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GREY
KNIGHTS

BY THE WILL OF THESE FEW IS MANKIND SHIELDED FROM TRUE

DARKNESS. THEY WIELD THE SECRET FIRE THAT PURIFIES CORRUPTION.

THEIR MINDS ARE BARRED AGAINST PRIDE, ARMED AGAINST DIABOLIC

DECEPTION. WITH ANOINTED BLADES THEY BANISH INFERNAL

NIGHTMARES MADEFLESH. THEY ARE THE EMPEROR'S FINAL BOON TO

HUMANITY — A GIFT MANKIND WILL NEVER BE ALLOWED TO FATHOM.
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INTRODUCTION
Fear the daemonnolonger,for herein lies the secrets to its banishment! Welcome to Codex: Grey Knights, a sanctified tome

detailing these most mysteriousofall Space Marines. Within these pages, you will discover the brotherhoods of these daemon-
huntingpsychic warriors, examples of their noble heraldries andall the rules needed to wield an army ofthem in battle.

The Grey Knights are the mostelite
Chapter of the Adeptus Astartes. Forged

in secret ten thousandyears ago, they

form Humanity’s greatest weapon against

its direst threat: daemons, murderous
sentiences squeezed from the stuff of

Chaos.In the Grey Knights’ sequestered

fortress on the moonofTitan, omens

ofdaemonic incursionsare sifted from

the warp. With this foreknowledge,
they despatch strike forces of daemon-
hunting Space Marines, battle tanks and
hulking combat walkers. Each genetically

enhanced warrior wears sigil-wrought

armourthat wards against the warp

energies oftheir prey. They wield arcane

blades and hammers, as anathema to
the otherworldly flesh of daemonsas to

the mortal frames of the malfeasant, the
deluded or the merely ignorant. A Grey
Knight’s greatest weapon, however,is his

mind, for with it he resists corruption

and blasts his foes with empyricfire.  
 

Grey Knights offer established players

and newcomersto the hobbyalike the
chancetofield a potent combination

of post-human might and sanctified

psychic assaults on the tabletop. They
represent some of the most powerful

units in the Warhammer40,000 game;

as an elite faction, even a small number

of models makefor an incredibly

formidable force. With volleys of
blistering firepower,a raft of potent

psychic powers and unique empyric

weaponry, your Grey Knights will cut
down swathesoflighter foes, out-think

and outmanoeuvre your enemy’s force
and topple the deadliest units your

opponentcan throw at them. Powerful

battle tanks provide mobile bastions

for your force as agile gunships and
warp-shunting Interceptors outflank
your opponent's warriors. All the while,

yourteleport strikes allow the capture of

distant andvital objectives.  
  

  

    

  

 

  
  
  

  

  

  

  

 

  

 

  

  

  
    

There are few morestirring sights than

an entire army of Grey Knights. Each

model's armouris coveredin the ornate

iconography of the Chapter, allowing

paintersto lavish all kindsofdetails
onto them. Conversely, they can also be

incredibly simple to paint; their detailed
surfaces and metallic armour mean just
simple techniques can be used to make

them standout. Withlittle effort, a Battle
Ready force can be quickly assembled and

look glorious facing down their enemies.

DEUS

This Codex containsall the background,
rules and inspiring photos ofpainted
models you needto collect your own

strike force of Grey Knights. Within these
pages, you will also discover a wealth of

evocative Crusade contentthat adds extra
layers of depth to your games, as your

Grey Knights continue their endless war to
banish daemonkind and crush those who
consort with the Ruinous Powers.
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YY) umanity is beset by countless evils.
rToemany, armies can be raised,

hatred can be stoked, vigilance for that
which is not Human can be maintained. Not
so the daemon, the lic madeflesh, for to even
AaaHi maGellaa ce OneGMa acesia

BIPaksMla titeea NCOLGe CarneyTa
PMUameeeeeCamecastaes
armour of this Chapter’s warriors is bound
MU MeeALO Orenamrmyn)Ucar
warding. Their blades shine with the inner
Iana irataneninaCm Caren enaitay
Space Marinesis a psychic warrior, in
PENTTCCMLTINCT ECUtCarate
eeTITRSCUTREVILUTMete
PSaScamUMVealCCMratersas
blaze with fire and even the power of their
words flays the otherworldly skin of daemons.

CUM MMUtssaa COLLcmnaterm
— from the underbelly of teeming worlds full
of mortal pawns, to mutating planetsslick
with the taint of the empyrean, wherelesser
warriors’ sanity would not survive. They
emmamRa leacacarEUR
HMMMaeaeaeeria
its greatest threat. The Grey Knights are
Humanity’s blade against the daemon, and
only they offer Mankind hope of anything
more than hollow victories.
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THE 666TH CHAPTER
Nonenowalive can claim to know theorigins of the Grey Knights with certainty. The Chapter themselves have a single written

accountoftheir founding, housed in their fortress monastery - the Citadel of Titan. From this and other legendary sources
knowntovery few, a story ofdire peril, a priceless gift and the concealmentof soul-shattering knowledge can bepieced together.

It was during the final days of the Horus
Heresy,soit is said, that the founders of

the Grey Knights were first convened.

Even as the Emperor,his generals

and advisors prepared Terrafor the
onslaughtofhis wayward son, the Arch-

traitor Horus, the Master ofMankind

contemplated threats even greater.
Certain mythsofthat distant age hint that

the Emperor alone foresaw the danger
posed by Chaos and the immaterium’s

denizens: its daemons and gods. These

coalescences of emotion,given terrible
existence in the warp, would not be

satisfied by Mankind’s destruction,

onlyby its corruption, subjugation and”

eternal torment. Ambiguousreferences

suggest the Emperor's most trusted

servant, MalcadortheSigillite, scoured

the war-torn Imperium while the Heresy
raged, directed by the Emperorto seek

individuals whose shoulders would bear

the burden of saving Humanity’s future.

Amongthose Malcador eventually

presented to the Emperor,it is thought

that there were eight Space Marines.
Peerless in their dedication to the

Imperium,aware ofthe warp’s threat and

potentin their esoteric abilities, each of

the eight were approved and the Emperor

tasked Malcador with the next stage.  

REFUGE AND RETURN
Malcadortook the group of Space

Marinesto Titan,a frigid moon of

Saturn. Through means now unknown,

the Sigillite had hidden the Emperor's
works on Titanfrom traitors and loyalists

alike. According to one electro-tapestry,

Malcadorrevealed a fortress monastery,

established in desperate secrecy. Inside it
were the meansto found a Chapter - one

not descended from the Legionsthatstill

fought, but forged anew with gene-seed

wrought by the Emperofin isolation.
Howlongit had taken such a plan to

unfold, how long it had taken to find

suitable recruits, forge specialist weapons
and wargear, and morebesides, perhaps

not even Malcador knew.It is suspected

that it was he who appointedoneofthe
eight, knownto legendasJanus, to lead

the nascent Chapterasits first Supreme

Grand Master.

Whathappenednext hasslipped even

from the true understanding of the Grey

Knights. With Terra herself braced to
face the heretical Legions of Horus, a

sorcerous enchantment of unprecedented
powerloosened Titan from reality’s grip.

The moonvanished from its orbit, sliding

into the warp. Time and bloodshed

overtook the Sol System. Titan endured,  

anchored somehowin the empyrean.

Those uponit, unaware ofthe Heresy’s

tragic conclusion,toiled to bring the

Emperor's gift to Humanity to fruition

while titanic energies strove to protect the
world from the warp’s roiling embrace.

Years passed in realspace - and who

knows how manywithin the timeless
warp — before Titan reappeared. Whenit

did so, it was during the confusion and

anarchy of the Second Founding. The

growing Inquisition,it is whispered, had

a hand in much ofthat endeavour’s work.
It is in recordsof the Second Founding

that the Grey Knights first appear,
enshrinedas the 666th Chapter of the

Adeptus Astartes.

THE SECRET WAR
The warriors those Inquisitors found — a

thousand in number, they were told,

and neophytes no longer — were ready to

enact the Emperor's intent immediately.

Withtheirallies in the Inquisition

helpingto keep secret their existence, the
Grey Knights began their hidden war.

Asa fighting force, only they could face

the daemon withoutfear oftaint. The

existence of suchbeings, andthe sorcery

used to banish them, must forever remain
unknown,all witnesses expunged.

 

: THE ORDOMALLEUS

 

Somesaythat when Malcador presentedtothe

Emperorhis exceptional individuals, besides the Space
Marines there were shadowy men and womenofsteely
and enquiring nature. The truly incautious suggest the

Inquisition itself hadits origins in the same conclave.

The Ordo Malleus is one of the primary organsof that

feared institution. Its diverse members investigate
traces of Chaos, the daemonic and anythingtainted by ‘

the warp. Nowhere and no oneis beneath or beyond

their gimlet gaze. To rootout solitary miners tainted
by long-buried artefacts, mutant bordellos among

heaving hive cities weakening the warp’s barriers with

-debaucheries, even daemonicpossessionofthose
at the highestlevels, an Inquisitor hasnear-limitk
power and no qualmsaboutits application.

Ordo Malleus Inquisitors are iron-willed individuals,

granted access to knowledge of Chaos that would

drive lesser people insane. Though they employvast __
resources, and requisition almost any forcestheysee  __
fit, they work mostclosely with the Grey Knights. When
extensive daemonic presences are exposed,often only

the brothers of Titan can exorcise it. The two bodies
often share information, yet maintain a wary eye on
each other in a complex and oft-strained rapport.
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TITAN
Titan’s frozen landscape of cryovolcanoesand oceansofliquid methaneis broken

by jagged spursofblack rock.It is a grim and forbidding place that barely supports
basiclife. Such barrennessis but oneofthe veils that shroudsits warriors.

Should a ship be allowed anywhere near

the surface of Titan,it will already have
passed barriers and guards of manykinds.
Theship’s sensors may have noticed

some, such as unusualvessels circling
in the dark suggested by ghost returns.

Those aboard with strange technologies

or esoteric powers mayfeel proud in

Tuntotmelcrcattey MemKaelacesLlattacKoa
powerthat fish for interdimensionalprey,
or unsleeping stations housing psychic

choirs that sing the forts’ existences out

of people's minds. There are far more

layers of diversion, obfuscation and

ocroprernecleCoemecrmellerrCemremeoarriel

ways exceed — those aroundTerraitself,
closcmcoM Breteke Tasenbietabmitralan melaroom

Jutting from the ice sheets in the shadow

of Mount Anarch,the Citadel of Titan

has enduredsinceits raising in a time of
legend.It is the fortress monastery of the
Grey Knights and amongits black, basalt

spires are emplacedbatteries of macro

cannons and defencelasers. Inside the

Citadel of Titan’s unwelcomingexterior,

dusty passages and cavernoushalls
echo merely to the sweep of robes and

the scratch of mnemo-quills. Though

designed to house an entire Chapter

andall the arms andvehicles, serfs

and servitors they require, many are

the arming chambers, meditationcells

ELNeM CocalImueCTUCKeeoe Oyen (ecren
Distanceis no obstacle to the daemonic

threat, and in opposing that threat most
Grey Knights are scattered,fighting
amongthe stars while the Citadel of

Titan awaits their victorious return.

Great walls and columnsare engraved
with the Grey Knights’ battle honours,

and grand bannersandtrophies are hung
in the Hall of Champions.In the fortress’

depthslie the Chambersof Purity, said to

guard — amongother horrors — the most

sacred or dangerousrelics that the Grey
Knights recover. Yet the Sons of Titan

could not win so many victories wereit

pooles Copan teVcibas Coycastedalm

THE AUGURIUM
Atop the fortress monastery’s highest

Eelaryoybcc KembleomSTacca osboreteve(muaS
Augurium. Within the mirrored walls of

its vaulted chambers, the Prognosticars

SINMercmGrtdnlamsliauercelecdemenste  

reflected thoughts and dowsetheshifting

strandsoftimeless probabilities from the

warp. Prognosticars are powerful psykers

who, among guttering candles and drifts

of incense, read psychic tremors and
fluctuationsto divine the location and
time of daemonic incursions.

Nothing connected with the warpis

entirely accurateor safe, but via the
Prognosticars’ careful unpicking oflies,

the spoor of the daemoncan betraced.

With the visions and wisdom ofthe
Prognosticars, the Grey Knights can even

be in place before an incursion occurs,

rather than wait for the planet’s panicked

EUuce)or-iastem olymanureCemabrmC MOiKce|

too late. The Grey Knights anticipate

and prepare like no other force of the
Imperium, knowing in advance the

nature of the threat they face and perhaps

something of the consequencesoffailure.

SANCTUM SANCTORUM
Secure asonly the spiritual heart of the

Grey Knights could be, this vast shielded
chamberandits countless connected

vaults, halls and alcoves contain the

accumulated lore of the Chapter. The

Sanctum Sanctorum’s towering shelves

of tomes, crumblingscrolls, data-crystals

and info-wafers hold the Chapter’s

forbidden knowledge. The names of
proscribed cults and doomed xenosraces

can be foundhere alongside the forge-

secrets of Nemesis force weapons. Details
of the Chapter’s psychic ceremonies and
communions, set down on stonetablets,

holo-discs or stranger media, shelter in

stasis vaults, and in frozen, truesilvered
crypts rest the Chapter’s genetic legacies.

THE WARP NEXUS
A star-shaped chamberat the heart of

the Citadel of Titan resounds to the

ceaseless chants and prayers of hundreds
of Chapter serfs. This is the Warp Nexus.
It is written that the hexagrammicsigils
and graven designstherein protected

Titan andits fortress monastery during

their years within the warp, and were

even the meansofits transition between

realms.It is maintained as a tangible

artefact - supposedly left by Malcador

the Sigillite - but also in the hopethatit
may once again grant an extreme refuge
if needed.  



THE TERMINUS DECREE
Deep within the Chambers of Purity, locked away in

the hall said to hold the tombof the Sisillite himself,

rests a simple wooden box, embellished with a golden

seal. Within this box, written upon ancient parchment,

is the instruction known only as the Terminus Decree.

This artefact goes unrecordedin thelibraries of

the Imperium,for it is kept secret from all but the

Supreme Grand Masterof the Grey Knights.

Only the Supreme Grand Master knows how to open

the box, and he will do so only whenall hopefor the

future of Humanity seems lost. TheTerminusDecree
is the ultimate sanction of the Grey Knights, asecret

so vast it could bring the Imperium toits knees, or

saveit in its darkest hour.

The exact nature of the documentis unknown,for

no one has ever openedit, and the only clue foits

contents lies in the box’s golden seal.It is whispered _

that it is the exact match of anotherseal, found only at

one sacred spotin all the Imperium’s many scattered

worlds: the Emperor's Golden Throne.
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ET TEMPLARS MYSTERIA
AUX ORDO MALLEUS

Praise the Emperorfor His sacrifice,

PUB eronelitceevonSeelnce

We who are Hunters ofDaemons,

RteVn ERRaC

We Hisorderof soul-wards,

shall delve into the Dark Shadows.

Weshall seek out the Tainted,

we shall pursuethe Vilest Evil.

It is we who stand guard,

foytrassirouerv MAetcoomsetlmeCelesctle

ImALseatTLae Leela

We Grey Knights are the Hammers,

AVSENase BETeaetonm rations terte

Foundedin great mystery we were,

Chaptersix hundred and sixty six.

Though on Titan we be hidden,
yet our eyes encompassthe Galaxy.

INOSeras ROTLCcaeee

no daemonshall avoidits Fate.

Weshall be the Keepers Immortal,

all Secrets shall be our Knowledge.

Weare the Guardians ofMankind!

OrViletonWtele Rscontaarvcmontmere

watchfulness and patience are our way.

Hiddenfrom the Eyes of Chaos,

westrike without warning or dread.

Though wefind ourselves in Shadows,

eMELoeamlmaomola aCrbaie

INR rareap arate Ole meEmer

Om atemaT ermLOLCTR

ANCESbeorem erutcoar-vpecoseles\an sup)oLenaiaiA

weshall be Innocence amongst Guilt.

We are the Imperium’s Hidden Saviours!

Weare spread across the Heavens,
oleaeCoem ienetenanceTee ReaCoa

DEVaRUMSLl ereae

as we Guardthose ofothers.

The Canticle of Absolution of the Grey Knights, known as The Six Hundred and Sixty-six Secret W

 

Ourwill shall be our weapons,

ourfaith shall be our armour.

Our mindswill be securefortresses,

no Temptation will weaken ourresolve.

Though unnumbered lurking perils await us,

our bladeswill ever be ready.

For we are the Emperor’s Vengeance!

Mastersofall weaponsare we,

no defenceexists against our wrath.

With the Nemesis shall wefight,

with an Aegis to shield us.

In bloodshedshall we save Mankind,

Deathshall be our Everlasting Creed.

War Unendingshall be our Fate,

in battle shall we be steeped.

AYAVceSerUUM OMIronyerotatetew ror:Kcen
we shall hunger for Holy War.

Forwe are SwordsofJustice!

Whenallflee in hideous disarray,

strong and soundshall westand.
OeytaclleRYO)SETereaT mene

our courage comesfrom the Emperor.

Unbowed and unshaken againstall foes,
weshall claim victory with blood.

Steady and surely we hunt them,

those that dare oppose our wrath.

Deathstalks us in many forms,

the grotesque and theutterly inhuman.

We are the Bringers ofHope!

Bloodybattles unending constantly await us,

redemption the reward for ourvigilance.
WhenPossessionrearsits unspeakable head,

ORROCCAATOATIC

When Empyrean Horrors invade ourrealm,

Lum EpOcaIIOFM tteMtrtaro etee
There is no Chaos spawnedhorror,

which can resist our indomitable anger.  

With undaunted courage weshall prevail,

no arcane magicksshall overcomeus.

MMeALTae ork)ALOOL

No corruptionshall blemish our Galaxy,

no Immaterial Fiend shall be spared.

No Malevolent Spirit will opposeus,

OM OTM)MNES[aad

No Unholy Deedshall go Unpunished,

all BlasphemousActsshall be Atoned.

No SpawnofMisrule avoidsus,

IMGTral OTR(Laem a OC

Nothingshall evade our Cleansing Fire,

not daemonor Spawn or Renegade.
For we are Mankind’s Divine Blade!

Emperor's Blessings are laid upon us,

the Warp is ours to Tame.

Though Sorceries shall be againstus,

no Witchcraft will bring our Doom.

ThoughSpell or Incantation blocksus,

the Emperorshall see us Victorious.

No Hex can overcome our determination,

OTMOASLORS

Sigils and wards watch overus,

prayers shall serve as our Guide.

IOMACE ALT heyAgee OLXZHE

There is much darkness awaitingus,

yet the Emperorlights our path.

Falsehood surroundsus atevery turn,
yet no Traitor shall confound us.    

    

 

  

Nodespicable trickery will thwart us,

no Damnationshall bring us low.

‘There is no peacefor us,
for an eternity wewill strive.

MEorearseeeeICSMSEC oaslo

everlasting shall be our True Duty.
Et Imperator Invocato Diabolus

Daemonica Exorcism!
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DAEMON HUNTING
Daemonsare not creatures of flesh and blood. They

are beings of the darkest myth and madness. To hunt

and battle such monsters requires embracing that

madness and wielding it as a weapon,fighting sorcery

with sorcery. No ordinary Human psyker could do so

without risking their mind becoming a yawning portalfor

the daemons of Chaos to pour through. Grey Knights are

trained to channel their sanctified powersinto a halo of

protective wards knownas the Aegis. Emanating from
each Grey Knight's soul, it weaves through enchanted

sigils andsilver circuitry in his armour, radiating as a

nimbusof purity that makes his presence anathema to

daemonkind. So armoured, Grey Knights can withstand

the forbidden powers they must employ to destroy

the daemon.

The Grey Knights have access to weaponsthatfire
ritually engraved bolts, and they wield force weapons

that act as energised conduitsfor the wielder’s own

psychic power. Such arms can damage or destroy

the quasi-physical shell a daemon inhabits once

manifested. Chief among the Grey Knights’ strategies
for vanquishing a daemon, however,is the knowing of

the beast’s True Name. Such knowledge grants great.

power, which is why daemons adopt misleadingtitles

and why Grey Knights relinquish their birthnames __

upon induction to the Chapter. To a Grey Knight, a True
Nameis as reliable a weapon as his storm bolter A

freshly ordained Grey Knight can invoke a True Name

at a moment's notice to disorient and weakenhis foe,
while some veterans can employ oneto destroy the

daemon’s physical form, or even banish it back into

the warp. Theseare notlasting victories, for within the

warp a daemon may eventually regatherits essence and

coalesce aroundits hatred of he who banishedit.

In their endless war against those that cannottruly be
killed, a Grey Knight faces annihilation at every turn.It

is the fervent wish of every battle-brother that upon his

death he be carried back to Titan to be interred in the

consecrated crypts of the Dead Fields. These catacombs

have accepted the honoured dead of the Chapter since

its earliest days. The warrior's bodyisritually cleansed

and the six hundred andsixty-six wordsof sanctity are

inscribed uponhis skin before heislaid to rest with

honour and solemnity.

 



 

 

CHAPTER ORGANISATION
Thoughrecordedas a Second Founding Chapter, the Grey Knights do notfollow the Codex Astartes: the great work whose

edicts underpinnedthe creation of those brotherhoods.Instead, the secretive Grey Knights follow the tenets of structure they

believe were handed downby MalcadortheSigillite, tenets born of the unique demandsoftheir war against the Dark Gods.

The Grey Knights maintain a strength

of approximately a thousandbattle-
brothers. This does not include officers

or specialists and,like all Space Marine

Chapters, the small army of mostly
mortal serfs and cybernetic, unthinking

servitors that attend the Chapter.
Unknownto most, the Grey Knightsalso

maintain large bodies of mortal psykers,
scribes, scholars of the occult and many

more whose hushed whispers, burdened

steps or distant chants are heard among
candlelit corridors. Hardened against

anypartial truths they witness, and often

mind-scrubbedforsafety, these servants

help to maintain the Citadel of Titan’s

sanctity against daemonicintrusion,

amongst many otherduties.

