 ARCHETYPE: SEEK AND DESTROY / INFILTRATION / RECON. 
SHADOWSPEAR VANGUARD KILL TEAM

	Operatives

	1 SHADOWSPEAR VANGUARD operative selected from the following list:
· INFILTRATOR SARGEANT
· INCURSOR SARGEANT
· REIVER SARGEANT operative equipped a special issue bolt pistol and one of the following:
· Bolt carbine; combat knife
· Bolt carbine; fists
· Combat knife

 4 SHADOWSPEAR VANGUARD operatives selected from the following list:
· INFILTRATOR WARRIOR
· INFILTRATOR MEDIC
· INCURSOR WARRIOR
· INCURSOR SAPPER
· REIVER WARRIOR operative equipped with a special issue bolt pistol and one of the following:
· Bolt carbine; fists
· Combat knife
· REIVER DROP TROOPER operative equipped with a special issue bolt pistol and one of the following:
· Bolt carbine; fists
· Combat knife
· ELIMINATOR MARKSMAN operative equipped with fists, a bolt pistol, and a bolt sniper rifle
· ELIMINATOR MARKSMAN operative equipped with fists, a bolt pistol, and a las fusil
· ELIMINATOR MARKSMAN operative equipped with fists, a bolt pistol, and an instigator bolt carbine

Other than INFILTRATOR WARRIOR, INCURSOR WARRIOR and REIVER WARRIOR operatives, your kill team can only include each operative above once.

If your kill team includes an INFILTRATOR SARGEANT operative, it must also include at least two INFILTRATOR WARRIOR or INFILTRATOR MEDIC operatives.

If your kill team includes an INCURSOR SARGEANT operative, it must also include at least two INCURSOR WARRIOR or INCURSOR SAPPER operatives.

If your kill team includes a REIVER SARGEANT operative, it must also include at least two REIVER WARRIOR or REIVER DROP TROOPER operatives.





	ABILITIES

SHADOWSPEAR VANGUARD operatives in a SHADOWSPEAR VANGUARD kill team have the following ability:

SHADOW WARRIORS
This operative can perform a Charge action while it has a Conceal order. In addition, while this operative has a Conceal order, it cannot be treated as having an Engage order as a result of an enemy operative being on a Vantage Point.



	STRATEGIC PLOYS

BOLTER DISCIPLINE - 1CP
Until the end of the Turning Point, each time a friendly SHADOWSPEAR VANGUARD operative (excluding an ELIMINATOR MARKSMAN operative) is activated, if it does not perform a Fight action during that activation, it can perform two Shoot actions during that activation if a bolt weapon is selected for each of those shooting attacks. A bolt weapon is a ranged weapon that includes ‘bolt’ in its name.

SHOCK ASSAULT - 1CP
Until the end of the Turning Point, each time a friendly SHADOWSPEAR VANGUARD operative is activated, if it does not perform a Shoot action during that activation, it can perform two Fight actions during that activation.

STRIKE FROM THE SHADOWS - 1CP
Until the end of the Turning Point, each time a friendly SHADOWSPEAR VANGUARD operative makes a shooting attack with a bolt weapon, if there are no enemy operatives within ⬟ of that friendly operative, its ranged weapons count as having the Silent special rule for that shooting attack.

STALK THE FOE - 1CP
Each friendly SHADOWSPEAR VANGUARD operative that has a conceal order, is within ▲ of Light or Heavy terrain and is more than ⬟ away from enemy operatives can immediately perform a free Dash action, but must finish that move within ▲ of Light or Heavy terrain.
	TACTICAL PLOYS

TRANSHUMAN PHYSIOLOGY - 1CP
Use this Tactical Ploy in the Resolve Successful Hits step of a shooting attack or combat, when damage would be inflicted on a friendly SHADOWSPEAR VANGUARD operative from an attack dice. Ignore the damage inflicted from that attack dice.

ONLY IN DEATH DOES DUTY END - 1CP
Use this Tactical Ploy when a ready friendly  SHADOWSPEAR VANGUARD operative is reduced to zero wounds. That operative is not removed from the killzone until the end of your next activation, the end of the battle, or the first time it would take damage from a shooting attack or combat (whichever comes first) and does not count as being injured or incapacitated.

