Eternal Conquest 40K Map Campaign
By BobK
Introduction
Many people like to play regular opponents when wargaming, sometimes adding narrative-based games and scenarios into the mix to keep the games interesting. This map campaign system helps build the narrative around games, and provides a sense of a world being fought over to tie battles together as part of a war. Another advantage to playing with a map campaign is that it encourages the use of different types of army and different environments for battles to take place in to keep games varied and interesting. While this particular ruleset is designed for use in 40K, the map generator can be used for any game system, and this ruleset can be modified to support different games as well.
[bookmark: _GoBack]For the most part the main rules are unaltered, though some rules which are currently randomised are now fixed based on the progress made in the campaign and the part of the map being fought over, to encourage careful use of strategy on the map.
Map Generation
The first step in running the map campaign after finding an opponent willing to play one against you is to create the map. In order to do this open the ‘Eternal Conquest Map Generator’ Excel file (LINK). In the file there is a cell with the number 10 in it which determines how varied the terrain will be. A low number will have very little variety in what sort of terrain is on the map, whereas a high number will have a very wide variety of terrain types. Once you have chosen the terrain variety, you can generate a new map by double clicking in an empty cell to the left of the map. This can be done repeatedly until you have a map which you would like to use.
The current layout of the map tiles is designed to generate a temperate world, but this can be amended by replacing the tiles in cells C36-C46 with those of the terrain that you want to use, to represent worlds such as forge worlds and jungle worlds. The types of tile near the centre of the list appear fairly often, whereas those near the top and bottom of the list will appear less frequently.
The next stage is to select the entire map, copy it and paste it into Paint. This Paint file then needs to be saved as a ‘.PNG’ format, so that it can be modified easily in future.
You are now ready to start using the map for your campaign. Now would be the best time to determine any house rules you want to use as well as how long you intend to play it for and who starts first. You could agree to play for 10 battles to begin with and decide if you wish to continue for another 10 battles at the end of the 10th battle.


Terrain Types and In-Game Effects
	Terrain Type
	Tile
	Terrain Density Limit (p120 of Rulebook)
	Rules

	Swamp
	

	D3+1 Forests and Pools
	Entire table is Area Terrain. Movement is the same as the armour save for non-vehicles. Vehicles take a dangerous terrain test if they do not move. No fortifications may be taken.

	Forest
	 
	D3 Hills
	Entire table is Area Terrain. Units that are 18" or more away gain Stealth, 30" or more away gain Shrouded, and cannot be targeted if 42" or more away. No flyers may be taken.

	City
	 
	D3+1 Buildings and Craters
	 

	Desert
	 
	D3-1 Hills and Small Buildings
	 

	Sea
	 
	D3-2 Hills
	The entire table is Water Terrain. No fortifications may be taken.

	Rural
	 
	D3 Forests and Small Buildings
	 

	Urban
	 
	D3 Buildings and Craters
	 

	Mountain
	 
	D3 Hills
	Entire table is Area Terrain only with 6+ cover save. When rolling to determine movement one less D6 is rolled.

	Hive City
	 
	D3+2 Buildings
	Only non-bulky infantry and beasts may be taken.








Turn Sequence
Each player takes turns in using the campaign map, with each turn consisting of 2 phases, the Combat Phase then the Construction Phase. The Combat Phase is where the player chooses which occupied territory (if there are any) he will attack, with which type of army and from what side. When playing this campaign you will be initially limited to 1 army, but as play progresses you will be able to access additional forces from other armies in addition to formations and forge world units. All armies also have access to the use of Regiments (LINK) which are highly recommended for use in this campaign as they allow for more flexibility when choosing which side you will attack from. An updated list of regiments can be found HERE (LINK), and the current list of them is provided at the end of this article.
Unless you have unlocked the ability to take them, you may not include allies, forge world units, formations, lords of war or fortifications which cannot be carried or moved.
When selecting which territory you will attack, it must be adjacent to one of your own territories with the following exceptions:
1. If the entire army consists of infiltrators, units that have hidden deployment, tunnellers (including units using tunnels), deep strikers, flyers and monstrous flyers, it may attack anywhere on the map.
2. If the entire army consists of units capable of moving over water, it may attack any territory which is touching an area of water if the attacker also has territory touching the same area of water. In the example below, the red player could attack any of the blue player’s tiles.









The side that is attacked can provide tactical advantages in the game depending on the neighbouring territory. If you own territory that is opposite to or at the far side of the edge that you are attacking from you can choose to bring in Reserves from the left side, right side or enemy table edge as explained in the diagram below. Similarly, the opponent can gain the same advantage if they own neighbouring territory as well.
 (
Attacker can bring in Reserves on the opponent’s table edge if they own this territory.
)

 (
Attacker can bring in Reserves on the right table edge if they own this territory.
) (
Attacker can bring in Reserves on the left table edge if they own this territory.
) (
Side being attacked.
)


 (
Defender can bring in Reserves on their left table edge if they own this territory.
) (
Defender can bring in Reserves on their right table edge if they own this territory.
)



If the territory being attacked is not in contact with an enemy-held piece of territory, the defender may treat the entire table as their deployment zone and bring in Reserves from any table edge.
Please note when using this tactical advantage that some types of territory can only be crossed by certain unit types and therefore any units wanting to come onto the table as reserves must be able to cross that terrain. For example if you wanted to bring in a unit of sentinels onto the left table edge because you owned the territory there you would not be able to do this if that terrain was water as walkers cannot fight in deep water.
If the attacker chooses he may increase the scale of the battle. To do this he must nominate a tile that he owns which is touching the tile being attacked. If the opponent also wants to increase the scale then he does the same with one of his tiles touching the tile being attacked. The winner of the battle will control all 3 nominated tiles.
Optional: Instead of rolling to determine whether a player seizes the initiative both players may instead prefer to replace it with the following rule. Before the game starts the defending player makes a note on a notepad file or piece of paper which type of territory he thinks will be attacked and what type of army (type of regiment or the inclusion of a formation) will attack it. When the attacker says what he will do in his Fight Phase and the defender guessed correctly, he reveals this after the attacker deploys and seizes the initiative. In the event of the defender having a bonus to seizing the initiative, the guess only has to be partially right to work. This rule encourages players to avoid using the same army against the same location too often.
The attacker deploys first and has the first turn, and if they win the battle then they gain the occupied territory. In the event of a loss or draw the defending player keeps the territory. As each tile on the map is claimed, the white hexagon on the outside is filled with that army’s colour to show who it is owned by.
If either Warlord survives the battle, his/her/its details (wargear, warlord trait, psychic powers etc) may be written down and used in future battles until killed.

Multiplayer Alliances
If the map campaign is being done with more than 2 players, then players may request an alliance with another player and use their units as an allied detachment. However, the following rules apply when this is done:
1. If the allied units are Desperate Allies or Come The Apocalypse, the One Eye Open rule does not apply, but the allied units must be controlled by the player that is using that army. The player may then choose at any point in their opponent’s turn to count as an enemy player of both their opponent and their allies. They then create a new player turn for them to use for moving and attacking with their units, and if they win they gain control of that tile.
2. Allied units from another player’s army can only be used if they are able to attack that tile, e.g. infiltrating and deep striking armies can be used anywhere, but normal infantry would only be usable if the allied player controlled a tile next to the attacked tile.