BROTHERHOODS
a The bulk of the Grey Knights’ battle-

brothers are organised into eight grand

, brotherhoods. Each brotherhood
comprises a notional one hundred Grey

Knights underthe overall authority ofits

Grand Masterandtheactive leadership
of its Brother-Captain. His commandis

usually supported by the brotherhood’s
Champion,its Ancient and occasionally

other officers. The warriors of each
brotherhood are marshalled into squads
of ten, each led by an experienced veteran

grantedthetitle of Justicar. Each squadis

tactically flexible, capable of deploying in

missionsas half-strength combat squads.

Squads remaineffective and battle-
worthy even when so divided,allowing
the brotherhood’s commandersto tackle
multiple threats as efficiently as possible.  

Every Grey Knightis trained in the use of

the Chapter’s varied and esoteric weapons

and wargear, and in each mission squads

deploy with differenttactical loadouts

and entrusted with varyingstrategic
objectives. The breakdownofsquad
type in a givensituation is determined

by the brotherhood’s Grand Master and
Brother-Captain.It has long been proven,
however, that a balance of Terminator

andStrike Squads, supported by

Interceptors and Purgation Squads, is by
far the most effective combination.

CHAPTER COMMAND
The Grey Knights are governed and

directed by the Chapter Council, made

up of the Chapter Lord, also known as

the Supreme Grand Master, and the eight
Grand Mastersofthe brotherhoods. The

 

 

council meet in personrarely, forits

membersoften fight far from Titan. Each

memberhas an equal voice, though the

Chapter Lord hasthe responsibility to

pass final judgement.

Each Grand Master also holds sway over

oneofthe Chapter’s constituent bodies,

such as its ArmouryorLibrarius. Each
institution is nominally held to form part
of his brotherhood, though he despatches

elements of these organisationsto
undertake extended duties with others.

This authority, only partly ceremonial,

is tied to the commandofa particular

brotherhood, and over time the

association has informed theirfighting
style andtactics.

CHAPTER EXEMPLARS
The Grey Knights maintain two further

fighting bodies and other honoured

positions. Answerable directly to the
Chapter Council, they accompanyforces

at the request of the Grand Masters.

The Orderof Purifiers rarely numbers

more thanfifty, andis a cloistered
brotherhood with its own traditions
whosespiritually pure warriors are led by

Knights of the Flame. ThePaladins are
the Chapter’s martialelite, a company of

some hundredorso of the mostskilled

warriors, from whoseranksis selected

the Grey Knight's most honoured
Ancient. Chaplains lead the Chapter in

prayer during gatherings in the Hall of

Champions,andit is there also that the

wisdom and knowledge of Venerable

Dreadnoughtsis often sought.

 

 

 

 
 

The Grey Knights maintain manyof the same specialist

roles as other Space Marines. Librarians exercise

greater and more diverse psychic powers than most
Grey Knights, and help to hone the powersoftheir —
battle-brothers. Techmarines havetrained with the
Tech-Priests of Mars, whose techno-religious strictures

the Techmarines balance with the Grey Knights’ needs.

They maintain the Chapter's vehicles and helpcraft

the psychically imbued wargearits warriors wield.

Apothecaries, meanwhile, oversee the creation of new

Grey Knights with arcane genetic implantation,as well

as healing the mostterrible of warp-infected injuries and
contagions with medicus tools and chirurgicalrituals.

 

  
  
  
  
   
  

  
 
 
  

These warriors are assignedtofight alongside oneo
GreyKnights’ brotherhoods — oftenfortheir entire li
—and in certain cases may even begranted comma
to lead strikes themselves. Theyare as embeddedin
their brotherhood’straditionalrites and rituals asall
its warriors, and lend their considerable skills to its .

successful prosecution of the daemon. Though assigned _

to a particular brotherhood,these specialist officers . :

fnay have completedtheir training under the auspices
of another Grand Master. The Chapter's Armoury,for

example,traditionally falls under the rule of the Ist —

Brotherhood’s Grand Master, and he has ultimate
responsibility for the Techmarines’ Chapter duties. _

       
  

  
     

  



Mylord, subsequent to my most recent holo-transmissionfrom Grand Master Leorac, the data-aureole around this message reveals the
extent ofour corroborated knowledge regarding the Grey Knights’ strategic deploymentsfollowing the Chapter’feats on Sortiarius.

- [data protocols missing], Inquisitorial Representative to the 666th Chapter, Adeptus Astartes

   Chapter Louncil
Chapter Lord Kaldor Draigo,

Peia Wirttyies meae Lhambers of Purity
High Paladin Koiar Tempus, Paragon Prime GrandMastersof the Eight Brotherhoods Castellan Garran Crowe, Championofthe Order

OParaIaRy

    
apietitedty sa 2" Brotherhood 3 Brotherhood 4" Brotherhood
ONaeaaa “The Blades of Victory’ UTMGrraes We areacca

Grand Master VardanKai, Grand Master Vorth Mordrak, Grand Master Aldrik Voldus, Grand Master Drystann Cromm,

Steward of the Armoury Admiralofthe Fleet Wardenofthe Librarius Iaameer

Brother-Captain Cadrig Pelenas Brother-Captain Arno ‘Trevan SeldomOnloeVWAUacrelniNCoat Brother-Captain Ionan Grud

‘The Swordbearers werelast reported across six (erevOM VENI(oa Coeelecla cover unta ssteas Thoughit cost the brotherhood dearly, Following the prophecies of the Prognosticars,

war zones in Segmentum Tempestus, hunting of Victory through the systemsofthe Brother-Captain Sternwashailed for his elementsofthe Prescient Brethren lead a

EVoerevsereMtOlancrueseeu mcacocy Daeva Consortium,a trading empire in the actions on the Planetofthe Sorcerers that Soe gscoronoeMyoy etrena etera.NSacteT

adjacent to the Siren’s Storm. These infernal ImperiumNihilus. Mordrak’s swift ships and halted a fell ritual ofMagnus the Red.Yet the conclaves thoughtto have links to the so-

factorums churn out daemon engines andfar preternatural assaults have shut down many Wardmakersdo not rest; they continue to called ‘Ynnari cults, in which the brotherhood

worse, but the brotherhood’s armouredstrikes networks spreading the Gellerpox contagion, incinerate daemonic incursionsthat flare up detects the fateful patterning of convergent

ENerlice\monde)conrere Meatccreymecron(Coon but more remain, anda gestalt sentiencestirs. as the taint of Magnus’ world seeps outwards. daemonic invocation.

    
SUBTtiteainny 6" Brotherhood 7" Brotherhood 8" Brotherhood

wieaaaae Uaeeres “The Exactors’ “The Silver Blades’

Grand Master Rothwyr Morvans, Grand Master Caddon Varn, Grand Master Covan Leorac, Grand Master Aidan Perdron,

DReeOO)ANTMeT High Seneschalofthe Fortress Representative to the Inquisition Knight Commanderofthe Recruits

Brother-Captain Tauros Hendron Brother-Captain Kerda Tannasek Brother-Captain Darig Tegvar Brother-Captain Mithrac Tor

Half of the 5th Brotherhoodare despatched to The Rapiers’ peerless reputation for precision Responding to an encrypted missive from Alerted by Gatherers seeing more numerous

purify the taint of Tramawtha the Voidmaw, is relied uponto cleanse the maze-like the Ordo Malleus, the 7th Brotherhood track instances of psychic potential, the Silver

PMNelg onlelgmcicoattm asleOmtCe ClO crown fortifications of Baranti. Unbeknownto the downthe Radical Inquisitor Rea Yollaron. Blades uncover a plot by an unknown Greater

the drifting space hulk, Vector ofRuin. The foetioKetCperuTaNeMICteccm dcaer nate The dangerousgenius has surrounded himself Daemontoseed the Red Fall worlds with its

remainder, under Grand Master Morvans, are xenos T’au paymasters, Baranti’s ancient witha small empire of requisitioned troops, cults. Several remain to be expunged,but the

following a desperate series of visions as they earthworks hold back the warp in this region; Inquisitorial operatives and xenosagents. Yet 8th have discovered anotherlayeroflies as the

race to reach the Nachmund Gauntlet in time. severe damage would damnthe entire system. it is his daemonhosts that will damn him. dead cultists bear the mark of the Hydra.
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THE BROTHERHOODS
The brotherhoodsof the Grey Knightsare at the forefront of the endless war to destroy the daemon whereverit rears its unholy

visage. The Chapter does not maintain reserve or specialised companies. The grim and exacerbating duty before them means

that every brotherhood requires the integral meansto scour the taint ofwarp spawn from any battlefield.

At the head of every brotherhoodis the

Grand Master, each a spiritual successor

to the eight founders of the Chapter.

The Grand Masteris responsible for

mapping out the never-ending war

against the immortal denizens ofthe
warp by whatever meansheseesfit. He

also maintainshis brotherhood’s many

alliances, whether among the Chapter’s

other bodies, with Imperial organisations

thought to treat with the Grey Knights

or others with whom the Chapter has
especially covert dealings.

By consulting with the Chapter’s
Prognosticars and heeding their wisdom,

the Grand Master determines where
his warriors are most needed.His are
decisions that save or condemnbillions.
Though hundreds,ifnot thousands

of foes mayfall before a single one of
his hundred or so Grey Knights, the

Grand Master’s brotherhood cannotbe

everywhere and not all worlds can be
saved. Rather than waste time andhis
warriorslives, sometimes the Grand

Master must ruthlessly excise falling
worlds via the cyclonic warheads of

an Exterminatus decree. The Grand
Masteris notsolely a strategist, but also
a paragon of martial might; his presence
on the battlefield is an indicatorof the
severity of the foe being faced. He leads
the fight in the mostperilous battles,
while in the deployment and command

of his brotherhoodheis supportedby his
experienced Brother-Captain.

The Brother-Captain has operational
authority of the brotherhood.It is he

whodetermines how the Grand Master's
widerstrategy is enacted. The Brother-
Captain's place on thebattlefieldis at

the very heart of the fighting, where he
stands shoulder to shoulder with his
brotherhood, as blazing psychicfire

bursts from his armouredfingertips. The
Brother-Captain has honed his empyric
powers so that he can maintain psychic

_, contact with each ofhis warriors even  

in the thickestfighting, adaptinghis

tactics andbattle lines with precision and

subtlety. This allows him to respond to
emergentthreats far moreswiftly than
many Imperial commanders.

Senior warriors of the Brother-Captain’s
commandoften fight alongside him. The

brotherhood’s Champion is an exemplar

of the divine martial prowess to whichall

Grey Knights aspire. In suits ofartificer-
wrought armour andwielding the

signature sword that echoes the Chapter’s

icon, the Brotherhood Champion defends

his Captain with peerless skill and stands

ready to die in his commander's stead. To

the Brotherhood Ancient, meanwhile,is
entrusted one of the brotherhood’s sacred
standards, taken down from the Hall

of Champions on Titan and reverently

carried into battle. In its shadow,his

brothers are roused to evengreaterfeats
of heroism, and the Ancient invokes the

names and deedsrecorded on the banner

in the darkest momentsof conflict.

RITES AND RITUALS
The Grey Knights often fight the most

hellish of battles over maddening
landscapes. As warpfire blazes and the
screams and whispers of daemonsfill the

air, the Grey Knights strengthen their

psychic communion. By the invocation of

mystic rites and the intoningof ritualised
chantsin the heatofbattle, the warriors

steel their souls and sharpentheir blades.

The Justicars who lead each squad hone
their warriors’ empyric talents and
provide a focusfor their powers. Every
battle-brother learnsnot only to fight with

all kindsofspecialised weapons, armour
and wargear, butalso the rites associated

with each pattern oftactical operation his

squad could be expected to fightin.

In other Chapters, Terminator armouris

a rare andprecious resource, restricted

to theirelite. It is a measure of the Grey

Knights’ vital duty that they maintain

enoughsuits to equip their entire  

Chapter should they wish. Secure in

suits of bonded ceramite and hardened

exoskeleton, Terminator Squads have

been knowntofight for weeks on end.
against daemonic hordes. They scythe

downswathesof lighter enemies with

tempests of explosive ammunition before
cleaving apart far larger creatures with

Nemesis force weaponsattuned to the

wielder’s unique powers. So armoured,

Grey Knights storm fleshy citadels, battle
inside raging firestorms and hunttheir

foe in the labyrinths of space hulks.

Morelightly armoured, Strike Squads

wearsuits of artificer-wrought power
armourengraved with sigils of sanctity.

Theyare often tasked before battle with

the reconnaissance ofsites that may have
been hidden even from the Prognosticars

or sorcerouslairs too cramped to admit

the bulk of their Terminator brothers.
The 6th Brotherhood frequently rely on

Strike Squads’ surgical attacks to divert
and disrupt enemyassaults, before

using their psychic augmentation to
attack as part ofthe killing strike. The

more heavily armed Purgation Squads

wield multiple heavy weaponsvirtually

unknownto the wider Imperium. These

squads employtheir powersto pierce the

warp, perceiving threats throughlayers

of deception. Some Purgators gaze into
their foes’ futures, seeing so clearly where

they will be that they make virtually

impossible shots. Grey Knights are often
heavily outnumbered, but supported by
Purgators, this isn’t the case for long.

ManyGrey Knightattacks are
characterisedbytheflare of teleportation

strikes, their warriors specially fortified

against the immaterium’s touch.
Interceptor Squads brave repeated warp

transitions to rapidly redeploy, and

intone carefully measuredrites that flow

between the squad’s minds; these allow

them to achieve incredible harmonies of

empyric coordination their luckless and

shocked enemieswill never know.

 



 

CHAMBEROF TRIALS
It is from the ChamberofTrials that the Companyof

Gatherers set out across the galaxy in search of recruits.
The Gatherers are Grey Knights whose great age or

crippling injuries no longer permit them to undertake

the primary work of the Chapter, but whose keen minds
can winnowout the mostsuitable aspirants. From among

the throngs of prospective candidates their recruitment

harveststrawl, the Gatherers select those whosepotential

is strongest. There are few limits to the harvesters’ remit;

in their long hunts, they scour manylikely sources of
recruits: barbaric worlds with no ken of the Imperium; the

Black Shipsthatcollect tithes of psykers; civilised worlds

of billions where they work via emissaries ignorant of the

Grey Knights; even the recruiting worlds of other Space
Marine Chapters — commonly without their knowledge.

The Chamberof Trials is where aspirants arrive and their

training begins. Even those whosesuitable talent and

purity are detected by the Gatherers will be weeded
outif their fortitude is found wanting. The knowledge

and gene-seed a Grey Knight receives — known as
the Emperor's Gift — is too valuable to risk wasting,
and barely one in a thousand survivesthefirst rite of

passage:the pilgrimage through the hauntedplains of

—

Xanadu Regio. Most who doareslain in the secondrite,
during which they must trek through the pitch-black,
glyphite-stalked caverns beneath Ganesa Macula.

Many moretrials await, and a fraction of novitiates

makeit through the physical and mental challenges to

be deemed worthy of receiving the Emperor's Gift and

beginning the transformation to Grey Knight.

Chapter Apothecaries, aided by psy-bondedserfs and

medicaeservitors, implant the Chapter’s novitiates with

the Grey Knights’ unique organsin the lowestlevels of
the ChamberofTrials. Once these agonising procedures
are complete, the novitiate is ordained as a neophyte

andhis true training begins. Unlike those of most
Chapters, Grey Knight neophytes donot servein battle,

for they must endure manyyears of martial and mental

preparation before they can face the most dangerous

foe of Titan’s sons. A neophyte’s skills are sharpened
by the Brotherhood Championsandhis psychic powers

honed bythe Librarians. He must also perform the

Rituals of Detestation that harden his heart against the

lies and temptations of daemons. Should hepass these
final challenges, the neophytewill be raised to the rank

of Knight and takehis placein the fight against Chaos.
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dmakers undertake scholarly
ch duringthe brief moments
n fighting and martial training.

brotherhood delve into tomesof
amassedfraction by fraction over

millennia. They learn to craft psychic

rations with their minds thatreject

e enslaving psychic yokes of daemons.
Many master therites by which they
project their own purifying auras. Some

- have even becomeexpertsin isolating

heretics from daemonicoverlords that

seek to corrupt them further with tainted

whispers, severing the foul connections
between them. Successive Grand Masters
have taught that daemons can be defeated

with broad and diverse knowledge,

for those creatures everrely on deceit,

misdirection and falsehoods.

__ A battle-brother of the Wardmakers

does not neglect his martial skill in any
way, however, honing them under the

stern gaze of the brotherhood’s learned
champion. Only when he can intone the
six hundredandsixty-six verses of the
Cabalos Luminar without pauseor error,  

as the champion and a dozen Luna-class
combat servitorsattack the battle-brother

en masse,is he satisfied.

As every Grand Master has an equal

voice within the Chapter Council, so
every brotherhoodis equal; though their

associations and methods maydiffer, none
is held above another.It is without doubt,

however, that the Wardmakers have been

pivotal in defeating the forces of Chaosin
countless terrible events. Had but one of

these hiddenbattles been lost, Mankind’s
future may have beenfar darker.

Whena mysteriousinfection descended

on the Decimalus System,it was the wise

counselof the 3rd’s Grand Masterat

the time, Valdar Aurikon, that revealed

a Tzeentchian daemon’s machinations
at its heart. With careful assessmentof

Prognosticar readings, Emperor's Tarot
andancient prophecies, he uncovered the

disease’s implications andits threads of
fate. All of this showedit for the titanic

threatit truly was: a plague of madness

that would have spread without end.
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vile abominations, brothers. Let

doubtfill their unnatural forms as
they see the resolvein our eyes.

They believe themselves beyond
pain. Let pain be known to them

et us signal our intent to these

 

the bite of our blades and in the

mpact of our hammers.Letfear
breedin their black cores as your
inds radiate the Emperor's wrath.’

- Grand Master Voldus,
Wardenof the Librarius
 

 

HE WARDMAKERS
: THE 3RD BROTHERHOOD

1e 3rd Brotherhood ofthe Grey Knights have won triumphantvictories in someofthe most dire episodes ever withheld from

aperial records. The breadth of forbidden knowledge they maintain hasaided the banishmentof the deadliest daemons, and

rotherhood’s ancient association with the Chapter’s Librarians sees the Wardmakers boast more erudition than any other.

OnKalvaV, the Wardmakersfaced
daemonsofall four Chaos Godsin

an incursion that spilled towards the
Segmentum Fortress at Cypra Mundi.
The brotherhoodfaced legions of daemon

engines, too, and possessed husksthat

wereall that wasleft of the former

populace. The 3rd Brotherhood drew
deep from their vast knowledge, crafting

sorceries that weretailored to every foul
iteration of daemon crawling before

them,for no onesanctified blast could
have cut throughall the differing forms.

It was under the nascent command

of Grand Master Voldusthat the 3rd

Brotherhoodstoodside by side with
the Ultramarines on Macragge. Their

empyric powers threw back Chaos
sorcery during the Siege of Hera and
ensured the successful resurrection of the

Primarch, Roboute Guilliman.

ALDRIK VOLDUS
Grand Master Voldus wields more

psychic might than any Grey Knight
seen in centuries. Wherehestrides into



      

   

  
  

  

   
  
   

  

 

  

   

  

  

  

         

  
  

  

  
    

    

  
  

   
  

   

     

  
battle, the air grows heavy with empyric
charges and he unleashes his powers

in wavesof purifying flame that scour
the foe before him. Hisrelic daemon
hammer, the Malleus Argyrum, was
crafted over the course of a century by

the blind smith Hulliver. Thrumming

as Voldus feeds psychic powerinto its
arcane core, the Grand Master wields

it as if it weighs nothingatall, and

his attacks strike with the force of

a thunderbolt.

His elevation to the vaunted position of

Grand Master ofthe 3rd Brotherhood

came during the onsetofthe Great
Rift’s apocalyptic emergence. Though

his ennoblement camefrom the lips

of Lord Kaldor Draigo himself in the
wakeof their combined banishment of
a Tzeentchian daemoniclord,it is one

that sits heavily with Voldus. He sees

himself as a humble warrior who sought
no greater advancementthan a position
from whichto slay the hated daemon.

Yet he swore Lord Draigo anoath to live

up to the honour, and on Macragge, on
GathalamorPrime, on Luna and Holy

Terraitself among manyothers, Aldrik

Voldus has proven — at least to others -
his supremeability, strength and will.

As well as commandinga brotherhood of

the mostelite Space Marines, Voldusis
Wardenofthe Librarius. In this capacity,

he has authority over the Chapter’s

Librarians and the dangerousarchives of

knowledge that they guard.

ARVANN STERN
Amongst the Grey Knights’ ranks,

Brother-Captain Stern stands as one of
the longest-serving and mostdecorated.

On Atraxes, Stern led the counter-attack

that culled the Cult of the Red Talon. He
alone cornered M’kachen,the Lord of

Changethat enslaved them, and banished

the screaming daemonbackto the warp

in a psychic feat thought beyond the
capacity of a lone Brother-Captain.

So began a vendetta of centuries in
which M’kachen has seemedto interfere
in the redoubtable Brother-Captain’s

fate; for each of Stern's heroicfeats

some dire misfortunebefalls hisallies.

Since Atraxes, the daemon has haunted

his steps. Each time they have fought,

 

 

M’kachen has managedtoflee, killing
many ofStern's battle-brothers before

he doesso. Yet with each confrontation,

Stern learns more of his daemonic

nemesis as, no doubt, the daemon

believes it learns more ofhim in turn.
Stern has refused any advancementuntil

the threat of M’kachen can be ended

forever. When the daemon overreaches
itself, so Stern has sworn,it will be his

blade that avengeshis fallen brothers.