AND THEY SHALL KNOW NO FEAR - 1CP
Use this Tactical Ploy when a friendly SHADOWSPEAR VANGUARD operative is activated. Until the end of that operative’s activation, you can ignore any or all modifiers to its APL characteristic and it is not injured.

TIP OF THE SPEAR - 2CP
Use this Tactical Ploy in the Set Up Operatives step of the mission sequence. Select one friendly SHADOWSPEAR VANGUARD operative. That operative can be set up with a Conceal order anywhere on the battlefield that is within ▲ of Heavy terrain and more than ⬟ from enemy operatives and the enemy drop zone.


[bookmark: _r1tef4yqn9xp]INFILTRATOR SARGEANT
	M
	APL
	GA
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	SV
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	NAME
	A
	BS/WS
	D
	SR
	!

	Marksman Bolt Carbine (ranged)
	4
	2+
	3/4
	Lethal 5+
	-

	Fists (melee)
	4
	3+
	3/4
	
	-



ABILITIES
Tactical Precision: While a friendly SHADOWSPEAR VANGUARD operative is within  of and Visible to this operative, each time it fights in combat or makes a shooting attack, in the Roll Attack Dice step of that combat or shooting attack, you can re-roll one of your attack dice.


UNIQUE ACTIONS
Omni-Scrambler (1AP): Select one enemy operative within ⬟ of and Visible to this operative. Until the end of your opponent’s next activation, subtract 1 from the attacks characteristic of ranged and melee weapons that enemy operative is equipped with and subtract ⬤ from its movement characteristic.

KEYWORDS: SHADOWSPEAR VANGUARD, IMPERIUM, ADEPTUS ASTARTES, PRIMARIS, INFILTRATOR, LEADER, SARGEANT
SPECIALISM: MARKSMAN, SCOUT
[bookmark: _mp9f9u56fyix]
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	Marksman Bolt Carbine (ranged)
	4
	2+
	3/4
	Lethal 5+
	-

	Fists (melee)
	4
	3+
	3/4
	
	-



ABILITIES
-

UNIQUE ACTIONS
Omni-Scrambler (1AP): Select one enemy operative within ⬟ of and Visible to this operative. Until the end of your opponent’s next activation, subtract 1 from the attacks characteristic of ranged and melee weapons that enemy operative is equipped with and subtract ⬤ from its movement characteristic.

KEYWORDS: SHADOWSPEAR VANGUARD, IMPERIUM, ADEPTUS ASTARTES, PRIMARIS, INFILTRATOR, WARRIOR
SPECIALISM: MARKSMAN, SCOUT
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	NAME
	A
	BS/WS
	D
	SR
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	Marksman Bolt Carbine (ranged)
	4
	3+
	3/4
	Lethal 5+
	-

	Fists (melee)
	4
	3+
	3/4
	
	-



ABILITIES
Medic!: Once per Turning Point, the first time another friendly SHADOWSPEAR VANGUARD operative would be incapacitated while Visible to and within  of this operative and not within Engagement Range of an enemy operative, if this operative is not within Engagement Range of an enemy operative, this operative can revive it. That operative is not incapacitated, has 1 wound remaining, and if it was a shooting attack, any remaining attack dice are discarded. That other friendly operative can then perform a free Dash action, but must finish that move within ▲ of this operative. Subtract 1 from both operatives’ APL.


UNIQUE ACTIONS
Omni-Scrambler (1AP): Select one enemy operative within ⬟ of and Visible to this operative. Until the end of your opponent’s next activation, subtract 1 from the attacks characteristic of ranged and melee weapons that enemy operative is equipped with and subtract ⬤ from its movement characteristic.

Helix Gauntlet (1AP): Select one friendly SHADOWSPEAR VANGUARD operative within ▲ of and Visible to this operative. That operative regains 2D3 lost wounds. An operative cannot be selected for this if it was revived using the Medic! ability during the same Turning Point. This operative cannot perform this action if it is within Engagement Range of an enemy operative.