The Build Phase
In the Build Phase the player has several options on what course of action he can do:
1. Claim: The player gains any 1 piece of territory anywhere on the map that is currently unoccupied.
2. Fortify: The player adds a • onto the map tile to indicate that any battles that take place there require him to take an additional Fortification. These fortifications are exempt from the rule that requires them to be portable or movable. A tile cannot be fortified more than 3 times.
3. Demolish: The player may choose to remove any number of fortifications added to a tile using the Fortify ability.
4. Prepare Planetstrike: If a planetstrike is prepared 3 times then the player may choose to strike anywhere on the map using a planetstrike game.
5. Build: If the player owns a tile on the map which is surrounded by tiles that he owns or can’t be owned, and none of the tiles in base contact have something built on them, he may build on that tile. Each type of building must be specified on the map as to the exact unit or army it grants access to. The types of buildings are as follows:
a. Factory: The army may access an additional unit that is not in their codex (such as those produced by Forge World) or a Lord of War.
b. Allied Camp: The army may access allied units. Only armies which are battle brothers or allies of convenience may be selected. Allies of Convenience may only be taken as an allied detachment. Battle Brothers may be taken as the primary detachment or as an allied detachment. Mercenaries are an ideal source of additional troops in this capacity, and their rules can be found later on in this article.
c. Training Camp: The army may access a formation of their choosing.
d. Anti-Air Emplacement: No zooming flyers or swooping monstrous flyers may be used within 2 tiles of this building.
e. Artillery Emplacement: Any battles that take place within 2 tiles of this building allow the HQ choice to fire a Barrage weapon from their armoury at any target in line of sight each turn as a Heavy 1 weapon. This upgrade costs 5pts per point of Strength of the shot (so a S9 ordnance blast would cost 45pts).

Seafights
If a territory is attacked by an army via the sea, the defending player may choose to fight in the sea territory instead of in the territory being attacked. The following rules apply for seafights:
1. Units that ignore terrain when they move can only be used if they are capable of upwards movement, such as flight or skimming. Units that rely on teleporting cannot be used as they would not stay above the surface of the water.
2. Units that do not ignore terrain may only be taken if they ignore water-based terrain, such as chimeras. Non-walker vehicles and other units without legs such as trygons may choose to become Aquatic for free. If this option is taken then they become immobile if they are not on Aquatic terrain, such as when they are on an island.
3. Units that are in the water instead of skimming or flying above it count as Shrouded. If the unit moves 6” or more this cover save is boosted by +1 on the front armour. If the unit moves 12” or more both the front and side armour have their cover save improved by 1.
4. Units travelling within the water halve their movement speed. Counters indicating how far they moved and in which direction should be placed next to them. In the following movement phase, even if that unit was immobilised earlier, the unit moves in the same direction and speed again this turn. If this takes the unit off the table and it is not permanently immobilised it enters ongoing reserves.
5. Units within the water may not fire hull or sponson weapons, only turret weapons. Barrage weapons are also not allowed unless the vehicle is a war machine.
6. Units in the water which suffer a penetrating hit lose 1 hull point per turn as they start sinking.
7. All units are treated as having moved 6” for the purposes of determining cover saves on the 1st turn.



Skyfights
If a territory is attacked by an army consisting of flyers and deep striking units, the defending player may choose to fight in the air instead of in the territory being attacked. The following rules apply for skyfights:
1. Only flyers, monstrous flyers, jump units and jet pack units may be taken.
2. All ranges and movement are changed from inches to centimetres.
3. Large blasts are replaced with small blasts, small blasts are replaced with 1” wide counters, template weapons add 9cm to the range and automatically hit.
4. Monstrous flyers must be swooping at all times.
5. All units gain Hit & Run and suffer a -2 to hit in assault.
6. The only terrain in airfights are clouds, which can be represented by cotton wool. These will move 2D6cm in a random direction at the end of each player’s turn. The distance and direction rolled is determined after the first player turn and does not change for the rest of the game. Clouds that leave the table reenter the table at the start of the next player’s turn. The owning player decides where it is deployed. Clouds should not be more than 7” wide and provide a 4+ cover save to any units within or behind them.













Codex Mercenaries
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By BobK and Keats
This codex updates the kroot mercenaries list to take into account the disappearance of minor psychic powers & change of codex style, and also adds to its variety enormously enabling most races to hire any of the forces described as mercenaries. Although this list does not cover every single possible mercenary unit, it does cover those units most likely to be present in a mercenary army, to minimise the potential abuse of being able to take the best from each mercenary army’s codex.
If anyone decides to collect an army of mercenaries, please send us a pic as we reckon such an army would look awesome, provided that they all share some sort of marking to show that they are on the same side.
“Do not reject out of hand the mercenary. Consider that each one of these scum is worth three to you: one more on your side, one less on your foe’s side, and one more worker in your ordnance smithies.”
Magnate-General Constantine Beaumont,
231st Viscount of the Argentium IV General Staff
Allies:
Allies of Convenience: Chaos Space Marines, Dark Eldar, Eldar, Imperium, Necrons, Orks, Tau Empire
Desperate Allies: Chaos Daemons
Come the Apocalypse: Tyranids
 
Special Rules:
Bounty Hunters
The warlord of a mercenary detachment may place a bounty on an enemy unit at the beginning of the owning player’s turn. This bounty remains even if the warlord is slain later on. All mercenary units gain preferred enemy against that target from that point on. However, if a mercenary unit succeeds in killing that target it immediately and permanently falls back as if it had failed a morale check until it leaves the table. Vehicle units must move towards the nearest friendly table edge and leave the battle as soon as possible.
I Strengthen My Kin
If a kroot shaper is included in a squad, he and the rest of his squad (including krootoxen but not kroot hounds) may take one of the following upgrades:
Bold: The unit gains +1 Ld. Cost: +1 Point/Model
Chameleonic: The unit gains Stealth. Cost: +1 Point/Model
Fast Reflexes: The unit gains +1 I. Cost: +1 Point/Model
Nocturnal: The unit gains the Night Vision ability. Cost: +1 Point/Model
Ork Hybrid: The unit gains +1 T. Cost: +2 Points/Model for single-wound models, +5 points for models with more than 1 wound. This adaptation affects the base toughness that determines whether an attack causes Instant Death due to being double the toughness of the target.
Summary:
HQ: Kaptin Badrukk, O’Shovah Commander Farsight, Rogue Trader, Master Shaper, Mercenary Captain, Freebooter Kaptin, Corsair Prince, Shas’El Commander
Elites: Headhunter Kindred, Stalker Kindred, Knarloc Rider Herd, Shaper Council, Ratlings, Ogryns, Scout Sentinel Squadron, Heavy Weapons Squad, Flash Gitz, Nobz, Warbikers, Lootas, Court of the Archon, Mandrakes, Vyper Squadron, Scourges, XV8 Crisis Battlesuit Team, Stealth Team, Pathfinder Team, XV88 Broadside Battlesuit Team
Troops: Kroot Carnivore Kindred, Scavenger Kindred, Infantry Squad, Veterans, Ork Boyz, Kommandos, Rangers, Kabalite Warriors, Striker Team, Breacher Team
Fast Attack: Vulture Kindred, Rough Riders, Stormboyz, Reavers, Gun Drone Squadron, Loxatl
Heavy Support: Greater Knarloc Pack, Leman Russ, Looted Tank, Fire Prism, Hammerhead Gunship
Lord of War: Freeblade
HQ
HQ: Kaptin Badrukk
Same as Kaptin Badrukk in the Ork Codex
Unique
Independent Character
If Kaptin Badrukk is included then Warbikers may be changed to Fast Attack choices, Lootas may be changed to Heavy Support choices and Looted Tanks can be taken as Heavy Support choices.
HQ: O’Shovah Commander Farsight
Same as Commander Farsight in the Tau Empire/Farsight Enclave Codex
Unique
If Commander Farsight is included then Pathfinder Teams may be changed to Fast Attack choices, XV88 Broadside Battlesuit Teams may be changed to Heavy Support choices and Hammerhead Gunships can be taken as Heavy Support choices.
HQ: Rogue Trader
Same as the Ordo Xenos Inquisitor in the Inquisition/Imperial Agents Codex