 
LIBRARIANS
Every Grey Knightis a psyker, a bearer
of a mutationthat sets him as much
apart from other Space Marinesashis
genetically enhanced body sets him apart

from Humanity. But few of the Chapter’s

battle-brothersexercise this power with

free rein — even for a Grey Knight this

would offer a wayinto the material

realm for insatiable daemons.It is the
Librarians whotrain their brothers to
focustheir psychic gifts in concert with

others of their squad.

‘The Chapter’s Librarians are experts
in the use oftheir powers. They are
capable of invoking all mannerof diverse

incantations. These they build up over  

  
centuries of arcane study and mental duels
with creatures from the warp.Librarians

are assignedto fight alongside one ofthe
brotherhoods, supporting their brother

Grey Knights onthe battlefield and

offering counsel on matters of obscure
lore. As part of controlling their own

powers, Librariansare skilled in resisting

the insidious influence of the warp. They
wear complex cowls — amalgamsofcrystal

and neural wiring — that empowerthem

in tearing apart the sorceries of others.

Librarians maintain ancienttitles or

ranks, the origins of which are uncertain.
Asherises throughthis hierarchy, from

Lexicanium to Codicier and thence

Epistolary, the Librarian is judged

stronger in mind. He becomes more
capable of wielding dangerous power and
is granted access to someofthe darkest

mysteries held by the Chapter.

LIBRARIUM
DAEMONICA
Located deep in the Sanctum Sanctorum

lies the Librarium Daemonica.It is
one ofthe most heavily shielded and
guardedlocations in the Imperium,for

herelies the Grey Knights’ corpus of
knowledge on daemonkind. Someofthe

lore predates the Imperium or has been

obtained from long-dead xenosraces, and
someis reputed to have beendictated by

Malcadoror even the Emperor himself.

The threat of such knowledgefalling into

the wrong handsis not underestimated.
The Librarium Daemonicalies behind
three adamantinebarriers, each many

yards thick, protected by enchantments,

anointed with consecratedoils and
etched with silver seals of warding. Elder

Librarians guard each ofthe three massive
portals, the gateways sealed with layers

of arcaneciphers, spatial displacers and

magical vortices. Any seeking entrance
whodoesnot utter the secret words of

passageatthe ritualised momentwill

be destroyed by the guardian Librarians
without pause. Amongthe dread

knowledge contained within are the True
Namesof manyofthe foulest daemons,

and the knowninstances of their
manifestations. One, the daemon known

as M’kachen,is unpleasantly familiar to

the 3rd’s Brother-Captain,forits fate and

his are inextricably linked.

 



 

 

 

1"Brotherhood
“The Swordbearers’

‘The Grand Masterofthe 1st holds
thetitle of Steward of the Armoury,

with nominalguardianship of
«the Chapter’s Techmarines who
. maintain and administer the
_ Chapter’s engines of war. The Ist

Brotherhoodregularly undertake

hammerblowstrikes with great
numbersof the Chapter’s reserves

of‘Land Raiders, Stormhawk

“... Interceptors, and Stormtalon and

Stormraven Gunships. As such, the

Swordbearersare often called upon
‘ whentheGrey Knights require

armouredoraerial support, and

in their ranks are manyofthe
finest pilots of the Chapter. Many

of the Chapter’s Techmarinesfight

alongside the Ist Brotherhood
after completingtheir training,
fulfilling their battlefield duties
under the same Grand Master who
oversees their wider commitments

to the Chapter’s sacred fighting
vehicles. ‘The battle-brothers of
the Swordbearers are drilled to
fight in perfect unison with these
hallowed war machines, shattering
the ranksofthe enemyto allow
barrages of stormstrike missiles and
godhammerlascannonfireto blast
apart towering Greater Daemonsas

theymanifest from the warp onto
the battlefield.  

2" Brotherhood
‘The Blades of Victory’

‘The Blades of Victory have a
well-deserved reputation for rapid

deploymentand swift strikes,
even by the standards of the

Grey Knights. The brotherhood
makes use of large numbers of

Interceptor and Strike Squads,
using massteleportation tactics

to outmanoeuvretheir enemies.
The 2ndis often in the vanguard
of combined brotherhoodassaults,

bursting onto thebattlefield to

form a beachhead and seeding the
way for heavier troopsto follow.
As Admiralofthe Fleet, the Grand
Masterof the 2ndexcels at the art of
military manoeuvres and formation,

ensuring the Grey Knights’ rapid
deploymentto a war zone. With

the predictions of the Prognosticars

providing vital tactical information,
Grey Knightstrike cruisers and

battle barges —deploying elements
of the 2nd Brotherhood — are
often able to deliver forces to the

battlefield before the foe has even
madeits arrival. The current Grand
Master, Vorth Mordrak,is said to

be circled by the psychic echoes of

thefallen, given deathly form byhis
innate powers. Though he has sworn

to find the reason for their ghostly

presence, the greater mission of the

Chapter always comesfirst.  

3 Brotherhood
‘The Wardmakers’

The Wardmakers have always
held a place of honourwithin the

Chapter.It was, accordingto legend,
Janus’ own brotherhood, and

throughout the longhistory of the

Grey Knights it has fostered many

of the Chapter’s greatest heroes.
Kaldor Draigo was Brother-Captain
and then Grand Masterof the 3rd.
The Wardmakers’ Grand Master
is concurrently the Wardenofthe

Librarius, a position renownedfor

being dangerous and perhaps even
cursed. Voldus’ predecessor, Doriam

Narathem, wasslain mere missions

into his tenure by M’kachen,the
same Lord of Change that seeks

to ensnare ArvannStern,the

Wardmakers’ Brother-Captain. The

Grand Masterhas authority over

the Chapter’s Librarians, and thus
his responsibility and influence are
felt in every brotherhood. Many
of these Librariansfight alongside
the 3rd Brotherhoodin battle

and, throughtheir guidance, the

Wardmakers employ great psychic
flexibility, made possible by being
steeped in manyofthe subtlest and
least known Chapterrituals. The
brotherhoodare capable of adapting

their mental attack patternsas

swiftly as their warriors switch
tactical strategies.  

 
4" Brotherhood
“The Prescient Brethren’

The Keeperof the Augurium
commandsthe 4th Brotherhood,

and withinits ranks are many of

the Chapter’s most potent psykers

— warriors with an instinctual

understandingof the warp that
goes beyondeventhatoftheir

peers.It is from the Prescient

Brethren that new Prognosticars
are often chosen,yet only if they
have shownparticular aptitude

andare considered too valuable

an asset to risk on the battlefield.

Membersofthe Prescient Brethren

often havetheability to sense
dangerbefore it materialises, and _

they use this to stalk their enemy

relentlessly and to devise highly
effective ambushes in which to

snaretheir foe. Such abilities
are of the utmost value when

combating daemons — creatures
whose timeless and unnatural

existences allow many to manipulate

the strands of fate-aswellas

races such as the meddlesome

Aeldari. The ability to anticipate
their enemies’ manoeuvres also
enhancestheir martial abilities,
and someofthe greatest duellists
in the Chapter’s history have come
from the Prescient Brethren. Few

are the swordsmen whose skill can
outmatch empyric foreknowledge.

 



5" Brotherhood
“The Preservers’

The responsibility of the Chapter’s

greatest legacy, its gene-seed,lies

with the Grand Master ofthe
5th,forit is under his auspices
that Apothecaries are trained in
their vital duties. Not only that
but, as Protector of the Sanctum
Sanctorum,his is the responsibility
for the preservation of numerous
strands of knowledge, including the
unique technological andhistorical
lorehousedthere. The living

embodiments of muchofthis data

are the Grey Knights’ Dreadnoughts,
in which form warriors too injured

to behealed continueto serve.
Tobe Grand Masterofthe 5th,in
many ways the warden ofthese
ancients, requires great humility, for

manyDreadnoughts house battle-

brothers with experience dating
back millennia. By tradition,fallen

iors newly entombedinside

ought sarcophagi often fight
e the5th while they learn
ombat how to wield the

raw poweroftheir machinespirit.

Where the Preserversbattle, their

strategies are often centred on these
honouredancients. The ground
shakes beneathpoundingironfeet

 

 

  
  

 

   

6" Brotherhood
“The Rapiers’

The Grey Knights do nottolerate

wasted effort or manpower, and in

the history-making deliberations

of the Chapter Councilit is often
the High Seneschal ofthe Fortress

whois tasked with crafting the

most elite and deadly strike forces.

Those whoserve as High Seneschal

are stringent taskmasters, their
dedication to excellence and
efficiency reflected in the warriors

of their brotherhood. The Rapiers
are exemplars in the creation of

strategically deployed, purpose-

built strike forces, able to inflict as
much damageasfar larger armies.

Rather than using destructive

orbital bombardments and mass

teleportation, the Rapiers rely on
surgical strikes, trusting the training

and expertise of small squads of

specialists to get the job done.

Where bulk ofnumbers is necessary,

the Grand Master orhis Brother-

Captain deploys mindless servitors
to bog downthe enemy,allowing his
Grey Knights to focus on high-risk

targets. Records keptsolely within

the Citadel of Titan even reveal the

expert yet ruthless factoring of other

unsuspecting Imperialforces into
someofthe Rapiers’ mostfinely
executedstrikes. If such loss is
lauded as noble sacrifice, so beit.  

7" Brotherhood
“The Exactors’

The Inquisition and the Grey
Knights were founded, according

to some sources, around the

same time. Though createdto act

independently of one another, many
goals ofthe twoorders broadly

align. The Exactors have a long

history of acting upon information

supplied by the Ordo Malleus,
occasionally alongside them;as

a result, respected Inquisitors are

often able to call upon them foraid.

It is through the Grand Master,as

Representative to the Inquisition,

that contact usually flows. In return,

the Exactors expectthe Inquisition

to provide watchful eyes throughout
the Imperium,and to supply them
with auxiliary forces whenever

and whereverthey request them.

The 7th Brotherhood sometimes

fights alongside Imperial troops

requisitioned by the Inquisition,
utilising platoons of Astra Militarum

soldiers to hold key battlefield

positions or Inquisitorial Acolytes
to quell daemonic uprisings. Those

brave troops whosurvive their
missions with the Exactors, and

somehow avoid the Inquisitorial

purges thatfollow, continue to
serve the Chapter as mind-scoured

servitors, as long as their biological

components retain their integrity.

 

 

 
$"" Brotherhood

“TheSilver Blades’

Whena newly forged battle-brother
joins the ranks of the Grey Knights,
he will typically be sequestered to

the 8th Brotherhood. He may then

find a place within oneofthe other

brotherhoods, depending on his
natural talents and thefavourof the

Grand Masters, or he may choose to

remain with theSilver Blades. Those
who remain dedicate themselves
to continualtraining, running the
trials of initiation again and again

in the pursuit of martial perfection. -

Led by the Knight Commander of ~

the Recruits, the warriors of the
8th fight in fluid configurations,

changing tactics swiftly during

combat and between engagements. —
Anyavailable weaponis putto use,
and nostrategy or manoeuvreis
preferred overany other. A Silver

Blade aimsto be proficientin the

use of every armament, and to know

the strength in every strike force and .
the weakness in every enemy. It is =

to the Grand Master ofthe 8th that _

the CompanyofGatherers andtheir

Masteralso report, and the Silver 2

Blades ever look out for survivors

who appear unusually determined

and free oftaint. Such individuals
regularly pique the interest of the
Inquisition as well, and debates on ©
the length of their futuresrunhet.
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against Thorem’s battle-brothers who foughtat his side,
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Ravine. The daemon’s clawed free hand grasped Thorem's pauldron
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and fizzing where it touched the blessed battle-plate.

The daemon’s heavy blade scraped along Thorem’s

Nemesis force sword. Blisters rose and burst on the rusted

plaguesword’s surfacein flakes of pus-brown metalthat

blew away from the Grey Knightin the psychic radiance

of his Aegis. His force sword gripped in two gauntleted

hands, Thorem pitted his augmented strength against

the Plaguebearer's rotten simulacra of muscle, tendons

and bones. He beganthe recitation of the Canticle of

Absolution, in psychic communionwith his squad.

TanReMenCaMaaTC

The noise of battle and the droning offlies surrounding

the daemonsrang from the walls of the Kromtoid Ravine,

where they fought the Grey Knights beneath Remiga

Hive. At the ravine’s head lay the squad’s objective: the

Mallacopia, the source of the daemonic effluvia pouring

into this world. The Prognosticars had foreseen that the

artefact would forge a connection with the warp, opening

a rift out of which the immaterium’s contamination would

spew,until this world was nothing but an orb of oily pus.

Echoes of detonationsfrom the far-distant surface reached

Thorem’s helm, catching up with the aerial vid-feed

displayed onhis innervisor. Half a mile above him, on

the surface, the planet’s defenceforces foughta futile

containment action against daemons pouring from the

FETC Cereitee MaTNZMMNJen! Cou rnToyurikolatnomeRULE battle,

orbital auguries from Thorem’s shrouded ship fohtcerensrol

his squad to the hydro basilica where Remiga’s macroduct

network suckledat glacial runoff. There, the Prognosticars’

vision suggested, lay the source of the world’s infection.
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If the Prognosticars’ visions were accurate, Thorem saw

he hadlittle time before the next violent cycle of the

Mallacopia’s exudation. He girdedhis soul, his psychic

aura coalescing at his core, strengthened by those around

him. Shimmering, azure circlets with patterns of Shutetiers

characters span aroundhis arms. Thorem formed the
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speaking the mantraofits invocation while feeding more

powerinto his Nemesisblade.

At the speedofrigorously disciplined thought, Thorem

had taken mere fractions of a secondto reviewhis tactical

displays, communewith his squad andinvoke therite.

The Justicar could see the daemon’s discomfort and, he

hoped,even fear. Beneath a protruding horn,its enlarged,

rheumy eye wavered as if momentarily insubstantial. Its

flesh darkened, disintegrating in fragments the longerit

forced itself into close proximity with his sanctified aura.

Thorem pushed his mental construct forwards. The

Plaguebearer's fleshy face shrivelled,its swollen eye

boiled. With a savage twist and rapid reverse stroke,

Thorem broke the plagueswordin two and drovehis

own blade up through the Plaguebearer’s bloated gut

andinto its head. He released the built-up powerin

the sword’s psycho-crystalline matrices, channelling

spears of purifying energy into the daemon’s form. The

Plaguebearer burned.Its flesh turned to ash, collapsing

into a fading point through the potent effects oftherite.

More of the Plaguebearersfell to Thorem’s Strike Squad.

The Justicar saw that their hold on realspace was waning,

lumpsoftheir flesh crumbling into the knee-high slurry

that flowed from behind them. Their emaciated limbs

belied their power, buttheirfilthy blades could not

penetrate the Grey Knights’ warded ceramite, instead

only scoring the power armourin desperate strikes.

Thorem swept back into the wavering daemons, pouring

his psychic might into his squad's collective aura. BN

cloudsofflies shrank as they burst into miniature balls

of blue fire in the Grey Knights’ purifying aurora. Even as

their resilient flesh was rent apart, the Plaguebearers were

driven by a malign will to endure and survive.

We shall be Pure amongst Impurity, we shall be Innocence

amongst Guilt.

A Grey Knight wielding a fire-wreathed warding stave

bludgeonedthefinal cyclopean visage. The daemon

dissolved into a sickly mist. This had been only the latest

in a series of attacks the Grey Knights had lanced through

as they made for the Mallacopia. With them destroyed,

Thorem’s auto senses detected the growl of giant

machinery notfar from their position, confirming the data-

screed from orbit. He signalled to the rest of the squad.

‘Quickly, brothers. The hydro basilica is ahead,’ he voxed.

 



   

PumpingStation Deltic IV sprawled across the width of

the Kromtoid Ravine. Before the rusted facade of the

hydro basilica, a string of seven conduit junctions the size

of fortress redoubts fed massive pipe networks into the
crevasse floor. Behind Deltic IV, these macroducts were

embeddedinto the Ravine’s wall, up which they ran to

water Remiga Hive.Thefilth was several feet deep here,
and a shallow moundof corpsesrosefromit.

Hundreds of the dead were jammedtogether, in various
states of decay. Thorem saw that manyretained remnants

offilthy robes and the trappings of Chaos worship. He
recognised thesigils raised in weals upontheir faces as

tributes for a rite of summoning. Whateverevil dwelled

here, the Justicar realised, these heretics had calledit.

Upon the mound’s centre was the Mallacopia. It appeared

as three horns of somegiant beast, melded together. From
their hollow, gaping mouths,filth poured in a torrent.

‘You are not invited to our feast. Yet since you offer

yourselvesso freely, you may bepart of it instead,’ roared

a chorusof voices.

From the other side of the mound,a corpulentfigure,

taller and broader than Thorem, strodeto the side of

the Mallacopia. Pustules and buboesriddled its mass
offestering flesh and rigid, bony growths sprouted from
its bent spine. Three heads jostled upon his hunched

shoulders, each split by a fang-filled mouth. Only the

central head bore eyes:a clusterlike three weeping sores.

There is no Chaos-spawnedhorror that can resist our indomitable anger.

Thorem’s squad advanced onthe corpsepile. This was
the source of the infection, the Justicar saw, the place from

which the Mallacopia’s noisome vomit must have pushed

up the macroducts into Remiga Hive, drowning millions.
Thorem’s warp sight now perceived the pulsing, feverish

glare of the daemon’s unique psychic aura. To one versed

in the mysteries of the Index Urshad in the Librarium

Daemonica,it was reliable identification.

I know you now, he thought. Yourfoul essence betrays you.

The squad unleasheda hail of bolts without slowing their

pace as the daemon movedto shield the Mallacopiaa.It
snatchedat the air with a clawed hand before theyhit. A

dozenbolts swerved,flung aside by warp magic, but many
hit home. They blew chunksfromits flesh, but the ruptured

craters pulsed as new growths pushedthrough from within.

 

 
 

 

 

The warp-spawn reached behindit, pulling one of the

growths from its back and pointing the long shard at the

Grey Knights like a gnarled wand. Babbles of meaningless
numerology came from each mouth and it gestured to the
flowing lake of dark ooze around them. Thorem felt the

surge of sorcery and he sent a pulse of thought outwards.

Brothers, the Circle of the Sixth Abjuration, now.

The squad moved into practiced warding positions as

wavesand unhealthy froth formed. Suddenly,the liquid
stuff of the warp rose up around the Grey Knights.

Before the towering waves of noxious substance could

swamp them, Thorem’s warriors thrust their psychic

rejection of diabolic power outwards. The liquid miasma

washeld.It churned in suspension above them and
coiling shapes thrashed inside,trying to pierce their ward.

No corruption shall blemish our Galaxy, no \mmaterial Fiendshall

RSC

Thorem allowed the daemonno time to renew or adaptits

thwarted sorcery. While his battle-brothers held back the
towering wallsoffilth, he balanced their power as a nexus

at their centre, and began a curse that had been prepared

at the mission’s very inception.

‘| denounce you, abomination, In Nomine Veritas!’

The Mallacopia wasnotall the Prognosticars had foreseen.
They had beheld Urg'thorrg’urhraslem the Tribanein the

samevision, but nothing wascertain. Until he had seen

the three-headed Herald, Thorem had not knownif the

True Name he had prepared had been worth therisk. To
learn even a shard of such knowledge was dangerous.

‘Ger'sh-vrrewg’shaa’a, thry’goyqe’kraneg—’, Thorem began.

The daemon spasmedasrealisation of Thorem’s purpose
dawneduponit. Portions of the Name-shard were intoned

psychically, others required the remoulding ofhis larynx
with biomancy, soundsthat wouldflense the sanity of

lesser beings. Two of the daemon’s heads exploded and
the tidal wavesoffilth collapsed. The daemonfell to its

knees, shaking in palsy as Thorem strode up the mound

of corpses. The Justicar’s Nemesis blade glowed with the
righteousnessof his imminent deed.

No Spawnof Misrule avoids us,all are banishedto the void.

 



 

  
    

   

    

     

laced there to guard.

The Chapter’s legendstell that a great
evil lies entombed amongstthe roots
of MountAnarch,the great peak at
whose base the Grey Knights’ fortress-
monasterysits. Tothose Grey Knights
‘with justcause toapproach the outer
entrancesof theChambers of Purity,

trange echoes andair patterns suggest
‘somievast space beyond. Noteventhe
rand Masters knowthe full truth. Many

redence such pees and stoic warriors

youldgivethem, have wound around the
‘down themillennia.

it thatit is an evil intrinsic to
it isthereason the moon was

s theGrey Knights home world.
hose conjecture that it was there

ile othersthat the Emperor
er something he would

lestroy.Still others

éfailure in the Warp
ring Titanstimeless period

9, something defeated
ardsand creptinto the heart

HAMBERS OF
PURITY

e ChambersofPurity are thought to betheoldest part of the Citadel of Titan.
‘Theylie deep, buried like a secret in the dark and the cold far beneath the moon’s
surface. Though the ChambersofPurity and their sanctified guardians are hidden
away, itis to ensure the security of something deeper and darker— a secret they are

 

Only the Iron Grimoireis believed to
disclose the truth. Within its bindings of
screaming warp-metal, this tomeis said
to liken the bedrock of Titan to a graven
tomb, and the Chambersof Purity to

that tomb’s capstone. Thus the Chambers
are less of a prison and morelike that

prison’s lock and key. Only the Supreme

Grand Masteris permitted to read the
Iron Grimoire. Of all other Grey Knights,
only the Chamber’s guardians, the Order
of Purifiers, truly know whatit is they
guard. Yet when therock of Titan shakes
and the Purifiers seal the approaches to

their Chambers, the Chapterholdsits

collective breath until the tremors end.
Since the emergence ofthe Great Rift, the

shivering of Titan’s innards have grown
more frequent and more intense. Chapter
numerologers havereported disturbing
synergies in the quakes’ frequencies and

other visionaries have spoken with fear

of a great awakening — the opening of

an eye.

