Land Speeder weapons are hultmounted [clarification].

DARK ANGELS ARMY-LIST: HEAVY SUPPORT (pages 86 -87)

DA.86B.01 i Land Raiders: The twin-linked Heavy DA.86D.01 i Predator: The Autocannon is turret-
Bolter is hull-mounted and the twin -linked Lascannons are mounted [clarificatio n].

sponsorrmounted [clarificati on].

DA.87A.01 i Whirlwind: The Whirlwind Missile Launcher

DA.86C.01 i Land Raider Crusader: The Multi-melta is is turret-mounted [clarification].

pintle-mounted, the twin -linked Assault Cannons are hult

mounted and the Hurricane Bolters are sponson-mounted DA.87B.01 i Vindicator: The Demolisher Cannon is hult
[clarification]. mounted [clarification].

DARK ANGELS ARMY LIST: DEDICATED TRANSPORT VEHICLES (page 87)

DA.87D.01 i Razorback: The twin-linked Heavy Bolter is
turret-mounted [clarification].
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DARK ELDAR SPECIAL RULES (page 25)

6 DE. 25 B .QOFbr the purposes of generating a
pain token, which of the following situations counts

as a non -vehicle enemy unit being destroyed by a
Dark Eldar unit with O6Pow
A: Follow these guidelines [clarification]:

0 DE. 2 5 B .QO0l@multiple enemy units are
destroyed by combat results, are the pain tokens
gained evenly spread amongst the participating Dark
er FEidar mitsPonassigied ¢omptekely ndomly?
A: Tokens generated this way are randomly assigned, which

Counts as destr _oyed by a Dark Eldar unit w/PFP:
M Destroyed by a sweeping advance in a combat
containing at least one Dark Eldar unit w/PFP.

1 Destroyed by 6No Retreat![d OvEu 2dbsB .QOFana DatkElday gnit without the

containing at least one Dark Eldar unit w/PFP.

1 Destroyed by a vehicle explosion causel by a Dark
Eldar unit w/PFP.

Does NOT count as destroyed by a Dark Eldar unit:

means one Dark Eldar unit can end up gaining multiple pain
tokens while another unit gains none [RAW].

6Power From Paind rule end up
token for being part of a combat that destroys an

enemy unit?

A Ua*T t s§ t . hat #d Ogngo™t  Wave ast 1A

Destroyed by o6Perils of
Destroyed by failed Dangerous Terrain tests.
Destroyed by a Deep Strike mishap.

Destroyed by Falling Back off the table.

= =4 -8 -4 -9

be placed onto the table.

Destroyed by being unable to disembark or otherwise 6 DE. 2 5 B .QOl6an enemy unitcontai  ning a

t|h eF FWalr pPaa.i N6 speci al rul e do nost
destroying enemy units and are therefore not included in
the randomization [clarification].

joined Independent Character is destroyed , how

Ref: CD.52D.03 DE.62H.01

60 DE. 25 B .Q0I2some models in a unit do not
have the 6Power From Pain
still gener ate pain tokens for destroying an enemy
unit and/or benefit from any pain tokens it may

have?

A: As |l ong as one model i
Pai n o s le t hen” t he a#*nfirt
pain tokens [clarification].

6 DE. 2 5 B .Q0What happens to pain tokens on a
unit that | oses its | ast
Paind speci al rul e?

A: The tokens remain, but will not benefit the unit unless
lyndiependen™ Char acteer wi™t
joins them [clarification ].

DENZIENS OF T HE DARK CITY: HELLIONS (page 28)

6 DE. 2 8 O.Q0When a Helliarch with a Stunclaw
6snatchesd6 an I ndependent
does this remove the IC from the previous combat?

And in the next round of combat do the Hellions

count as having assaulted the IC?

A No mat*t er ihow fRairn 6t hmo.v
t*h e*sw6'snatic hedo | Cavis nor |
In the next round of combat the Hellions do not getthe
+1A bonus for having assaulted [clarification].

many pain tokens are generated? What if the unit is
a oOoretinued?

A: Pain tokens are generated exactly like Kill Points, so in
6 s pelleGases, boih (he wit anchilee gharagieg woulchbe worth
1 pain token each [rules change].

0 DE. 2 5 E .Q0Iflan Independent Character with
n t HCeO Mbpaitt Dy alisg St H e0 | 8o viRe rU NF rto nf h &t
c a n Dpugst(af vicg e-veesa).avhathappens? henef i t fr o
A: The effects of drugs only apply to the models that
actually have Combat Drugs except in the case of
6 Sp | i ntsncengematades g pain token that is applied
mo d €q thewnity THis alsp meagspig wk Gontaing anymodels
without Combat Drugs,then 6 Hy pex 6 i.s ef fect.i

an (Fa's © tohee™eeiyrgat - wifl il O Oytaat.  tgh e

h t dcarfigapoglwe r " Fr om Painéd rul e | ater

Character from combat

®H enrds up b*e kng,
ongser ‘glack ed i n (*helwpilirevious c,embsa

ast
gerl

vel
r at
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DENZIENS OF THE DARK CITY: REAVERS (page 29)

6 DE 9201 i Q: When calculating the number of
Bladevane hits inflicted, is a separate D3 rolled per

model or is a single D3 rolled and then multiplied by
the number of models with Bladevanes?

A: Roll a separate D3 for each model in the unit with
Bladevanes [clarification].

O0DE. 29C.Q02 How
pointsd for a
determined?

A: Pick one model before moving the unit to be the start
point and when finished moving, pick one model to'be.the
end point (it need not be the sam e model in the unit). Then,
usingrthe thin edge of tape measurey draw a straight line
between the centers of these two points [clarification].

exactly
Reaver

ar e

t
unit oés

DENZIENS OF THE DARK CITY: INCUBI (page 31)

ODE. 31C.Q01 Does a Demi kl ai ve
separatelyd grant the
single -handed weapons on top of the +2A bonus
already granted by the weapon?

A: No [clarification].

+1A bonu's

50

O0DE. @@® i Q:How are attacks from Bladevane s
resolved, especially considering cover saves ?

A: They are resolved like,shooting attacks with the following
modification: Check line of sight to any potential target units
to. before moving the Reaver unit. Only models actually in or
touching a piece of cover between them and their starting
position are considered to be in cover unless protected by a

h epedabrilea watgeaa eta thag pravides a cover save (like

Balna déeOwr akn eK uastt toaNotkRbmiraktheughréselved 6 )
like shooting attacks, they are not shooting attacks and
therefore cannot be saved by rules that only grant.cover
saves against shooting attacks (like a Tyranid

Venomt hropeds - 6 Spor dclaication].d 6-, f
Ref: DE.63A.03

0 DE. 2.@1ME.29E.01 i Q: Do Cluster Caltrops &
Grav - Talon attacks replace the regular Bladevan e
attacks a model gets or are they in addition to them ?
A: Cluster Caltrops & GravTalon attacks replace the normal
Bladevane attacks a model gets [clarification].

6wi el ded

for having two

DENZIENS OF THE DARK CITY: THE COURT OF THE ARCHON (page 35)

6 DE. 3 5 A.QOWhen rolling to determin
characteristics. of a
D6 rolled for both characteristics or is a separate roll
made for each?

A: Roll separately for each eharacteristic [clarification].

e the

ODE. 35C.001 A Lhameands OMistres

Me d u's a e Gspecid rlg eab usros tadp,p liise sa tsoi .ntghlee 6 Ar c

tod. What exactly is meant
A: If the Dark Eldar army contains, more than one Archon
(including Asdrubael Veet and Lady Malys) then during
deployment the player must nominate which ‘Archon a
6Court- odnd hlrelAomrdrs t o (assumi
contains at least one Lhamean). That Archon then benefits

[ grBORME* t _hoel S@EVIT s e ree¥SESEE o fet PDu™s o.n O
e v NS NS T Ngost | JoLiAnYe d o tahfe oRC.o. O
later killed [clarification]s

by

L 3o
o D
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DENZI ENS OF THE DARK CITY: GROTESQUES (page 39)

ODE. 39C.Q01 How are Grotesqueo® D&B &9 TeQOWhat happens if Grotesques suffer

Rampaged6 attacks resol ved? Dod rtome yo Beefrfseecrtk Rampaged whil e e|pbar
embarked units within range? vehicle?

A: 0Berserk Rampage6 ,attacks Aar el hree sooRiduneptbalyeftdcts ther lmvenaranispory ,

including cover saves. Embarked unitsare not attacked and range to other potentially affected unitsis measured

[clarification]. from the hull of their transport vehicle as usual

[clarification].
6 DE. 39 C.Q0I20one 2D6 roll made to determine
the number of hits on ALL wunits affected by O6Berserk
Rampaged6, or is a separate 2D6 roll made for each
affected unit?
A: Determine the number of hits separately for each
affected unit [clarification].

DENZIENS OF THE DARK CITY: CRONOS PAIN ENGINE (page 41)

ODE. 41B. 01/ DEQ41RBadl1 6Spirit 99DYPEhAALD .3 Does a O6Spirit Probelp c
6Spirit Probed ever all ow a Gpeoial dose conthat geapoe and/dr grantathe plahi n
token for destroy ing an enemy vehicle model? bonus for having two close combat weapons?
ArNo [clarification]. A: No in both cases [clarification].
ODE. 41B. 02/ DE. 41C. D @:/Chnbairtl1D. 02
tokens generated by o6Spirit Syphon6, o6Spirit Vortex6 or
6Spirit Probed be placed onto Dark Eldar wunits without
the 6Power From Paind rul e?
A: Yes, althoughthey wondét benedf«sit from the pain token
except when joined by ' a charaecter that has 6Power From
Pai no " gWcA a gt i cat i onW .
DENZIENS OF THE DARK CITY: HARLEQUINS (page 42)
ODE. 42B.Q01 Do OFlip Beltsd al bdE. H2 i IQEDP intermesingtHarlequins that are
ignore Dangerous Terrain tests? protected byré&¥eiplr oovfi dEe@over av
A No [clarification]. units being shot through them?
Ref: ELD.48B.01 A: Yes [RAW].
Ref: ELD.49B.04 RB.24A.02 TAU.27F.02
ODE. 421 Q01 Can o6Vei l of Tearsd ever 'be nullified
or cancelled? 0 DE. 4 2 I QUstan embarked enemy unit that
A: No. Persistent abilities can never fully be nullified.or fresatHarlequ i“ns via their wehiclebd fi
cancelled [clarification]. affected by 6Veil of Tearso?
Ref: ELD.28G.0§ ELD.49B.01 A: Y&s it is [rules change].

) Ref: ELD.49B.05 /G.33C.01
ODE. 4201 Q02Can tlheofodWleeiar sd6 be used to

stop attacks that happen in the movement phase

(like Swooping Hawk Grenade Packs, Ork Bigbomms

or Dark Eldar Void Mines, for example)?

A: No, as both attacks are made in the movement phase

and are_not techni dcalificafion]c onsi dered 6firing
Ref: DE.47C.03 ELD.35B.02 ELD.49B.03 ORK.48F.02

(@))
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DENZIENS OF THE DARK CITY: RAZORWING JETFIGHTER (page 46)

6 DE.46A.01 i Q: What base size (if any) should a
Razorwing model be mounted on?

A: Razorwings must be fielded on the same type of flying
base the Imperial Guard Valkyrie/Vendetta model uses
[clarification].

Ref: BA.38A.01 DE.47A.01

ODE.46A.02 i Q:Ar e a
part of its Ohul

A Yes, witngs arenot
barrels, dozer blades, . antennas, banners, etc), and are

t her ef or esm RArt "B t he welhM
Ref: BA.38A.02 1G.56A.01

Razor wingos
| 62

6 DE.46A.03 i Q: What part of a Razorwing model
needs to be in or on terrain in order for it to count as
being in or on the terrain piece?

A: While a Razorwing.is on its base, only if the base.is

actually in or on the terrain would the model count as being

in or on the terrain (unless both players agree otherwise)
[clarification].
Ref: BA.38A.03 1G.56A.02

6 DE.46A.04 i Q: Can a Razo rwing model end its
movement over friendly or enemy models and can

other models end their move underneath it?

A: As |l ong as a Razorwi ng
base on top of any model or
fine to have portions of the R azorwing end up over other
models, provided they physically fit underneath the
Razorwing model [clarification].

Ref: BA.38A.04 1G.56A.03

6 DE.46A.05 i Q: Can a Razorwing end its movement
with part of the model hanging off the table as long
as its base is fully on the table?

A: No, a Razorwing must end its movement with the entire
model over the table [clarification]. Note that this means the
mo Vv e

Razorwing may have to
when moving onto the table from Reserves.
Ref: BA.38A.05 1G.56A.05

6decor at

0 DE. 4 6 A .Q0lIB6a Razorwing is immobilized or
destroyed while over oth  er models, what happens  ?
A: Follow these guidelines [clarification]:

9 Immobilized T Adjust the Razorwing the minimum
distance needed to place the model on the table but
not over any friendly models, within 1" of any enemies,

> or in impassable terrain (although it may end up on top

Wi of impassable terrain if the model will fit there ). Do not

turn the model, unless it is absolutely necessary for it

to fit on the table, and only then by the minimum

required.

cld 9 Wrecked i Adjust the model (as described in the
immobilized guidelines above) before marking it as a
wreck.

9 Explodes i Resolved normally.

Ref: BA.38A.06 1G.56A.04

0 DE.46A.07 i Q: When a Razorwing is immobilized

(off its base) can friendly or enemy mod els move

under its wings at all?