KEYWORDS: SHADOWSPEAR VANGUARD, IMPERIUM, ADEPTUS ASTARTES, PRIMARIS, INFILTRATOR, MEDIC
SPECIALISM: STAUNCH, MARKSMAN, SCOUT
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	Occulus Bolt Carbine (ranged)
	4
	2+
	3/4
	No Cover
	-

	Combat Blade (melee)
	4
	2+
	3/5
	Rending
	-



ABILITIES
Tactical Precision: While a friendly SHADOWSPEAR VANGUARD operative is within  of and Visible to this operative, each time it fights in combat or makes a shooting attack, in the Roll Attack Dice step of that combat or shooting attack, you can re-roll one of your attack dice.


UNIQUE ACTIONS
Multi-Spectrum Array (1AP): Select one enemy operative Visible to this operative. Until the end of the turning point, whenever this operative makes a shooting attack, that enemy operative is not obscured.

KEYWORDS: SHADOWSPEAR VANGUARD, IMPERIUM, ADEPTUS ASTARTES, PRIMARIS, INCURSOR, LEADER, SARGEANT
SPECIALISM: COMBAT, MARKSMAN, SCOUT
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	Occulus Bolt Carbine (ranged)
	4
	3+
	3/4
	No Cover
	-

	Combat Blade (melee)
	4
	3+
	3/5
	Rending
	-



ABILITIES
-

UNIQUE ACTIONS
Multi-Spectrum Array (1AP): Select one enemy operative Visible to this operative. Until the end of the turning point, whenever this operative makes a shooting attack, that enemy operative is not obscured.

KEYWORDS: SHADOWSPEAR VANGUARD, IMPERIUM, ADEPTUS ASTARTES, PRIMARIS, INCURSOR, WARRIOR
SPECIALISM: COMBAT, MARKSMAN, SCOUT
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	A
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	D
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	Occulus Bolt Carbine (ranged)
	4
	3+
	3/4
	No Cover
	-

	Haywire Mine (ranged)
	4
	2+
	4/5
	Detonate*, Silent, Limited
	Stun

	Combat Blade (melee)
	4
	3+
	3/5
	Rending
	-



ABILITIES
*Detonate: Each time this operative makes a Shoot action using its haywire mine, make a shooting attack against each operative within  of the centre of its Mine token with that weapon. When making those shooting attacks, each operative is treated as being Visible and not Obscured, but when determining if it is in Cover, treat this operative’s Mine token as the active operative. Then remove this operative’s Mine token. An operative cannot make a shooting attack with this weapon by performing an Overwatch action, or if its Mine token is not in the killzone.


UNIQUE ACTIONS
Plant Mine (1AP): Place a Mine token within ▲ of this operative, then perform a free Dash action with this operative. This operative cannot perform this action if it is within Engagement Range of an enemy operative, or if this operative’s Mine token is in the killzone. If this operative is incapacitated and removed from the killzone, remove its Mine token.

Multi-Spectrum Array (1AP): Select one enemy operative Visible to this operative. Until the end of the turning point, whenever this operative makes a shooting attack, that enemy operative is not obscured.

KEYWORDS: SHADOWSPEAR VANGUARD, IMPERIUM, ADEPTUS ASTARTES, PRIMARIS, INCURSOR, SAPPER
SPECIALISM: COMBAT, MARKSMAN, SCOUT
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	A
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	D
	SR
	!

	Bolt Carbine (ranged)
	4
	2+
	3/4
	-
	-

	Special Issue Bolt Pistol (ranged)
	4
	2+
	3/4
	Rng ⬟, AP1
	-

	Combat Knife (melee)
	5
	2+
	3/4
	Lethal 5+
	-

	Fists (melee)
	4
	2+
	3/4
	-
	-



ABILITIES
Tactical Precision: While a friendly SHADOWSPEAR VANGUARD operative is within  of and Visible to this operative, each time it fights in combat or makes a shooting attack, in the Roll Attack Dice step of that combat or shooting attack, you can re-roll one of your attack dice.


UNIQUE ACTIONS
Terror Troop (1AP): Until the start of the next Turning Point, each time an enemy operative would perform a mission action or the Pick Up action, if this operative is within  of that enemy operative, one additional action point must be subtracted to perform that action. In addition, when determining control of an objective marker this operative is in range of, treat enemy operatives’ total APL as being one less (note that this is not a modifier).