This evil, though perhapsthegreatest
onTitan,is far from the only one kept

safe by the Chambersof Purity. Within

fortified oubliettes, stasis donjons and
refraction prisons — all part of the

Chambers'lattice of secure sanctums- lie
the daemonicrelics kept by the Chapter.

These are the profane objects deemed

too hazardousto be studied ordisplayed
as trophies in the Hall of Champions.
Yet they are also too dangerousto be

destroyed, for that would allow the
baleful daemons bound within to return
to the warp, where they would coalesce
once moreat their malignantleisure.

Theses, catalogues, instructions, ravings,

histories and every kind of tome,scroll
and creaking liber can be found here,
their pages, bindings and inks formed



  

of a thousand substances — few ofthem

given willingly. Bones there are too, of

fallen ‘saints’ and enslaving prophet-

hawkers, of possessed xenostyrants

suchas those of the Whisperer, whose

unearthing by a greed-driven Inquisitor
brought about the Plague of Madness.
Tainted energies in grav-suspension,

xenos technologies and mechanicalidols
from darker ages languish in bonds,

their sentiences raging or else repeating

unheededpleas of innocence.Blades,

hooks, maces, strangely proportioned

firearms and countless other formsoflife-
taker are sequesteredin gilded caskets.

These daemon weaponshavetasted blood

andsouls and are some of the Chambers’
most dangerous occupants,their will

kept dormant by the workingsof ancient

technology and the powerfulradiance of

the Chambers’ keepers.

ORDER OF PURIFIERS
The Purifiers are an organisation apart

from other Grey Knights, distanced
from theirbattle-brothers by their
nature andtradition. They guard the

Chambers of Purity against mortal and

immortalincursion, ensuring nothing

and no onebreaches their realm to reach

the mountains’ roots beyond, Only the
Grand Mastersof the brotherhoods and

the Chapter Lord are permitted within
their domain unbidden and noneatall
any further. They have the authority and

determination to destroy any whoare

not permitted. In the rare instances of

intruders, none have returned,their fate
remaining unknownand unquestioned.

The Purifiers epitomise the Chapter’s
sanctity of purpose. There is neither
training regime norset process by which

a Grey Knight joins their dour and

taciturn ranks. Membership of the Order

of Purifiers is not granted throughskill,
valour ora tally of grim deeds, anda

Grey Knight may serve with unblemished

distinction throughouthis functionally

immortallifetime without being granted
this singular honour. Rather, Purifiers

recruit only from those Grey Knights

whosesouls are held to beutterly
incorruptible — even beyondthe usual

exacting standardsof the Chapter. So
painstakingis the selection and so rarely

bestowedthat there are seldom more
than a few score of Purifiers. Whether  

it be by some quirk of mysticalfate,

however, their numbers seldom drop so

low as to rendertheir duties unfulfilled.

Thus, never has thought been given to
relaxingthe restrictions of induction,lest
the sanctity of the order be compromised.

Onrare occasions, the head ofthe

Purifier orderwill accede to a request
from one of the Grand Mastersfor the aid

of a portion oftheir warriors. Only one

of the Council can make such a demand.

Understandingthe gravity of the

Purifiers’ duty, even while not knowing

its true nature, a Grand Master does so

only in the direst of circumstances.

 

WhenPurifiers deploy, they often form
the Chapter’s spearhead in war zones

that boil and churn with legionsof
daemons. ‘The Purifiers’ untarnished

spirit is not only their defining
characteristic — it is also their greatest

weapon.Like the light of battle said to

halo the Imperium’s greatest saints, a

nimbusofradiance illuminates these

pure warriors. Combined with a Grey

Knight’s formidable psychic might,

this inviolability of heart and mind is

transformedinto a cleansing, azurefire

that burns unworthy adversaries in body

andsoul. Little resists the powerofthis

glorious conflagration. A daemon’s cold

malignancyis turned violently against

it; a corrupted soldier’s fear erupts into

a coronaoffire; and the malevolence of

predatory xenos consumessuchaliens.

Nonebut the Purifiers walk unharmed

throughthis blaze, armour gleamingas
they despatchoftheir charred foes.

 

 

_ CASTELLAN CROWE
Garran Crowe, the Champion of
the Orderof Purifiers, is both

its head andits guiding spirit.

Heis — by any measureof the

Grey Knights — a flawless soul, so

resistant to the wiles of Chaos as

to be thought immuneto them.It

is to the keeping of this paragon

that the Chapter entrusts one of

its most heinous possessions —

the Black Blade of Antwyr.

The Black Blade is a daemon

weapon of singular power. The

entity bound within it had yoked

the minds of previous wielders,

making bloody warwith its
slave and their armiesin thrall

to its will across entire sectors.
Though it would disappearfor

centuries at a time, fleeing with

its slave into the warp, the Grey

Knights finally slew its bearer

and capturedit. The Blade of

Antwyr, alas, proved so powerful
thatno craft of the Grey Knights

could destroyit. Its corruptive

potential was deemed toogreat

even for the Chambers of Purity

to contain permanently; perhaps

its insistent whispers might infect

others on Titan or beyond.

It was seen that the safest prison

was the constant grasp of the

Purifiers’ Champion. From one of

these epitomesof sanctity to the

next it has passed, and is now in

the iron grip of Castellan Crowe.

The blade whispers, cajoles and

screams constantly, promising

undreamt powerandthreatening

vile abasementin a voice only

Crowe can hear. At times,it has
even offered up aid to him, as he

faced one of its daemonicrivals.

Crowe mustforever be on his

guard. Whennotbesetby the

mortals and daemons drawnto

its influence, the Castellan must
do psychic battle with the Blade

itself. He listens not to a word of

its lies and never respondstoits

temptations. Unto death,heis its

guardian,notits slave.   
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HALL OF CHAMPIONS

 

Amongrowsofiron-boundbasalt columnsrising to vaulted arches far above the central Hall of Champions hangthe

standards andtrophies of the Grey Knights. Dark statues stare down, their stern countenances underlit by consecrated

candles. Along with subsidiary chancels and Council chambers, the Hall forms the Chapter’s martial and spiritual heart.

The huge, central chamberof the

Citadel of Titan is knownasthe Hall of

Champions, thoughin truth this term

stretches to encompass a warren of

chambers, passages and sanctuaries that

lead from the central Hall’s tiered levels.

Here are held rare feasts when more than

a handful of Grey Knights are upon Titan

together. These are often in the wake of a

hard-foughtvictory, the battle-brothers
within the fortress-monastery recovering

and re-armingbeforethe next vision of

doom calls them to war once more.

Ranksofstatues regard ceremonial

proceedings, and oaths are sometimes

sworn directly to them. They depict
the Grey Knights’ ancestors: Chapter
heroes granted a form of immortality

in whichto inspire those who take up

the fight after them. The Hallis also a
place in which to honourliving heroes.
Investitures and ordinations take place
within circles of abjuration inlaid into
the solid floorin silver. Trophies taken

from the defeated are displayed onsigil-
carved iron hooks andchains. These
may be shattered weapons, fragments of

psy-scorched armouror stranger items

like the thirteen twisted iron masks of the
Daemon Magi purged from Cebrum II.

Perhaps most unusualof all is the skull

of Iremmath, the Daemon Rajah of Nalu.

Before the defeated creature's spirit could

flee to the warp, the Grey Knights bound
it into its flayed skull. Now,its fading

sentience rages silently and impotently,
forced to witness the celebration of the

Grey Knights’ every triumph over Chaos.

Though the Grey Knights’ prime concern

is the daemonic menace,theyfight
- countless battles against the alien, mutant
and heretic and manytrophiesin the Hall
stand as testamentto thesevictories.

PALADINS
The Hall of Championsis the seat of the
Paladins - the Grey Knights’ greatest

__ warrior squads — and manyofthe statues  

there represent former companions of
the Paladins’ fraternity. As the Order
of Purifiers stand as the Grey Knights’
sanctified elite, the Paladins are the
Chapter’s martial exemplars.

 

If a Grey Knightwishes to prove himself

worthy of a place amongst such a lauded

elite, bravery andskill at arms are not

enough. He must complete eight quests

to establish his character and cause. Each

more arduous and deadly thanthelast,
they culminate in the hunting down and

banishmentofone ofthe six hundred and
sixty-six most powerful daemons known

to have manifested. Battle-brothers have

died on these quests, refusing to abandon

them andincurgrave dishonour.It is

a measure of the Paladins’ status that a
Grey Knight seeking admission is willing

to risk depriving his Chapterofhis skills,

that he mayserveit to a higher standard.

The Paladins seldom fight as one body.

The Supreme Grand Master, or one of

the Councilin his stead,call upon the

Paladins whenthey require the very best
of the Chapterto take the field, and they
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are usually despatched in small numbers
to support individual brotherhoods.
Truly selfless, yet with the skill to

destroy the foulest beasts, Paladins

throw themselves withouthesitation into

combat with towering daemon lords and
murderous hordes of warp spawn.

GLORIA IN MEMORIAM
The sacred standards and bannersthat
hangin the Hall of Champions represent

every brotherhood andorderof the Grey

Knights. They honourthe cleansing of

worlds and the purgingofunhallowed

evil. There are few in the Imperium that

know ofsuch heroics and fewerstill
whorecord them. Each brotherhood

maintains many standardsin the Hall

and herealso are displayed the personal

bannersandrelics offallen heroes. The

Paladin Ancient has been chosen from
amongst that exemplar brotherhood
for his reverence andstoicism.In his

unshakeable graspis carried one of the

Chapter’s greatest standards, one that

depicts the Grey Knights’ most glorious
victories over daemonkind.Hisis a
duty morepersonal than that ofmany

Ancients, for he has fought in many of
these great victories and is as much a

figure ofinspiration as the bannerhelifts.

It is against thestirring backdropofthese
standards that the Chapter’s Chaplains

lead their Brotherhoods in prayer during

the greatest gatherings in the Hall of
Champions,as they also do before battle.
Chaplainsare the spiritual leaders of the

Grey Knights. They maintain manyof

the Chapter’s traditions and inculcate

neophytesin the strictures they must

know before acceptance,as well as

mercilessly administering punishments

to those they perceive as waveringin

their focus. Their fiery sermons, shouted

over the din of battle or intoned with
grim solemnity in the Hall, remind those
among whom theyfightof the price of
failure, psychically reinforcing the heavy

duty laid upon them all by the Emperor.



 

KALDOR DRAIGO
At the Grand Masters’ high table

in the Hall of Champions, the

place of honour has sat empty

since before the openingof the

Cicatrix Maledictum. Chapter

Lord Kaldor Draigo, the Supreme

Grand Master, passed beyond

the sight of the Chapter on the

world of Acralem. Two hundred
years earlier, Draigo defeated

the daemon M'kar the Reborn

there, and the creature had
sworn its revenge.This time,
however, as Draigo cast the self

same daemoninto a warprift;

the creature’s spite was not done

with him. Screeching a curse two

centuries in the making, M’kar’s

taloned claws dragged Lord
Draigo into the warp withit.

If M’kar had hoped Draigo’s

soul would becomea tortured

plaything for the denizensof the
warp, he had underestimated

the Supreme Grand Master. In a

way whichis still not understood,

Draigo survived. His mind and

his spirit, hardened against

the essence of Chaos over long

years, helped him endure where
perhapsno other man could.

The Chapter Lord wanderedfor

a timeless age, defeating and

crushing every daemonthat

dared threaten him,rejecting
temptations and madness and

hardeninghiswill to survive..

Yet realspace was not done with

Draigo. On Jostero, a heretical
warpritual caused him to be

drawnback. There he fought

alongside warriors of his Chapter

once more but,at battle’s end,

he could not save himself from

sliding back into the warp.

Thus has beenhis fate ever
since: drawn back andforth for

unknowable periods,fighting

endless daemonsin both realms.

Yet his Chapter know that he
lives, and in manybattles his

sudden appearance has swung

victory for the Grey Knights. 

 



WAR ZONE:
MANASK
ONnarratcc Ice oecine the Torchbearer Task Force Conqueror’s Forge speared through the immaterium like

POMONASekflung from Terra. Yet when it neared Manask, the homeworld of the Ebon Sentinels Chapter, the

ectearanteCCeAccomeco cumini and 6th Brotherhoods,wholocked the system down.

The Ebon Sentinels were a lauded Chapter

aCeoyeratesconor of

the Sunnan Strait since their founding

PTIatte Tome UeContretoT tLnCaocece)

incidentearlyin their history saw them

censured,their one-hundred-and-one-

 TeoaeCanoeotLee brought so many

worlds back to the Imperialfold that a

plaqueofhonour was consecrated upon
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the cardinal world of Ophelia VII and

the Chapter’s good name was Teajrencate

Reconnea cReKOonurkUata

Great Rift revealed their grievouslosses

Poasteiinaerestorerivemssnocpromcsarcolott

wars, their recruitmentstruggling to

compensate. They were thus amongst the
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unrecorded numberofthevital

Brerroveriisa eTaloecmbtLe

already made perilous journeys to Clonho

Archmagos Cawl’s arcanescience, tonnes

of ordnance, armour and war engines

to the Astral Spears and Condemnors

OeCUennaM osc itas each

expedition. Despatched next to the

Manask System, Conqueror's Forge

carried Greyshield reinforcements

and Primaris technologies to the Ebon

Sentinels Chapter. Thefleet's mass

bulk-hauler and vast ark mechanicus

MANASK ENCIRCLEMENT

Brother Gorvenae.

Tydoric Vesta..

‘Krevn..
‘Boldarius

‘Vohr
‘Damnation of Fiends’.

‘Malleus Nox’.

‘Fellbanes'....

 

were shepherdedby sleek and dangerous

MeeeaeTNOMrenoMULLe Feraluthoyocremce)

ensure the completion of the mission by

SECTmClemoranCyalt Aataal

PrcecnCnraocteetaebg ycOns Evan

The task force’s Navigators maintained

Pa ocoenteN ew Creek kslate

unanswered hails at Manask.Sisters of

Silence spread through the ships CNY

their passage through the warp asian

Patella tnccma datomnccccs tela ents

Pierroee SnoRomosc aleat

Astrolineator who commandedthe ark

mechanicus held nominal authority over

Pnetsetcecel rial rsscoretRencoeorvamela

Primaris technology, emergency powers

PreroniaCleedmettoes lerersicslesCelae)

giants of the Adeptus Custodes, a dour

Rogue Trader employed as sub-sector

pilot and Inquisitor Lord Kavnar of the

Pontasaeco acura ready to

issue diktats should the need occur.
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..Venerable Dreadnought

Techmarine, 6th Brotherhood

Terminator Squad, 6th Brotherhood

Strike Squad, 6th Brotherhood

Interceptor Squad, 6th Brotherhood
.Strike cruiser

.... {unidentified vessel, light cruiser displacement]

_.. {unidentified vessels] rapid strike squadron

PURGE OF VENGLA

Mithrac Tor

Danmar Guerest...
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‘Shewtus

‘Arenal’

‘Crenthor’..

we Brother-Captain, 8th Brotherhood

_Codicier, 6th Brotherhood

Terminator Squad, 8th Brotherhood

Terminator Squad, 8th Brotherhood

Terminator Squad, 8th Brotherhood

.. Purifier Squad

Purgation Squad, 6th Brotherhood

..Paladin Squad

SILENCING OF FFION’S CHORUS
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‘Mannas

‘Oracles of Salvation

‘Aquilae Argentum’’...

onInterceptor Squad,6th Brotherhood

Interceptor Squad, 6th Brotherhood

Purgation Squad, 6th Brotherhood

Stormraven Gunship squadron

Thunderhawk Gunship squadron

SYSTEM WARDENS - MANDEVILLE POINT

‘Thrane

‘Soulbrights’....

erminator Squad, 8th Brotherhood

... [unidentified vessels] rapid strike squadron



- Crypto-communicatus: Tho-diabotis Clearance
Itfills me with loathing andfrustrationto pen this missive.
You have my initial report, sent when the Grey Knights’
Edict of Forbiddance halted our progress. With the
Emperor’s Talons, I amenacting enquiries most thorough

into the Greyshields we have aboard. There, we willfind the

weakness in their makeup that the Grey Knights are purging
fromtheir traitorous brothers. And what weakness! The
system wardens whose ‘guard’ I have accepted have updated
me. The Ebon Sentinels’ Astropaths had beenforced to be
conduitsfor daemons. Warriors of the Adeptus Astartes
have debased their Emperor-givengifts, pouring the warp
into aspirants and inviting abominatus. With the Chapter’s
ships and means of escape crushed, the Grey Knights will
prepare to unleash Exterminatus upon their home world.

By the authority of my seal, I pronounce the Ebon Sentinels
Chapterof the Adeptus Astartes excommunicate traitoris.

~ Inquisitor Lord Ghorgins Kavuar, OrdoMallens

Conqueror’s Forge, unseenby their ships’

sensors. The Prognosticars of Titan
had seized damning omensfrom the
immaterium ofwhat Conqueror’s Forge
would encounter at Manask. The Ebon

Sentinels wereclingingto survival after

punishing campaignsofloyalservice. In

their desperation to save off extinction

they had heeded dark whispers that
emanated from Vengla, a dead world of

their home system. Promises of renewal,

of swift and easy powerled the Space

Marines to employ the warpin their

recruitment, and the Grey Knights had

secretly accompanied Conqueror’s Forge
to purge the wayward Chapter.

Arriving in the system simultaneously
with the task force, Grey Knights of the
Rapiers and theSilver Blades spread out
to isolate and destroy the Ebon Sentinels’
orbital assets. Though much reducedin
outright numbers, the traitor Chapter

had the resources of an Adeptus Astartes

homeworld with whichto defend their
new-found power. A splinter of the Grey

Knights warded the systemsfringe,

issuing the Edict of Forbiddance via
Inquisitor Kavnar to the Torchbearer

Force. They remained at the Mandeville

Point to ensure no EbonSentinel ships

could escape andalso to ensure none of

the Torchbearerfleet strayed in-system.

Anencirclementofrapid strike vessels,

led by the strike cruiser Damnation of  
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Fighting at Ffion’s Chorus, Justicar
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Nemesis warding stave, Fellward, andfed
his power throughit to shield his squad.
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Fiends, surrounded the Ebon Sentinels’
homeworld and scuttled the remainsof

their fleet at the Forghost orbital docks.

Teleporting Terminators andStrike

Squads, meanwhile, attacked the linked

weaponsplatforms of Tarond. Reinforced

psychic communion from Tarond

revealed the depths to which the Ebon

Sentinels had sunk. There, meldings of

Space Marines, possessed by daemons,

mounted counter-attacks against the
Grey Knights. At Ffion’s Chorus- the

system's astropathic relay - Terminators,

IFotrcsvere)oyeseevaCa attgez-100)eel)(0y(etek

via gunships. There they destroyed the
EbonSentinels’ capacity to call for aid by

eliminating surviving Astropaths to ensure

any daemonshadless chance to manifest.

Following the Prognosticars’ strongest

warning,the greater portion of the Grey
Knights struck at Vengla, where they
discovered an ancient daemonic presence

imprisonedin its core. The beast’s psychic

influence, swollen by the Great Rift,

seeped out beyond its million-year-old

bonds,exploiting the Ebon Sentinels’

desperation to survive and planting
the seeds oftheir doom.Six squads led

by Brother-Captain Tor ofthe Silver

Blades deployed to enact a grandritual

of banishment. The daemonat Vengla's
core responded by summoninga horde

of warp-spawnedvassalsto its prisons
surface, and with the debasedtraitors of

the EbonSentinels foughtback.



 

ARMOURY OF TITAN
The Grey Knights wield someofthe finest and most advanced weaponsin the Imperium. They are wroughtwith the arcane and

the occult, with rituals that the uninitiated might fanatically condemnassham spiritualism or vile witchery. The Grey Knights
know with chilling intimacythe difference, and the need to employ every weaponin their unending war with the daemon.

THE DUTY OF MARS
Uponthe inception of the Grey Knights,

it was recognisedthat this necessarily
secretive and embattled Chapter must

havegreater control over the production
of its materiel. A pact was forged with

the Tech-Priests of Mars, instigated with
_. self-deleting protocols. Via arcanological

means no longer knownto the Adeptus
Mechanicus, Mars’ moon of Deimos

was movedoutof its Martian orbit and

transferred to Titan.

Now,the heavily industrialised forges

of Deimos thundernight and day to
producebattle tanks, gunships, energy
cells, combustion cores and far more,

                

 

including huge quantities of ammunition
from bolt shells to the titanic ordnance
required by starships. Deimos’

manufactorums even produce some of

the components for the Grey Knights’
rare or unique weapons, though measures
are taken to ensure the Tech-Priests
cannot learn anything proscribed. These

are delivered through cloistered means
to the Grey Knights’ armoury on Titan.

It is here that the Chapter’s Techmarines

oversee their assembly and manage their
ritual embellishment.

After his inculcation in the mysteries of
the Tech-Priests’ Cult of the Machine
God, a Techmarine stands somewhat
apart from his brothers. Fewofthe Cult’s
doctrines are compatible with those of
the Grey Knights. Thus a Techmarine

must balance the twosidesof his nature:
to serve the goals of the Grey Knights but
accordingto the traditions of the Adeptus
Mechanicus. The Chapter’s goals override
all else, however, and though adjustments

they must maketo holy constructs go
against the tenets of Mars, Techmarines

knowthe foe their Chapterfaces in a way

Tech-Priests never will. While steeped in

aspects of their Cult, Techmarines owe no

loyalty no Mars, and the Chapter Council
relies upon them to guard against the Red
Planet learning morethan is goodforit.

 

‘There are many esoteric technologies

employed in the ember-lit and strangely
shifting smoke of Titan’s armoury.
Psyk-out grenades are produced using

a substance thought by someto be a by-

product of the processesthat sustain the

Astronomican. Each ofthese explosives
scatters a dense cloud of psi-refractive

particles that can excruciate those who

draw upon the warp’s powers,or even

fracture their fragile connection to the

empyrean. That Grey Knights willingly

carry to battle such devices so dangerous
to themselvesspeaksof the selflessness by
which they undertake their duty.