If a Rogue Trader is included then Scout Sentinel Squadrons may be changed to Fast Attack choices, Heavy Weapons Squads may be changed to Heavy Support choices and Leman Russes can be taken as Heavy Support choices.
HQ: Master Shaper
WS 4 BS 3 S 4 T 3 W 3 I 4 A 3 Ld 9 Sv 5+ 60 Points
Unit Type: Infantry
Wargear: Kroot rifle or Bolt pistol or Shuriken pistol, Close combat weapon, Frag grenades
Special Rules: Independent Character, Mark of the Favoured Child (4+ Invulnerable Save), Stealth, Acute Senses, Move Through Cover, Infiltrate, Fleet
Options:
• Replace Kroot rifle with one of the following: Storm bolter for +5 points, Flamer for +6 points, Meltagun for +13 points or Plasma gun for +15 points.
• Replace Close combat weapon with one of the following: power weapon for +15 points, eviscerator for +25 points or witchblade for +30 points. If a witchblade is taken the master shaper counts as being a Mastery Level 1 Psyker with access to the Divination psychic discipline.
• Take melta bombs for +5 points.
• Take wings for +15 points.
• If no wings are taken, may purchase up to 2 kroot hounds for 5 pts/model.
If a Master Shaper is included then Knarloc Rider Herds may be changed to Fast Attack choices, Shaper Councils may be changed to Heavy Support choices and Greater Knarloc Packs can be taken as Heavy Support choices.
HQ: Mercenary Captain
Same as the Lord Commissar in the Astra Militarum Codex
If a Mercenary Captain is included then Scout Sentinel Squadrons may be changed to Fast Attack choices, Heavy Weapons Squads may be changed to Heavy Support choices and Leman Russes can be taken as Heavy Support choices.
HQ: Freebooter Kaptin
WS 5 BS 2 S 4 T 4 W 2 I 3 A 4 Ld 9 Sv 4+ 55 Points
Unit Type: Infantry
Wargear: Gitfinda, ‘Eavy Armour, Slugga, Stikkbombz, Choppa or Shoota.
Special Rules: Independent Character, Furious Charge, Mob Rule, Waaagh!
Options:
• The Freebooter Kaptin may replace his choppa with a big choppa for +5 points or a power klaw for +20 points.
• The Freebooter Kaptin may replace his slugga with a shoota/rokkit kombi-weapon, shoota/skorcha kombi-weapon or twin-linked shoota for +5 points or a snazzgun for +10 points.
• If a snazzgun is taken it may be given any of the following upgrades: More dakka for +5 points, Shootier for +5 points and Blastas for +5 points.
• The Freebooter Kaptin may replace his slugga and choppa with mega armour for +35 points.
If a Freebooter Kaptin is included then Warbikers may be changed to Fast Attack choices, Lootas may be changed to Heavy Support choices and Looted Tanks can be taken as Heavy Support choices.
HQ: Corsair Prince
Same as the Autarch in the Eldar Codex
If a Corsair Prince is included then Vyper Squadrons may be changed to Fast Attack choices, Scourges may be changed to Heavy Support choices and Fire Prisms can be taken as Heavy Support choices.
HQ: Shas’El Commander
Same as in the Farsight Enclave Codex
If a Shas’El Commander is included then Pathfinder Teams may be changed to Fast Attack choices, XV88 Broadside Battlesuit Teams may be changed to Heavy Support choices and Hammerhead Gunships can be taken as Heavy Support choices.
ELITES
Elites: Headhunter Kindred
Same as the Kroot Carnivore Squad from the Tau Empire Codex except that:
The kroot gain Poisoned Attacks, Fleet and have frag grenades for +2pts/model.
The unit also gains the following options:
• The Shaper may replace its Kroot rifle with one of the following: Storm bolter for +5 points or Flamer for +6 points.
• The Shaper may replace its Close combat weapon with one of the following: power weapon for +15 points or eviscerator for +25 points.
• The Shaper may take melta bombs for +5 points.
Elites: Stalker Kindred
Same as the Kroot Carnivore Squad from the Tau Empire Codex except that:
The kroot gain Shrouded, Ambush, Fleet and have frag grenades for +3pts/model.
Krootoxen may not be taken.
The unit also gains the following options:
• The Shaper may replace its Kroot rifle with one of the following: Storm bolter for +5 points or Flamer for +6 points.
• The Shaper may replace its Close combat weapon with one of the following: power weapon for +15 points or eviscerator for +25 points.
• The Shaper may take melta bombs for +5 points.
Ambush: The kindred may be deployed via deep strike into a piece of area terrain. If this results in them scattering outside the area terrain then reduce the distance scattered until it is within the area terrain. Ignore the normal penalty for deep striking into dense terrain and deploy the unit as normal. The kindred may assault on the turn that it appears.
Elites: Knarloc Rider Herd
Same as in the Imperial Armour 3 Book
Elites: Shaper Council
WS 4 BS 3 S 4 T 3 W 3 I 3 A 3 Ld 9 Sv 5+ 22 Points/Model
Unit Composition: 3-5 Shapers
Unit Type: Infantry
Wargear: Kroot rifle or Bolt pistol or Shuriken pistol, Close combat weapon, Frag grenades
Special Rules: Stealth (Forests), Move Through Cover, Infiltrate, Fleet
Options:
• Replace Kroot rifle with one of the following: Storm bolter for +5 points, Flamer for +6 points, Meltagun for +13 points or Plasma gun for +15 points.
• Replace Close combat weapon with one of the following: power weapon for +15 points or eviscerator for +25 points.
• Take melta bombs for +5 points.
• The entire squad may take wings for +10 points/model.
• If no wings are taken, may purchase up to 10 kroot hounds for 5 pts/model.
Elites: Ratlings
Same as in the Astra Militarum Codex
Elites: Ogryns
Same as in the Astra Militarum Codex
Elites: Scout Sentinel Squadron
Same as in the Astra Militarum Codex
Elites: Heavy Weapons Squad
Same as the unit from the Infantry Platoon in the Astra Militarum Codex
Elites: Flash Gitz
Same as in the Orks Codex
Elites: Nobz
Same as in the Orks Codex
Elites: Warbikers
Same as in the Orks Codex
Elites: Lootas
Same as in the Orks Codex
Elites: Court of the Archon
Same as in the Dark Eldar Codex
Elites: Mandrakes
Same as in the Dark Eldar Codex
Elites: Vyper Squadron
Same as in the Eldar Codex
Elites: Scourges
Same as in the Dark Eldar Codex
Elites: XV8 Crisis Battlesuit Team
Same as in the Farsight Enclave Codex
Elites: Stealth Team
Same as in the Farsight Enclave Codex
Elites: Pathfinder Team
Same as in the Farsight Enclave Codex
Elites: XV88 Broadside Battlesuit Team
Same as in the Farsight Enclave Codex
TROOPS
Troops: Kroot Carnivore Kindred
Same as the Kroot Carnivore Squad from the Tau Empire Codex except that it gains the following options:
• The Shaper may replace its Kroot rifle with one of the following: Storm bolter for +5 points or Flamer for +6 points.
• The Shaper may replace its Close combat weapon with one of the following: power weapon for +15 points or eviscerator for +25 points.
• The Shaper may take melta bombs for +5 points.
Troops: Scavenger Kindred
Same as the Kroot Carnivore Squad from the Tau Empire Codex except that:
The kroot rifle is replaced with a fighting stave and frag grenades. This unit is distinguished from kroot carnivores by adding close combat weapons on their backs or daubing blood on their faces and blades.
Fighting Stave Range – S +1 AP 5 Type Melee, Two-handed
The unit also gains the following options:
• The Shaper may replace its Kroot rifle with one of the following: Storm bolter for +5 points or Flamer for +6 points.
• The Shaper may replace its Close combat weapon with one of the following: power weapon for +15 points or eviscerator for +25 points.
• The Shaper may take melta bombs for +5 points.
Troops: Infantry Squad
Same as the unit from the Infantry Platoon in the Astra Militarum Codex
Troops: Veterans
Same as in the Astra Militarum Codex
Troops: Ork Boyz
Same as in the Orks Codex
Troops: Kommandos
Same as in the Orks Codex
Troops: Rangers
Same as in the Eldar Codex
Troops: Kabalite Warriors
Same as in the Dark Eldar Codex
Troops: Striker Team
Same as in the Farsight Enclave Codex
Troops: Breacher Team
Same as in the Farsight Enclave Codex
FAST ATTACK
Fast Attack: Vulture Kindred
Same as the Kroot Carnivore Squad from the Tau Empire Codex except that:
The kroot become jump infantry, gain Hit & Run and have frag grenades for +4pts/model.
Kroot hounds and krootoxen may not be taken.
The unit also gains the following options:
• The Shaper may replace its Kroot rifle with one of the following: Storm bolter for +5 points or Flamer for +6 points.
• The Shaper may replace its Close combat weapon with one of the following: power weapon for +15 points or eviscerator for +25 points.
• The Shaper may take melta bombs for +5 points.
Fast Attack: Rough Riders
Same as in the Astra Militarum Codex
Fast Attack: Stormboyz
Same as in the Orks Codex
Fast Attack: Reavers
Same as in the Dark Eldar Codex
Fast Attack: Gun Drone Squadron
Same as in the Farsight Enclave Codex
Fast Attack: Loxatl
Loxatl: WS 6 BS 3 S 5 T 5 W 3 I 3 A 3 Ld 8 Sv 3+ 40 Points/Model
Unit Composition: 1-3 Loxatl
Unit Type: Beasts
Wargear: Loxatl flechette blaster, Frag grenades
Special Rules: Move Through Cover, Stealth
Loxatl Flechette Blaster: Range: 18″ S: 3 AP: 5 Type: Assault 2
Special: Rending, Pinning
HEAVY SUPPORT
Heavy Support: Greater Knarloc Pack
Same as in the Apocalypse Book
May only be taken if the army includes a Master Shaper.
Heavy Support: Leman Russ
Same as in the Astra Militarum Codex except that:
May not be taken as a squadron.
May only be taken if the army includes a Rogue Trader or a Mercenary Captain.
Heavy Support: Looted Tank
Same as in the Orks Codex
May only be taken if the army includes Kaptin Badrukk or a Freebooter Kaptin.
Heavy Support: Fire Prism
Same as in the Eldar Codex except that:
May not be taken as a squadron.
May only be taken if the army includes a Corsair Prince.
Heavy Support: Hammerhead Gunship
Same as in the Tau Empire/Farsight Enclave Codex
May only be taken if the army includes a O’Shovah Commander Farsight or a Shas’El Commander.
LORD OF WAR
Lord of War: Freeblade
Same as Renegade Knight from the Imperial Knight Codex