A: Friendly models are able to move under the wings

provided they can physically fit there. Enemy models may
also move underithe wings provided they physically. fit'there
and dondét move so their (Uless.e
assaulting, of course) [clarification].

doeRgﬁWn_rtmégﬁ@dmlgt S move with its
o tig]le.QleA.JOé) ) 6:fls ah Qn)émy?aﬂkeamé t6rama ' sV

Razorwing that is.on its base?
A: Yes, treat t
purpose [clarification].

Ref: BA.38A.09 /G.56A.08

he

0 DE.46A.09 i Q:'How are template weapons

resolved against a Razorwing?

A: Unless specified otherwise, the firing player holds the

template over the top of the Razorwing so that the small tip

s IR o gl ~i} 'n gt ghives JIF i r el 04s" . JI¥a*See
fragniaedy thdt & RdmPuiit & digHeRefotdt o p

standpoint, similar to how templates are held over ruins

(see page 85 of the rulebook) [clarification].

Ref: BA.38A.1Q 1G.56A.09

Razor wi ngos

(
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DENZIENS OF T HE DARK CITY: VOIDRAVEN BOMBERS (page 47)

6 DE. 4 7 A.QOHow does the Voidraven Bomber 0 DE. 4 7 D.Q0Are the actual models covered by
model behave in the game? an Ol mplosion Missiled blast s
A: Réfer to and follow the same guidelines presented for the the weapon or can the hits be allocated to other
Razorwing Fighter.in DE.46A.01 through DE.46A.09 . models as with normal blast weapons?
Ref: BA.38A.0] DE.46A.01 A: Hits may not be allocated (only wounds can), so the
models under the blast are the ones affected. Roll the
0 DE. 4 7 C .VoidiMine: Replace all references of characteristic test for each model individually [clarification].
demplate dwith dnarker dtypo. Ref: DE.61G.02

0 DE. 4 7 @.Q0CAn a Voidraven move flat  -out and 6D E_' 4 7 D .QOEXactly when are the ;

Sillflis & o8  saathodSlr Mifree's 2 cover/invulnerable saves taken and casualties :

A No, it .may not use a-00tVdnoi Jempnvedfar grodglsiw® heo fod, i I gt e igry 61 mpl
when otherwise not allowed to fire any. weapons (such as characterlstlc testy

ber*nmg™ 6 Shakend, f04% exampile). SV\‘;JI veeralt { eSrrth > f aandé\FoaiSdJahhitrVeé
does not impact how many other weapons the Voidraven M' s siled attrack s ar e, don efeats -t

may fire in the subsequent shooting phase [clarification]. shooting attacks made by_ the Voidraven. When allocating
wounds for.a‘complex unit to ta ke saves, models that have

failed their characteristic test can still have wounds allocated

ODE47C03 71 Q: I's the scatter for ,3,0adnth (a{\gbﬁl%d)characterlstlc testis not a

reduwced by the fiweros Ballishiaf. ofifdsihdieTov&mlindtaBl Ee atfpY (f S
be taken against them? Are they affected by Night

e avallable) is made to ignore the effectsofthe 6.1 mp | os i (@
Fighting’ \ i ssi I"edsr ega rdless of how man
A The swcastter i's not red“CedthePp%oﬂlé[aa‘ﬁﬂc;{nénfer BS. Cow er” and

vehicle armor facings.are determined like a barrage weapon  por pE 61G.03
(from the center hole of the blast). A 6 Vo i d iskbtar e 6

shooting attack per se, so is not affected by Night Fighting,

Veil of Tears, etc, and does not affect the Voidraven 6 s

choice of target in the subsequent shooting phase

[clarification].

Ref: DE.42.02, ELD.35B.02 ELD.49B.03 ORK.48F.02

DENZIENS OF THE DARK CITY: BARON SATHONYX, THE LORD HELLION (page 48)

0 DE. 4 8 B .Bongs of the Seer: Replace 0 Sat honyx
adds one to the dice roll when determining which side
chooses deployment zone .owith 6 Sat honyx adds one t o
the dice roll when determining which player chooses to
go first dtypolsecond?o

DENZIENS OF THE DARK CITY: LELITH HESPERAX (page 49)

ODE. 49D.Q01 How does OA League Apartoé function
when Lelit lesss hWS iher opponent ds?

A: In this case Lelith-gains no additional bonus attacks from

0A League Aparto6 [rules+change].

e
e

m(
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DENZIENS OF THE DARK CITY: KHERADRUKAH, THE DECAPITATOR ( page 50)

ODE. 50B Whlen Kheradurakh-roll § D&. 6 ® & .Q0@an a character with a retinue who

wound with O6Decapitator 6, do eoslycoumtsas besng anlindependefit Cha@ t cter

instant death on creatures with a Toughness of 10? when their retinue is destroyed (such as a Tau

A: No, Kheradurakh must successfully score an unsaved Commander with Bodyguard) be chosen as a target
wound with a roll onstanbO@ed@th. f n o rodre ré6 Huon tceard soef IHe ads 0

the creatures Toughness is too high, or the wound is A: They cannot. If the enemy army contains no

subsequently saved by an invulnerable save, then Instant Independent Characters at the beginning of the game, th en
Death is not inflicted [clarification]. no epnemy model will be Kheradr uya k h 6 d[clatifiaatiog]e t
Ref SM.94D.0] TYR.84C01 Ref: BA.53C.01

6 DE.50D.01 i When arriving from Reserves can
Kheradurakh be placed into impassable terrain
(including on top of friendly models)?

A: Na he may not [clarification].

DENZIENS OF THE DARK CITY: DUKE SLISCUS, THE SERPENT (page 51)

6 DE. 5 1 D .If@uke Sliscus is included in an army 6 DE. 51 F .Canlunits embarked on Raiders and

must at least one unit of Kabalite Warriors or Venoms that arriwe via Deep St
Kabalite Trueborn also be.included? Orbit Rai ddé s pmbarkantshootidtlee. di s e
A: Yes [clarification]. same turn they arrive?

A: Yes they can [RAW].
6 DE. 5 1 D .Doez Duke Sliscus always have to be

deployed on the table or can he be put into ODE. 51 FC@2a the O6Dias of Destru
Reserves? Deep Strike using Duke Sliscus
A: Yes, he can be put into Reserves but only joined to a unit special rule?

of Kabalite Warriors or Kabalite Trueborn [clarification]. ALY e T BasSai t i s 1T r e'a frefde 6 exda ct”l

DENZIENS OF THE DARK CITY: DRAZHAR, MASTER OF BLADES (page 52)

ODE. 52AMWhEere are the rules f odDEaB 2da&Afd@&zharistockedin combat butnot

I ncubus warsuitd found? actually able to fight that round (not in base contact
A: The suit simply gives Drazhar his 2+ armor save with an enemy models) does he still get to use
[clarification]. 6Darting StrePked to mov

A: Yes, as long as he is locked in combat he may use
ODE. 52B.Dlbkes Drazhar counforaso®aoKliaigvexdi ked [clarificatio
the purposes of his 60Onsl aughté and 6Murderous

Assaulto special rul es? 60 DE. 5 2 D .D0 the bonus attacks generated by

A: Yes he does [clarification]. the 6Ri posted6 special «rule cou
attacks?

ODE. 52C.C&aaln Drazhar stil/l u s e AlYPsalrey do [TlgrificStion].i k e 6 i n

a turn where he assaults or is assaulted?

A.Yes, theibeginning oferal 6round of coembatoé is aft

assaults (and defender reaction moves) are completed
[clarification].
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To— T— T— T— T—
DENZIENS OF THE DARK CIT Y: LADY MALYS (page 53)
6 DE. 5 3 B .Q0Lhdy Malys (and any unit she joins) ODE. 53 FWhEen exactly is-the
is 6completely i mmune to the abilityfued?t s of psychic
powersd. What exactly i s me anAtltibuged afteribct?sides deploy (including infiltrators)

A: The unit is completely unaffected by all the following
enemy powers (the power is not cancelled, Lady Malys and
her unit just ignore its effects):

1 Blood Angels: Blood Boil, Blood Lance, Fear of the
Darkness, Shackle Soul, Smite.

1 Chaos Space Marines: _ Bolt of Change, Doombolt, Gift of
Chaoslas h of Submi ssi Wimdof@haos g |

1 Daemonhunters : Holocaust, Sanctuary, Scourging, Word

of the Emperor.

Dark Angels : Hellfire, Mind Worm.

Dark Eldar : Veil of Tears.

Eldar : Destructor, Doom, Eldritch Storm, Mind War, Veil of
Tears.

9 Imperial Guard : Lightning Arc, Nightshroud, Soulstorm,
Weaken Resolve.

1 Orks: Frazzle, Zogwortds Cur se

1 Space Marines: The Avenger, Null Zone, Smite, Vortex of
Doom.

I Space Wolves: Fury of the Wolf Spirits, Jaws of the World
Wol f, Living Lightning, Mur
Wrath, Thunderclap.

9 Tyranids: Aura of Despair, The Horror, Hypnotic Gaze,
Leech Essence, Paroxysm, Psychic Scream, Shadow in the
Warp, Warp Blast, Warp Lance.

1 Witch Hunters:  Divine Pronouncement, Hammer of the
Witches, Purgatus, Scourging, Word of the Emperor.

[clarification].

Ref: BT.25A.03 CSM.48C.0] DH.18C.01 SW.62M.0] WH.16E.0]
WH.18.018 WH.21/.01

=) = =

but before any 6Scouit.6 move
also has a special rule that allows them to
redeploy/reposition their units (such as Eldrad Ulthran).then

the players roll-off and alternate redeploying units similar to

when both playery,s have unit
[clarification].

eds Rot,
ODE. 53FRWMh2n OPrecognisant o

redeploy a transport vehicle with an embarked unit

onboard, does this count as having redeployed two

units or just one?

A: If the transport is redeployed or put into Reserves with

the embarked unit still onboard, then only one unit counts

as being redeployed. If the embarked unit and the tra nsport
Z#er8deployed seperately, including being placed into

Reserve arriving separately, then this counts as two units

being redeployed. Note: Only one unit counts as being

1 e r"gdpRIOY g fithe irangnbg remains whese ik isswhile the

embarked unit is redeployed [clarification].

6 DE . 5 3 F .Candinits put into Reserve via
6Precogniscant 6 Outflank or
A: Yes, provided the units have the ability to do so and the
player declares as much when putting them into Reserve
[clarification].

DENZIENS OF THE DARK CITY: URIEN RAKARTH (page 54)
ODE. 54A.Q01 Does Urien Rakartho®PEOIGCEdFQONL Whfat. happens i f t
FIl ensingd represent the one ionfs tPaan cned oefx cteheed si ttehne tnhuartb e r

may be taken in the army?
A:Yes, i f Urigen Rakarth i s

Fl ensi ngtakemiRAW]. b e

units in the army?
i n Atlrhtles case att Wrack @and Gitothsgue unitsGratlse lareny
gain a pain token and any surplus is ignored{[clarification ].

OPr
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DENZIENS OF THE DARK CITY: ASDRUBAEL VECT (page 55)

6 DE. 55 B .Obsidian Orbs: Replace: 6 £ avwohnd 06DE. 55G.Q01 Can the o6Dias of Des|fru
caused by an éaith 9 Edungaved wourtd é given vehicle upgrades? Can its Dark Lances be
caused by an [ypki di an or béo | swappedoutfor Disintegrators?
A: ltis treated exactly as a Raider, so may take any vehicle

SDE. 55B.002 How are 60bsidi an ORRdEHa Raidescan. joweyer, its Dark lances cannot be
agains t a unit that has models with differing Ld swapped for Disintegrators [clarification].
values? b y iy ’
A: Userthe majority Ld value of the unit exactly as you 9 DE. 55G.Q02 | Af a gDi g " o f Destrufpti
would for majority Toughness [clarification]. P S_h g k Prowo, can its front atjpert
Ref' DE.GIE.O1 while ramming?

T VB A:Yes, it can go all.the way up to 16 [clarification].
ODE. 55B.Q03 Do the 6Obsidian Orbsd inflict
6l nst amtth®eon models whose Ld is 5 or | ess?
A: Yes [clarification].
Ref: DE.61E.02
ODE. 55F Q01 Does Vmlttdvéosndr e
against Eldar and Dark Eldar units apply to ranged
attacks as well as close combat attacks?
A: It applie s to both his ranged and close combat attacks
[clarification].
DARK ELDAR WARGEAR: WEAPONS (pages 56 -60)
ODE. 56C.Q01 Does a 0Djin Bl ade®D%€t i5I8IG.Q0Whene inthe Warharamer 40,000
two bonus attacks if the bearer fights with a ruleb ook are the stats for a Shuriken Pistol?
different special close combat weapon? A Iun _&tth'e OEl dar 6, r.ef%efr ence Sellti
A: No, as it is a special close combat weapon, if the bearer rulebook and are re-printed here for convenience
chooses to fight with a different special close combat [clarification]:
weapon then no benefit is gained from the Djin Blade for | Range: 120, Str: 4, AP: 5, 'ﬁy p

that round of combat [clarification].
Ref: DE.60C.01
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DARK ELDAR WARGEAR: ARCANE WARGEAR (pages 60 -61)

06DE. 6 0B. 01/ DE Q:6Canka.moddel with  either 0 DE. 6 0 @ .Q0I3a model is killed by close combat

the 6Archangel of Paind or 0 @Grtucaichkklse fofo nMabloetdhi catni oonAdn iamu s V
6rund and use them same phas eRlarstriking atthe same Initiative step, who gets

A: No, a model may ond+wy uti | iceditfootmekl?éi nstead of shootingo
ability in a single shooting phase [clarification]. A The '/ 6Ani mus ~Vitaed gets cre
Ref: DE.62J.02 ORK.34A.01 at least one unsaved wound on an enemy model that was

killed in that Initiative step [clarification].
O0DE. 6 0B. 02/ DE Q:6Canka.modzl with the
either the O0Archangel of Pai ndDEo re 00DCQOWAeN bxacly at the random
Mal edi cti ond release them i n cthhaer ascanmee ipshtasces iftosr t he o6Caske
bearer 6s wunit s ho deaeerhimpeif ovi d dstkeach theracteristic rolled for separately or once for

does not fire his weapon? Can they be released while both?
the bearer is locked in combat? A: Each characteristic is rolled for separately after declaring
A: Yes to both [clarification ]. the target but b[edifwcatien].r ol | i ng

Ref: DE.62J.03 ORK.34A.02

ODE. 60E. 05/ DE. 61 C. DQ:/Ale modéls G. 01

6Archangel of Paind or “60Crucighdeex rGff | Magl ethigctoiro 0 ¢bseh at t er s h
used by an embarked model? What about if the removed as casualties?
vehicle moved faster than combat speed? A: In all cases, yes [clarification].