THE HOLY BOLTER
Bolt weaponsare advanced and powerful
firearms, whose difficulty to manufacture

- andferociousrecoil — limit their use

to the Imperium’s martialelite. Bolts are

small missiles: large bore, rapid firing,
armour-piercingshells. Each houses
a mass-reactive tip that triggers an

explosive once the bolt has penetrated
its target, inflicting crater-like wounds.

Reliable and robust, they are endowed

with a legendary status among the Space

Marines with whom theyare frequently
associated, and the Grey Knights are no
exception. The SonsofTitan commonly
bear specialised vambrace-mounted.
storm bolters with twin barrels. They
allow Grey Knightsto fire streams of
bolts at high volume via mind-impulse
units and simultaneously wield their
deadly Nemesis weapons with two hands.

Largerbolt weapons are commonly
mounted onto Razorback transports and
the indomitable Land Raider battle tanks. .

   

Elements ofbolt technology are also
employedin the ancientdesign of
psycannons. Extremely rare, the secrets

of their creation have beenlost by a
great numberof forge worlds.TheGrey
Knights are among the few with the _
strength ofmind and will toactivate the
silver-tipped andpsychicallycharged __
munitions that psycannons fire. =

  

     



 

 

 

SOUL WEAPONS
In an entire Chapter of warp-harnessing

warriors, psycannonsare not the only
empyrically imbued weapons. Most Grey

Knights carry a force weapon attuned to

their will. These Nemesis weaponsare
crafted by the Chapter’s Techmarines;

theyare varied in form and unique in
nature. From paired falchions and long-

hafted halberds to immense daemon
hammersand protective wardingstaves,

eachis an arcaneforging ofiron,silver,

crystalline matrices and psychic circuitry.

Theritual of dedication binds the weapon
to its bearer, and throughthis link he

channels his psychic might. The wielder’s
empyric strength makes ancient runes

of daemon-slaying upon the weapon

burn with a sanctified innerfire, adding

to the powerof the weapon's advanced
disruptorfield. After yearsofbattle, a

Grey Knight's force weaponretains part

of his psyche imprinted uponits killing
edge that will live on longafter he has
fallen, thereby makingit an honoured

ancestor weapon of the Chapter.

Amongtheir unusual wargear are some
whose technology the Chapter sources  

outside the Imperium or whose supply

is arranged by segregated cells of the

Ordo Malleus. The Grey Knights remain
threateningly taciturn on such matters,

though someInquisitors believe that
psilencers may originate down such
unorthodox avenues. Psilencers and their

kind do notpossess physical triggering

mechanisms. They are activated when

their wielder sends a bolt of psychic
force into the weapon's containment

chamber. The Grey Knight's empyric

poweris channelled by a series of
focusing crystals, and then unleashed as a

punishingblast of azure psychic lances.

FEAT OF IRON
With grim practicality, Grey Knights

acknowledge that the most monstrous

warp-spawn — the Greater Daemonsof

Chaos - often wield far more power than
a single battle-brother could hope to

overcome. Once a Grey Knight's armour
is locked into the command armature

of a Nemesis Dreadknight, however, he

is granted the strength and durability
to match any daemoniclord. Only a

very few Grey Knights have the mental

fortitude and psychic subtlety to control

29

 

the giant suit’s mechanical limbs and

devastating weaponry, while at the same
time maintaining the psychic barrier

of their Aegis. Those who do purge
the unholy with blasts of psychically

impregnated promethium from heavy
incinerators or other powerful cannons,

before smashing apart armoured foes
and ragged mobsoflesser spawn with

precision swings of their Nemesis

great weapons.

Should a Grey Knightfall and his wounds
prove too dire for the psychic chirurgery

of the Chapter’s Apothecaries to heal, he
mayyet serve at death’s threshold within

a Dreadnought. Deepinside the layers
of adamantine alloy is a sarcophagus

containing what remainsofthefallen

hero. Each is a warrior with centuries,

sometimes millennia,ofbattlefield
experience. They are kept alive by
biomantic technology that connects them

fully with the powerful robotic body they
now inhabit. These honouredancientsare

woken from stasis only in timesof dire

need. To fight oneis to vainly attemptto

defeat a great warrior of legend whose
mortal frailties no longer hinder them.
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A HIDDEN TAPESTRY
Upon the Grey Knights’ sacred standardsin the Hall of Champions, and within the locked pages of certain tomesthat the
Chapter holds, are described someof the most pivotal moments in the Imperium’s history. These will never be lauded by

thankful populaces and there are no statues to Grey Knights upon worlds they have saved — for there must be no witnesses.

The dangerof unrestricted knowledge
of the daemonic has been proven in

the blood of entire worlds in whichit

wasallowed to fester. Thus, not even

the Grey Knights’ greatest victories,

upon worlds that have been thoroughly

sanctified, can be known to Imperial

citizens. Men and women whosurvive

a daemonic incursion, even those who

have impressed the Grey Knights with

their stoic resolve in the face of mind-

wrenching madness, are ruthlessly

purged duringextensive post-battle
processing by the Ordo Malleus. The

existence of such survivorsis obviated
by the Inquisition so completely that no

record remainsof certain regiments or

ships’ crews even being assigned to the

system in question.It is likely that some

forces recorded asbeing lost in the warp

en route to their deploymentactually  

reachedtheir destination and fought

with courage,only for the survivors to be

rounded up, interrogated and executed.
The Grey Knights are sometimes party
to these purges as well, but the Ordo

Malleus has resources and experience to

conduct manybyitself.

Particularly valued individuals such

as warriors of other Space Marine

Chapters and,occasionally, high-ranking

commandersofthe Astra Militarum

or Navis Imperialis, are instead often
psychically relieved of all memory of

the battle. There have been occasions
of resistance to such necessary mental

excisions. At least one Chapter was

forced to undertake an extended penitent

crusadeto thegalactic rim rather than

risk being branded Excommunicate

Traitoris over their objections.

THE FIRST BATTLE FOR ARMAGEDDON

 

WARIN THE WARP
Within the ancient warp storm known

as Gheldrith’s Eye, the Grey Knights
uncovered a hidden ritual. Unfocused
visions from the Auguriumled fleet of

the 1st and 2nd Brotherhoodsto discover

an armada ofWord Bearers Traitor

Legion vessels inside the warp,positioned

in an octagonal formation. A coven

of Sorcerers and Dark Apostles were

enacting a murderousritual from within

their ships. Already, warp-routes skirting

Gheldrith’s Eye were being perverted; the
Geller fields of Imperial ships making

these passages were weakened enough for

lurking swarmsofwarp predators to tear

them open andfeast on their crews.

Thoughtheir own Geller fields were

similarly weakened, the combined Aegis

of the Grey Knights kept the circling

 

  
In the first half of the 41st Millennium, an unholy

apocalypse engulfed the strategically vital planet

of Armageddon.An armed rebellion began in

Armageddon’s manufactory-cities, as local warp storm

activity increased. Planetary militias responded to

brutally suppress these uprisings, but they were only

the precursorto a greaterthreat. Its approach hidden by

the warp storms, a space hulk, codenamedthe Devourer
of Stars, entered the system. Upon reachingthe orbit of

Armageddonitself, the huge hulk disgorged a horde of

daemons,cultists, warp-spawn, possessed mutants and

ancient Heretic Astartes of the World Eaters Legion, led

by their ferocious Daemon Primarch, Angron.

The blood-drenched horde swept through Armageddon

Prime, the western half of the planet's primary

continent. Imperial reinforcements, including a major

force of the Space Wolves Chapter, poured into the

system. Millions lost their lives to the legions of

daemonkind and warp-tainted berserkers in thefirst

few weeks. The powerof Angron andhis horde were

sustained bythe roiling warp storms, however, and ina
fickle lull in the tempests, the forces of Titan were able

to launch the hammerblowoftheir attack. The defence

of Armageddon Secundushad held long enoughfor the

arrival of Grey Knights from many brotherhoods. They

teleported into the presence of Angron himself, battling

the Daemon Primarch andthe Bloodthirsters that fought

with him. While other Imperial forces launched counter-

attacks at Angron’s horde, which had been weakened

through the Grey Knights’ overlapping Aegis, the Sons

of Titan fought against Angron,his strikes cleaving apart

entire squadsof Terminators thanksto his immortal

strength. Finally the Grey Knights were able to break

his blade and banish his essence back to the warp, but

the victory came at huge cost. A scant handful of Grey

Knights survived the attack. From that pyrrhic triumph,

however, strode warriors who would go on to forge even

greater deeds — Arvann Stern, Vorth Mordrak and Garran

Crowe among them.

The banishment of Angron wasfar from the end of

Imperial losses. Alongside the Ordo Malleus, months

were spent executing and mind-wiping billions more to

eradicate knowledgeof the invasion. Exacerbated by

the Space Wolves’ attempts to inhibit what they saw as

dishonourable practices, even entire worlds were put to

the sword simply to erase all mention of the battle.  
  



 

     

       

daemonsat bay. With their warp sight,

the Grey Knights sensed the geometries
of the ritual, otherwise invisible through

the churning warp that enveloped them.

They saw the psychic construction was

almost complete, but could also see the

nodesthat could be unpickedto force

the structure to unravel. Thestrike

cruiser Ceristorledits sister ships in
precision attacks that smashed through

the gun decks of the Word Bearers’
peripheral cruisers. Grey Knights made

coordinated teleport strikes against

bridge controls and enginariums. The
ancient teleportariums were boosted by

the psychic powers of the warriors so
that none were scattered, even through

the fluxing of the warp’s local currents.

The Chaosshipsstruggled to maintain

their crucial positioningfor theritual.

Their own gunnery inflicted minimal
damageasit was buffeted by the energies

of the halted ceremony. The Grey Knights
disengaged as the ritual came apart and

the warp’s tides rushedin, tearing apart

mostofthe Word Bearers’ vessels.

THE RED TALON
Antraxes was a mining world famed

throughout the Sudar Sub-sectorforits

rare bloodstone. When the Prognosticars

foretold a great evil would arise there,

a demi-brotherhoodled by Brother-
Captain Stern discovered the planet

already in the grip of a rebellion. The
Lord of Change, M’kachen,had spread

an uprising from the Red Taloncitadel,

and the daemon hadalsotainted
the bloodstone mines, binding warp
nightmares into the rock. With its export,

M’kachen’s influence spread through the

Sudar Sub-sector, sowing discord and
mayhem ascitizens wearing bloodstone

tokens succumbedto possession.

Stern orderedhalfofhis strike force
to attack and destroy Antraxes’ orbital
shipyards, while he led the rest in a
targeted strike at the Red Taloncitadel.

Teleporting into the midst of thousands
ofcultists enthralled to M’kachen,

Stern and his warriors fought towards
the daemon. Heinvokedthe Liturgies

of Banishment, duelling the Greater

Daemonin a battle of wills as his
brothers kept the surging cultists at bay

with sweepsof their Nemesis blades and
volleys of bolt-fire. Under Stern’s psychic  

onslaught, M’kachen’s spells could not
save it, and its mortal form burst apart

in bluefire. The Grey Knights teleported

clear as the flaming debris of the
destroyed shipyards struck.

THE LION’S GATE
INCURSION
The returned Primarch, Roboute
Guilliman, had not been upon Terra

long before the cataclysmic eruption

of the Cicatrix Maledictum. Uponthe

Throneworld, the descending Blackness
drove millions to insanity andrebellious

cults arose in many of Terra’s hivecities.
Warp storms surrounding the planetsplit

open andlegions of Khornate daemons

assaulted the Lion’s Gate. This bastion
at the heart of the Imperial Palace was  

flanked by battleship-sized gun batteries,

butalone they had no hope ofprevailing.

A demi-brotherhood of Grey Knights,
despatched in haste to Terra, fought
shoulder to shoulder with thousands of

the Adeptus Custodes and countless more
defenders. The Grey Knights’ specialist

knowledge, coordinatedstrikes and

empyric powershelped stem thetide of

eighty-eight cohorts of blood-drenched
daemons. With the deploymentofSisters
ofSilence, the Grey Knights fought on

with their superlative martial might even

without their powers, stoically enduring

the excruciating touch of the Null
Maidens’ psychic void. Whenthe Lion's

Gate wasatlast reinforced from other

portions ofthe palace, the daemons were

finally cast down and banished.



 
HERALDRY
OF TITAN

The Grey Knights’ millennia-long history is built upon a

webofancient traditions, vows ofbrotherhood and personal

oaths. These sacred customs and doctrinesare reflected in the

weaponstheyuse, the armourthey wearandthe heraldry they

proudly bear.

Each Grey Knight’s armouris an ancient relic drawn from the

Chapter’s armouries, and has often been worn by many warriors

before him. Sometimes their names or deeds will be etched upon

the plates of their armour, a preserved memoryoftheirglory.

Moreoften,theartificer-crafted engravings are excerpts from
the Liber Daemonica, the Canticle of Absolution, the Excrutiato

Diabolusor any of countless othertracts.

The Chapter icon of a book speared throughits spine by a

blade emblazonstheirleft pauldron and the armoured flanks

of their battle tanks, gunships and even their sleek warships.

Besides this, their unpainted armourbearsa far more esoteric

and individual appearancethan those of other Space Marine ‘

Chapters.In traditional accents of red, black and white, warriors

display their personal heraldries, often honoured with seals of
sacred wax bearing vows of purgationorsanctity. Scrolls sealed
in leather canisters, tomes of forbidden knowledgeorfetishes
madeofhonoured predecessors used in arcanerituals are carried
alongside the most advanced technology the Imperium cancreate.
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  Grey Knight Personal Heraldry

Battle-brothers display their unique heraldry upon their oath shields. The simple desig=

represent their deeds, thoughto outsiders the meanings of these mysterious symbols

are unknown.As a Grey Knight advancesin rankhe will add to his shield to reflect his

elevated standing. For many Grey Knights,this is the only recordoftheir actions.

  
 



Even the most dangerous and corrupted of daemon worlds hold nofear for the Knights of Titan. Tainted by the dark powers of the warp and

haunted by frenzied daemons, the world of Yerrenlhostreels before the sanctified fire unleashed by Garran Crowe andthe Purifiers ofhis order.
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Nemesis force sword and ie
sword and storm bolter psycannon Gas incinerator

storm bolter a
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Inthe shifting mazeofthe Nautiloid Palaceon Forgantis, eli
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Purifier with Nemesis

warding stave

Purifier with Nemesis

daemon hammer 
 

Purifier with Nemesis

falchions

  
Knight of the Flame with

Nemesis force sword

 

   
 

FILE: 010110//L - PURIFIER ORDER - STATUS UNKNOWN
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Esoteric Symbology

Eachicon,from colourto positioning, has its own arcano-

cryptic meaning within the Chapter. Skulls indicate the

quelling of daemonic foes, and swords denote deedsthat
turned thetide of war. A stylised Imperial Aquila represents

a great act of service to the Emperor, andis typically only

worn by Grand Masters, Brother Captains and elite Paladins.     

  

 

Paladin with Nemesis force sword Paladin with Nemesis falchions

andincinerator and storm bolter

  

   



 

 

 
Land Raider Crusader converted with

items from Forge World upgrade sets  
Temeera elec: caeis has rottedaits cutece reebyue“ofSeandooicoeAee
fast aerial purgation by the 2nd Brotherhood(s bolstered by thearrival oftheoeueWeoGeKaldorDraigo.

 



  

FILE: AM/D-014 - GREY KNIGHTS ARMOURINSIGNIA
 

               

  

  
Grey Knight Vehicle Heraldry

Many armouredvehicles of the Grey Knights Chapter

bear the personalheraldry of their commanding

pilot, the warrior granted the right to display his

armsuponits indomitable flanks.In the traditional

red, black and white of the Chapter, some bear

unifying colours and symbols that mark them as

being part of a larger squadron or they may honour

the deeds of those brothers carried within the safety

of their hull. The stylised letter| of the Inquisition

may marka vehicle as having fought alongside the

Emperor’s daemon-huntinginvestigators, and the

purity and belligerence of the vehicle’s machine

spirit can also be commemorated.   
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Grand Master in Nemesis Dreadknight with heavy incinerator, gatling psilencer and Nemesis :

greatsword. This model has been converted by the Warhammer40,000 Army Painters to _

strike a suitably heroic pose. _

      

    Castellan Crowe Grand Master Voldus    
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THE RULES
Welcometo the rules section of Codex: Grey Knights. On the following
pagesyouwill find all the rules content you needto bring fire and
destruction upon the foul denizensof the warp. Maybe youreinspired to

dive straight into some open play games; maybe you wantto forge your

owntales of glory and infamy with narrative play; perhaps you can’t wait
to pit yourself against your opponentsin nail-biting matchedplay contests;

whichever appeals to you — evenifit’s a bit ofall three — this section ofyour

Codex provides a modulartoolboxthat allows you to get the mostout of
yourcollection.

Of course, there’s no needtotakeit all in at once! Someofthe content on

the following pages, things like your army’s datasheets and the rulesforits
weapons, will be useful no matter what kind ofgame youre playing. Others

— such as your army’s Stratagems, Warlord Traits and Relics — will become

relevant once you start playing games with Battle-forged armies. Then

there's content suchas the Wisdomofthe Prognosticars, allowing your
mightiest championsto gain a measureofforesight about what they might

face to give them an advantage onthebattlefield, or the Mastersofthe
Warpability, allowing your warriors to manipulate the tides of warp energy

to enhancetheir potential. In each case, you can include these new elements
at your ownpace; whether you're a brand newhobbyist playing yourfirst

few gamesora veteran general ready to cause carnage, there's plenty here to
provide countless hoursof fresh and exciting gameplay.

Youwill find everything you needonthe following pagesto include these
in your games ofWarhammer 40,000, not to mention bespoke content

for your Grey Knights Crusade force. Included inthelatter is an exciting

system allowing your Grey Knights characters to track downand banish
their daemonic nemesis, that malevolent force that dogs them throughout
their lifetime as one of the Emperor's elite daemon hunters. This

content and therest that youwill find in this tome ensures that a

Grey Knights Crusade force has a playstyle quite unlike any

other, ensuring an array of uniquetactical challenges

in the battles to come.
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DETACHMENTABILITIES (PG 45)
Units in Grey Knights Detachments gain additionalabilities

to reflect how these elite daemon-hunters operate together

and wage war onthebattlefield, including The Aegis. You can
find out more about Detachmentabilities in the Battle-forged

Armies section of the Warhammer 40,000 Core Book.

BROTHERHOOD OF PSYKERS(PG 45-53)
Grey Knights Detachments in your army can be from one
of the brotherhoodsof the Chapter.If they are, units in that

Detachmentwill have access to uniquerules thatreflect the way

those brotherhoodsfight in the 41st Millennium.

WISDOM OF THE PROGNOSTICARS(PG 54-56)
Certain character models in your Grey Knights army can

consult the Prognosticars before battle and gain valuable
insights into the battle to come. This will grant them additional

abilities or upgradesto use duringthebattle.

STRATAGEMS(PG 58-61)
Grey Knights armies have access to uniquebattlefield strategies

and tactics that they can utilise to best their foes in any theatre

of war; these are represented by the Stratagemsin this section,

You can find out more about Stratagems and Commandpoints

in the Warhammer40,000 Core Book. Yeaues

: RELICS (PG 62-63)
Grey Knights heroes can be equipped with powerful artefacts

and venerated weaponscalled Relics of Titan; these Relics and

the rules they bestow are described in this section.

DOMINUS AND SANCTIC DISCIPLINES (PG 64-65)
Manyunits in Grey Knights armies are psykers. They can be

given psychic powersfrom either the Dominusor Sanctic

disciplines. This represents the different arcane lore andtalents

available to these units. You can find out more about psychic

powers in the Warhammer 40,000 Core Book.

LITANIES OF PURITY (PG 66)
Onthebattlefield, Chaplainsrecite rousing Litanies to inspire
their comradesto feats of heroism on thebattlefield. ‘Thelist of

hat each Brotherhood Chaplain in your army

oose fromcan be foundin this section.

WARLORDTRAITS (PG 67)
The Warlord of a Grey Knights army can have oneofthetraits

presented in this section. These help to better reflect their

individual combat and commandstyle onthebattlefield.

   

 

  

  

  
  

 

  

  
   

which you can spend Commandpoints onto use in your games.

 

MATCHED PLAY RULES

CHAPTER APPROVEDRULES(PG 68)
Ifyou are playinga battle that instructs you to select secondary
objectives, then youwill be able to choose from the additional

Grey Knights ones printed here. These representthe tactical and

strategic goals unique to Grey Knights armies. You can find out
more aboutselecting secondary objectives in many matched play

mission packs, including the Eternal War mission pack found in

the Warhammer 40,000 Core Book.

CRUSADE RULES

CRUSADE (PG 70-79)
Grey Knights have accessto a hostof additionalrules that

enhance your Crusade experience andfurther personalise

your Crusadeforce. These include bespoke Requisitions,
Agendas, Crusade Relics and Battle Tactics that help to reflect

the fighting style of these elite daemon-hunters. Amongst the
rules presentedin this section are rules for creating a daemonic

nemesis for your warriors — a nefarious foe to hunt down and

banish in your games.

 

DATASHEETS(PG 80-103)
This section is essential to all Grey Knightsplayers, regardless of

preferredplaystyle, containing as it does the datasheets for Grey

Knights units. Each datasheet describes, amongother things,

the profiles of its models, the wargear they can be equipped
with andthe abilities they have. You canfind out more about

datasheets in the Warhammer40,000 Core Book.

 

WEAPONPROFILES (PG 104-107)
This section provides wargear lists referenced in the wargear
options of certain Grey Knights datasheets, as well as profiles for
all ofthe weaponsthat Grey Knights units can be equipped with.
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POINTS VALUES (PG 108-109)
If you are playing a gamethat uses points values, you can use the
alphabetisedlists in this section to determine the points value of

each unit in your army. These values will be reviewed annually.