40K Regiments
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By BobK, Keats and Pimpcron
“I have at my command an entire battle group of the Imperial Guard. Fifty regiments, including specialized drop troops, stealthers, mechanised formations, armoured companies, combat engineers and mobile artillery. Over half a million fighting men and thirty thousand tanks and artillery pieces are mine to command. Emperor show mercy to the fool that stands against me, for I shall not.”
Warmaster Demetrius, at the outset of the Salonika Crusade
(From the back of the 4th ed. Imperial Guard codex)
Many players enjoy creating themed armies that emphasise a certain playing style, despite the fact that this decreases their chances of winning, as they avoid using powerful units and have an inherent weakness. This article aims to address that imbalance by rewarding themed armies, as well as opening up new possibilities for new army layouts otherwise impossible in a standard army. While formations can do this to a limited extent, they typically reward a small part of an army being themed with often powerful special rules, whereas these apply to the entire army and have only minor special rules in order to avoid any single dice rolls from being too decisive or to diminish any major strengths or weaknesses that they have for the sake of game balance. These regiment rules also allow abandoned army lists such as the rough rider regiment and armoured company to be used again.
All armies may be taken as regiments, but must describe their army as being that regiment to their opponent so that they know what to expect. Regiments are usually the result of a selection of specialists chosen to carry out a key strategic role in the wider war effort, or are the result of needing to be able to fight in a certain environment that many units would struggle to operate in.
Troops Units
Where the rules for your chosen regiment do not allow any units from the Troops section of your army codex, or the only Troops that can be taken are Unique, a unit must be selected from another part of the army list and becomes a Troops choice. The unit selected to become a Troops choice must have the lowest pts/model cost out of the following unit types left in the regiment: Infantry, Bikes & Jetbikes, Cavalry, Jump Infantry and Jet Pack Infantry. If none of these are an option then the cheapest pts/model out of the following must become the Troops choice: Artillery, Beasts and Jet Pack Beasts. If that is not an option then it must be the cheapest pts/model out of the remaining units in the army.
All Troops units have the Objective Secured bonus from the Combined Arms Detachment.
Vacant Slots
If other parts of the Force Organisation chart are empty as well due to the regiment criteria removing all standard units of that type, the vacant slots are evenly distributed among the remaining unit types. For example, if a Scout regiment had no Heavy Support units available, it would gain an additional Elites slot, another Fast Attack slot and another Troops slot.
Acting-Commanders
All regiments have the option of upgrading any of their units to be HQ units if they contain a model with the Character rule. This costs +25pts and confers +1 WS, +1BS, +1W & +1Ld (to a maximum of 10) to the Character, who may then purchase 1 additional item from the wargear list/armoury. If there are no units with the Character rule then this upgrade can be applied to any vehicle, monstrous creature or monstrous flyer, boosting their WS & BS by 1 for +15pts.
All HQ units have the Ideal Mission Commander bonus from the Combined Arms Detachment.
Allied Units
If an army is using both the regiments rules and allies, the allied units do not have to use the regiment rules and can be from another regiment.
Each regiment rule is followed by an example of how the rules interact with the Astra Militarum codex to form an Astra Militarum regiment.
Customised Regiments
The list below is far from exhaustive and players are encouraged to create their own regiments. 2 different regiment rules can be combined if players want to have a really strong focus for their army, e.g. a Khornate Raiders army consisting of just Khornate daemons with 12″+ movement.
If you have any suggestions for additional regiments, please let us know at the Fandexes Facebook group.