A: Either can be used.by an embarked model even if.the

passengers are not allowed to fire that turn. Measure range ODE. 61 E.Q01 How is the ©6Cesdvedof D

from the hull of the vehicle [clarification ]. against a unit that has models with differing Ld
values?
ODE. 60B. 04/ DEQ60Ea@4t he 0Ar ¢ hakgdigelmajrily Ld value of the unit exactly as you

Paind or o6Crucible of Maledi coildddt PajolnPToRhsk drificdtiond f f e ct
enemy units embarked on a vehicle? Ref: DE.55B.02

A: No to both [rules change].

ODE. 61 E.Q02 Does the 6Orflictcof Des

ODE. 60B.Q05 Does the OArchangely| actBain®eat h®ecton model s whos

model s without a 6Ld06? A: Yes [clarification].

A:No [clarification]. Ref: DE.55B.03

ODE. 60C.Q01 Can a model with afDE&EA®IlGuRAe/thetagtualgnodels coveredby a

still use it to gain an extra pain token in a round 6Shattershardd6 template specif
fought with a different special close combat weapon or can the hits be al = located to other models

weapon? as with normal template weapons?

A: No, as it is a special close combat weapon, if the bearer A: Hits may not_ be allocated (only wounds can), so the

chooses to fight with a diff erent special close combat models under the template are the ones affected. Roll the
weapon then no benefit i s .g a ichageterigticteshior gaah mogelindivicualy [earificaianle f o
that round of combat [clarification]. Ref: DE.47D.01

Ref: DE.56C.01 .
0 DE. 6 1 G.Q0oBXxactly when are casualties

60 DE. 6 0 C.Q0Can enemy models killed by a removed for models who fail th
6Sweeping Advanceo oroumdsa O NcchaRearistietest?! 6 w

count as .being killed by the Abe aCraesru adft yanm egnonviamusf or. «0 Shatt
Vi taed? the same time as with any other shooting attacks made by

A: No, the bearer must actually kill an enemy model with his the firing unit. When allo cating wounds for a complex unit

own Attacks [clarification]. to take saves, models that have failed their characteristie

test can still have wounds allocated to them as'normal (as a

failed characteristic test is not awound) [clarification].
Ref: DE.47D.02

r
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DARK ELDAR WARGEAR: OTHER EQUIPMENT (page 62)

ODE. 62G.QQ1 I f a model with a
wounded by a weapon that ignores invulnerable

saves does this cause the field to be destroyed?

A: No, a saving throw must actually be rolled andfailed

[clarification].

0 DE. 6 2 H.QOWhen exactly does the bearer of a
6Soltapd count as» having
Independent Character or Monstrous Creature?

A: Follow these guidelines [clarification]:

Counts as killed by the bearer when the IC/MC is

killed by:

1 Ranged attacks by the bearer. If the bearer is joined
to a unit, then he counts as having killed the IC/MC if
he causes at least one unsaved wound on the IC/MC
at the time it is killed.

1 Close combat attacks by the bearer. If the IC/MC is
killed by combat attacks from several models during
the same Initiative step, the bearer counts as having
killed the IC/MC if he causes at least one unsaved
wound one the IC/MC during that Initiative step.

1 A sweeping advance in which the bearer (or the unit
he was joined to) rolled high enough to catch the

IC/MC.
M Avehicle explosion directly caused by the bearer
(even if other model s al sjo

damage result on the vehicle at the same time).
Does not count as killed by the bearer when the
IC/MC is killed by:
O6No Retreat! o
6Perils @é&f the
A failed Dangerous Terrain test.
A Deep Strike mishap
Falling Back off the table.
Being unable to disembark or otherwise be placed
onto the table.

wounds.
War p

=) =4 =) =1 =) =

Ref: CD.52D.03 DE.25B.01

ODE. 62H.QCana 06 SDmuapd be
its bearerds Strength more
A: It can. A second successful use doubles the already
doubled characteristic (up to a maximum of 10)
[clarification].

used

6 k i | plagee ahfop of a moded?rDeem the ma

t han

6 BE a 6 @ W QBDbes lardiridepenslent Character roll
his Ld test s eparately or together with a joined unit
when both are in base
equipped enemy model?

A: Each would take a separate Ld test [clarification].
ODE. 62J Q01 Can a OWebway
rker block line
of sight at all?

A: A 6Webway Portal é marker
may notMsme p| aced ou.Msogp . any
place the marker without it ending up over a model-then it
cannot be activated that turn [clarification ].

ODE. 62J Q02 Can a model wi t h
6rund and activate the portal
A: No, a model may only ut.i
ability in a single shooting phase [clarification].

Ref: DE.60B.Ql/DE.60E.01 ORK.34A.01

O0DE. 623 Q03 Can a 6Webway Portal

the same phase its bearer 6s
bearer himself does not fire his weapon? Can it be
activated while the bearer is locked in comb at?

A: Yes to both (provided there is space to place the marker,

of crurse!) [atifigaionh n  6expl odes o
Ref: DE.60B.02/DE.60E.02 ORK.34A.02

0 DE. 6 2 J QOCa&n a unit embarked on a transport
inReser ve choose to enter play
Portal o while their
normally?

A: No, they must arrive onto the table embarked on their
transport (which cannat enter through the Portal)
[clarification].

doubl e
once?

to

cont act

Port al

transport
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T T— T— T— T—
DARK ELDAR WARGEAR: VEHICL E ARMOURY (page 63)

ODE. 63A.Q01 Can -SGlhaiesd be usedDEo6 3 C.Q0VWEhatarmor facing is used to

attack the same unit more than once in the same resolve O0Envenomed Bl adesd att
movement phase? DoeSnamsend ©&8atharinct
where the vehicle can shoot in the subsequent A: Use its front armor value [clarification].
Shooting phase?
A: No and no [clarification]. 0 DE. 6 3 C.Q0CGanwounds causedby 6 Envenomed
Bl adesd be allocated to an I nd
O DE: 6 3 A.QO0I2 one D3+1 roll made to determine joined to a unit?
the number of hits on ALL-uniAt Mo, @épendanitCaadactdryattagkShparately from their
Snaresd in a turn, or is a separtatseo A+l oOrEmlvlie nnoareed fBdrade 6
each unit? unit (either the IC.or his unit) that caused them
A: Roll separately for each affected unit [clarification]. [clarification].
O DE. 6 3 A.Q0ow are attacksfrom 6 Chai n 0 DE. 6 3 D.Q0What does a successful
Snares6 resolved, especially oFhsicterifngl ddvemvsages hrow ac
A: They are resolved like shooting attacks with the following invulnerable save be utilized after a cover save is
modification: Check line of sight from the Chain-Snare attempted?
mounting point to any potential target units to before A: A successful save means the glancing or penetrating hit
moving the vehicle. Only models actually in or touching a is ignored. As with non-vehicle models, only one type of
piece of cover between them and the starting position are save may be attempted. per hit [clarification].
considered to be in caver Unless protected by a special rule, Ref: SW.49C.01
wargear, _ete,» that proyvides a ,cover _Save. (like an_00rk
Kust om F o.r Note tha alteougth tegolved like O0DE. 63D.Q2 Can G6Flickerfiel do s
shooting attacks, they are not shooting attacks and against damage inflicted by an assault?
therefore cannot be saved by rules that only grant cover A IJE's | as | ong, 6 as the weapon
saves against shooting attacks (like a Tyranid invulnerable saves [clarification].
Venomt hfopebs O6Spor gcla@icationjd 6, f or exXampl e)
Ref: DE.29C.(B 0 DE. 6 3 F QOChn you clarify exactly how the
half-r ange .f or 6Meltad weapons is
6 DE. 6 3 B .Q00an the additional movement for a vehicle with O6Night Shiel dsbé
6Enhanced Aethersailsodé be ut iAl:i"zTehde iofv etrhad |v ehaincglee oifs t he we
performing a O06Tank Shock®bwor -addRreemhdl?ed to detekmine the half -range for the Melta
A Y es Fi-opab o.teh . Rol | the extrascbi2D6 0oy .beSfoorief dae cMed rtian gwetahpeo n
0 I

di stance a,0Tank Shocko “wwi If wbhee.n Ifn rtitneg caas e hoef vae hd'Rad ned ,wiatl

the extra distance must be used if possible [clarification]. reduced t+vo 1 8rangedan ttie Meltaability &1 f
therefore 90 [clfarii fication].

0 DE. 6 3 B .Q0Can a transport have a unit embark

upon it ,and in the same phas e DEs e 3diEQOhlaDloceesd BbheabdbmbBr bonus

Aet hersail sdé6 to move further ptrlboavn dlez2doy 6Shock Prowdé apply

A: No [clarification]. (including a Walker) attempts
attack against the vehicle dur
0 DE. 6 3 @.Q0Can cover saves he taken against A: No, the bonus only applies when calculating ram hits

hi'ts caused by 6Envenomed Bl gt snarrd from the vehicle) [Clarificat ion].
A: No [clarification].

nv e

nv (

Q o ™
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DARK ELDAR ARMY LIST: HQ (pages 82 -85)

6 DE. 8 5 B .Q0Qan one Haemonculus Ancient be
included per Haemonculus HQ choice taken in the

army, or is there a maximum of only one allowed in

the entire army?

A: You can take one Haemonculus-Ancient per Haemonculus
HQ choice taken in the army [clarification].

DARK ELDAR ARMY LIST: ELITES (pages 86 -88)
O0DE. 86 B. 01/ DE Q8Cama Gbolesque
Aberration or Wrack Acothyst be the one model in

their unit given the o6Liquif

A: Yes, as the option can be taken &efore upgrading them
t AAberrati ond or O0Acothystd
Ref: DE.88A.01 DE.89A.01 DE.90B.01/DE.91A.01

06 DE. 8 7 A.Q0Can a Wrack Acothyst use either a
6Sci ssorhasbddéGaundtFeEed al ong
nor mal o6époisoned 'weapons6 to
combat for having two weapons?

A: No, as they (despite all being poisoned weapons) are
different special close’eombat weapons [clarification].

DARK ELDAR ARMY LIST: TROOPS (page 89)

0 DE. 8 9 A .Q0Qan a Kabalite Trueborn Sybarite
take any of the weapon options available to a
6Kabalite Warrioro?

A: Yes, as those options can be selected before upgrading
tethe model to. . a+«6Sybariteo
Ref: DE.86B.01/DE.87A.01 DE.88A.0] DE.90B.01/DE.91A.01

[ &

DARK ELDAR ARMY LIST: FAST ATTACK (pages 90

O6DE. 90B. 01/ DE Q9Chma Soolirge Solarite

or Reaver Arena Champion take the options available
for a 6Scourged6 or O6Reaver o,
A: Yes, as those options can be selected before upgrading

t he model R0 a L OpSYalia T_i st 8 "0, 1
Ref: DE.86B.01/DE.87A.0] DE.88A.01 DE.89A.01

[ther mbdehtt Oonh. 6Dracond

60

6 DE. 8 8 A.Q00an a Kabalite T rueborn Dracon

take any of the weapon options
iTerru e@uornrén 60?pt i on ?

A: Yes, as those options can be selected before upgrading

[Fe'l” afri
Ref: DE.86B.01/DE.87A.0] DE.89A.01 DE.90B.01/DE.91A.01

with his

gain the +1A bonus in

b a r iaf | /ha B *osn, |

-91)

0 DE. 9 0 G .Q0Ate the limitations listed for each

beast that can be taken in a 6

Beastmagsterdaken in ¢hé yniPor are they an overall

unit limitation?

A6 They are lamitsCoerdBeaptmastartso if you hadr5i f i c at i g

Beastmasters in theunityouc ou*f d i ncl ude wup
Fi

Fi ends o, f oor example [clari c
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DARK ELDAR ARMY LIST: DEDICATED TRANSPORTS (page 91)

6 DE. 9 1 B .Raider: The Dark Lance is pintle-mounted 6DE. 9@C.Q: What mounting typ
[clarification]. linked Splinter Rifled and 6Sp

on a O6Venomd?

A: Until an official Games Workshop model is produced, how
the weapons are mounted on the actual model is what
determines what type of mounting they count as._You must
explain to your opponent before the game what type of
mounting you will be playing each of these weapons as
[clarification].

Ref: DE.93A.01 DE.93B.01

DARK ELDAR ARMY LIST: HEAVY SUPPORT (pages 92 -93)

6 DE.92A.01 i Ravager: The front Dark Lanceis pintle- 6DE. 9@®B.Q: What mounting type
mounted and the side Dark Lancesare sponson-mounted Lances, oOVoid Mined6 and all
[clarification]. count as on a Voidraven Bomber?

A: Until an official Games Workshop model is produced, how
6 DE+ 9@.B .Q: Can a Talos Pain Engine replace its the weapons are mounted on the agctual model is what

optional 6Cl.ose Combat We ap o rdgtermynes yhatiypefgnoting they count as. You must
6Liquifier Guno? explain to your opponent before the game what type of
A:No,aTalosmay-+onl'y upgrade -a, si ngmoentngyou wikbe plagingmach qf these weapons as
We a p dclharfication]. [clarification].