RULES REFERENCE :

GLOSSARY(PG 110)
In this section youwill find a glossary of rules terms used in this

Codex. This is intended to workalongside the glossary found

in the Warhammer40,000 Core Book, and aid in resolving any

complexrules interactions that may arise.

REFERENCE(PG 1114)
Here youwill find a bullet-pointed rules reference that
summarises some commonGrey Knights rules found in the

Codex,to help remind you how they workat a glance during

your games.

   
  



 
 

  This Combat Patrol-sized collection is the

perfect way to start a Grey Knights army,

-regardless ofwhether you wantto play an

open play game, forge an epic narrative
with a Crusade army, or assemble a force

to compete in a matched play mission.

Created from the contents of the Combat
Patrol: Grey Knights boxedset, this force

can be usedin a Battle-forged army, and
in itself comprises a Patrol Detachment,

as described in the Warhammer 40,000

Core Book.

Onthebattlefield, the Strike Squad and

Terminators form a powerfulcore of

troops. Each unit is not only a powerful
force in the Psychic phase,butis also

COMBAT PATROL
able to be armed with anarray of melee

and ranged weapons,allowingits

models to deala significant amount of

damagedespite their low numbers. The
Terminators can also usetheir Teleport

Strike ability to set up close to the enemy,

ready to devastate them with heavy
firepower and psychic powersbefore

chargingin to finish the survivorsoff in

the Fight phase.

Leading these units is a Grey Knights

Librarian. This Terminator-armoured
warrioris a potent psyker, able to

manifest multiple powers from the

Dominusdiscipline each turn, as well as
being incredibly resilient, and possessing

a potent melee weapon. This commander

can also beteleportedintobattle

alongside your Terminators, allowing

him to get to grips with the foe sooner.

Lastly, a Nemesis Dreadknight provides

serious punchtothe force. Able to be

armed with an array of heavy ranged

weapons, potent melee weapons,or a
mix of the two,this powerful unit can be

equippedto deal with enemy monsters
and vehicles with blows from a Nemesis

daemon greathammer, or burn away

hordes of enemy troops with a heavy

incinerator and gatling psilencer, all
the while punishing the enemywithits

psychic capabilities.

 



 

DETACHMENTABILITIES
A GREY KNIGHTS Detachmentis one that only includes models THE AEGIS

with the GREY KNIGHTS keyword (excluding models with the The armour worn by the Grey Knights is inscribed with

AGENTOF THE IMPERIUM or UNALIGNED keywords). hexagrammic wards. In conjunction with the purity ofspirit and

psychic might of the wearer, they can resist otherworldly attacks.

If your armyis Battle-forged:
e Each time a modelin this unit would lose a wound as a

e GREY KNIGHTS Detachments gain the Brotherhood result of a mortal wound,roll one Dé: on a 5+, that woundis

Commandability. notlost.

¢ GREY KNIGHTS units in GREY KNIGHTS Detachments gain The « Ifthis unit isa PsykKER, add 1 to Deny the Witch tests taken

Aegisability. for this unit.
¢ GREY KNIGHTS Troops units in GREY KNIGHTS Detachments gain

the Objective Secured ability (see the Warhammer 40,000
Core Book).

BROTHERHOOD COMMAND
The honourofleading the Grey Knights to war against the

manifold threats ofdaemonkindfalls to a brotherhood’

commanding Grand Master andits honourable Brother-Captain.

e You can include a maximum of one GRAND MASTER model

and one BROTHER-CAPTAIN model in each Detachment in

yourarmy.
e Each GRAND MASTER modelin your army must be from a

different brotherhood (pg 46-53).
e Each BROTHER-CaPTAIN modelin your army must be froma

different brotherhood.

If your armyis Battle-forged, <BROTHERHOOD> units in GREY STRATAGEMS
KNiGHTS Detachments gain access to the following Brotherhood Each brotherhoodhasan associated brotherhood Stratagem.

of Psykers rules, provided that every unit in that Detachment If your army includes a Brotherhood of Psykers Detachment
(excluding AGENT OF THE IMPERIUM, UNALIGNED and HONOURED (excluding Auxiliary Support, Super-heavy Auxiliary and

KNIGHTunits) is from the same brotherhood. Such a Detachment Fortification Network Detachments), then youwill gain access
is referred to as a BrotherhoodofPsykers Detachment. to the relevant brotherhoodStratagem.

PSYCHIC POWERS Example: A Battle-forged army includes a GREY KNIGHTS

Each brotherhood hasan associated brotherhood psychic power. Detachment in which every unit has the WARDMAKERS keyword.

All GREY KNIGHTS <BROTHERHOOD> PSYKERSin a Brotherhood of PSYKER units in that Detachmentgain the Projection ofPurity
Psykers Detachment knowtherelevant brotherhood psychic psychic power, a CHARACTERin that Detachmentthatis given a

powerin addition to any other psychic powers they know. Warlord Trait can instead be given the Loremastertrait, and you

have access to the Masters of the Word Stratagem, and can spend
WARLORDTRAITS CPs to useit.

Each brotherhoodhas anassociated brotherhood Warlord Trait.
If a GREY KNIGHTS <BROTHERHOOD> CHARACTER modelgains a

WarlordTrait, they can havethe relevant brotherhood Warlord
Trait instead of a Warlord Trait from page 67.
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Beneath armouredtread shall we crush
hem, from theskies wewill dominate them.
Homattertheir number, no matter where
theyfester,we will find them and we will —

annihilate them.”:

SWORDBEARERS
The Ist Brotherhood are experts in armoured

assaults, and in coordinating thestrikes ofseveral
elements to completely destroy prioritised targets.

The brotherhood’ epithetreflects both the blades of

its warriors and its squadrons of tanks and gunships

thatslash at the enemy’s heart, sheathedin sigil-
enscribed armourplating.

  MARKED FOR DEATH

Swordbearers - Battle Tactic Stratagem

The Swordbearers psychically upload the minutiae

of the target’s every move and position to their

brothers, sealing the foes’ doom.

Usethis Stratagem atthe start ofyour Shooting

phase. Select one enemyunit within 12" of and
visible to a SWORDBEARERSPSYKERunit from your

army. Until the end of the phase, each time a
friendly SWORDBEARERS unit makesa rangedattack

against that enemyunit, add 1 to that attack’s

hit roll.

PSYCHIC POWER: EMPYRIC LODESTONE
‘The psyker attaches a subtle warp signatureto the

unsuspecting target, one that the psychic crews of
the Swordbearers’ battle tanks and gunships honein

on with punishing bombardments.

Malediction: Empyric Lodestone has a warp

charge value of7. If manifested, select one enemy
unit within 18" of this PsYkeR. Until the start of

your next Psychic phase, each timea friendly
SWORDBEARERSVEHICLE unit makes a ranged attack

against that enemy unit, add 1to that attack’s
woundroll. A unit can only be selected for this

psychic power once per phase.

WARLORDTRAIT: RITES OF PROTECTION
This warlord has led countless armoured interdictions
against the spawn ofChaos, andis adept at leading

the crews ofhis powerfulassets in rites that reinforce
the sanctity oftheir Aegis.

If your WARLORDhasthis WarlordTrait, it can

attempt to perform the following psychic action:

Rites of Protection (Psychic Action - Warp

Charge 5): In your Psychic phase, this WARLORD

can attemptto perform this psychic action.If

completed,select one friendly SWORDBEARERS
VEHICLE model within 12" ofthis WARLORD. Until
the start of your next Psychic phase, that model

has a 4+ invulnerable save.



   
BLADES OF VICTORY
‘The swiftest destruction of abominations ensures

neither they nor any witnesses can escape, and
the 2nd Brotherhood have perfected tactics not

only ofhard andfast strikes, but also ofrapid

redeployment. Caught by both the speed and
strength oftheir strikes, from multiple attack
angles, their enemies have no chanceto avoid the

Emperor’ retribution.

Rise :

Blades of Victory — Strategic Ploy Srueeen

 

Psychicfire rimes the armour and bladesofthe

2nd Brotherhood’ warriors as they charge at the

foe, fanned by their battle fury. At the momentof

contact, the empyric charge is unleashedin a blast

ofazure light.

Usethis Stratagem in your Charge phase, when a
BLADEsoF Victory CORE INFANTRY unit from your

armyfinishes a charge move.Select one enemy

unit within Engagement Rangeofthat BLADES OF

Victory unit and roll one Dé for each modelin that
BLADESOF VICTORYunit that is within Engagement

Rangeofthat enemy unit. For each dice result that
equals or exceedsthat enemy unit’s Toughness
characteristic, it suffers 1 mortal wound.

PSYCHIC POWER:
INESCAPABLE PURSUIT
Infusing his warriors with the temporalfluidity of

the warp, the psyker grants their hunts the speed to
ensure none can escape.

Blessing: Inescapable Pursuit has a warp charge

value of6. If manifested, until the start of your

next Psychic phase, you can re-roll chargerolls

madefor this PSYKER’s unit.

WARLORDTRAIT:
VANGUARD AGGRESSION
Forcing his enemies to reactto his boldstrategies,

the warlord leads his battle-brothers in a swift
attack, making straightfor the enemyfrom an

advance deployment.

__After deployment, you canselect onefriendly

~ BLADES OF VicTORY CoREunit within 9"ofthis
Warlord. This WARLORD and the selected unit can

_ each make a NormalMoveofupto 6".

 
herearenowalls wee not breach, no

__ havens where thefoul spawnof the warp

~ Interceptor Gallius Tharon
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WARDMAKERS
Possessed ofa vast array ofpsychic knowledge, the
3rd Brotherhood are as adaptablein their ritual
disciplines as in their martial skills, Few have the

power to undotheir potent psychic projections;
even enemiesfighting underfell influencesfind
their mastersprotection torn aside, theirfrailties

uncoveredby thosefrom whom thereare no secrets.

MASTERS OF THE WORD 1cP

Wardmakers - Epic Deed Stratagem

Senior adepts of the Wardmakers can plumb deep
wells ofempyric knowledge and even pooltheir
talents across space andtime, ensuring nofoeis
beyond them.

Use this Stratagem in your Commandphase.
Select one WARDMAKERS CHARACTER unit from your

army. Select one psychic power from the Dominus
discipline (pg 64) that model does not know to

replace one ofthe psychic powersthatit does.

PSYCHIC POWER:
PROJECTION OF PURITY
‘The psyker projects his piercinggaze and

purifying wards, cutting maleficent servants off

from corruptive influence and revealing the true
weaknessesofhisfoes.

Malediction: Projection ofPurity has a warp

charge value of6. If manifested, select one enemy
unit within 12"of this Psyker. Until the start of
your next Psychic phase, that unit is not affected

by the auraabilities of models from its own army.

WARLORDTRAIT: LOREMASTER
The warlordis apsyker ofprodigiousstrength, a

masterofhis craft who has spenta lifetime learning

theforbiddenlore ofthe warp. Against such towering
psychicpower, thereis little defence.

Each time a Psychic test is taken for this WARLORD,

if the result of that test was an unmodified result of

8+ and it was greater than or equal to that power’s

warp chargevalue, your opponent cannot attempt

to deny that power.
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PRESCIENT BRETHREN
‘The battle-brothers ofthe 4th Brotherhood operate

one step ahead of their enemies, instinctively

channelling their martial and psychicskills toforge

uncanny victories time after time. The Prescient
Brethren have honed these skills over millennia,

crafting temporalstrategies that allow them tolie
in waitfor the enemy andavoid their clumsy traps
in turn.

FORESIGHT ay

Prescient Brethren - Battle Tactic Stratagem

Targeting their strikes a split second in advance of
the enemy, the 4th Brotherhoodpredict theirfoes

movement, landing their shots and blows with

preternatural accuracy.

Use this Stratagem in your Shooting phase, when

a PRESCIENT BRETHRENPSYKERunit from your army

is selected to shoot, or in the Fight phase, when a

PRESCIENT BRETHREN PSYKERunit from your army

fights. Until the end of the phase, each time a

modelin that unit makes an attack, re-roll a hit
roll of 1 and re-roll a woundrollof1.

PSYCHIC POWER:FATAL PRECOGNITION
The psykerfills his enemies’ minds with horrific
premonitionssetting up loops of mentaltrepidation.
Those whoforce themselves toforge onwards

suffer massive cranial haemorrhages, theirfear
ofthefuture warring with theirwillfor control of

their mind.

Malediction:Fatal Precognition has a warp charge

value of 5. If manifested, select one enemy unit
within 12"of this PsYKER. Until the start ofyour

next Psychic phase, each time that enemy unit
makes a Normal Move, Advances, Falls Back, or

makes a charge move,roll one D6: on a 4-5, that

enemyunit suffers D3 mortal wounds;on a6,

that enemyunit suffers 3 mortal wounds. A unit
can onlybeselected for this psychic power once

per phase.

WARLORDTRAIT: DIVINATION
‘This warlord canfollow the skeinsoffuture events,

using his psychic gifts to filter the myriadpossible
outcomes before him and usingthetacticalinsight he
gains to sow his enemies’ destruction.

If your WARLORD has this Warlord Trait, it can

attempt to perform the following psychic action:

Divination (Psychic Action - Warp Charge 6):

In your Psychic phase, this WARLORD can attempt

to perform this psychic action. If completed, you

gain 1CP.
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PRESERVERS
Oftenfighting alongside many of the Chapters most

ancient and revered warriors, the 5th Brotherhood
have perfected tactics around the imposing and
inspiringpresence ofDreadnoughts. ‘Ihe Preservers

not only safeguard the knowledge and technology
Dreadnoughts represent, they will also lay down

their lives to deny any threats to their honour.

CHARGE OF THE ANCIENTS Ge

Preservers — Requisition Stratagem

Some Dreadnoughtchassis ofthe 5th Brotherhood

have been maintainedfor millennia. Their ancient

but singularly advanced servos enable those interred

within to unleash theirfullfury.E
N
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Use this Stratagem beforethe battle, when

you muster your army. Select one PRESERVERS

DREADNOUGHT modelfrom your army.

e That model has a Move characteristic of 8".

e You can re-roll charge rolls madefor that model.
« Each time that modelfights,if it made a charge

movethis turn, then until thatfight is resolved,

add 1 to the Damage characteristic of melee
weaponsthat model is equipped with.

You can only use this Stratagem once, unless

youare playing an Onslaughtbattle (in which

case, you can use this Stratagem twice, on two
different PRESERVERS DREADNOUGHT models from

your army).

PSYCHIC POWER:AEGIS ETERNAL
The psyker weaves a coruscating aurora ofpsychic

powerinto his allies’ wardingsigils, causing them to

flare with protective power.

Blessing: Aegis Eternal has a warp charge value

of 6. If manifested, until the start of your next

Psychic phase, each time a modelin this PSYKER’s

unit would lose a wound,roll one D6: on a 6,

that woundis not lost. While this PSYKER’s unit is

within 3" of a friendly GREY KNIGHTS APOTHECARY,
if this PSYKER’s unit is INFANTRY, that woundis not

lost on a 5+ instead.

WARLORDTRAIT: RADIANT EXEMPLAR
This warlord is a warden ofancientsecrets and
a guardianofboth the Chapter’s past andfuture,

his humility and willingness to inflict any sanction
necessary in their defence an inspiration to all.

  

 
Add 3"to the range of this WARLORD’s auraabilities

(to a maximum of12").



  

      

  
  

    

  

   

  

    

  

        

   

RAPIERS
Masters ofachieving victories against overwhelming

forces with the precise application ofsanctified

power, the 6th Brotherhood quickly identify the

fulcrums upon which the enemy's power hinges.

Speed and the overpowering application ofstrength
at the right pointin time and space can topple the

mostfar-reaching ofdaemonic schemes.

 

Babessee
Rapiers — Battle Tactic Stratagem

The 6th Brotherhoods weapon masters teach that

every blow counts. With matchless efficiency,
_ economicalattacks can parry, slash andpierce in a

single strike.

Use this Stratagem in the Fight phase when a

RAPIERS unit from yourarmyis selectedto fight.

Until the end of the phase, each time a model in

that unit makes a melee attack, an unmodified hit

roll of 6 scores 1 additionalhit.

PSYCHIC POWER: SYMPHONIC STRIKE
‘The psyker empowershis allies with a psychic

sharpening of their senses, enabling them to attack
in a flurry ofcoordinated blowsthat orchestrate

theirfoes’ downfall withfaultless efficiency.

Blessing: Symphonic Strike has a warp charge

value of 6. If manifested, until the start of

your next Psychic phase, add 1 to the Attacks

characteristic of models in this PSYKER’s unit.

WARLORDTRAIT: INESCAPABLE WRATH
This warlord strikeslike a silver lanceoflightning.

Byfocusing his powers upon a pivotal moment, he

connects himselfvia a tether ofinevitability to his
enemies. Drawnby the tether, he bears down upon

them with incredible speed, ensuring none escape

his wrath.

This WARLORDis eligible to declare a charge with

even if they Advancedthis turn.
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EXACTORS
Specialists in mutually supportive tactics, the 7th
Brotherhood ensures no elementoftheirforce

is wasted orisolated. From coordinatedstrikes

alongside Imperial elements supplied by the Ordo

Malleus to the iron-hard bonds betweentheir battle-

brothers, the Exactorsface the daemonicthreat as
inspiring guardians ofHumanity.

 

SNelonerSRS

Exactors - Strategic Ploy Stratagem

The Exactors embody the role ofstern protectors,
plunginginto thefray to ensure no onefaces the
horrorsofthe galaxy alone.

Use this Stratagem in the Heroic Interventions

step ofyour opponent’s Charge phase. Select one

EXACTORSunit from your armythat is not within
Engagement Range of any enemyunits. Until the

endof the phase, that unit can perform a Heroic

Intervention as if it were a CHARACTER.

PSYCHIC POWER: FIRES OF COVENANT
Drawing uponhis pledges ofduty and the bonds
ofhis brotherhood, the psykerreleases afiery a

conflagration ofdeath. .

 

Witchfire: Fires of Covenant has a warp charge

value of 5. If manifested, select one enemy unit
within Engagement Rangeofthis PSYKER’s unit.
Roll one Dé for each modelin that enemyunit:

for each roll of 4+, that enemy unit suffers 1

mortal wound(ifthe psyker manifesting this

powerhas the Psychic Epitome Warlord Trait (pg

67), the enemy unit suffers 1 additional mortal

woundafterall these dice rolls have been made).

Each unit can only beselectedfor this psychic ©
power onceperturn. —

WARLORDTRAIT:
OATH OF WITNESS(AURA)
The warlord has witnessed the true cost ofthe

corruption ofChaos among the vast throng of

Humanity countless times. With a sacred vow of
unquenchable valour madebefore his warriors,

his determinedpresenceis an illuminating beacon
ofhope.

   

e Add1 to this WARLoRD’s Leadership characteristic. _
e While a friendly ExacTors CORE unit is within 6"

of this WARLORD, Moraletests taken for that unit
are automatically passed.

  

    



 

  SILVER BLADES
‘The 8th Brotherhood are exemplars ofstudied

excellence and versatile tactics. Theirresilient and

adaptable strategies ensure they can respond swiftly
to the frenetic andillogical machinationsoftheir
daemonic adversaries, Their extensive training,

beyondthatofother brotherhoods, allows them to

undertake rapid changes in doctrine.

CaScaol,

Silver Blades - Strategic Ploy Stratagem

 

Countless prideful enemies have been cut down

by the Silver Blades’ blisteringfirepower, having
instantly turned an apparent withdrawalinto
retributive furore.

Usethis Stratagem in your Movement phase, when

a SILVER BLADES CoRE unit from your armyFalls
Back.Thatunitisstill eligible to shoot this turn
even thoughit Fell Back.

PSYCHIC POWER:
_TEMPORAL ACCURACY
‘Thepsyker reachesfor the time-warpingpower of

the immaterium, granting his battle-brothers the

speed andforesightto target enemies even in the
chaos and confusion ofmelee.

Blessing: Temporal Accuracy has a warp charge

value of 5. If manifested,until the start of your

next Psychic phase,all storm bolters, master-

crafted storm bolters, and Relics that replace either

of these weapons, that models in this PSYKER’s unit
are equipped with are treated as being Pistol 4

weapons with a range characteristic of 12".

WARLORDTRAIT: MARTIAL PERFECTION
Having undertaken therigoroustrials ofinitiation

many times, this warlord is a master ofmanyforms
ofcombat andhis lethalskill in close quarters has
lined the Hall ofChampions with countless trophies.

« At the start of the Fight phase, if this WARLORDis

within Engagement Range of any enemyunits,

it can fightfirst that phase.

e Each time this WARLORD makes a meleeattack,

you can re-roll thehitroll.
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WISDOM OF THE PROGNOSTICARS
If your army is Battle-forged and includes any GREY KNIGHTS

Detachments (excluding Auxiliary Support, Super-heavy

Auxiliary and Fortification Network Detachments), then when

you are mustering your army, you can upgrade any ofthe GREY

KNIGHTS CHARACTER models in your army by giving them either

a Vision of the Augurium or a Gift of the Prescient, chosen

from those presented here. Each time you doso, that CHARACTER

model’s Power Rating is increased by the amount shownin the
relevant table below. If you are playing a matched play game,

or a gamethatusesa points limit, then the points value ofthat

modelis also increased by the amount shown on the same

table. Make a note on yourarmyroster each time you give a
CHARACTER model oneofthese upgrades.

Namedcharacters cannotbe given anyof these upgrades. Each

CHARACTER model cannot have more than oneofthese upgrades,

and an army(or a Crusade force) cannot include the same

upgrade morethan once. Visions of the Augurium and Gifts

of the Prescient are not consideredto be Relics for any rules
purposes — this means a CHARACTER modelcan be equipped with

both a Relic and one of these upgrades.

A Crusade force cannotstart with any CHARACTERS having a

Vision of the Augurium or a Gift of the Prescient - to do so you
must use the Consult the Prognosticars Requisition (pg 72).