Aerial
Many a commander has an aerial regiment in reserve for occasions where the ability to strike with speed from above is essential to establish a foothold or seize a critical objective. These regiments are light on ground troops but have a strong element of air support.
Only Troops, flyers and monstrous flyers may be taken. If the terrain does not allow for these Troops to be deployed then they may not be taken.
Non-flyer units gain the Deep Strike rule. If all friendly units are zooming and all enemy units are behind cover then the aerial regiment retreats from the battle.
Reserves are rolled for from the 1st turn onwards and arrive automatically on turn 3. The Sudden Death Victory rule regarding automatic defeat if the board is empty does not apply until the end of turn 3.
1-2 HQ: Acting-Commander (Infantry Platoon or Veterans), Commissar, Ministorum Priest, Primaris Psyker, Enginseer
2-9 Troops: Infantry Platoon, Veterans
0-6 Fast Attack: Valkyrie Squadron, Vendetta Squadron
If Troops cannot be deployed:
1-2 HQ: Acting-Commander (Valkyrie Squadron or Vendetta Squadron)
2-15 Troops: Valkyrie Squadron, Vendetta Squadron
Air Defence
Often used to guard critical locations from aircraft, air defence regiments must be prepared to repel all attackers until reinforcements arrive.
Troops become Heavy Support choices and units with Skyfire weapons capable of damaging AV 12 become Troops choices. HQ, Elites, Fast Attack and Heavy Support are reduced by 1 slot each. Other Heavy Support choices may not be taken.
1 HQ: Acting-Commander, Commissar Yarrick, Company Command Squad, Tank Commander, Lord Commissar, Commissar, Ministorum Priest, Primaris Psyker, Enginseer
0-2 Elites: Ogryns, Bullgryns, Ratlings, Wyrdvane Psykers, Militarum Tempestus Platoon
2-6 Troops: Hydra Battery
0-2 Fast Attack: Scout Sentinel Squadron, Armoured Sentinel Squadron, Rough Riders, Hellhound Squadron, Valkyrie Squadron, Vendetta Squadron
0-2 Heavy Support: Infantry Platoon, Veterans
Armoured
Where 2 armies have become bogged down into trench warfare and a ‘big push’ is needed to break the stalemate, or in conditions where most infantry struggle to survive, armoured divisions (and organic equivalents) excel at altering the course of a war.
Only units that are either vehicles, monstrous creatures or monstrous flyers may be taken. Units that are inside or accompanied by transports may not be taken. The Troops choice created must be either a non-Flyer vehicle with at least 3 weapons or a monstrous creature.
1-2 HQ: Acting-Commander, Tank Commander
2-7 Troops: Leman Russ Squadron
0-4 Fast Attack: Scout Sentinel Squadron, Armoured Sentinel Squadron, Hellhound Squadron, Valkyrie Squadron, Vendetta Squadron
0-4 Heavy Support: Hydra Battery, Basilisk Battery, Wyvern Battery, Manticore, Deathstrike
Artillery
Often used to obliterate enemy emplacements from afar, these regiments typically avoid direct contact with the enemy. However, when attacked by an unexpected strike, or when bringing their might to bear on a resilient opponent at a more accurate range, the artillery regiment can hold its own in a fight.
Troops become Heavy Support choices and units with Barrage weapons become Troops choices. HQ, Elites, Fast Attack and Heavy Support are reduced by 1 slot each. Other Heavy Support choices may not be taken.
1 HQ: Acting-Commander, Commissar Yarrick, Company Command Squad, Tank Commander, Lord Commissar, Commissar, Ministorum Priest, Primaris Psyker, Enginseer
0-2 Elites: Ogryns, Bullgryns, Ratlings, Wyrdvane Psykers, Militarum Tempestus Platoon
2-6 Troops: Basilisk Battery, Wyvern Battery, Manticore, Deathstrike
0-2 Fast Attack: Scout Sentinel Squadron, Armoured Sentinel Squadron, Rough Riders, Hellhound Squadron, Valkyrie Squadron, Vendetta Squadron
0-2 Heavy Support: Infantry Platoon, Veterans
Auxilia
On occasion a regiment is made with an unusually high number of otherwise rare units forming the heart of the army. Sometimes this is because that unit is particularly effective or for some reason is favoured by the general, other times it is a result of the territory being fought over being the source of that unit and as a result a normally rare unit is in abundance.
1 non-HQ non-vehicle unit of the owning player’s choice becomes the only Troops choice. The other Troops units become Elites. When describing the regiment being taken the player must mention which unit is taken as Troops. The Acting-Commander must be based on the Troops choice. The number of Elites, Fast Attack and Heavy Support are decreased by 1.
Example: Astra Militarum Ogryns Auxilia
1-2 HQ: Acting-Commander (Ogryns), Commissar Yarrick, Company Command Squad, Tank Commander, Lord Commissar, Commissar, Ministorum Priest, Primaris Psyker, Enginseer
0-2 Elites: Bullgryns, Ratlings, Wyrdvane Psykers, Militarum Tempestus Platoon, Infantry Platoon, Veterans
2-6 Troops: Ogryns
0-2 Fast Attack: Scout Sentinel Squadron, Armoured Sentinel Squadron, Rough Riders, Hellhound Squadron, Valkyrie Squadron, Vendetta Squadron
0-2 Heavy Support: Leman Russ Squadron, Hydra Battery, Basilisk Battery, Wyvern Battery, Manticore, Deathstrike
Cavalry
This rare regiment is used for long-range reconnaissance and scouting movements, able to cover long distances without need of fuel or maintenance. This regiment is also popular with those commanders with a strong sense of tradition or personal ties to mounted units.
Only beasts and cavalry may be taken.
1-2 HQ: Acting-Commander (Rough Riders)
2-15 Troops: Rough Riders
Combat Engineers
While the majority of armed forces are focused on front-line combat, combat engineers provide essential support through the construction and demolition of buildings and equipment. Where their skills are needed near the enemy, or their fortifications are under assault, the combat engineers work in unison with their constructions to fend off any attack.
HQs and units with the ability to repair vehicles and squads where every model in the unit is capable of damaging AV14 become Troops. Other Troops become Elites. HQ, Elites, Fast Attack and Heavy Support are reduced by 1 slot each.
Up to 3 Fortifications may be taken.
1 HQ: Acting-Commander, Commissar Yarrick, Company Command Squad, Tank Commander, Lord Commissar, Commissar, Ministorum Priest, Primaris Psyker
0-2 Elites: Ogryns, Bullgryns, Ratlings, Wyrdvane Psykers, Militarum Tempestus Platoon, Infantry Platoon