Ref: DE.91C.0] DE.93A.01
e do the O6Twin

O0Monoscythe Missilesbd

ODE. 9@A.Q: What mounting t
linked Splinter Riflesd a
count as on a Razorwing Jetfighter? And what
exactly domcumtwedd® mean for its 6éDark
Lances 6 ?

A: Until an officialf Games Workshop model is preduced, how

the weapons are mounted on the actual modeliis what

determines what type of mounting they count as. You must

explain to your opponent before the game what type of

mounting you will be playing each of these weapons as."The

exceptions -moentlked ®arkglLancesd whi ch
(obvigusly) must be mounted on the wings and count as

6hwmlolunt edd [oleifcgianh s

Ref: DE.91C.0] DE.93B.01

p
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Dondét forget o check out the official El/dar FAQ at :
htto.//www.games -workshop.com/MEDIA CustomProductCatalog/m1610177 Eldar FAQ 20685 Edition.pdf
. T T e e

FORCES OF THE ELDAR: THE AVATAR (page 24)

ELD.24C.01 i Q: The GW online Eldar FAQ says that
units that come within 120 o
immediately, but the Fea  rless universal special rule
says that a falling back unit which becomes Fearless
doesndét regroup until - the
Which rule takes precedence?

A: The FAQ ruling takes precedence [RAW].

e

FORCES OF THE ELDAR: WARLOCKS (page 27)

ELD.27B.01 i Q: Some printings of the Eldar codex
say that War locks MUST select a power, is this
correct?

A: No, as found in the most recent printing of the codex,
Warlocks may be taken without a power [typo].

ELD.24D.01 i Q: The online GW Eldar FAQ lists
Sevetrah flameA v style eeaponsahg Avatar [ immune

t o. Should the Land Raider
Cannon be added to this list?
A:rYes [cardficatiohl.e i r next tur.n.

FORCES OF THE ELDAR: ELDAR PSYCHIC POWERS (page 28)

ELD.28A.01 i Q: Cana Farseer on a jetbike use . a
psychic power at the start
on the same turn he turbo _ -boosts?

A: No, as a turbo-boosting model may take no voluntary
actions [RAW].

ELD.28B.01/ELD.28D.01/ELD.28E.01 T Q:If aunit
containing a joined Independent Character has

6Doombo, OFortuned or 6Gui ded
character subsequently leaves the unit, does the

power continue to affect the IC?

A: No, it will only affect the IC while he is joined to that unit
[clarification].

Ref: ELD.28D02, SW.56C.03

ELD.28C.01 i Q: Does a player using Eldritch' Storm
have to roll for scatter?

A: Yes, roll for scatter as with any other blast weapon
[clarification].

ELD.28C.02 i Q: Can Eldritch Storm be used by a

Farseer emba rked on a Wave Serpent or Falcon?

A: No. Firing a psychic shooting attack requires a Fire Paint,
eV efn __Juff «t " at tga dk gt seg™ do
[clarification].

Ref: SM.52B.01

ELD.28D.02 i Q:Can a Farseer joined to aun ~ itcast

obFbheunhedbnd{(ltekel gygFontonbdmsel f

from it when he leaves the unit)?

A: No, the only way a Farseer that starts his turn joined to a
ubi t #camfebened i " far ofmahn s
unit he is joined to and then remain s joined to that unit for
the turn [clarification].

Ref: ELD.28B.01/ELD.28D.01/ELD.28E.01SW.56C.03

cast on it and the
ELD.28F.01 i Q: If a Farseer is part of a unit, is his

target f or ¢ Nicteddy Where tihe restefs
his unit shoots?

A: The Farseer must pick a model from within the same
enemy unit that the rest of his squad is firing at
[clarification].

Ref: BA.63H.02 ' CD.73A.01 DA.39D.01 SW.37H.02 WH.14E.01

ELD.28F.02 i Q: I f a Farseer _uses 0Mi
restrict which enemy unit he may charge in the

subsequent Assault phase?

A: Yes, the Farseer may.only declare an assault against.the

enemy unit that contains (or contained) his target

[clarification].

B RR7GA.07 QAGIP.02, SW.SHPIMEIE G2 "5 g h t
ELD.28G.01 i Q: Can O0Conceal 6, O6Embol
6Enhanced6 ever be nullified or

A: No. Persistent abilities can never fully be nullified or
cancelled [clarification].
Ref: DE.42.01, ELD.49B.01
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FORCES OF THE ELDAR: AUTARCH (page 29)

ELD.29A.01 i Q: When does a player decide to add

the Autarchoés +1 to Reserve rolls, and can the bonus
be added to some rolls and not to others?

A: After finishing his Reserves rolls for his turn, the player

then decides whether or not to apply the bonus to all of his

rolls [clarification].

FORCES OF THE ELDAR: HOWLING BANSHEES. (page 31)

ELD.31A.01 i Q: If Banshees in an existing close ELD.31A .02 i Q: Do Banshees benefit from the
combat are charged by new enemies, does it count as Initiative bonus provided by their Banshee Masks on
a Afir st rnassauldfortheirfMask? a turn they assault through cover?

Alternatively, what about if Banshees charge into an A: Yes they do [clarification].
existing combat?

A: Banshees only benefit from their mask when it is their

first round of any particular combat [clarification].

Ref: BT.44F.01

FORCES OF THE ELDAR: STRIKING SCORPIONS (page 33)

ELD.33.01 i Q: - Can t he ScorpisaS Chai nswor do
bonus be combined with the Scorpionbds Claw
Powerfist attack?

A: No, as both are special close combat weapons the Exarch

may only use one each round [RAW].

FORCES OF THE ELDAR: SWOOPING HAWKS (page 35)

ELD.35B.01 i Q: Does a'Swooping Hawk u  nit get to ELD.35B.02 i Q: Is the'scatter for a Swoopi ng Hawk©ds
use its Grenade Pack if they suffer a Deep Strike Grenade Pack reduced by the uni
mishap that destroys the unit or places it back into Can cover saves be taken against it? Is it affected by

Reserves? Night Fighting rules?

A: Yes, as the pack is used before the Hawks actually A: The scatter is not reduced &
attempt to land [clarification]. vehicle armor facings are determined like a barrage weapon

(from the center hole of the blast). A Grenade Pack is not a
shooting attack per se, so is not affected by Night Fighting,
Vei l of Tear s, e L lcM and does
target in the subsequent shooting and/or assault phase
[clarification].

Ref: DE.42.02, DE.47C.03 ELD.49B.03 ORK.48F.02

FORCES OF THE ELDAR: WARP SPIDERS (page 36)

ELD.36B.01 i Q: The GW online Eldar FAQ says the

Warp Spider Jump Generator may be used in fAany

Assault phase during which the Warp Spiders are not

assaulting or fighting in an assaulto. Does that mean
it can be used in an opponentdés Assault phase?

A: No [clarification].

n
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FORCES OF THE ELDAR: RANGERS (page 38)

ELD.38B.01 i Q: How the heck do Ranger Long Rifles

work since they also have the Rending special rule?

Ad"Any 6t o hist o r ofl | 0f_ O 6k " (JO'S5FF 6
as being AP1. Any of these hits t
follow the rending rules, but remain AP1 [clarification].

FORCES OF THE ELDAR: VEHICLE UPGRADES (page 44)

ELD.44C.01 i Q: Can Star Engines be used to Tank ELD.44C.02 i Q: Can Star Engines be use d on the

Shock or Ram in the shooting phase? same turn a vehicle Tank Shocks or Rams?

A: No [clarification]. A:  Yes, as |l ong las. the *vehi
the Tank Shock/Ram that prevents it from moving
[clarification].

FORCES OF THE ELDAR: SUPPORT WEAPONS (page 45)

ELD.45B.01 i Q: Can vibro can nons cause hits on ELD.45B.03 i Q: Can enemy vehicles utilize acov  er

units embarked in vehicles and buildings? save against Vibro Cannon hits?

A: No [clarification]. A: As the weapon does not require line of sight, they may
only claim a cover save if they have a special rule or wargear

ELD.45B.02 i Q: Can-enemy non -vehicle models that confers an O6obscuredbd

utilize a cover save against Vibro Cannon wounds? Ref: TAU.27E.03 TAU.30K.02

A: As the weapon does not require line of sight, they may

only claim a cover save if at least half of their models are ELD.45B.04 i Q: What happens if a vibro cannon

actually in terrain and/or touching a piece of intervening battery hits an enemy artillery unit?

terrain [clarification]. A: The enemy artillery unit suffers D6 hits which are

Ref: TAU.27E.02 TAU.30K.01 randomized as normal. Any vibro cannon hit that strikes a

gun model destroys it [clarification].

FORCES OF THE ELDAR: WRAITHGUARD/WRAITHLORD (pages 46~ -47)

ELD.46B.01/ELD.47C.01 i Q:What happens if

Inactive Wraithguard/Wraithlords have all their

combatants killed by friendly models and the enemy

is unable to Pile'into them?

A: An Inactive unit that finds itself not locked in' combat after
Pile-In moves are completed no longer counts as being part
of the combat [rules change].

Ref: 1G.34B.01, RB.41C.02 RB.73A.0] SM.72A.01 TYR.54D.02
TYR.84F.01
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FORCES OF THE ELDAR: HARLEQUINS (pages 48
OELD. 48BQO01Do OFlip Beltso
ignore Dang erous Terrain tests?

A: No [clarification].
Ref: DE.42B.01

ELD.49B.01 i Q: Can Veil of Tears ever be nullified
or cancelled?

A: No. Persistent abilities can never fully be nullified or
cancelled [clarification].

Ref: DE.42.01, ELD.28G.01

65

-49)

a | El®wWIBH2 i Q:eCaruthe Vel offTears be used to
stop attacks that happen in the movement phase
(like Swooping Hawk Grenade Packs, Ork Bigbomms
or Dark Eldar Void Mines, for example)?
A: No, as both attacks are made in the movement phase
A Ned B € QD™ 't e.c hen 18C" a1 L
Ref: DE.42.02, DE.47C.03 ELD.35B.02 ORK.48F.02

ELD.49B.04 i Q: Do interven ing Harlequins that are
protected by o6Veil of
units being shot through them?

ELD.49B.02 i Veil of Tears should refer to page 28
instead of pages 20-21 [typo]. Also, ignore the reference to
a ATar get Rgitireersitotayule freensatprevious
edition of t he game [clarification].

A: Yes [RAW].
Ref: DE.42.03, RB.24A.02 TAU.27F.02

ELD.49B.05 i Q: Is an embarked enemy unit that

fires at Harl equins via
affected by o6Veil of
A: Yes it is [rules'change].

Ref: DE.42.04, 1G.33C.01

FORCES OF THE ELDAR: ELDRAD ULTHRAN (pages 50 -51)

ELD.51D.01 i Q: Is the Staff of Ulthamar a single -
handed weapon?

A: Yes, as it is a special close combat weapon [clarification].
Ref: BA.49C.02 RB.37A.01

ELD.51D.02 i Q: In close co mbat can Eldrad choose
to fight with his Witchblade and Shuriken pistol in

order to gain the +1 bonus to Attack?

A: Yes [clarification].

Ref: RB.42P.01

FORCES OF THE ELDAR: PRINCE YRIEL (pages 52 -53)

ELD.53A.01 i Master Strategist should refer to page 29
[typo].

ELD.53E.0O1 i Q: Wi th the o f

cover saves allowed? What is a large blast

6Eye

6t empl ated? Do casualties
towards combat resolution?

A: The Eye of Wrath uses the large Blast marker [typo].
Cover saves are not allowed against the attack and any
models in the affected unit may be removed as a casualty.
Casualties caused by the attackdo count towards combat
resolution provided they come from the combat that Yriel is
locked in [clarification].

FORCES OF THE ELDAR: THE PHOENIX LORDS (pages 54 -57)

ELD.56B.01 i Q: Can Kandras join a Scorpion unit
beffore the game and use
allow them all to infiltrate?

A: Yes, he may nominate a unit of Scorpions to join and
together they may infiltrate [rules change].

Ref: SM.92.02

hi s
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| ELD.57B.01 i The
0 | back to page 31 [typol].
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ELDAR ARMY LIST: HQ (pages 60 -61)

ELD.60B.01 i Q: Do a Farseer and his unit of

Warlocks f or m a single unit (i.e. a O0retinued)?
A: No they do not. They are two separate units that take

up a single force organization choice [RAW].

ELDAR ARMY LIST: TRANSPORT (page 63)

ELD.63C.01 i Wave Serpent: The twin-linked Shuriken
Catapults are hull-mounted and the other weapon is turret -
mounted [clarification].

ELDAR ARMY LIST: FAST ATTACK (page 65)

ELD.65A.01 i Q: Do Shini_ng Spears count as having ELD.65D.01 i Vyper Squadron: The twin-linked
AEl daro Jetbikes? Shuriken Catapults are hull-mounted and the other weapon
A: Yes [clarification]. is turret-mounted [clarification].

ELDAR ARMY LIST: HEAVY SUPPORT (pages 66 -67)

ELD.67A.01 i Falcon: The twin-linked Shuriken Catapults ELD.67B.01 i Fire Prism: The twin-linked Shuriken
are hull-mounted and both other weapons are turret - Catapults are hull-mounted and the Prism Cannon is turret-
mounted [clarification]. mounted [clarification].
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Dondét forget to check out the official [I'mperial Guard,
http.//www.qgames -workshop.com/MEDIA _CustomProductCatalog/m470041a FAQ_ImperialGuard AIP.pdf

IMPERIAL GUARD GENERAL QUERIES

IG.GEN.O1 i Q: Several characters provide bonuses
(such a s Stubborn, Fur ious Charge, etc) to  f ffiendly
units © wi tramge.nDo these bonuses  apply to allied
units (su ch as Witeh Hunter and Daemonhunter units,
for example)?