KEYWORDS: SHADOWSPEAR VANGUARD, IMPERIUM, ADEPTUS ASTARTES, PRIMARIS, REIVER, LEADER, SARGEANT
SPECIALISM: COMBAT, MARKSMAN, SCOUT
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	A
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	Bolt Carbine (ranged)
	4
	3+
	3/4
	-
	-

	Special Issue Bolt Pistol (ranged)
	4
	3+
	3/4
	Rng ⬟, AP1
	-

	Combat Knife (melee)
	5
	3+
	3/4
	Lethal 5+
	-

	Fists (melee)
	4
	3+
	3/4
	-
	-



ABILITIES
-

UNIQUE ACTIONS
Terror Troop (1AP): Until the start of the next Turning Point, each time an enemy operative would perform a mission action or the Pick Up action, if this operative is within  of that enemy operative, one additional action point must be subtracted to perform that action. In addition, when determining control of an objective marker this operative is in range of, treat enemy operatives’ total APL as being one less (note that this is not a modifier).


KEYWORDS: SHADOWSPEAR VANGUARD, IMPERIUM, ADEPTUS ASTARTES, PRIMARIS, REIVER, WARRIOR
SPECIALISM: COMBAT, MARKSMAN, SCOUT
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	Bolt Carbine (ranged)
	4
	3+
	3/4
	-
	-

	Special Issue Bolt Pistol (ranged)
	4
	3+
	3/4
	Rng ⬟, AP1
	-

	Combat Knife (melee)
	5
	3+
	3/4
	Lethal 5+
	-

	Fists (melee)
	4
	3+
	3/4
	-
	-



ABILITIES
Grav-Chute: In the Set Up Operatives step of the mission sequence, this operative can be set up anywhere on the battlefield so long as no part of its base is directly underneath a terrain feature and it is not within ⬟ of enemy operatives or the enemy drop zone. In addition each time this operative moves off a Vantage Point, for that move, it can move as though it can FLY, so long as it does not move higher than that Vantage Point and ends that move lower than that Vantage Point.

UNIQUE ACTIONS
Terror Troop (1AP): Until the start of the next Turning Point, each time an enemy operative would perform a mission action or the Pick Up action, if this operative is within  of that enemy operative, one additional action point must be subtracted to perform that action. In addition, when determining control of an objective marker this operative is in range of, treat enemy operatives’ total APL as being one less (note that this is not a modifier).


KEYWORDS: SHADOWSPEAR VANGUARD, IMPERIUM, ADEPTUS ASTARTES, PRIMARIS, REIVER, DROP TROOPER
SPECIALISM: COMBAT, MARKSMAN, SCOUT
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	Bolt Sniper Rifle (ranged)
	4
	2+
	4/4
	Heavy, Silent, AP1
	MW2

	Las Fusil (ranged)
	4
	2+
	5/6
	Heavy, AP2
	-

	Instigator Bolt Carbine (ranged)
	4
	2+
	4/5
	-
	P1

	Bolt Pistol (ranged)
	4
	2+
	3/4
	-
	-

	Fists (melee)
	4
	3+
	3/4
	-
	-



ABILITIES
Camo Cloak: Each time a shooting attack is made against this operative, in the Roll Defence Dice step of that shooting attack, before rolling your defence dice, if it is in Cover, one additional dice can be retained as a successful normal save as a result of Cover.

UNIQUE ACTIONS
-

KEYWORDS: SHADOWSPEAR VANGUARD, IMPERIUM, ADEPTUS ASTARTES, PRIMARIS, ELIMINATOR, MARKSMAN
SPECIALISM: MARKSMAN, SCOUT

EQUIPMENT

SHADOWSPEAR VANGUARD operatives in your kill team can be equipped with equipment from the following list, as specified in the mission sequence. Any equipment marked with a + can be selected a maximum of once, and each operative can be equipped with no more than one of each item.

SMOKE GRENADE [3EP]
The operative can perform the following action during the battle:

Smoke Grenade - 1AP: Place the centre of one Smoke token on a point within ⬟ of this operative. That token creates an area of smoke with a ⬤ radius and unlimited upward height (but not below) measured from the centre of that token. Until the end of the Turning Point, an operative is Obscured if every Cover line drawn to it crosses an area of smoke. This operative can only perform this action once, and cannot perform this action while within Engagement Range of enemy operatives.