2-6 Troops: Enginseer, Veterans*
0-2 Fast Attack: Scout Sentinel Squadron, Armoured Sentinel Squadron, Rough Riders, Hellhound Squadron, Valkyrie Squadron, Vendetta Squadron
0-2 Heavy Support: Leman Russ Squadron, Hydra Battery, Basilisk Battery, Wyvern Battery, Manticore, Deathstrike
0-3 Fortifications
*must have the demolitions upgrade.
Commando
Whilst this regiment requires more coordination and logistical support, the combination of stealth specialists and deep strikers working in coordination can land a strike against any target behind enemy lines.
Only units with either Infiltrate, Scout or Outflank or using the Deep Strike special rule may be taken. Other units that use special deployment rules to represent infiltration (e.g. lictor special deployment) may also be taken.
1-2 HQ: Acting-Commander (Militarum Tempestus Platoon)
0-4 Elites: Militarum Tempestus Platoon (may not have chimera or taurox prime)
2-7 Troops: Ratlings
0-4 Fast Attack: Scout Sentinel Squadron, Valkyrie Squadron, Vendetta Squadron
Daemonancer
Only the truly ruthless, twisted or desperate commanders consider forming this regiment. Daemonic regiments consist of those psykers in their ranks with a talent for daemonancy and a small bodyguard. This small handful of soldiers is either hidden away or otherwise distances itself from prying eyes and summons as many daemons as necessary to defeat an opposing army. The psykers and their bodyguard are not expected to survive and a lot of work is required to conceal what has taken place from any investigations, but the effectiveness of this attack with so few casualties presents an ever-tempting option to commanders.
Only units with at least 1 power from the malefic daemonology discipline and Troops may be taken. The number of Troops is limited to 1 squad per non-daemon psyker. No additional squads are granted by the Vacant Slots rule. Instead the regiment gains access to the following units from codex Chaos Daemons: Bloodletters, Pink Horrors, Plaguebearers, Daemonettes, Flesh Hounds, Flamers, Nurgling Swarms, Seekers, Heralds, Bloodcrushers, Screamers, Plague Drones, Fiends and Greater Daemons.
The daemonic units may not deploy by deep strike with the exception of the monstrous flyers and jet pack cavalry.
1-2 HQ: Acting-Commander (Infantry Platoon or Veterans)*, Primaris Psyker
0-3 Elites: Wyrdvane Psykers, Herald of Khorne, Herald of Tzeentch, Herald of Nurgle, Herald of Slaanesh
2-6 Troops: Infantry Platoon*, Veterans*, Bloodletters of Khorne, Pink Horrors of Tzeentch, Plaguebearers of Nurgle, Daemonettes of Slaanesh, Flesh Hounds of Khorne, Flamers of Tzeentch, Nurglings, Seekers of Slaanesh
0-3 Fast Attack: Bloodcrushers of Khorne, Screamers of Tzeentch, Plague Drones of Nurgle, Fiends of Slaanesh
0-2 Heavy Support: Bloodthirster, Lord of Change, Great Unclean One, Keeper of Secrets
* Limited to 1 squad per non-daemon psyker.
Drop Troops
Normally used for vital missions where a location that needs to be taken or an enemy needs to be destroyed and there is insufficient time for conventional forces to arrive, drop troops regiments typically consist of the elite soldiers of an army.
Only units that are using the Deep Strike rule may be taken.
Reserves are rolled for from the 1st turn onwards and arrive automatically on turn 3. The Sudden Death Victory rule regarding automatic defeat if the board is empty does not apply until the end of turn 3.
1-2 HQ: Acting-Commander (Militarum Tempestus Platoon)
2-9 Troops: Militarum Tempestus Platoon (may not have chimera or taurox prime)
0-6 Fast Attack: Valkyrie Squadron, Vendetta Squadron
Jungle
In very dense terrain such as tropical jungles and thick alpine forests, conventional forces struggle to maintain full functionality in an environment where any movement can lead to vehicle breakdown and range is extremely limited. In such circumstances a jungle regiment is created, enabling those units best suited to such an environment free to set up ambushes and traps without having to constantly deal with vehicle breakdowns. Some specialised regiments have taken to deploying fast-growing plants imported from jungle worlds like Catachan to enable them to catch the opponent off guard and generate cover.
Only infantry, beasts, artillery, walkers, monstrous creatures and units that have a rule that makes them immune to dangerous terrain tests may be taken.
May purchase 1-3 Twisted Copses for 10pts each as their Fortification unit.
1-2 HQ: Acting-Commander*, Company Command Squad*, Lord Commissar, Commissar, Ministorum Priest, Primaris Psyker, Enginseer
0-4 Elites: Ogryns*, Bullgryns*, Ratlings, Wyrdvane Psykers*, Militarum Tempestus Platoon*
2-7 Troops: Infantry Platoon*, Veterans*
0-4 Fast Attack: Scout Sentinel Squadron, Armoured Sentinel Squadron
*May not take a transport.
Light Infantry
Capable of crossing any land-based terrain and launching hit and run attacks from unexpected angles, the light infantry regiment is ideal for attacks in confined spaces as well as guerrilla warfare.
Only infantry and beasts may be taken. Transports and units with any form of the Bulky rule may not be taken.
1-2 HQ: Acting-Commander, Commissar Yarrick, Company Command Squad*, Lord Commissar, Commissar, Ministorum Priest, Primaris Psyker, Enginseer
0-6 Elites: Ratlings, Wyrdvane Psykers*, Militarum Tempestus Platoon*
2-9 Troops: Infantry Platoon*, Veterans*
*May not take a transport.
Lord of War
Whilst the largest war machines are typically reserved for large-scale battles, when the enemy has none of their own (or they have all been destroyed), these units have free reign to prop up weak points in the line or to lead the way on major offensives, with a small bodyguard of supporting units to prevent it from being overwhelmed.
This regiment is the same as a standard army, except that it must contain 1-3 Lords of War of the same type and one of them is treated as the warlord. The lords of war selected must be from the same army as the rest of the units, although Imperial titans may be taken by any Imperial army. HQs are no longer mandatory in this regiment, and the force organisation chart is reduced so that the powerful units found in most armies can be used where they are needed while the lord of war rampages through the enemy. HQs and Elites are 0-1, Fast Attack and Heavy Support are 0-2, and Troops are 0-4.
Example: Imperial Guard Baneblade Regiment