A: Yes [RAW].

Ref: BA.GEN.0] SM.93A.01 SW.56B.01

FORCES OF THE IMPERIAL GUARD: COMPANY COMMAND SQUAD (page 30)

IG.30B.0 1/IG.30C.01 i Q: 'BringitDown!" and 6 FilG.80B.03 i Q: Canthe B ring it Down! order be used
on My Taordgest r@&quire the ene magaiistea uritthatsn't brtirelydomade up of

to the Officer. What does this mean exactly and d (o] Monstrous Creatures, such as a Tyrant with Tyrant

the Night Fighting rules af f &uatdotaTembSpyler witk Scarabs?6 vi si ond ?
A: It means the enemy unit must be within li ne of sight of A: No, the unit must be entirely made up of Monstrous

the Officer. The Night Fighting rules have no effect on this Creatures to qualify [clarification].

range as they are only rolled for when a unit actually fires Ref: 1G.58B.01

[clarification].
IG.30D.01 i Q: When a unit regroups  using the 'Get

IG .30B.0 2/1G.30C.02 . T Q: What happens if a unit Back in the Fight!"order, does it get to make the 3"
receives the 'BringitDown!" or 6 Fi r e on MymoVedor rggeouping? Also, when shooting that phase
order.but ends up being unable to fire on the selected does the unit countas having moved even if it doesn't
enemy unit (because the enemy turns out to be out of actually move ?

range, for example)? Yes and yes [RAW].

A: If the unit receiving the order is unable to fire on the
selected enemy for any reason they still count as having
carried out the order and therefore may not otherwise shoot
or run that phase [clarification].

Ref: 1G.36B.01

FORCES OF THE IMPERIAL GUARD: REGIMENTAL ADVISORS (page 31)

IG.31A.01 i Q: Do Astropaths count as a Psyker for IG.31C.01 i Q: Does an Officer of the Fleet's ability

rules that affect ‘Psykers'? still apply while the model is in reserve?

A: No [RAW]. A: Yes, as he is o6alived whil-e
Ref: IG.31A.02, RB.94B.01 TYR.34B.01 TYR.51C.0] TYR.56G.01

IG.31A.02 i Q: Does the Astropath's ability still apply TYR.59B.03

while the m odel is in reserve?
A: Yes, as he is oaliveo whi 1G31R.0 TFX: Gan the 4 ook Qut z rArghht rdlgy tbe o n ] .
Ref: 1G.31C.01, RB.94B.0] TYR.34B.0] TYR.51C.0] TYR.56G.01 used to re -allocate two wounds away from the
TYR.59B.03 Commander if only. a single Bodyguard models is still
alive?
A: Yes, two wounds (max) may be re -allocated as long as
there is at least one Bodyguard madel alive [RAW].

FA
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FORCES OF THE IMPERIAL GUARD: COMMISSARS (page 32)

IG.32B.01 i Q: Wil a Commi ssar per f or it6.32B.08 S uQnlfreaunitycontaining a Commissar fails

Executiond when in a unit c onaMaalerheckbut@mmre | +rall that ®st (such as with
that chooses to fail the Morale check using his ‘Iron a Regimental Standard), can they do so, or does
Will" special rule? O6Summar yuExenodé i mmedi?atel y Kkic

A: Yes. Al though i ffiindgasme n 6t AWdhewrit can httempt td re froll the test but if they fail the
Commissars can (and will) execute Inquisitors, althoughthe second time the Commi ssar wil |l
Morale check is not re-rolled (as no roll was initially made) Executiond (although f{rofiee agaie)s t
[clarification]. [clarification].

IG.32B.02 i Q: Can an Officer's Bodyg uard, oran

Inquisitor's Acolyte, protectthemfro m a Commi ssar 6s

6 S u mma kegutio &

A: No, as O6Summary Executioné doesndét inflict any wounds

[RAW].

FORCES OF THE IMPERIAL GUARD: PRIMARIS PSYKERS (page 33)

IG.33C.01 i Q:Is an embarked enemy unit that fires

at a unit protected by 6Nightshroudo6 affected by the
power?

A: Yes it is [rules change].

Ref: DE.42.04, ELD.49B.05

FORCES OF THE IMPERIAL GUARD: TECHPRIEST ENGINSEER (page 34)

IG.34A.01 i Q: Can an Enginseer in base contact with IG.34B.01 i Q: If a unit containing Mindlocked

multiple vehicles attempt to repair them all in the Servitors is lockedin combat can it perform a

same shooting phase? sweeping advance, consolidation and/or pile -in

A: No, he may only attempt to repair a single vehicle moves?

[clarification]. A: Mindlocked Servitors will fight normally, but cannot make

Ref: BT.36C.0] BA.39D.02 DA.31A.01 SM.71A.02 SW.38B.01 sweeping advances, consolidations and/or pile-in moves. If,
after the enemy makes their pile-in moves Mindlocked

IG.34A.02 i Q: Canan Enginseer attempt to repair a  gervitors find themselves not engaged with any enemy they

damaged vehicle he started the turn embarked on? no longer count as being locked in the combat [clarification].

A: Yes he can [clarification]. Ref: ELD.46B.01/ELD.47C.01RB.41C.0] RB.73A.0] SM.72A.03

Ref: BT.36C.02 BA.39D.01 DA.31A.02 SM.71A.01 TYR.54D.02 TYR.84E.01

IG.34A.03 i Q: If an Enginseer is accompanied by at IG.34B.02 1 Q: What hap pens if a unit containing

least four Servitors with Servo -arms, will he Mindlocked Servitors is forced to Fall Back?

successfully repair a damaged vehicle even on the roll A: wThed Unit coungs® as 6Fal l ing

of a 61062 following turns if they pass t

A: Yes he will [RAW]. start making fall back moves. Mindlocked Servitors that Fall

Ref: BA.39D.03 SM.71A.03 SW.38B.02 Back from combat do not move but are not run down unless
the enemy is able to roll high enough to do so. If that
doesnot @.cicury tih¥es e n eimy  wi =l
move at | east 10 away from the

Ref: SM.72A.02
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FORCES OF THE IMPERIAL GUARD: TECHPRIEST ENGINSEER (page 34) CONTINUED

1IG.34C.01 i Q: Can a Servo Armdés additional
Powerfist attack be used the same phase an

Enginseer uses his Power Weapon?

A: Yes it can [clarification].

Ref: BT.28J.01 BA.59H.01 DA.31B.01 SM.71C.0] SW.38C.01

FORCES OF THE IMPERIAL GUARD: MINISTORUM PRIESTS (page 35)

IG.35A .01 T Q: If a Priest is killed in combat before

his unit gets to strike, can the rest of his unit still

benefit from the O6Righteous Furyd ability?

A: Yes, if the unit charges into combat with him, they benefit

from O6Righteous Furyd&offwhat t hat phase regardl es
happens to the Priest [clarification].

FORCES OF THE IMPERIAL GUARD: PLATOON COMMAND SQUAD (page 36)

IG.36 B.01 i Q: What happens.if a unit receives the
6First Rank, FI RE! Second Rank, FI RE! 6 order but ends

up being unable to fire on the selected enemy unit
(because the enemy turns out to be out of range, for
example)?

A: If the unit receiving the order is unable to fire on the
selected enemy for any reason they still count as having
carried out the order and therefore may not otherwise s hoot
or run that phase [clarification].

Ref: 1G.30B.02/1G.30C.02

FORCES OF THE IMPERIAL GUARD: INFANTRY.SQUAD (page 37)

IG.37.01 1 Q: When exactly is the decision made to
combine Infantry Squads that are in Reserv e, when
the units are placed into Reserves or when they

actually deploy on the table?

A: The player decides whether or not to combine squads
when they are put into Reserves [clarification].

Ref: 1G.57A.01

FORCES OF THE IMPERIAL GUARD: CHIMERA ARMOURED TRANSPORT (page 39)

IG.39B .01 1 Q: Can all five embarked models shooting IG39B.02T Q:When firing from a Chi n
from the .Chimeratds fire poi npoinydoembarked OgrynscamdrHeaweseaponmieams
or do some of them have t o usoentdslne malalfiringortac®s hul |

mounted lasguns? A: One model (they only count as two models for transport
A: All embarked models firing from a Chimera must use their capacity purposes) [RAW].

own weapons [RAW]. The hull-mounted lasguns are purely

decorative.
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FORCES OF THE IMPERIAL GUARD: PENAL LEGION TROOPERS (page 41)

IG.41A .01 i Q: Does the Penal Custodian and/or an IG .41A .02 i Q: If a Penal Legion Squad is placed in
Independent Character joining a Penal Legion Squad Reserves during deployment when exactly is their
benefit from thespécBleueper adoeébdDesperadoesd roll made?

A: The Penal Custodian has (and therefore benefits from) A: This roll is made before deciding whether to place the unit

O6Desperadoesd. An | ndependen into RdseavesocnotdRAW]. oi ni ng t he unit
would not.benefit from 6Desperadoesd . .and would therefore

Ral sefVAER t D eR el N iy TR0 m sl SelNn g, 0 FilFerert 6| _Tesst™ h o yuinF® D als at'h a te ga® Il i
[RAW]!
FORCES OF THE IMPERIAL GUARD: ROUG H RIDERS (page 44)
IG.44 .01 1 Q: If some Rough Rider models are unable 01G.44.02 1 Q: Do Rough Rider Hunting Lance
to strike the first round their unit charges into At'tacks benefit "from the O6Furi dqus
combat do those models retain their Hunting Lances? (effectively making them Strength and Initiative 6)?
A: No, all models in the unit lose their Hunting Lance after A: No, modifiers cannot adjust the Strength and Initiative of
the first round of c ombat in which they charge [RAW]. attacks made using a Hunting Lance [clarification].

Ref: BA.45C.0] BA.49C.0] BA.55C.0] SM.99H.01
FORCES OF THE IMPERIAL GUARD: PSYKER BATTLE SQUAD (page 47)
IG.47A.01 i Q: Does each Sanctioned Psyker .countas 1G.47D .02 i Q: Does 'Weaken Resolve' affect units
a separate Psyker model for things like = calculating a with the 'Stubborn’ special rule when they are taking
Culexus Assassin's shooting attack or resolving a a morale test ?
Dark Eldardés 6Cruci?bl e of MaRhedNoti bndoes not, as OWeaken Hleso
A: Yes, besides when using a psychic power, each value (which 6Stubborné ignoregd| du
Sanctioned Psyker model § a separate psyker [RAW]. [clarification].

Ref: DH.27.02, NEC.17A.01 TYR.59B.01 WH.30B.02
IG.47B.01 ' Q: When t he Wit cHMManmteroft er 6s
the Witches' will affect multiple models in a Psychic IG.47D.03 i Q: Ifa unitis able to use a different Ld
Battle Squad, is the powerresolved one model at a value via a.special r udMob sRiclhellas
time before moving onto the next Psyker ? or Space Marineds ORites of Bat|ftl e
A: Yes. If the first Sanctioned Psyker model fails hisLdtest;, O We aken Resolved functi®n in tlHlese
then the o6Ultimate Sancti onoAsp éWenal|Rerswllev ejbs Cjorig enid waftletlyy mo || i f i
resolved before moving onto the next closest Sanctioned entire player turn, so even if the unit utilizes the Ld
Psyker (assuming there are any left after that) [RAW]. characteristic from a different source, this new value is still

reduced [clarification].
IG.47C.01 i Q: When using 'Soulstorm’, besides the
Pysker that range and line of sight are measured IG.47D.04 i Q:Can O6Weaken Resolved bel|l us
from, can the rest of the Sanctioned Psykers fire their conjunction with a Neural Shredder
Laspistols at the same time 2 What about the Deatho by lowering a targe? uniljtos
Overseer? A: Absolutely [RAW].

A: As all the Sanctioned Psyker models count as having used
a power in this case, enly the Overseer can fire his laspistol ~ 1G.47D.05 i Q: Can an embarked Psyker Battle Squad

[clarification]. use OWeaken? Resol vebd

A: If the vehicle has fire points, then yes the unit may draw
01G .47D.01 T Q: Is'Weaken Reso Ive'a Psychic line.of sight from any of the fire points in order to use the
Shooting Attack  ? power [clarification].

A: It is not, which means that the squad is still free to fire
their pistols or run in the same phase and can even be used
while the unit is locked in close combat [clarification].
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FORCES OF THE IMPERIAL GUARD: LEMAN RUSS BATTLE TANK (pages 48 -49)

IG.48A.01 i Q: Does 'Lumbering Behemoth' allow a
Leman Russ to fire its turret weapon even if it is
otherwise unable to fire (= i.e. itis
Shaken/Stunned/used Smoke Launchers ,etc)?
A: No, the tank must still be able to normally fire to uti lize
the 6Lumbering Behemot ho

rul e

[cl arification].

FORCES OF THE IMPERIAL GUARD: HELLHOUND FLAME TANK (page 50)

IG.50B.01 i Q: How i s the 'Melta' rule applied if the
Mel ta Cannonds bl ast
A: If the blast hits a vehicle, after any scatte r is resolved,
check range again from the weapon to the vehicle hit to see
if it is within half range or not [clarification].

scatters?

FORCES OF THE IMPERIAL GUARD: HYDRA FLAK TANK (page 51)

IG.51A.01 i Q: In games using Flyers, do Flyers get

their cover save against shots fired by a Hydra? Does

the Hydra still have the ‘Anti - Aircraft Mount' ability ~— ?
A: Flyers do not get their cover save against shotsfrom the
Hydra. The Hydra may only
games of Apocalypse [clarification].