  
 

USCSeleraeeeUl
VSION POWERPOINTS

Augury of Aggression +1 +20

Heroism’s Favour +1 15

A Noble Death +1 +20

Omenof Incursion +2 +30

Presaged Paralysis +1 +15

Foretelling of Locus +2 +30
 

 

 
True NameShard +4 +10

Temporal Bombs +1 +15

Servant of the Throne +1 +20

Deluminator of Majesty +1 +15

Gem of Inoktu +1 +15

Severance Bolt +2 +30
 

 

 



VISIONS OF THE AUGURIUM
Withinthesilver pinnacle ofthe Augurium, the Prognosticars haveforeseen key events of the battle
ahead. One whoseeks their wisdom may be granted valuabletacticalforesight. When the presaged
moment comes, they will already be one step aheadoftheir opponents.

AUGURY OF AGGRESSION
The vision speaks ofonrushing assailantsfilled

with murderous malice. The warning’s recipient

has already prepared his response and the enemy
appearsexactly as predicted, right in the Grey
Knights’ gun sights.

Onceperbattle, when a friendly GREY KNIGHTS

Core or GREY KNIGHTS CHARACTER unit within 12"

of this modelis selected to fire Overwatch,this

model can experiencethis vision.If it does, then
until the endof the phase, each time a model
in that unit makes an Overwatchattack, a hit is
scored on an unmodifiedroll of 4+.

HEROISM’S FAVOUR
The enemys brazen manoeuvre, as revealed by
the vision, is an opportunityfor the recipient's

brethren to launch a valorous counter-punch.

Onceperbattle, at the end of your opponent's
Charge phase, you canselect one friendly GREY

KNIGHTS CoRE unit within 12” of this model. That
unit can perform a Heroic Intervention asifit

were a CHARACTER.

A NOBLE DEATH
The vision'’s recipient is warnedoftheirfated

demise, but such is his determination to meet
it with strength thathis brothers are inspired to

matchhis nobility. With suchfortitude, maybe

the path of thefuture can be changed and death,
at that point, shunned.

Onceperbattle, in your Commandphase,this
model can experiencethis vision.If it does,

until the start of your next Commandphase,

it gains the following ability: “A Noble Death

(Aura): While a friendly GREY KNIGHTS CORE or
GREY KNIGHTS CHARACTERunit is within 6"of this

model,it gains the Objective Secured ability (see
the Warhammer40,000 Core Book) and can Set

to Defend. If a modelin that unit already has the

Objective Securedability, that model counts as
one additional model when determining control

of an objective marker?

OMENOF INCURSION
The vision foretells ofa sudden andviolentstrike

by previously unseenfoes. Thusforewarned,
the recipientlays his plans and a greeting of

devastatingfirepower awaits the attackers.

Onceperbattle, at the endof the

Reinforcements step of your opponent’s

Movementphase, this model can experience
this vision.If it does, select one GREY KNIGHTS
CorE or GREY KNIGHTS CHARACTER unit from your

army that is not within Engagement Range of
any enemyunits. That unit can shootasif it

were your Shooting phase, but its models can

only targeta single eligible enemy unit that was
set up as Reinforcementsthis turn andthatis

within 12" of their unit when doingso.

PRESAGED PARALYSIS
In this momentare the enemy blighted by

inaction and tormentedby indecision, so showed
the vision. They are ripefor an ambush long
preparedfor thisfated instant.

Onceperbattle, at the start ofyour Charge
phase,if this modelis on thebattlefield, you

can select one enemyunit onthe battlefield.
Until the end ofthe phase, that unit cannotfire
Overwatch or Set to Defend.

FORETELLING OF LOCUS
‘Thevision signified the hidden ways of the

battlefield and the enemysploys, granting the

recipient a prophetic situational awareness which
aids his brothersin their strategic disposition.

After both players have deployed their armies,

select up to three GREY KNIGHTS CORE units from

your army and redeploy them.If the mission
uses the Strategic Reservesrules, any of those

units can be placedinto Strategic Reserves
without having to spend any additional CPs,
regardless ofhow manyunits are already in

Strategic Reserves. If both players have abilities
that redeployunits, roll off; the winner chooses

whoredeploystheir unitsfirst.
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: Deluminator of Majesty bolt.

GIFTS OF THE PRESCIENT

 

The Prognosticars of the Grey Knights may granttheir wisdom via the bequestofan artefact. Their
auguries sometimes reveal a momentofpivotal import. Ihen, and only then, will their giftfulfil its

purpose, for eachis a specialised article crafted to be employed at a certain junctureforeseenfrom the
Citadelof Titan.

TRUE NAME SHARD
At the momentthe warp-spawn overreaches, the
fragmentofits True Nameon this shade-film

scroll is read aloud and driven bythe bearer’

psychic will into its daemonicflesh. Thescroll will
crumble, butits power staggers even one of the

Conclave Diabolus.

Onceperbattle, at the start of the Fight phase,

you can select one enemy DAEMON unit within

6’ of the bearer. That unitis noteligible to fight
this phase untilafterall eligible units from your

army have doneso.

TEMPORAL BOMBS
Havensofthe unclean andsites ofpurity are
sanctified with these soul-reactive devices. Seeded

in a hallowed moment within thefloes of the

churning warp, they transition into realspace

without causing a breach, using the powerofthat
shift to detonate.

Beforethe battle, select one Area Terrain feature

that is not within your opponent's deployment

zone and noteit downsecretly on your army

roster. Thefirst time an enemy unit starts or ends
a move onorwithin that terrain feature, reveal

your choiceandroll one D6: on a 2+,that enemy
unit suffers D3 mortal wounds.

SERVANT OF THE THRONE
Boundinto the warriors vambraceis the psychic
death throe ofone sacrificed to the workings of

the Golden Throne. Held in empyric suspension,
their radianceshines out in the prophesied

instant, turning aside blows with an aura of

unsullied duty.

- Onceperbattle, when thebeareris selected as

the target of an attack, it can usethis gift.If it

does, then until the end of the turn, the bearer

has a 3+ invulnerable save.

DELUMINATOR OF MAJESTY
‘The dark radianceofthe daemonisforeseen,its

influencespillingfrom its flesh in waves. Inscribed

with six hundred and sixty-six truths aboutits

paltry non-existence, when this bolt explodes

the daemons abominable veneerofgrandeuris
shredded, revealingitfor the twisted pretenderit —_

truly is. -

: When you give a modelthis gift, select one

bolt weapon (pg 104) that model is equipped

with. Once perbattle, when the bearer shoots —

with that weapon, you can chooseforit to aea

If you do, you can only make oneattack with
that weapon,butif it scoresa hit against

a DAEMONunit, until the start ofyour next

Shooting phase,that unit loses any aura abilities

it has, in addition to any normal damage.

GEM OF INOKTU
Oneofthefabled gems thatfall as rain deep in

the immateriallayers ofthe gas giant Inoktu, this

smalljewelflares brightly at the appointed hour.

Used as a prism offocus, the bearer can channel

incredible power through it beforeits time is
spent and it becomesas inert and opaqueas a

lifeless eye.

Onceper battle, when thebeareris selected to
manifest psychic powers, you can usethis gift.

Tfyou do, then until the end of the phase, each _

time the bearer attempts to manifest a psychic

power from the Dominusdiscipline (pg 64), add
2 to that attempt’s Psychictest.

SEVERANCE BOLT
An enemy ofthe Chapterispinpointed to this

battle, afoe the Prognosticars have hunted

through countless visions. This Severance Bolt
= as unique as all others — was prepared long
ago, awaiting this moment. Steeped in psychic __

power, the enemy’s past andfuture misdeeds

chanted overit, this silver-tipped boltwill hone _

in on its prey’s warp signatureto the exclusion of

all others.

Whenyougive a modelthisgift, select one bolt
weapon (pg 104) that model is equipped with.
Before thebattle, select one enemy CHARACTER

unit. Once perbattle,when the bearersho
withthatweapon, youcanchoose forit te
SeveranceBolt. _

If you do, you canonly oneatta
that weapon, but whenselecting
can ignore the LookOut
youselect that CHARACTER|

When makingan attack with
against that CHARACTERunit,Af suce sfull
hits the target:

e thetarget suffers D3 mortal wounds and
attack SegueoS

 

eaeselectonepsychicpowerthat it

knows. ThatPSYKER cannotusethat psychi

power fortherestofthe battle=

 
 

 
  
   
     

 

  

   

  
  

 

   
  
  
   

  

   

  
  

  

  

 

  
  

 

  

  

   

   

  



 



 

   

 

   

STRATAGEMS
If your armyincludes any GREY KNIGHTS Detachments (excluding

Auxiliary Support, Super-heavy Auxiliary and Fortification

Network Detachments), you have access to these Stratagems,

and can spend CPsto use them.
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Grey Knights - Battle Tactic Stratagem

Evenin the midstofferocious combat, a Grey Knight can unfetter

thefull potentialoftheirfinely crafted psychictalents.

Usethis Stratagem in your Psychic phase, when a GREY KNIGHTS

PSYKER unit from your armyis selected to manifest psychic

powers. Until the endof the phase, each time a Psychictestis
taken for that unit, roll one additional D6 and discard one of

the dice.

Grey Knights — Battle Tactic Stratagem

  

Psi weaponry can be used to channela battle-brother’fury. The
wrath of Titan is a cold and calm detestation thatfew can weather.

Usethis Stratagem in your Shooting phase, when a GREY

KNIGHTS PSYKER unit from your armyis selected to shoot. Until

the end ofthe phase, each time a modelin that unit makes

a ranged attack with a psi weapon (pg 104), add 1 to the
Strength characteristic of that attack and improve the Armour

Penetration characteristic of that attack by 1.

    
Grey Knights - Battle Tactic Stratagem

Terminator-armoured warriors are the steel heart ofthe Grey

Knights’ strikes. They exemplify the Chapter’s qualities as truly

potent combatants.

Use this Stratagem in your Fight phase, when a GREY KNIGHTS

TERMINATOR unit from your armyis selectedto fight. Until the

end ofthe phase, each time a modelin that unit makes a melee

attack, add 1 to that attack’ hitroll.

  Gea
Grey Knights - Battle Tactic Stratagem

Utilising their warp-attuned senses during the timeless instant of

teleportation, Grey Knights know exactly where the enemy are

before they arrive. They emergefrom the blindingflare ofwarp

__ energies alreadyfiring.

_Use this Stratagem in your Shooting phase, when a GREY KNIGHTS
PSYKER unit from your armyshoots. Until the end of the phase, :

each time a modelin that unit makes a rangedattack,if that unit

wasset up onthebattlefield using the Teleport Strike ability this

turn, add to that attack’s hitroll.

aaaWaal she

Grey Knights - Battle Tactic Stratagem

Battle-brothers of the Grey Knights are masters ofthe arcane,

capable of extending their powers through ritualistic projection.

Use this Stratagemin your Psychic phase, when a GREY KNIGHTS

PSYKER unit from your armyis selected to manifest psychic

powers. Until the end of the phase, each time a psychic poweris
manifested by that unit, increase the range of that psychic power

by 6".

  aSceXlSe
Grey Knights - Battle Tactic Stratagem

The sheer volumeofevisceratingfirepower unleashed by Purgation

Squadsatclose rangeforms an extremekill zone in which thereis

little chance ofsurvival.

Use this Stratagem in your Shooting phase, when a PURGATION

SQUADunit from your armyis selected to shoot. Until the end

of the phase, each time a ranged attack made by a modelin

that unit targets an enemy unit within half range, add 1 to that

attack’s woundroll.

FINAL JUSTICE aug

Grey Knights - Epic Deed Stratagem

Even imminentdeath will not prevent a Grey Knightfrom
enacting his final justice upon the enemies of the Emperor.

Use this Stratagem in the Fight phase, when a GREY KNIGHTS

CHARACTER model(excluding CASTELLAN CROWE) from your

armythat has not already been selected to fight this phaseis
destroyed. Do not remove that model from play - it can fight

after the attacking model's unit hasfinished makingattacks.

After resolving the destroyed model's attacks,it is then removed.

SHADOW OF UNDYING LEGENDS Woe

Grey Knights - Epic Deed Stratagem

Grey Knights Dreadnoughts are a link to the Chapters glorious

past. They areliving legends, whose mere presence inspires those

battle-brothers whofight in their shadow to great deeds.

Use this Stratagem in your Commandphase. Select one GREY
KNIGHTS DREADNOUGHT modelfrom your army. Untilthestart of

your next Commandphase,that modelgainseither the Rites of

Battle ability or the Tactical Precision ability, as shown below:

« Rites of Battle (Aura): While a friendly GREY KNIGHTS CORE
unit is within 6" of this model, each time a modelin that unit

makesan attack, re-roll a hit roll of 1.
Tactical Precision (Aura): While a friendly GREY KNIGHTS

CorEunit is within 6" of this model, each time a modelin that

unit makes an attack, re-roll a woundroll of 1.
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PURITY OF THE MACHINESPIRIT 2CP

Grey Knights - Epic Deed Stratagem

The most ancient andpure of the Grey Knights’ machinespirits

are knownto continuethefight with an inviolable sense ofduty.

Usethis Stratagem in your Commandphase.Select one GREY

KNIGHTS MACHINE SPIRIT model from your army. Until the start

of your next Commandphase, that modelis considered to have
its full wounds remainingfor the purposes of determining what

characteristics onits profile to use.

teaagtea 8)eNO alee

Grey Knights - Epic Deed Stratagem

The Chaplain drives theforce ofhis oratory with psychicfervour,

ensuring his fiery inspirationisfelt within his brothers’ very souls.

Usethis Stratagemat the start of any ofyour phases. Select one

BROTHERHOOD CHAPLAIN unit from your armythat has notrecited

a litany since the start of your last Commandphase. That model

can recite onelitany that has not already beenrecited by a

friendly modelsince the start of your last Command phase. That

litany is automatically inspiring (do notroll) and takeseffect

until the start ofyour next Commandphase.

CHIRURGIC RESURRECTION aay

Grey Knights - Epic Deed Stratagem

With sanctified narthecium, blessed unguents and empyricritual,

Apothecaries swiftly return wounded brothers to the endless war.

Use this Stratagem at the end of your Movementphase.Select
one GREY KNIGHTS APOTHECARYunit from your army and then

select one friendly GREY KNIGHTS INFANTRY unit that is notat its

Starting Strength and is within 3"of that APOTHECARY. Oneofthe

selected unit’s destroyed models is returned to its unit with its

full wounds remaining.

PSYCHIC LOCUS eee

Grey Knights - Epic Deed Stratagem

Brother-Captains maintain constantpsychic contact with their

warriors, focusing and strengthening their powers.

Use this Stratagem at the start of your Psychic phase. Select one
BROTHER-CAPTAIN model from your army. Until the endof the
phase, that modelgains the following ability: “Psychic Locus

(Aura): While a friendly <BROTHERHOOD> PSYKERunitis within

6"of this model, add 1 to Psychic tests taken for that unit’

NSMOU 1CP

Grey Knights - Epic Deed Stratagem

It is in the darkest times that the disciplinedfury of the Grey
Knights burnsits brightest.

Usethis Stratagem at the start of any phase. Select one GREY
KNIGHTS CHARACTER unit from your army. Until the end of

the turn, add 3" to the rangeof that unit’s aura abilities (to a
maximum of 12’).

 

THUNDEROUSSTRIDE Ce

Grey Knights - Epic Deed Stratagem

Capableofthe subtlety andfinesse ofa blade, Dreadknightsuits

can also be wielded with theforce ofa descending hammerblow.

Usethis Stratagem in your Charge phase, when a DREADKNIGHT
model from your armyfinishes a charge move. Select one enemy

unit within Engagement Rangeof that model, androll one D6:
on a 2-5, that enemy unit suffers D3 mortal wounds; on a 6,that

enemy unit suffers 3 mortal wounds.

ARMOURYOF TITAN Ge

Grey Knights - Requisition Stratagem

The Chapter’s most sacred artefacts lie in hallowed vaults deep

within the Citadel of Titan, guarded by unsleeping sentinels.

Use this Stratagem before the battle, when you are mustering

your army, if your WARLORDhas the GREY KNIGHTS keyword.
Select one GREY KNIGHTS CHARACTER model from your army and

give them one Relic of Titan (this must be a Relic they could

have). Each Relic in your army must be unique, and you cannot
use this Stratagem to give a model two Relics. You can only

use this Stratagem once, unless you are playing a Strike Force

battle (in whichcase, you can use this Stratagem twice) or an

Onslaughtbattle (in which case, you can use this Stratagem
three times).

EXEMPLAR OF THE SILVERED HOST

Grey Knights - Requisition Stratagem

ne

To be ordained as a Grey Knightis to succeed wheremillions are
deemed unworthy, and some of their champions standhigherstill.

Usethis Stratagem after nominating a GREY KNIGHTS CHARACTER

modelthat is not a named character to be your WARLORD.

Generate one additional Warlord Trait for them; this must

be from the Grey Knights Warlord Traits table (pg 67). Each

Warlord Trait in your army must be unique (if randomly

generated, re-roll duplicate results). You can only use this

Stratagem once.

SHIELD OF HUMANITY

Grey Knights — Requisition Stratagem

ey

Between Humanity andthethreatforeseen by the Emperor stand
heroes whose namesare lauded only in the Hall of Champions.

Use this Stratagem beforethe battle, when you are mustering

your army, if your WARLORDhas the GREY KNIGHTS keyword.
Select one GREY KNIGHTS CHARACTER from your army and

determine one Warlord Trait for that model (this must be a

Warlord Trait they could have); that model is only regarded

as your WARLORDfor the purposes ofthat Warlord Trait. Each

Warlord Trait in your army must be unique(if randomly
generated, re-roll duplicate results), and you cannotuse this

Stratagem to give a model two Warlord Traits. You can only

use this Stratagem once, unless you are playing a Strike Force
battle (in which case, you can use this Stratagem twice) or an

Onslaughtbattle (in whichcase, you can use this Stratagem
three times).
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ENDOWMENTIN EXTREMIS

Grey Knights - Requisition Stratagem

UC

Atthe Prognosticars’ urging, Titan’s reliquaries are opened and

- proven veteransare entrusted with artefacts ofancient power.

Usethis Stratagem before thebattle. Select one GREY KNIGHTS
model from your armythat has one of the followingin their

profile: ‘Justicar’; ‘Paragon’; ‘Knightof the Flame. That model

can have oneofthe following Relics of Titan, even though they
are not a CHARACTER: Domina Liber Daemonica; Sanctic Shard;

Augurium Scrolls; Stave of Supremacy (pg 62-63). All of the

Relics your army includes mustbedifferent and be given to
different models.

  

Grey Knights - Strategic Ploy Stratagem

In the midstofbattle, Grey Knights can shut out pain, distraction
and emotion to bring their psychic might to bear again and again.

Usethis Stratagem in your Psychic phase. Select one GREY

KNIGHTS PSYKER unit from your army. Until the end of the phase,
that unit can attempt to manifest one more psychic power
than normal.

  

Tae
Grey Knights - Strategic Ploy Stratagem

Personalteleporters grant exceptional manoeuvrability to those

with the specialist skills to endure repeated and rapid submersions
in the warp.

Use this Stratagem in your Movement phase, when a GREY

KNIGHTS TELEPORTER unit from your armyFalls Back. Until the
endof the turn,that unit isstill eligible to shoot andcharge,
even thoughit Fell Back.

 

HALOED IN SOULFIRE ice
Grey Knights - Strategic Ploy Stratagem

 

The blazingglare ofancient technology andthe shroudingcoils of

the immaterium often linger, obscuring the Grey Knights presence.

Use this Stratagem in your Movementphase, when a GREY
KNiGHTS CorEunit from your armyis set up onthe battlefield

using the Teleport Strike ability. Until the start of your next
turn, each time an attack is madeagainst that unit, subtract 1
from that attack’shit roll.

UNTAINTEDNUL)

Grey Knights - Strategic Ploy Stratagem

 

Utterly incorruptible, the warriors ofthe OrderofPurifiers stand
strong, even in theface ofthe darkestevils.

Use this Stratagem in any phase, when a PURIFIER SQUAD unit

from your armyis selected as the target of an attack. Until the

endofthe phase, each timean attackis allocated to a model

in that unit, subtract 1 from the Damagecharacteristic of that
attack (to a minimum of1).

    

Sawese0
Grey Knights - Strategic Ploy Stratagem

 

Whenneeds must, the Grey Knights can call down the awesome

firepoweroftheir orbitalstrike cruisers. A blinding column of

energy lances downfrom the heavens, burningflesh to ash and
reducing metalto heaps of molten slag.

Use this Stratagem in your Commandphase, if a GREY KNIGHTS

WarLordfrom yourarmyis on thebattlefield. Select one point

on the battlefield and place a markeron that point. At the start

of your next Commandphase,roll one D6for each unit within

6" of the centre of that marker, adding1 if the unit beingrolled
for is within 3" of the centre of the marker and subtracting1

if the unit being rolled for is a CHARACTER. On a 2-5,that unit

suffers D3 mortal wounds, and on a 6+,that unit suffers D6

mortal wounds. The marker is then removed. Youcan only use
this Stratagem once.

  

Grey Knights - Strategic Ploy Stratagem

  

Adeptin the precision removalofmemories, the mind-wiping of

informants andfar more brutal meansofinformation control, the

Grey Knights maintain Humanity’s ignoranceofthe Chapter.

You can only use this Stratagem if your army only contains GREY

KNiGHTs Detachments.Usethis Stratagem if you are playinga

mission that requires you to select either secondary objectives

or Agendas,after both players haverevealed their selections.
You canselect one of your secondary objectives or Agendas,

andreplaceit with a different one (makea note on your army

roster as to your new selection and inform your opponent).
All the normalrules for selecting secondary objectives and

Agendasapply. If both players have a rule that allows them to

select new secondary objectives or Agendas, both players make

their newselections before revealing them simultaneously to
their opponent.