0-1 HQ: Acting-Commander, Commissar Yarrick, Company Command Squad, Tank Commander, Lord Commissar, Commissar, Ministorum Priest, Primaris Psyker, Enginseer
0-1 Elites: Ogryns, Bullgryns, Ratlings, Wyrdvane Psykers, Militarum Tempestus Platoon
0-4 Troops: Infantry Platoon, Veterans
0-2 Fast Attack: Scout Sentinel Squadron, Armoured Sentinel Squadron, Rough Riders, Hellhound Squadron, Valkyrie Squadron, Vendetta Squadron
0-2 Heavy Support: Leman Russ Squadron, Hydra Battery, Basilisk Battery, Wyvern Battery, Manticore, Deathstrike
1-3 Lord of War: Baneblade
Mechanised
Although transports are a fairly common sight in most armies, there are still many regiments that specialise in their use to rapidly redeploy to wherever they are needed as the tides of war dictate.
Only vehicles capable of moving at least 12″ and their passengers may be taken.
1-2 HQ: Acting-Commander*, Commissar Yarrick*, Company Command Squad*, Tank Commander*, Lord Commissar*, Commissar*, Ministorum Priest*, Primaris Psyker*, Enginseer*
0-3 Elites: Ogryns*, Bullgryns*, Wyrdvane Psykers*, Militarum Tempestus Platoon*
2-6 Troops: Infantry Platoon*, Veterans*
0-3 Fast Attack: Hellhound Squadron, Valkyrie Squadron, Vendetta Squadron
0-3 Heavy Support: Leman Russ Squadron, Hydra Battery, Basilisk Battery, Wyvern Battery, Manticore, Deathstrike
*Must be in a transport.
Naval
Though weapons, uniforms and enemies may change, this regiment, capable of engaging sea-bound opponents and coastal assaults alike, continues its enduring status in the strategic arsenal.
Only units that ignore terrain when they move and units described as amphibious (e.g. chimeras) may be taken. Transports do not need to purchase passengers.
Non-walker vehicles without barrage weapons and creatures without legs (e.g. trygons) may be given the Aquatic upgrade for free. Units with the Aquatic rule are amphibious but are automatically immobilised (or unable to move for non-vehicles) if they enter non-water-based terrain.
1-2 HQ: Acting-Commander*, Commissar Yarrick*, Company Command Squad*, Lord Commissar*, Commissar*, Ministorum Priest*, Primaris Psyker*, Enginseer*
0-3 Elites: Ogryns*, Bullgryns*, Wyrdvane Psykers*, Militarum Tempestus Platoon*
2-6 Troops: Infantry Platoon*, Veterans*
0-3 Fast Attack: Hellhound Squadron**, Valkyrie Squadron, Vendetta Squadron
0-3 Heavy Support: Leman Russ Squadron**, Hydra Battery**
*Must be in a chimera or have their empty chimera taken in their place.
**Must have the Aquatic upgrade.
Raiders
This regiment specialises in rapid strikes at vulnerable locations then retreating before effective resistance arrives.
Only units always capable of moving 12” or more and attacking every turn may be taken in this army, such as bikes, jetbikes, cavalry, beasts, fast vehicles, flyers and monstrous flyers. This includes slower units if they have are normally allowed to ride in a transport that is fast enough to be included.
1-2 HQ: Acting-Commander (Rough Riders or Militarum Tempestus Platoon), Commissar Yarrick*, Lord Commissar*, Commissar*, Ministorum Priest*, Primaris Psyker*, Enginseer*
0-4 Elites: Militarum Tempestus Platoon*
2-7 Troops: Rough Riders
0-4 Fast Attack: Hellhound Squadron, Valkyrie Squadron, Vendetta Squadron
*Must be mounted in a taurox prime.
Scout
This regiment is formed by infiltration specialists and tasked with going deep into enemy territory or dense terrain, ambushing patrols and sabotaging vital supplies.
Only units with the Infiltrate, Scout and/or Outflank special rule may be taken. Other units that use special deployment rules to represent infiltration (e.g. lictor special deployment) may also be taken.
If both sides have infiltrators and only 1 of them has the guerrilla regiment for its primary detachment then it automatically wins the roll-off to determine who deploys the first infiltrating unit.
1-2 HQ: Acting-Commander (Scout Sentinel Squadron)
2-9 Troops: Ratlings
0-6 Fast Attack: Scout Sentinel Squadron
Stealth
This regiment is adept at launching ambushes and blending in with cover to the extent that some have been known to wait for an enemy to pass by them and launch attacks from behind their target. Stealth regiments are also particularly skilled in urban warfare and launching attacks at night.
Only units with cover save bonuses such as Stealth and Shrouded may be taken.
1-2 HQ: Acting-Commander, Company Command Squad*, Tank Commander**, Lord Commissar*
0-3 Elites: Ratlings
2-6 Troops: Veterans*
0-3 Fast Attack: Scout Sentinel Squadron**, Armoured Sentinel Squadron**, Hellhound Squadron**
0-3 Heavy Support: Leman Russ Squadron**, Hydra Battery**, Basilisk Battery**, Wyvern Battery**, Manticore**, Deathstrike**
*  Must have camo gear.
** Must have camo netting.
Subterranean
This rarely seen regiment uses tunnelling machines to strike at unexpected locations, particularly those sites with strong anti-air defences.
Only units that create tunnels and non-bulky infantry may be taken. Tunnelling units become Troops choices and Troops choices become Heavy Support.
Units in reserve may choose to deploy from any location that a tunnelling unit has appeared from as part of its tunnelling deployment, which should be marked with a counter to show where they are made. If there is no room for these units to arrive on the turn that their reserve roll succeeds then they may enter ongoing reserves, but may only be deployed from a tunnelling marker.
1-2 HQ: Acting-Commander, Commissar Yarrick, Company Command Squad, Lord Commissar, Commissar, Ministorum Priest, Primaris Psyker, Enginseer
0-4 Elites: Ratlings, Wyrdvane Psykers, Militarum Tempestus Platoon
2-7 Troops: Hades Breaching Drill
0-4 Heavy Support: Infantry Platoon, Veterans
Chaos Cult (Chaos Space Marines only)
For those followers of chaos not assisted by chaos space marines, reliance on daemon engines and heavy casualties are the necessary path to achieve glory in the eyes of the dark gods.
No units of chaos space marines or vehicles crewed by chaos space marines may be taken.
1-2 HQ: Acting-Commander (Chaos Cultists), Daemon Prince
2-7 Troops: Chaos Cultists
0-4 Fast Attack: Chaos Spawn, Heldrake
0-4 Heavy Support: Defiler, Forgefiend, Maulerfiend
Webway Strike (Eldar & Dark Eldar only)
The eldar have many hidden webway gates scattered throughout the galaxy, and have the ability to open new gates either through setting a timer on a webway portal or by having the portal delivered and opened by one of their scouts.