FORCES OF THE IMPERIAL GUARD: ORDNANCE BATTERY (pages 52

IG.52A.01 i Q: Isth e Griffon's 'Accurate

Bombardment' rule still utilized when fired as part of

a multiple barrage along with other barrage

weapons ?

A: Yes. If the Griffon is the closest to the target then its re -
roll applies to the placement of the initial blast. If the Gri ffon
i sndt t he c| od appliesonlyiwinenn i t s
determining which direction'its blast is placed amongst the
multiple barrage markers [RAW].

IG.53.01 i Q: Can.some weapons in a Battery fire
directly while the others fire as a Barrage ?

A: Yes'they can, in which case the direct fire weapons are
resolved separately from the Barrage [RAW].

uti

IG.51B.01 i Q: Does any weapon fired by a  Hydra
(such as a Hunter -Killer missile or Heavy Bolter)
benefit from the '‘Auto ~ -Targeting System' rule?

A! Yes they do [RAW].
| igzes 't he

60AA Mounto6 ability

-53)

IG.53.02 i Q: If a multiple barrage is comprised of
weapons with different minimum/maximum ranges

and the in itial blast is out of range, do all the

weapons autom atically miss (even if some of them

are within range)?

A: Yes, if the initial blast is out of range then the entire
bagrage misses. In the reverse situation (where the initial
blast is in range), any other weapons in the barrage that are
found to be out of range miss automatically and are not
resolved [clarification].

FORCES OF THE IMPERIAL GUARD: MANTICORE ROCKET LAUNCHER (page 54)

IG54B.0171 Q:Does .a singl e
result destroy all of. a
Rockets ?

A: Yes [clarification].

6 We a p o iG .532B.@2t ir @ Whked & Manticore fires a Storm Eagle
Ma n t Rarleringifestly; Sotv are thre DB kargd biasts

resolved on the enemy unit(s) ?

A: Resolve them as if they were fired by different weapons in
the same unit (e.g. as a Multiple Barrage) [clarificat ion].

Ref: TYR.43B.02
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FORCES OF THE IMPERIAL GUARD: DEATHSTRIKE

IG.55A.01 i Q: Can an Enginseer fix a 'Weapon
Destroyed' result on a Deathstrike Missile (the '
the launch roll)?

A: Yes he can [clarification].

-1'to

72

MISSILE LAUNCHER (page 55)

IG .55A.02 i Q: Can Daemonhunter Mystics allow a
Deathstrike to be nominated as the unit to take the

6free shotdé at enemy Deep St
A: Yes, and each time they do another roll is made to see if
the Deathstrike fires [clar ification].

FORCES OF THE IMPERIAL GUARD: VALKYRIE ASSAULT'CARRIER (page 56)

IG .56A.01 i Q: What exactly is considered part of the
6hull 8 on 'a Valkyriel/l Vendett
A: Any part of the model, besides its weapons, landing gear
and nose-mounted sensors is considered part of the hull
[clarification].

Ref: BA.38A.02 DE.46A.02

IG .56A.02 i Q: What part of a Valkyrie/Vendetta

model needs to be in or on terrain in order for it to

count as being i 'n or on the terrain piece?

A: While the Valkyrie/Vendetta is on its base, only if the base
is actually in or on the terrain would the model count as
being in or on the terrain (unless both players agree
otherwise) [clarification].

Ref: BA.38A.03 DE.46A.03

IG .56A.03 i Q: Can a Valkyrie/Vendetta model end its
movement over friendly or enemy models and can

other models end their move underneath it?

A: As |l ong as a Val kyr i.edwitlen
itsbhaseon top of any model or
is fine to have portions of the Valkyrie/Vendetta model end
up over other models, provided they physically fit underneath
the Valkyrie/Vendetta model [clarification].

Ref: BA.38A.04 DE.46A.04

IG.56A.04 1 Q: If a Valkyrie/Vendetta is immobilized
or destroyed while over other models, what happens ?
A: Follow these guidelines [clarification]:

9 Immobilized * i Adjust the Valkyrie/Vendetta the
minimum distance needed to place the model on the
table but not over any friendly models, within 1" of any
enemies, or in impassable terrain (although it may end
up on top of impassable terrain if the model will fit
there). Do not turn the model, unle ss it is absolutely
necessary for it to fit on the table, and only then by the
minimum required.

9 Wrecked i Disembark any passengers as normal. Tken
adjust the model (as described in the immobilized
guidelines above) before marking it as a wreck.

9 Explodes i Resolved normally (with surviving
passengers being placed anywhere within the hull
6f ootprintdé of where the

* Remember, if there is more than one model in the squadron,

then dmmobilizedé b e cMmekend | n.st e ad

\Y

Ref: BA.38A.06 DE.46A.06

w

01G.56A.05 1 Q: Can a Valkryie/Vendetta end its
movenwict with Part of the model hanging off the

table as long as its base is fully on the table?

A: No, a Valkryie/Vendetta must end'its movement with the
entife model over the table [clarification]. Note tha t this
means i,tt may have to, move
moving onto the table from Reserves.

Ref: BA.38A.05 DE.46A.05

IG.56A.06 i Q: When a Valkyrie/Vendetta is
owreckedd, i f  Bbasecgntachwithé | s
completely surround its base, are all passengers

onboard killed?

A: Yes [clarification].

Ref: BA.38A.07

IG .56A.07 i Q: When a Valkyrie/Vendetta is

immobilized (off its base) can friendly or enemy

mode Is move under its wings at all?

A d-iehdly mddeleaseralile to neomedinder bath tha side and
backwiings prbvadedatfey camphysicalily ét there Enemyi t
models may also move under the back wings provided they
physically it there
of the hull. Enemy models cannot move under the side wings
except as part of an assault move [clarification].

Ref: BA.38A.08 DE.46A.07

IG.56A.08 i Q: Is an enemy tank able to ram a
Valkyrie/Vendetta that is on its base?
A Y E'S grgfter e ade tuh'e
for this purpose [clarification].

Ref: BA.38A.09 DE.46A.08

IG .56A.09 i Q: How are template weapon = s resolved
against a Valkyrie/Vendetta?

A: Unless specified otherwise, the firing player holds the
template over the top of the Valkyrie/Vendetta so-that the
smal |l tip is touching the fi
a firing vehicle), butonly from a .0d own 6- ( t wo
dimensional) standpoint, similar to how templates are held
over ruins (see page 85 of the rulebook) [clarification].

Ref: BA.38A.1Q DE.46A.09
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FORCES OF THE IMPERIAL GUARD: VA LKYRIE ASSAULT CARRIER (page 56) CONTINUED

IG.56B.01 i Q: Are squadrons of Valkyries/Vendettas IG.56C.02 i Q: If a Valkyrie/Vendetta moves flat -out

allowed to Deep Strike  (asitis technically impossible and is destroyed in the same movement phase (by

to put them in "base contact" with each other )? failing a dangerous terrain test, for example) are its

A: They must be placed so that their hulls are in conta ct with  passengers then allowed to disembark using the

each other [clarification]. 6GvaChute Insertiond rule?
A: Yes they can [RAW].

IG.56B.02 i Q: Can a Valkyrie /Vendetta Outflank Ref: BA.38J.02

while transporting an embarked unit that doesn't

have the 'Scout' special rule? IG .56D.01 i Q: Can a Valkyrie fire both its Hellstrike

A: Yes [clarification]. missiles in the same shooting phase (as they are

Ordnance weapons)?
IG56C.0L T Q:1 f-a model disembar kA Noonhhaginge©rdaance weapon may be fired [RAW].
ChuteInsertion 6 and actwually |l ands in difficult or
dangerous terrain do they take two dangerous terrain
tests or just one?
A: Two. First when the unit scatters and again when the
surviving models are actually placed into the difficult or
dangerous terrain [clarification ].
Ref: BA.38J.01

FORCES OF THE IMPERIAL GUARD: LORD CASTELLAN CREED & SERGEANT KELL (page 57)

IG.57A.01 i Q: Can Creed use Tactical genius on a IG.57A .02 i Q: If a combined Infantry Squad

Platoon's combined Infantry Squad? Outflanks using oO0Tactical Geni (
A: Yes [clarification]. dedicated Chimeras assignhed to those units?

Ref: 1G.37.01 A: As the combined squad cannot embark on the Chimera(s),

any dedicated transports for this unit will arrive normally

fromt he playerods table edge whi l
Outflanks [clarification].

Ref: 1G.64A.01

FORCES OF THE IMPERIAL GUARD: KNIGHT COMMANDER PASK (page 58)

IG.58B.01 i Q: Does Pask's ‘Crack Shot' have any
effect against a unitt  hatisn't entirely made up of
Monstrous Creatures, such as a Tyrant with Tyrant
Guard or a Tomb Spyder with Scarabs?

A: No, the unit must be entirely made up of Monstrous
Creatures to qualify [clarification].

Ref 1G.30B.01
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FORCES OF THE | MPERI AL GUARD: COLONEL o6l RON HAND®& STR

IG.60C.01 i Q: When exactly does a friendly unit

check if they are  within 12" of Straken to benefit

frombothofhis 'Col d St eel and C&®uraged abilities

A For -ac€o an kkéangeavhea the unitis

assaulted by the enemy (before the o6Defenders Reactd move
i's made) . For O6Furious .Chargebod, check, at each I'nitidg,ative . sit
of the assault to ensure the unit is still within range

[clarification].

Ref: BA.49D.01, BA.52C.0] LYR.52C.01

FORCES OF THE IMPERIAL GUARD: COMMISSAR YARRICK (page 63)

IG.63B.01 i Q:If, using “6lron Will©éo, ¥Ge68Br0R ci kQ: Whem Yautick loses his last wound

stand up in base contact with the enemy are the re and is placed éon his sidebd6 d
any restrictions on where he can be placed on the model? Can he be assaulted, etc?

table (besides not being 2withiMA 1Whiolfe atnoyn emeéssmysdurd @s@ dnvceld r i ¢
A: Yes, move him only the minimum distance needed to and therefore cannot be assaulted or otherwise affect the

be more than 10 away f(andthms e v e r gamee Maekmiere melay®dnd temporarily move Yarrick

can allow Yarrick to noifve 0t hroutwofghe dvayd otlenmodelswishéo move onto the

necessary to do so) [clarification]. same spot. I f the game ends w
Ref: CD.73A.06 s i dherbhe counts as a casualty [clarification].

FORCES OF THE I.MPERI AL GUARD: CAPTAI N AL6RAHEM (page
IG.64A .01 1 Q: If a combined Infantry Squad IG.64A.027 Q: When Al 6Rahemdés Out fl an
Outflanks via 6Stal k t he En e argvés,froowResetves,hsaasipge nob matecto saen y

dedicated Chimeras assigned to those units? which table edge the whole Platoon arrives on, oris

A: Normally units outflanking with their transports must each unit in the Platoon rolled for separately?

arrive inside them, but since they cannot fit onto their A: One roll is made for the entire Platoon to see which tab le
Chimera a combined Infantry Squad is allowed to arrive edge it arrives from [clarification)].

outside of their vehicle(s) [clarification].
Ref: IG.57A.02

FORCES OF THE IMPERIAL GUARD: COMMANDER CHENKQOV (page 65)

IG.65C.01 1 Q: If Conscripts locked in combat are

removed using 6Send in the Next Waved, what
happens to enemy units that were fighting them?

A: Nothing, they remain exactly where they are

[clarification].

FORCES OF THE IMPERIAL GUARD: NORK DEDDOG (page 67)
IG.67A.0A i Q: Can unit containing Nork Deddog

embark on a Valkyrie/Vendetta?
A: No, as Nork is an Ogryn [clarification].

A KE

e p
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IMPERIAL GU ARD WARGEAR: VEHICLE ARMOURY (pages 70 -71)

IG.70E.01 i Hunter -Killer Missile : is a pintle-
mounted weapon [clarification].

Ref: BT.29G.01 BA.601.01, DH.19H.01 DA.55C.01 SM.103D.01
SW.63D.01 WH.23F.01

IMPERIAL GUARD WARGEAR: OTHER EQUIPMENT (page 71)

IG.71F.01 i Q: If an Independent Character j oins a 1G.711.01 i Q: If an Officer fails to issue an order to
Squad withaMedi -Pack does he gai n this @BWNGommahd S§yuad can theyre  -roll the result if
Paind uniwversal special rul e thesquadhasaVox -caster?

A: Yes, as the MedrPack specifiesthat his squad (which A: No [clarification].

includes the IC) benefits from the special rule [clarification].
Ref: BA.43E01, ORK.38A.0] ORK.59A.01 ORK.62C.0] RB.48B.02
SM.55A.01 SM.92.01, TYR.52.02, TYR.62F.01

IMPERIAL GUARD ARMY LIST: HQ (pages 90. -93)

IG.93A.01/1G.93 B.01 i Q: Can Ministorum Priests or
Techpriest Enginseers be'taken as the one mandatory
HQ choice in an Imperial Guard army?

A: Yes they can [clarification].

IMPERIAL GUARD ARMY LIST: ELITES (pages 94 . -95)

IG.95A.01 / Q: Are Stor m Trooper Sergeants
supposed to be able to take Melta bombs (since
regular Infantry Ser  geants can) ?

A: No [RAW].
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IMPERIAL GUARD ARMY LIST: TROOPS (pages 96

IG.96A.01 i Q: Canindividual units from a Platoon be
held in Reserve while others ar e deployed normally?
A: Yes, and all units from that Platoon that are held in
Reserve are rolled for together to see when they arrive
[clarification].