SHOCK GRENADE [3EP]
REIVER operative only. The operative can perform the following action during the battle:

Shock Grenade - 1AP: Select one point on the killzone within ⬟ of this operative. Roll one D6 for each operative within ⬤ of that point, subtracting 1 from the result if they are not Visible to this operative. On a 4+, subtract 1 from that operative’s APL. This operative can only perform this action once, and cannot perform this action while within Engagement Range of enemy operatives.

FRAG GRENADE [2EP]
The operative is equipped with the following ranged weapon for the battle:

	NAME
	A
	BS/WS
	D
	SR
	!

	Frag Grenade (ranged)
	4
	3+
	2/3
	Rng ⬟, Limited, Blast ⬤, Indirect
	-



KRAK GRENADE [3EP]
The operative is equipped with the following ranged weapon for the battle. It cannot make a shooting attack with this weapon by performing an Overwatch action:

	NAME
	A
	BS/WS
	D
	SR
	!

	Krak Grenade (ranged)
	4
	3+
	4/5
	Rng ⬟, Limited, AP1, Indirect
	-





PURITY SEAL [3EP]
The operative gains the following ability for the battle:

Purity Seal: Once per battle, when this operative is fighting in combat, making a shooting attack or a shooting attack is being made against it, you can use the Command Re-roll Tactical Ploy without spending any CP.

GRAPNEL LAUNCHER [1EP]
REIVER operative only. The operative gains the following ability for the battle:

Grapnel Launcher:
· Each time this operative ascends or descends a terrain feature while climbing, the first vertical distance of up to 3⬤ it travels is counted as ⬤ for that climb.
· This operative does not need to be within ▲ of a physical and climbable part of a terrain feature in order to climb it.
· Each time this operative drops, the intended location can be any vertical distance from the level it occupies.
· Each time this operative drops, it counts any vertical distance it travels as half for that drop.

COMMS ARRAY+ [2EP]
INFILTRATOR operative only. The operative gains the following ability for the battle:

Comms Array: If your kill team includes a SARGEANT operative with the Tactical Precision ability, this model has the Tactical Precision ability as well. This operative loses that ability if your SARGEANT operative is removed from the kill zone.

HYPERFRAG ROUND [3EP]
ELIMINATOR MARKSMAN operative armed with a bolt sniper rifle only. The operative gains the following ability for the battle:

Hyperfrag Round: Once per battle, when this operative makes a shooting attack with a bolt sniper rifle, you can choose to fire a hyperfrag round. If you do so then the weapon loses the AP1 and MW2 special rules and gains the Blast ▲ special rule.


TAC OPS
If your faction is SHADOWSPEAR VANGUARD, you can use the Shadowspear Vanguard Tac Ops listed below, as specified in the mission sequence.

TERROR TACTICS
Shadowspear Vanguard - Faction Tac Op 1
You can reveal this Tac Op when an enemy operative is incapacitated by a friendly operative with a conceal order within ▲ of it, and that enemy operative was within  of another enemy operative.

· You score 1 VP.
· If you achieve the first condition in any subsequent turning point, you score 1VP.

RAPID ASSAULT
Shadowspear Vanguard - Faction Tac Op 2
You can reveal this Tac Op in the Target Reveal step of any Turning Point after the first.
· At the end of the turning point, if every friendly operative (minimum of three operatives) is within  of an enemy operative or the enemy drop zone, you score 1 VP.

· If you achieve the first condition before any friendly operatives have been incapacitated, you score 1VP.

INTERCEPT COMMUNICATIONS
Shadowspear Vanguard - Faction Tac Op 3
You must reveal this Tac Op when a friendly operative performs the Intercept Communications action.
· At the end of the battle, if a friendly operative has performed the Intercept Communications action and has not been incapacitated, you score 2VP.
Friendly operatives can perform the following mission action:
Intercept Communications: An operative can perform this action while within  of an enemy LEADER operative. An operative cannot perform this action while within Engagement Range of an enemy operative. Your kill team can only perform this action once.
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