May not include vehicles.
All units must deploy via the webway gate, which is deployed on turn 1 and can infiltrate. Alternatively the eldar/dark eldar player may choose to have either an archon, haemonculus, haemonculus ancient, farseer or autarch carry a webway portal for 35pts and for it to be activated in the normal way as described in codex dark eldar.
Example: Eldar Webway Strike Force
HQ: As normal
Elites: As normal
Troops: As normal
Fast Attack: Shining Spears, Warp Spiders, Swooping Hawks
Heavy Support: Support Weapon Battery, Dark Reapers, Wraithlord
1st Company (Space Marines only)
In the codex astartes each company is divided into 10 companies. At times when the chapter’s resources are fully stretched and there is a mission of vital importance (such as one concerning protecting the chapter’s future), the 1st Company is sometimes united as a single fighting force.
May not include Tactical Squads, Scout Squads, Assault Squads, Bike Squads, Attack Bike Squads, Land Speeder Storms, Scout Bike Squads, Devastator Squads.
Terminator Squads, Terminator Assault Squads, Sterngaurd Veteran Squads and Vanguard Veteran Squads become Troops choices.
Example: Ultramarines 1st Company
HQ: As normal
Elites: Venerable Dreadnought, Dreadnought, Ironclad Dreadnought, Techmarine, Legion of the Damned Squad
Troops: Terminator Squad, Terminator Assault Squad, Sternguard Veteran Squad, Vanguard Veteran Squad
Fast Attack: Land Speeder Squadron
Heavy Support: Thunderfire Cannon, Land Raider, Land Raider Crusader, Land Raider Redeemer, Predator, Whirlwind, Vindicator
6th Company (Space Marines only)
In the codex astartes each company is divided into 10 companies. At times when the chapter’s resources are fully stretched and there is a mission of vital importance (such as one concerning protecting the chapter’s future), the 6th Company is sometimes united as a single fighting force.
May not include Terminator Squads, Terminator Assault Squads, Sternguard Veteran Squads, Vanguard Veteran Squads, Scout Squads, Assault Squads, Land Speeder Storms, Scout Bike Squads, Devastator Squads.
Bike Squads and Attack Bike Squads become Troops choices.
Example: Ultramarines 6th Company
HQ: As normal
Elites: Venerable Dreadnought, Dreadnought, Ironclad Dreadnought, Techmarine, Legion of the Damned Squad
Troops: Tactical Squad, Bike Squad, Attack Bike Squad
Fast Attack: Land Speeder Squadron
Heavy Support: Thunderfire Cannon, Land Raider, Land Raider Crusader, Land Raider Redeemer, Predator, Whirlwind, Vindicator
7th Company (Space Marines only)
In the codex astartes each company is divided into 10 companies. At times when the chapter’s resources are fully stretched and there is a mission of vital importance (such as one concerning protecting the chapter’s future), the 7th Company is sometimes united as a single fighting force.
May not include Terminator Squads, Terminator Assault Squads, Sternguard Veteran Squads, Vanguard Veteran Squads, Scout Squads, Assault Squads, Bike Squads, Attack Bike Squads, Land Speeder Storms, Scout Bike Squads, Devastator Squads.
Land Speeder Squadrons become Troops choices.
Example: Ultramarines 7th Company
HQ: As normal
Elites: Venerable Dreadnought, Dreadnought, Ironclad Dreadnought, Techmarine, Legion of the Damned Squad
Troops: Tactical Squad, Land Speeder Squadron
Fast Attack: Land Speeder Squadron
Heavy Support: Thunderfire Cannon, Land Raider, Land Raider Crusader, Land Raider Redeemer, Predator, Whirlwind, Vindicator
8th Company (Space Marines only)
In the codex astartes each company is divided into 10 companies. At times when the chapter’s resources are fully stretched and there is a mission of vital importance (such as one concerning protecting the chapter’s future), the 8th Company is sometimes united as a single fighting force.
May not include Terminator Squads, Terminator Assault Squads, Sternguard Veteran Squads, Vanguard Veteran Squads, Tactical Squads, Scout Squads, Land Speeder Storms, Scout Bike Squads, Devastator Squads.
Assault Squads become Troops choices.
Example: Ultramarines 8th Company
HQ: As normal
Elites: Venerable Dreadnought, Dreadnought, Ironclad Dreadnought, Techmarine, Legion of the Damned Squad
Troops: Assault Squad
Fast Attack: Bike Squad, Attack Bike Squad, Land Speeder Squadron
Heavy Support: Thunderfire Cannon, Land Raider, Land Raider Crusader, Land Raider Redeemer, Predator, Whirlwind, Vindicator
9th Company (Space Marines only)
In the codex astartes each company is divided into 10 companies. At times when the chapter’s resources are fully stretched and there is a mission of vital importance (such as one concerning protecting the chapter’s future), the 9th Company is sometimes united as a single fighting force.
May not include Terminator Squads, Terminator Assault Squads, Sternguard Veteran Squads, Vanguard Veteran Squads, Tactical Squads, Scout Squads, Assault Squads, Bike Squads, Attack Bike Squads, Land Speeder Storms, Scout Bike Squads.
Devastator Squads become Troops choices.
Example: Ultramarines 9th Company
HQ: As normal
Elites: Venerable Dreadnought, Dreadnought, Ironclad Dreadnought, Techmarine, Legion of the Damned Squad
Troops: Devastator Squad
Fast Attack: Land Speeder Squadron
Heavy Support: Thunderfire Cannon, Land Raider, Land Raider Crusader, Land Raider Redeemer, Predator, Whirlwind, Vindicator
10th Company (Space Marines only)
In the codex astartes each company is divided into 10 companies. At times when the chapter’s resources are fully stretched and there is a mission of vital importance (such as one concerning protecting the chapter’s future), the 10th Company is sometimes united as a single fighting force.
May not include Terminator Squads, Terminator Assault Squads, Sternguard Veteran Squads, Vanguard Veteran Squads, Tactical Squads, Assault Squads, Bike Squads, Attack Bike Squads, Devastator Squads.
Scout Bike Squads become Troops choices.
Example: Ultramarines 10th Company
HQ: As normal
Elites: Venerable Dreadnought, Dreadnought, Ironclad Dreadnought, Techmarine, Legion of the Damned Squad
Troops: Scout Squad, Scout Bike Squad
Fast Attack: Land Speeder Squadron, Land Speeder Storm
Heavy Support: Thunderfire Cannon, Land Raider, Land Raider Crusader, Land Raider Redeemer, Predator, Whirlwind, Vindicator
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