IG.96A.02 1 Q: If a Valky rie/Vendetta Squadron is

held in*Reserve carrying units from DIFFERENT

Platoons (who are also in.Reserve), how are Reserves
rolls handled for this situation?

A: A separate Reserves roll is made for each Plafoonin
reserve. Valkyrie/Vendetta Squadrons transporting units from
the Platoon are included in this roll, but ONLY if the
Squadron is transporting units from one (and only one)
Platoon. If any Valkyries/Vendettas in the Squadron are
transporting units that aren’t part of the same Platoon, then
the Squadron (along with all its passengers) must make a
separate Reserves roll and maytherefore end up arriving on
a different turn from the rest of their Platoon(s) [rules
changel].

76

-99)

IG.97B.01/IG.97C.01 i Q: Are Special Weapon
Squads really supposed to not have Frag grenades

and the option to take Krak grenades ( while Heavy
Weapon squads ha ve both)?

A: Unfortunately, Special Weapon Squads cannot take Frag
or Krak grenades [RAW].

IMPERIAL GUARD ARMY LIST: DEDICATED TRANSPORTS (page 99)

IG.96B.01 i Chimera: The Multi-laser is turret-mounted
and the Heavy Bolter is hull-mounted [clarific ation].

IMPERIAL GUARD  ARMY LIST: FAST ATTACK (pages 100

-101)

IG.101A.01 i Hellhound Squadron:  The Inferno, Melta
and Chem Cannons are all turretmounted. The Heavy
Bolter is hull-mounted [clarification].

IG.101B.01 i Valkyrie: The Multi-laser and Hellstrike
Missiles are both hulF-mounted [clarification].

IMPERIAL GUARD ARMY LIST: HEAVY SUPPORT (pages 102

IG.102A.01 i Leman Russ Squadron: The Battle,
Exterminator Auto, Vanquisher Battle, Eradicator Nova,
Demolisher Siege, Punisher Gatling and Executioner Plasma
are all turret-mounted. The standard equipped Heavy Bolter
is hull-mounted [clarification].

1G.102B.01 i Hydra: The twin-linked Hydra Autocannons
are turret-mounted and the Heavy Bolter is hull-mounted
[clarification].

IG.101C.01 i Vendetta: The twin-linked Lascannons are
all hull-mounted [clarification].

-103)

IG.103A.01 i Ordnance Battery: The Earthshaker
Cannon, Medusa Siege Cannon, Colossus Siege Mortar,
Griffon Heavy Mortar and Heavy Bolter are all hull-mounted
[clarification].

IG.103B.01 i Manticore: Storm Eagle Rockets are turret
mounted and the Heavy Bolter is hull-mounted
[clarification].

IG.103C.01 i Deathstrike: The Deathstrike Missile and
the Heavy Bolter are both hull-mounted [clarification].
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Dondét forget o check out the official Necron FAQ at:

http.//www.games -workshop.com/MEDIA_CustomProductCatalog/m1180146 Necrons  FAQ 20088 5th_Edition.pdf
T— — T— T— T—

NECRONS GENERAL QUERIES

NEC.GEN.01 i NECRON UNIT TYPES

T Al units are o6l nfantrydé epxcept for the foll owing:

f The Monolith is a 6Vehiclgpeo

T Tomb Spyders and CdTan are O6Monstrous Creaturesbod

T Necron Lords with a Destrpyer Body are 6Jetbi kesbod

T Destroyers and Heavysbestroyers are o6Jetbike

[clarification]

NECRONS SPECIAL RULES (page 13)

NEC.13A.01 i Q: The GW online FAQ indicates that NEC.3A.03 i Q:If a Necronisunabletoa ttempta

damaged Necron models are moved when their unit self -repair at the start of its turn (because it'is not

falls back. Does this ruling apply whenever the unit within range of another model of the same type, for

moves in an opponent 6snahdur n ( exanple), daes theodarhaged model remain on the

consolidation moves)? table or is it removed?

A: Yes, anytime a Necron uni t A Abecrersthaliswunabléte attenfppacself erapair@tsthe

turn move its damaged Necrons along with it, as if they
were normal models in the unit [clarification].

NEC.13A.02 i Q: If a Necron unit is wiped out by a
Sweeping Advance in clo se combat, can any of the
models in the unit (including its damaged ones) use
6Wedl |l Be Back! 6 to repai
A: No, as a special rule cannot be used to save models
from a Sweeping Advance [clarification].

NECRONS ARMOURY.(pages 14 -15)

start of its turn is removed from the table as a casualty
[clarification].

NEC.13H.01 i Morale: Ignore the last sentence as it
refers to rules from a previous edition of the game

[clarification].
emsel ves ?

rt

)

NEC.14A.01 i Gauss Weapons: Ignore the entire last
paragraph as it refers to rules from a previous edition of
the game [clarification].

NEC.15B.01 i Q: If two Necron Lords who both have

6Gaze of Flamed are | ocke
their opponents suffer a -2 Ld penalty?
A:No,onlyasingle-1 Ld penalty is

FIl amed regardl essr of how

in.the same combat [clarification].

NEC.15C.01 i Q: Do wounds caused by a Lightning
Field count towards combat resolution?

A: Yes, and these attacks are resolved right before combat

resolution is calculated [RAW].

NEC.15C.02 i Q: If two Necron Lords who both have
6Lightning Fieldd are joined 't
do their opponents in combat suffer TWO S3 hits for
each unsaved Wound caused?
A:No, only a single hit is caus
d inFialkddamer compayed gyound regar
Lords are joined to the same unit [clarlflcatlon]
applied due 60Gaze

ma n y NB¢R0:0% f{ Q: LDQQS the Nightmare Shr,qq;i §3USF e d

enemy units to immediately take a Morale check?

A: Yes and if the units actually suffer 25% casualties that
shooting phase they will test again at the end of the phase
(or fall back again if they failed the first test) [clarification].
Ref: NEC.30B.02 WH.14A.01, WH.23E.01
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NECRONS ARMOURY (pages 14 -15) CONTINUED

NEC.15G.01 i Q: If a'Lord with a Resurrection Orb is NEC.15101 i Q: I f, while wusing the
damaged (downed), do friendly Necron units within Darknessd a Necron Lord and hi
60 still benefit from the Orb&uffer a O6Delayedd Deep Strike
A: No, while a Necron Lord is damaged (downed) the Orb happens?

only benefits himself [clarification]. A: The Necron Lord and unit are put into R eserves

(together as one unit) and their arrival will be rolled for as

usual in the following turn(s). When they arrive from

Reps erwes theys awe " diepl-oyed jusy
[clarification].

Ref: DH.24B.04 SM.57H.03

NECRONS ARMY LIST: ELITES (page 17)

NEC.17A01 i Q: Does the Pari ahdos HNECATAOB ¢ Qs 6 Hewedbabk the Pari aho
rule affect 6Stubbornd unitsswboialertuhki hignat monahgainst t

test? A: I'n terms of replacing the mg
A: Yesitdoes,ast he O0Soul | essd sdp e ci thése twarlles cancel eacloatheraut. This means the mob

modifier (it just ma kes the unit count as having a different Ld  will test on its standard Ld value unless it numbers 11 or

value) [clarification]. more model s, in which case it i
Ref: DH.27.02, 1G.47D.02, T¥R.59B.0] WH.30B.02 Ref: DH.27.04, WH.30B.04
NEC.17A.02 i Q:lfach ar acter é6s Ld is MNEQWCEId Q:o Howoyoes a Flayed Ongd
a Pariah unit, and that character has the ability to Vi saged wor dpporegtavha aways hit on a

pass his Ld onto other units (such as Space Marines fi xed number regardless of Weaqj
6Ri'tes of Battled), what Ld 8abuefwoubdampkese®?o0t her

units use? A: In such a case, roll off each round of combat to see which

A: The other wunits woul d 7 s e ruletakes prebeglance(RAW)r 6 s new Ld of

unless the ability specified that his unmodified Ld was used

(such as with the Witch Hunterodés O6Book of S Luci us?o, for
example) [clarification].

Ref: DH.27.03 TYR.59B.02 WH.30B.03

NECRONS ARMY LIST: TROOPS (page 18)

NEC.18.01 i Warriors Re serves rule: Ignore the
reference to which units are allowed to begin in Reserve as
all units are now allowed to begin in Reserve [clarification].

NECRONS ARMY LIST: FAST ATTACK (page 19)

NEC.19A01 i Q: Can Wraiths o6rundé iNMECLICHL SAQ:Do Tuibam goosting Scarab Swarms
phase? really have a 62+06 cover save?

A: No [clarification]. A: Yes [RAW].
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. I . I .
NECRONS ARMY LIST: FAST ATTACK (page 19) CONTINUED
NEC.19C.02 i Q: Can Scarab Swar ms ONEQI®GO03iinQ:t When Scarabs (who ar
Shooting phase? to Blastsdé) are. hit by a Bl ast
A: No [clarification]. 6l nstant Deathé, what happens?

NECRONS ARMY LIST: HEAVY SUPPORT (pages 20

NEC.20A.01 i Q: Tomb Spyder rules say they are
deployed fias a single unito.
Tomb Spyder s eldmregetve?be h

A: All Tomb Spyders from a single Heavy Support choice
must either be deployed at the start of the game or held in
reserve. Only a single Reserves roll is made to see if they
arrive on the table each turn. [clarification].

Ref: DH.24B.02 DH.25B.01 DA.27C.02 WH.32B.01

NEC.20A.02 i Q: Is a unit made up of a Tomb Spyder
and Scarabs able to utilize cover saves from
intervening units and terrai n that
cover 50% of the Spyder model?

A: Yes, as long as half the models in the Spyder/Scarab unit
count as being in cover then the entire unit gets a cover save
regardless of whether the Spyder model itself is obscured
[RAW].

Ref: RB.51B.0] RB.62B.0] TYR.35B.01

donét p

NEC.21C.01 i Q: Does a Deep Striking Monolith count

as moving at Cruising Speed and if so what weapons

may it fire that turn?

A: Yes, a Monolith ecounts'as having moved at Cruising Speed
the turn it Deep Strikes and may therefore not fire its Gauss
Flux Arc although it can still fire the Particle Whip
[clarification].

NEC.21C.02 i Q: When a Deep Striking Monolith

moves a vehicle out.of its way can play ers turn the
vehicle to face a different direction?

A: No the owning player moves his vehicle the minimum
distance needed to make space for the Monolith and cannot
turn the vehicle unless it is the only way to make room (and
only then by the minimum amount needed) [clarification].

2

A: The Wounds caused by the weapon are doubled due to
6Vulnerable to Bl astsbd
mean an entire Secarab base is removed (so yes, they really
are vulnerable to blasts) [RAW].

2%

NEC.21C.03 i Q: Can a Monolith attempt to Deep
Stiike @iractlytovemenemynracaleis? lif inddeis &nd dpu a |
|l anding within 10 of an
on the Deep Strike mishap table (just ignoring the
0Terrible Asud?d dent! o r
A: It can attempt to land directly over an enemy model and if
it does so, the enemy models are pushed out of the way as
descrisbed in it syoO6Deep Stri
[clarification].

Ref: RB.95A.02

WNEG 21604 | T Qy What happens if a Monolith Deep

Strikes onto friendly models, impassable terrain,

immobile enemy models or off the table?

A: If a Monolith Deep Strikes onto friendly models,
impassable terrain or off the table it will suffer a Deep Strike
Mishap as normal. If it Deep Strikes onto an immobile enemy
model the enemy model is still moved out of the way by the
force of the Monolith [clarification].

Ref: TYR.51B.01

NEC.21D.01 i Q: Can a Monolith ever be immobilized
just by suffering enough
A: No, as the Monolith will always have a functioning weapon
(the Power Matrix) that cannot be destroyed [RAW].

NEC.21E.O1 i Q: If a Necron unit teleports through

the Monolithoés portal decrohsh e
get to teleport with them?

A: Yes. All damaged Necron models from the teleporting unit
that havendét already joined
teleported through t h-ellthednol
failed WBB roll. Necrons repaired in this way are placed back
in coherency with their unit emerging from the portal
[clarification].
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NECRONS ARMY LIST: HEAVY SUPPORT (pages 20 -21) CONTINUED

NEC.21E.02 i Q: If an entire unit of Necrons becomes NEC.21E.03 i Q: If a Monolith moves and then

6damagedd is there any way foel epattenat Neorbe unit that i
teleport ed t hrough a Monolitho6s Poevab@Gs turn (but hasndét moved
A: No, only units can teleport through the Portal and once an  happens?

entire Necron unit is O0dama g A:dBéforaitlisdaeteporied,ithe unit raustsakesits tesbto e x i st (
any models that successfully selfrepair have to join.other regroup (if able). If the unit fails to regroup, then.when it

units) [clarification]. emerges_from the port.al [ AT

will not move any further this phase (as they count as having
disembarked from a moving vehicle) [clarification].

NECRONS ARMY LIST: SPECIAL CHARACTERS (pages 27 -31)

NEC27C.01 i Q: When a Co6Tan is kil NESOBHN i Q: Isadhe karale check caused by

facing does the S6 hit affect against vehicle models 6Deceived taken i mmedi ately?
within D607? A: Yes and if the unit actually suffers 25% casualties that
A: Treat the hit like a shooting attack originating from the shooting phase it will test again at the end of the phase (or

former position of the CO6Tan faldbdckagair ifatfaided theffirstteat) [¢ladficaftian].
Ref: NEC.15D.0] WH.14A.01 WH.23E.01

NEC.27C.02 1 Q: Ar e CO Teen tiomnd nst ant

Deathé in general or only agalNBCSAD.OWi Qi t Hewndeass?2the Decei ve

What about D -Cannons? power work against opponents who always hit on.a
A Co6Tan ‘are only immune to thiexegdperumber weapand!l ¢ssteld Wead
their O6Necrodermisé special 310 [fROPAW]EeEXampl e) ?
A:In such a case, roll off each round of combat to see
NEC.27F.01 i Above all Others : Ignore the reference to which rule takes precedence [RAW].
being pickedout feven i f within 6 ['nchesl ot her targetso
as it refers to a rule from a previous edition of the game NEC.30E.01 T Q When the Deceiver leaves combat
[clarification]. via O6Misdirectoé is hevractually
A: No, he makes a fall back move but is not considered to
be 6falling backdé (and therefo

NEC.29D.01 i Q: Are enemy models partially under I
the 6Gaze of Deathod bl ast aut@(WF)i[R@\Mrly hit?
A: No, only on a roll of 64+6 [ RAW].

