





































































































SHINING SPEARS

The Shining Spears possess a bright and clear virtue that marks each one of their
number out as a warrior-champion of their race. Aeldari mythology is replete with
examples of noble heroes at one with their steeds, and in the Shining Spears, the

glories of legend are made manifest.

The anti-gravitic motors of Shining
Spears’ sleek, gleaming jetbikes allow
them to skim over even the roughest
terrain at breakneck pace. Such is their
focus that the Shining Spears can weave
through dense jungles and crumbling
architecture without slowing, dodging
around obstacles that would cause
spectacular collisions and explosive
endings for riders of lesser skill.

Shining Spears are so in tune with their
jetbikes that they can execute complex
aerial manoeuvres with only subtle
movements of their hands upon their
control consoles. They instinctively
know the absolute limits of their
mounts, confidently throwing them into
vertical climbs and dazzling corkscrew
spins that even the most gifted pilots

of other races cannot hope to match.
Such skills are honed through countless
years spent within their Aspect Shrines
— vast structures that would take days
to traverse on foot. It is said that,

while preparing themselves in these
facilities, the Shining Spears never leave
the saddle - even when engaged in
meditation — and that they can feel the
flow of the land beneath them through
the slightest variations in the hum of
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their jetbikes, steering confidently even
with their eyes shut tight. In battle, this
ability allows them to swerve and jink
with preternatural ease, making it all but
impossible for enemy gunners to draw a
bead upon them.

The rune used by the Shining Spears is
a triangular warrior sigil graced with a
lightning bolt lancing from each of its
sides. It promises a quick, painful and
inescapable death to the enemies of the
Asuryani - something these Aspect
Warriors are eager to deliver.

In battle, the Shining Spears fight as the
spear of Kaela Mensha Khaine, which
struck like lightning and killed with a
single ruinous blow. The warriors of this
Aspect are famous for the sheer daring
and persistence of their attacks. After
delivering a flurry of shots and blows
with their formidable laser lances, they
will disengage and circle back towards
their foe, barely slowing in the process,
before charging again. The energy blasts
their fearsome weapons unleash whittle
through the foe’s front ranks, leaving
the way clear for them to slam into

the troops beyond with devastating,
piercing impact.






















































































































































































































































































































































UNit SIZ€ oo 1 model
Unit cost 80 pts
e Autarch jump generator .......... +20pts
e Death spinner.......o +10pts
e Dragon fusiongun.... +15pts
e Fusion pistol

Howling Banshee mask..
Mandiblasters....
Reaperlauncher....
Swooping Hawk wings..............

AUTARCH

1 Autarch

5 POWER

s 2+ 2+ 3 3 5 5 9 3+

An Autarch is equipped with: shuriken pistol; star glaive; plasma grenades.

Death spinner
Dragon fusion gun
Fusion pistol
Reaper launcher

- Starshot

- Starswarm
Shuriken pistol

Banshee blade
Scorpion chainsword

Star glaive

Howling Banshee mask

Mandiblasters

Swooping Hawk wings

Autarch jump generator

12" Assault D6 6 -2 1 Blast
12" Assault 1 9 -4 Db+2
6" Pistol 1 8 -4 D6+2

Before selecting targets, select one of the profiles below to make attacks with.
48" Heavy 1 8 -2

48" Heavy 2 5 2 2

12" Pistol 1 4 -1 1 Shuriken
Melee  Melee +1 4 1
Melee  Melee 2 4 wdiiona stack it s weapon,
Melee  Melee x2 -3 2

Each time you select an enemy unit as a target of a charge made by the bearer’s unit, that
enemy unit cannot fire Overwatch or Set to Defend against that charge. While an enemy unitis
within Engagement Range of the bearer, if the bearer’s unit made a charge move this turn, that
enemy unit is not eligible to fight this phase until after all eligible units from your army have
done so.

Each time the bearer makes a melee attack that targets a unit (excluding VEHICLE or MONSTER
units), an unmodified wound roll of 6 inflicts 1 mortal wound on the target in addition to any
normal damage.

The bearer has a Move characteristic of 14" and gains the JUMP PACK and FLY keywords and the
Sudden Assault ability (pg 143).

The bearer has a Move characteristic of 12" and gains the JUMP PACK keyword and the Sudden
Assault ability (pg 143). Each time the bearer makes a Normal Move, Battle Focus move

(pg 142), Advances, Falls Back or makes a charge move, until that move is finished, the bearer
can move horizontally through models and terrain features (they cannot finish a move on top
of another model, or its base). When the bearer makes a Battle Focus move, you can roll 2D6
instead of one D6 to determine the maximum distance the bearer can move. If you do so, if you
roll a double 1, the bearer suffers 1 mortal wound.

* This model’s shuriken pistol can be replaced with one of the following: 1 death spinner; 1 Dragon fusion gun; 1 fusion
pistol; 1 Reaper launcher.

* This model’s star glaive can be replaced with one of the following: 1 Banshee blade; 1 Scorpion chainsword.

* This model can be equipped with one of the following: 1 Autarch jump generator (Power Rating +1); 1 Swooping Hawk

wings (Power Rating +1).

* This model can be equipped with one of the following: 1 Howling Banshee mask; 1 mandiblasters.

Battle Focus, Strands of Fate (pg 142-143)

Path of Command (Aura): While a friendly <CRAFTWORLD>
CoRE unitis within 6" of this model, each time a model in
that unit makes an attack, re-roll a hitroll of 1.

Forceshield: This model has a 4+ invulnerable save.

Superlative Strategist: While any unit from your army
with this ability is on the battlefield, or embarked within a
TRANSPORT model that is on the battlefield, you can use
the Command Re-roll Stratagem (See the Warhammer
40,000 Core Book) twice during each phase, instead of
only once.

FACTION KEYWORDS: AELDARI, ASURYANI, <CRAFTWORLD >

KEYWORDS: CHARACTER, INFANTRY, AUTARCH

Designer’s Note: The wargear options of this datasheet have been updated to give players more
flexibility over how they equip their Autarchs. As such, the datasheet and points values above
replace those found in Codex: Aeldari and Eldritch Omens.
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