NEC.30B.01 i Q: What type of saves, if any, do

Fearless models get against wounds inflicted by the

6Deceived special rule (per the GW online Necron
FAQ)?

A: Only Armor and Invulnerable saves may be taken

against these wounds [clarification].
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Dondét forget to check out the official Ork FAQ at :

htto.//www.games -workshop.com/MEDIA CustomProductCatalog/m970066a FAQ Orks Feb2010
T . e e e

FORCES OF THE ORKS: ORK SPECIAL RULES (page 31)

ORK.31A.01 i Q: Can a player wait until the end of ORK.31B.01 i Q: Does the Ld value of an Ork in a mob

the shooting phase to call the Waaagh? benefit from the 6Mob Rul
A: Yes, but any unitsthatmake a 6 r und® mo v e biedividually suchragwith Eld  ar Mind War?

ed whq

Waaagh! is called de not gain the fleet ability in the A: Yes, individual Orks within a mob may always benefit from

subsequent Assault phase [clarification].
how many Orks beyond ten the mob actually has)
[clarification].

FORCES OF THE ORKS: MEKBOYZ (pages 34 -35)

O0ORK. 34AQ01Can a Mek with 6 MORKES.01TioQ Ifa Shoké Attaak Gun suffers a

and attempt to repair a vehicle in the same phase? AfOopso, AGaho, ASplooeasho,
A: No, a model may only utildpesobhbedphayeadsobil bhbatv
ability during a single shooting phase [clarification]. Scatter dice?

Ref: DE.60B.01/DEGOE.01 DE.62J.02 A: Yes [RAW].

O00RK. 34AQ02Can a Mek with o6MeRK®B502Tio®:l si6f a vehicle is
attempt to repair a vehicle in the same phase his unit Attack result, is the vehicle remov ed from the table
shoots, provided he doesnot fepafdess Bfiths damay@causdd Dy tHe pahetrbtig
attempt to repair a vehicle while locked in combat? hit?

the Mob Rule up to a maximum Ld value of 10 (no matter

nBz
engo

hit

A Yes to both (provided he is also in base contact with the A: No, the vehicle only suffers an automatic penetrating hit

damaged vehicle, of course!) [clarification]. [clarification].
Ref: DE.60B.02/DE.60E.02 DE.62J.03

ORK.34B.01 i Q: Does a Kustom Force Field provide a

4+ or a 5+ cover save to friendly vehicles?

AAA 4+ cover save for being 6obscuredd [clarification]
however, that in the case of a vehicle squadron, at least half

of the vehicles in the squadron must be*within 60 of
with the Kustom Force Field to benefit from it [RAW].

FORCES OF THE ORKS: WEIRDBOYZ (pages 36 -37)

ORK.37B.01 i Q: If a Wierdboy embarked on a

vehicle tha tis moving at cruising speed (or faster)

rolls either OFrazzled or 06Zzapbdb, what happens?
A: As the Wierdboy is unable to shoot in such a situation,

nothing happens [RAW].

FORCES OF THE ORKS: PAINBOYZ (page 38)

ORK.38A.01 i Q:If an Independent Cha  racter joins a

mob with a Painboy, does he gain the 06Feel No Painbd
universal special rule?
A: Yes', "as Dokés Tool's specifies, that the mob (*whi'ch

the IC) benefits from the special rule [clarification].
Ref: BA43E01, IG.71F.01, ORK.59A.0] ORK.62C.0] RB:48B.02
SM.55A.01 SM.92.01, TYR.52.02, TYR.62F.01
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FORCES OF THE ORKS: TRUKKS (page 41)

ORK.41C.01 T Q: I f a Trukk suffer sORKAKCKW2 b Qo mWbheneaulltukk suffers
does the model become a wreck? result are the passengers depl d
A: No, it is removed and replaced with an area of difficult where the Trukk model was, or do they disembark

ground (that confers a 4+ cover save) [rules change]. before the Trukk model is removed?

Ref: RB.61K.01 A: The passengers disembark normally before the Trukk

model explodes and is removed [clarification].

FORCES OF THE ORKS: TANKBUSTAS (page 42)

ORK.42E.01 i Q: Can vehicles take cover saves ORK.42E.02 i Q: If Tankbustas embarked on a vehicle

against Bomb Squig attacks? roll a 616 when releasing theinr
A: Bomb Squigs are not a shooting attack per se, so in happens?

general no. However, vehicled#a:t Reasohve Hhbsauteaedhk 6agamchsast

ski mmer that moved o6fl at out flarification].t hat al ways get a cover
save for some reason would still be able to use it against a
Bomb Squig [clarification].

FORCES OF THE ORKS: Deffkoptas (page 48)

ORK.48F.01 i Q: Whenis a Bigho mm attack resolved? ORK.48F.02 i Q:Is the scatter for a Bigbomm

A: Bighomm attacks are resolved immediately after the reduced by the firerds Ballisti
player finishes moving the Deffkopta unit [clarification]. be taken against them?  Are they affected by Night

Fighting?

AES BT h egas ceat e T &F " S n ouise e diifc esd™ JE

vehicle armor facings are determined like a barrage weapon
(from the center hole of the blast). A Bigbomm is not a
shooting attack perse, so is not affected by Night'Fighting,
Veil of. Tears, etc, and does nd
of target in the subsequent shooting and/or assault phase
[clarification].

Ref: DE.42.02, DE.47C.03 ELD.35B.02 ELD.49B.03

FORCES OF THE ORKS: BATTLEWAGONS (page 55)

ORK.55D.01 i Q: If the hits caused by a Deff Rolla ORK.55D.04 i Q: If a Battlewagon rams a squadron of
manage to oO6exploded an enemy vehides how bre thedDeff Rola its eesolweda mo ,
does the ramming vehicle continue its move? A: All Deff Rolla hits are resolved against the armor facing of
A: Yes, the Deff Rolla hits are worked out simultaneously the vehicle that is being rammed with any glancing and
along with the hit inflicted due to ramming. If any of this penetrating hits being evenly spreadramongst the vehicles in
damage causes the enemy vehi thesuadran (justexvath shabtng hitd). Neterthatah e. r am
move continues as normal [clarification]. squadron rammed by a Battlewagon only suffers the effects

of its Deff Rolla once per phase regardless of how many
ORK.55D.02 i Q:'If askimmer managest o squadron members end up actually being rammed by it
successfully dodge a ramming Battlewagon, does it [clarification].

still suffer hits from the Deff Rolla?
A: No, as a successful dodge by a skimmer means the
vehicle wasno6t actually rammed (tank shocked) [clarificatid

ORK.55D.03 i Q: Can a Deff Rolla be destroyed via a
6weapon destroyed6 damage result?
A: No, as it does not function as.a weapon [clarification].

hei
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FORCES OF THE ORKS: BATTLEWAGONS (page 55) CONTINUED.

ORK.55D.05 i Q:Is a Deff Rolla considered part of

the Battl ewagonds hul |l Ilin@of measur ement and
sight purposes?
A: No, it is a O0decorative elementd and is therefore ignor g

line of sight and measurement purposes. When assaulting or

disembarking from a-Battlewagon, models can technically

6standd on the Deff Roldngthe alt hough to prevent dama
model use the oO6Wobbly Model Syndromed rule on page 13 of
the rulebook instead of actually placing models on the Deff

Rolla [clarification].

FORCES OF THE ORKS: MAD DOK GROTSNIK (page 59)

ORK.59A.01 i Q: Does Grotsnik himself benefit from ORK.59C.01 i Q: If Grotsnik appears to be out of

his own O6Dokds Tool sé, bot h Adsalbrangenn the isrootirg\whase a malforced to

when joined to a unit? 6rund towards the nearest enemy
A Grotsni k benefits from hi shoataweapbndanstéad? Tool s, both when or
his own and when joined to a unit [clarification]. A: Grotsnik (and his unit) only must assault if possible in the

Ref: BA.43E01, IG.71F.01, ORK.38A.0] ORK.62C.0] RB.48B.02 Assaul t phase, so they are fr ed
SM.55A.01 SM.92.01 TYR.52C.02 TYR.62F.01 player sees fit in the shooting phase [clarification].

Ref: WH.27B.01

FORCES OF THE ORKS: OLD ZOGWORT (page 61)

ORK.61A.01 i Q: If Zogwort rolls for power weapon ORK.61D.04 T Q: If an Independent Character is

attacks while in close combat, do they combine with joined to a unit when turned into a Squig, does th e
his poisoned attacks (s0o t ha Bquijemamjimeddtosheonit? a 62+6 and
ignores armor saves)? A: Yes [clarification].

A: Zogwortodéds o6Pit of Vipersdé is not a weapon and may

therefore be combined with the power weapon ability [RAW]. ORK.61D.05 i Q: If the:Ork player does not have a
Squig model can Zogwort still use the curse?
ORK.61D .01 i Q: Does Zogwort have to pass a A: No, Zogwort may only use his curse if the Ork player has
psychic test to use his curse? Is the Curse a psychic a squig model available [RAW].
shooting attack?
A: A psychic test must be passed to use the Curse and itis  ~ ORK.61D.0 6 i Q: If an Independent Character that is

not a psychic shooting attack [clarification]. also a 6Troopsd choice (such af
Imperial Guard Platoon) gets turned into a Squig can

ORK.61D.02 i Q: Can the Curse be used if Zogwort he still capture an objective? Can a Squig ever

and/or his target are locked in combat? contest an objective being captured by the enemy?

A: No [clarification]. A: Yes and yes [clarification].

ORK.61D.03 i Q: Does a character turned into a Squig
give up a Kill Paint or Victory Points at the end of the

game or must the Squig model be killed first?

A: As the Squig replaces the character, it must be killed for a
Kill Point or Victory Points to be awarded for the character
[clarification].

Ref: TAU.26G.01
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I T T T e
FORCES OF THE ORKS: BOSS SNIKROT (page 62)

ORK.62C.01 i Q: Can an Independent Character (such ORK.62C.02 i Q: I f Snikrotds unit ar
as a Warboss on a bike) joint8hlkrotéadasodambtushéf wirehthae | nd
game and arrive with them 'vi pingd#onylranshd I€ then leave the unit in that

A: Yes, as Sni kr dhedng (whidh & jpinetd y same povemens phase?

IC is part of) [clarification]. A No, as clarified by GWbs on
Ref: BA.43£.01, IG.71E.01, ORK.38A.01 ORK.59A.01 RB.48B.02 Characters may not leave a unit the same turn they arrive
SM.55A.01 SM.92.01 TYR.52C.02 TYR.62F.01 from Reserve joined to it [RAV\/]

FORCES OF THE ORKS: BOSS ZAGSTRUK (page 63)

ORK.63C.01 i Zagstruk does not halveORKA3E.0% WR:df RFMulchas are killed while

special rule [typo]. landin g do these casualties count towards combat
resolution?
ORK.63C.01 i Q: Can Zagstruk and the Vulchas run A: Yes [clarification].

the turn they arrive via Deep Strike?
A: Yes [clarification].

ORK WARGEAR: OTHER EQUIPMENT (page 92)

ORK.92A.01 i Q:If an Ammo Runts are taken by a
mob, as opposed to a character (as with Flash Gitz),
which models can use there  -roll ?

A: In this case, any model in the unit may use the Ammo
Ru n t 4dd [clarifcation].

ORK WARGEAR: ORK VEHICLE UPGRADES (page 93)

ORK.93C.01 i Q: If a Boarding Plank is used to attack ORK.93H.01 i Q: Is a Trukk with a'Reinforced Ram
a Walker does the Walker-get to strike back? allowed to ram other vehicles?
A: No, only the Ork is given permission to make an attack A: Yes it can [clarification].
[RAW].
ORK.931.01 i Q:Ifavehicle wit h a Stikkbomb
ORK.93C.02 i Q: Can an Ork attacking via a Boarding Chukka is destroyed (via a 0o0De
Pl ank benefit from OFuri ous €Exampk)ardit®embarked passengers charge into
A: Yes, as the attacks are made as if he were assaulting combat the ensuing Assault phase do they still
[clarification]. benefit from the Chukka?
A: Yes [RAW].
ORK.93C.03 i Q: Can an Ork model usinga B  oarding Ref: BT.42B.03 BA.60G.01 DH.32B.03 DA.35A.01 SM.75B.01
Plank attack an enemy vehicle if his embarked unit SM.82C.01 SW.45B.01
fired at a different target in the previous shooting 3 - :
phase? ORK93J.01 1 Q: I f the Wr ecahenemdy Bal |
A: Yes, as_ the model isnodt adehige vyhptf;\rm%rgagnglgpspdi’PgaénthN%edlq ehicle
an opponentos assau hase?

just gets to make attacks as if he were assaulting it

[clarification]. A: Resolve it as a (very) short-ranged shootlng attack

or.iginating from wherever the

ORK.93D.01 i Q:In games that allow Flyers, can an model . It may only be sasitelhsei n
Ork Grabbino Klaw be used t olclgificationlone 2
A: No [rules change].
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