 

EXER)Gs]See
Grey Knights - Strategic Ploy Stratagem

The nobleelite of the Chapter, the Paladins are drawnfrom across
the brotherhoods, bringing together a wealth ofskill and powers.

Use this Stratagem in your Commandphase.Select one PALADIN

unit from your army. Select one psychic power from the Sanctic

discipline that unit does not knowtoreplace one of the psychic
powersthatit does.

  

Grey Knights - Strategic Ploy Stratagem

 

With their superlative martialskills honed to perfection, Grey
Knights can turn the enemy’ blows against them.

, Usethis Stratagem in the Fight phase, when a GREY KNIGHTS unit

that is Set to Defendis selectedas the target of an attack made
by an enemy model. Until the end of the phase, each time an

unmodified save roll of 6 is made for a modelin that unit, after

the attacking model's unit hasfinished makingits attacks, the

attacking model's unit suffers 1 mortal wound.

 



  

SSSaes

Grey Knights - Strategic Ploy Stratagem

 

With a coldly determined advance, the Grey Knights unleash a

steady stream ofdevastatingfire with unerring accuracy.

Use this Stratagem in your Movementphase, when a GREY
KNIGHTS INFANTRY unit from your army makes a Normal Move.

Until the end ofthe turn,that unit is considered to have
RemainedStationary.

   
Grey Knights - Wargear Stratagem

Upon induction into the Chapter, every Grey Knightis trained to
steel himselfagainst psychic assaults.

Use this Stratagem in your opponent's Psychic phase, before
a Deny the Witchtestis taken for a GREY KNIGHTS PSYKER unit

from your army. When takingthattest, roll one additional D6
anddiscard the lowestresult.

  

Grey Knights - Wargear Stratagem

 

Like a cleansingfire, Grey Knights equipped with personal
teleporters can sweep across the entire battlefield.

Use this Stratagem in your Movementphase, when a GREY

KNIGHTS TELEPORTER unit from your armyis selected to make a
Normal Move. Instead of making a Normal Move with that unit,
removeit from the battlefield and thenset it back up on the

battlefield, anywhere that is more than 9" away from any enemy
models. A unit can only beselected for this Stratagem once
perbattle.

 

MISTSOFDEIMOS
Grey Knights - Wargear Stratagem

From hull-mounted launchers, Grey Knights’ vehicles fire smoke
grenades whoseeffects are boosted by the obscuringpowers of

theirpsychic crews and sometimescalled the Mists ofDeimos.

Use this Stratagem in your opponent's Shooting phase, when a

GREY KNIGHTS SMOKESCREENunit from your armyisselected as the

target of an attack. Until the end ofthe phase,each timean attack

is made againstthat unit, subtract 1 from that attack’s hit roll.

    Rea
Grey Knights - Wargear Stratagem

Grey Knights battle-plate incorporateslitanies ofpurity, strands of

sanctified silver and other sacred wards.

Use this Stratagem in any phase, when a GREY KNIGHTS CORE
INFANTRY unit from your armyis selected as the target of an
attack. Until the end of the phase, each timean attack is made

against that unit, an unmodified woundroll of 1-3 forthat
attack fails, irrespective of any abilities that the weaponorthe

model making the attack may have.If that unit contains 5 or
fewer models, this Stratagem costs 2CP; otherwise,it costs 3CP.
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Grey Knights - Wargear Stratagem

By entreating the machinespirit ofhis weapon with psychic

incantations, a battle-brother can infuse the already deadly
payload with explosive mental energy.

Use this Stratagem in your Shooting phase, when a GREY KNIGHTS

unit from your armyis selected to shoot. Until the endofthe
phase, each time a modelin that unit makes a ranged attack
with a bolt weapon (pg104):

¢ An unmodified hit roll of 6 automatically woundsthetarget.

¢ Improve the ArmourPenetration characteristic of that attack
by 1.

If this unit has 6 or more models, this Stratagem costs 2CP;
otherwise, it costs 1CP.
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Grey Knights - Wargear Stratagem

Nemesis warding staves contain multiple refractorfield generators

in their hafts. When primed with the wielder’s psychic energy, they

project a zoneofforce that repulses his enemies’ attacks.

 

Use this Stratagem in any phase, when a GREY KNIGHTS unit from |
your armyis selected as the target of a ranged attack. Until the

endofthe phase, while that unit contains a model equipped
with a Nemesis warding stave, models in that unit have a

5+ invulnerable save (TERMINATOR models instead have a 4+

invulnerablesave). If that unit contains 5 or fewer models,this
Stratagem costs 1CP; otherwise,it costs 2CP.

   
Grey Knights - Wargear Stratagem

Dabblers in unclean magics and xenossorcerers suffer harrowing
pain and confusion in the psi-shock caused by the particles
released by these grenades.

Usethis Stratagem in your Shooting phase, when a GREY KNIGHTS

Psyk-OuT GRENADESunitis selected to shoot.If that unit is not
within Engagement Range of any enemyunits, roll one D6: on a

2+, the closest enemy PSYKERunit thatis within 6"of andvisible
to yourunit suffers Perils of the Warp.

 

  
Grey Knights - Wargear Stratagem

These explosive charges shower the enemy in fiery shrapnel,
forcing them to seek cover or suffer Titan's judgement.

Use this Stratagem atthe start of your Charge phase. Select one
GREY KNIGHTS ASSAULT LAUNCHERSunit from your army and one

enemy unit (excluding VEHICLE or MONSTER units) within 9" of
that unit. That enemy unit can either brace or duck for cover.  

       
e Ifthat unit braces, it suffers D3 mortal wounds.

e Ifthat unit ducks for cover, then until the end of the turn,

subtract 1 from the Attacks characteristic of models in that

unit, and that unit cannot fire Overwatch or Set to Defend.
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RELICS OF TITAN LED
Ifyour armyis led by a GREY KNIGHTS WARLORD, you can, when

mustering your army, give one of the following Relics of Titan
to a GREY KNIGHTS CHARACTER model from your army. Named

characters cannotbe given anyofthefollowingRelics.

Note that some Relics replace one of the model’s existing items
of wargear. Wherethisis the case, you must, ifyou are using

points values,still pay the cost of the wargearthatis being

replaced. Write down any Relics of Titan your models have on

your armyroster.

SOUL GLAIVE
Over centuries ofwar, afraction ofa Grey Knight's essence may

imprintitselfupon his weapon. In rare cases, this imprintis so

strong thatit persists after death, and another can wield the blade

to combinetheir own psychic might with thatofa fallen hero.
The Soul Glaive is such a weapon,a halberd that wascarried into

battle by the 13th Supreme Grand Masterofthe Grey Knights,

Lord Sylas Kalthorn, who defeated the Daemon Prince Ka'laedzar

in single combat.

Model equipped with a Nemesisforce halberd only. This Relic

replaces a Nemesis force halberd and hasthe followingprofile:

WEAPON RANGE TYPE S AP OD 
Soul Glaive Melee Melee +2 3 2

Abilities: Each time an attack is made with this weapon,you can re-

roll the hit roll and youcan re-roll the woundroll.

DESTROYER OF CRYS’YLLIX
‘This is thefirst Nemesis daemon hammer, upon which all others

are based. It wasforged by the legendary Reed Vanar, third

Brother-Captain of the Exactors, andfirst used to shatter the Lord

ofChange known as Crys’yllix. Countless daemons havefeltits
wrath in the centuries since.

Model equipped with a Nemesis daemon hammeronly.
This Relic replaces a Nemesis daemon hammerandhas the

followingprofile:

WEAPON RANGE TYPE S AP OD
 

Destroyer of Crys'yllix Melee Melee x2 3 4

Abilities: Each time an attack is made with this weapon, subtract 1

from that attack’s hitroll.
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FURY OF DEIMOS
When the moon ofDeimos wasgifted to Titan by the Adeptus
Mechanicus, it carried with it a ship loaded with someofthe

finest weapons the Imperium has ever created. Among them
was the Fury ofDeimos, a weapon crafted by the first Fabricator

General ofMars in the aftermath of the Horus Heresy. Superiorin

accuracy, rate offire andreliability to a lesser storm bolter, it is a
relic whosesecrets have long been forgotten.

Model equipped with a storm bolter or master-crafted storm

bolter only. This Relic replaces a storm bolter or master-crafted
storm bolter and has the following profile:

WEAPON RANGE TYPE S AP OD

Fury of Deimos 24" Rapid Fire3 5 -2

 

BANNEROF REFINING FLAME
This sacred bannerrecords the mostrighteous purifications

performedby strikeforces and individual battle-brothers

throughout the Grey Knights’ history. The bearer can channel the

resonanceofthis glorious pastinto their psychic attacks, blasting

hisfoes to ash in a radiant burstofsearing soulfire.

ANCIENT modelonly. The bearer can attempt to perform the

following psychic action:

Refining Flame (Psychic Action - Warp Charge6): In your

Psychic phase, the bearer can attempt to perform this psychic

action. If completed, each enemy unit within 6" of the bearer
suffers D3 mortal wounds.

DOMINA LIBER DAEMONICA
This tomeis said to be a relic ofSupreme Grand MasterJanus, he

who mastered all six hundred andsixty-six words ofbanishment,
each one painstakingly recorded onits pages. In times of need a

hero ofthe Chapter will carry this book into battle, its bindings

crackling with arcane energy as the words repel warp entities and
send daemonshowling back into the warp.

e Enemy DAEMONunits thatare set up on thebattlefield as
Reinforcements cannotbe set up within 12"ofthe bearer.

e ‘The bearerhas the followingability: ‘Domina Liber

Daemonica (Aura): While an enemy DAEMONunit is within

6" of this model, each time a CombatAttrition test is taken

for that unit, subtract 1 from thattest’

CUIRASS OF SACRIFICE
This inner surface ofthis suit ofarmouris etched with the names

of the manyallies thatfought and died alongside the Grey

Knights in the eternal war against the daemonic. The Cuirassis a

reminder to Titan’s sons that such sacrifice must notbeforgotten,
and the wearer swears a solemn vow notto dishonour the names

of those who have suffered such afate whilst even an ounce of

strength remains in his body.
t

INFANTRY modelonly.

e Add 1 to armoursaving throws madefor the bearer.

e Each time the bearer would lose a wound,roll one D6: on a

5+, that woundis notlost.
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SANCTIC SHARD
Anartefact recoveredfrom the daemon-infested world of

Gharelghast, this gleaminggem has been reconsecrated by several

ofthe most senior members ofthe Chapter’ Librarius. Binding the

arcane objects auras with all six hundred andsixty-six words of

cleansing, the Grey Knights succeededin riddingtherelic ofany
residual taint of Chaos whilst retaining its mysterious power.

Each time a Deny the Witchtest is taken for the bearer, if the

result of that test was an unmodified result of 8+ or it was
greater than theresult of the Psychictest, that Deny the Witch
test is passed.

GYROTEMPORALVAULT
Within this fist-sized artefact, a spindle ofseemingly perpetual
chrono-psychic energy is thought to spin like a miniature pulsar.

What mannerofancient cabal or long-dead xenostribe wrought

it is unknown. Regardless, with the correctly applied incantations,
temporal energy can be siphonedfrom its midnight-black surface

and projectedto alter theflow of time andthefortunes ofwar by

empowering the bearer’ allies with incredible speed.

The bearer can attempt to perform the following psychic action:

Gyrotemporal Empowerment (Psychic Action - Warp

Charge5): In your Psychic phase, the bearer can attempt to
empowertheirallies. If this action is completed successfully,

select one friendly GREY KNIGHTS CORE or GREY KNIGHTS

CHARACTER unit within 3” of the bearer. Until the start of your

next Psychic phase,at the start of the Fight phase,if the selected

unit is within Engagement Range ofany enemyunits, it can
fight first that phase.

BLADE OF THE FORSWORN
Takenfrom the Chambers ofPurity under only the direst of
circumstances, the Blade of the Forswornis a relic weapon whose

origins are unknown to any outside the Purifier order. Whatever

its history, the sword has proven its worth in many a battle against
the Grey Knights’ most hated adversaries.

Model equipped with a Nemesis force sword only. This Relic

replaces a Nemesis force sword andhasthefollowing profile:

WEAPON RANGE TYPE S AP OD

Blade ofthe Forsworn Melee Melee +1 3 3

 

Abilities: Each time an attack is madewith this weapon against a

DAEMONunit, an unmodified woundroll of 2+ successfully wounds

the target.If that unit has the MONSTERor VEHICLE keyword,an

unmodified woundroll of 4+ successfully woundsthetarget instead.

SIGIL OF EXIGENCE
Forged by the Techmarine Dorvel urThann,this small chor-bronze
icon contains a powerful personalteleport matrix and trio of

vigilant machinespirits. Their pre-cogitative psyroutines guard

against attacksfrom afar, spiriting their host awayfrom dangerin

a blaze oflight.

Onceperbattle, in your opponent's Shooting phase, when the

beareris selected as the target of a rangedattacksit can activate

this Relic. If it does, remove the bearer from the battlefield and

thenset it back up on the battlefield, anywhere that is more

than 9" away from any enemy models.If the beareris no longer

an eligible target, your opponent can then select new eligible

targets for any attacks that had targeted the bearer.

¢
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AUGURIUM SCROLLS
A giftfrom the Prognosticars of the Augurium,thesescrolls

contain predictionsofthefuture, divined throughthetireless work
oflegions ofrigorously monitored Chapter serfs. Memorised by

the Grey Knight, the empyric visions recorded uponthescrollsfeed

into the psychic matrices within his Nemesis weapon, and enable
their bearer toform a kind ofpsychic muscle memory that makes
him even deadlierin battle.

Model with a Nemesis weapononly. Each time thebeareris
selected to fight, you can re-roll one hit roll and one woundroll
whenresolving the bearer’s attacks.

STAVE OF SUPREMACY
This heavily warded Nemesis stave is engraved with runes that

give it poweroverthe energies of the warp across a wide area.

The weapon was instrumentalin the survivalofthe Grey Knights
aboard thestrike cruiser Titan's Hand whenits Gellerfield
collapsed in mid-warp transit.

Model equipped with a Nemesis wardingstave only. The bearer

has the following ability: ‘Stave of Supremacy (Aura): While an

enemyunit is within 18" of this model, each time a Psychic test

is taken for that unit, it suffers Perils of the Warp on anyroll of
a double?

KANTU VAMBRACE
This curved layerofsilvered ceramite was recoveredfrom the
pyrrhic victory upon the death world ofKantu. Theselfless

defence ofKantu by the Grey Knights has coalesced into this

vambrace, instilling the bearer with a sense ofimmovable resolve.

With thespirits ofsuch lost brothers strengtheninghis will, he

withstands the mostterrible ofmystical onslaughts and shrugs off
esoteric attacks.

INFANTRY modelonly.

e Each timethe bearer would lose a woundas result of a

mortal wound,roll one Dé: on a 4+, that woundis notlost.

e Each timean attack is allocated to the bearer, subtract 1 from

the Damage characteristic of that attack (to a minimum of1).

ARTISAN NULLIFIER MATRIX
A remnantfrom the Grey Knights’ earliest days, this advanced

psychic hood utilises powerful psy-tech long sincelost to the adepts

ofthe Chapter, offering its wearer even greaterprotection from the
soul-huntingpredators ofthe warp.

LIBRARIAN modelonly. The bearergainsthe following ability:
‘Artisan Nullifier Matrix (Aura): While a friendly GREY KNIGHTS

PSYKERunit is within 9"of this model, each time a Psychictest is
taken for that unit, it does not suffer Perils of the Warp’

AETHERIC CONDUIT
This ancient device, thought to datefrom the Dark Age of

Technology, allows the bearer to channeltheir psychic energies

throughits complex network of components to directly manipulate
the mostdelicate ofdamaged vehicle systems.

TECHMARINE modelonly. Each timethebearerrepairs a model

usingits Blessing of the Omnissiah ability, that model regains up
to 3 lost woundsinstead of up to D3.
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DOMINUS DISCIPLINE
Beforethe battle, generate the psychic powers for PSYKER models from your army that know powers from the Dominusdiscipline

usingthe table below. You can either roll one D6 to generate each power randomly (re-rolling duplicate results), or you can select

which powers the PSYKER knows.

‘The daemon has many forms.
You must know them all. You
musttell the daemon from his
disguise and root him out from
the hidden places.

Trust no one. Trust not

even yourself. It is better

to die in vain than to live in

abomination. The zealous

martyr is praised for his valour,

the craven and the unready
are justly abhorred.’

~ Excerpt from The First Book of

Indoctrinations 
 

seyValen
‘The psyker punches a corridor through the
roiling immaterium, allowing him to cross

DMCCRe (Ld DayCL

Blessing: Gate ofInfinity has a warp
charge value of7. If manifested, select

one friendly GREY KNIGHTS PSYKER unit
within 18" of this PSYKER. Remove that
unit from thebattlefield and then set

it back up on thebattlefield, anywhere
that is more than 9" away from any

rSatausyimeavereCohe

reeAsOOre)
NaILAISTemLaRASARCOLAECS
a complex web of blessed, psychic

amplification around the doomedfoe.

Matching the intricate martial methodsof

UO LRMLECORLL
psychically empowered weapons through
TEM[aeM LaAMRAMALTaTMLELEATCCL
PaOaaa

Malediction: Empyric Amplification has
Blactgomelot-vecvon cline)aa CapeaL-boteCSKcrey
select one enemy unit within 12" of

andvisible to this PsyKer. Until the
start of your next Psychic phase, each
time an attack made with a Nemesis or

psi weapon(pg 104)is allocated to a
modelin that unit, add 1 to the Damage
characteristic of that attack.

3. SANCTUARY
Chanting words ofwarding, the psyker
creates a zoneoflight around him that
Core LeliegeLam LmRee Tlecmca
Cae eRace

Blessing: Sanctuary has a warp charge
valueof6. If manifested, select one

friendly GREY KNIGHTS unit within 18" of

this PsYker. Until the start of your next

Psychic phase, models in that unit have a
4+ invulnerablesave.

oy

4. VORTEX OF DOOM
‘The psykertearsa rift between realspace
ILAgUMUCLLTEao
ormLB

Witchfire: Vortex ofDoom has a warp

chargevalueof 7. If manifested, select
the closest enemy unit within 12" of and

visible to this PSYKER: each other enemy
unit within 3"ofthe selected unit suffers

1 mortal wound,and then theselected

unit suffers 2D3 mortal wounds.If the

model manifesting this power has the
Psychic Epitome Warlord Trait, only the

unit you selected suffers the additional
mortal wound from thattrait, not those

other enemyunits within 3"ofit.

ome ANteaslaUa | Le
The psyker draws deepfrom the veryfabric

of the warp, mouldingit to serve his will
and the needs ofhis battle-brothers.

Blessing: Warp Shaping has a warp
chargevalue of4. If manifested, select
one Tide of the Warp (pg 81) that has not

been dominant for your army duringthis

battle. Your army’s currently dominant

Tide of the Warp is changedto the

selected Tide of the Warp.

6. GHOSTLY BONDS
ROeeeemtaa
SLLaeROLa
CagMcaLaASAMORAMTag

wrinkles and bulges within itsfabric to

gather around his opponents, pushing back
CCRadOTMCAT MCLEaah

momentum like a spiritual halter.

Malediction: Ghostly Bonds has a warp
chargevalue of5. If manifested, select

one enemyunit within 18” of andvisible
to this Psyker. Until the start ofyour

next Psychic phase, halve that unit’s

Movecharacteristic.



 

SANCTIC DISCIPLINE
A unit’s datasheet will specify which,if any, psychic powers it knows from the Sanctic discipline. If a unit’s datasheet states that it can
know any psychic powerfrom thisdiscipline, then, before the battle, you can either roll one D6to generate that power randomly, or
you can select which power that PsYKER knows.

Psychic Confluence
ComoreaAUe)OCBy

selected to manifest psychic powers,

it can attempt to manifest any of the

psychic powers that it knows from the
Sanctic discipline even if that power has

already been attempted to be manifested

by anotherunit that phase. Each time

such a unit attempts to manifest such a
power, thenuntil the end of the phase,

add | to that power’s warp charge value
for each other attempt that has been

made to manifest it by a unit from your
armythat phase, whetherthe attempt was

successful or not.

Nea
The psyker reaches out to the minds ofhis
PlReeNTETae
MEL LLAeLXCpa

Blessing: Astral Aim has a warp charge

value of6. If manifested, until the start of
your next Psychic phase:

Peper ColomurontnuCMe)(ClKarolaaa(elie
to shoot, you can re-roll onehit roll
whenresolvingthat unit's attacks.

¢ Each time a modelin this PsYKeR’s unit

makes a ranged attack, the target does

notreceive the benefits of cover against

that attack.

2. PURGE SOUL
The psyker draws upon every ounce of
willpower he possesses to purge the evil

from hisfoes’ souls, scouring every trace

OMevaaPoze

Witchfire: Purge Soul has a warp charge

NETMolmoma bwurtteliclkemncementKonseeys
unit within 12" of and visible to this

PsykeRthat has not already been selected
for this powerthis phase. Then,roll one

D6 and add this Psyker’s Leadership

characteristic to the result. Your opponent

then rolls one D6 and adds that unit’s

Leadership characteristic to the result.

e Ifyourtotal is higher than your

opponent's, the selected unit suffers D3
mortal wounds.

¢ Ifyourtotal is equal to your
opponent's, the selected unit suffers 1

mortal wound.

¢ Ifyourtotalis less than your

opponent's, nothing happens.

3. HAMMERHAND
DONORemaraheOCa)LLL
USAMAARIEALAMO)TS

ORCA OMIOakMac

crush flesh and bonewith a single blow.

‘We will split the warp stuff of

their flesh, we will incinerate

their sickening visages,

smite down those who dare
raise a blade against us and

crush underfoot those who
slink away. We will enshrine
this victory alongside the

Purgation of Archaenologos.

These soulless creatureswill

learn to fear the Swordbearers

not just this day, but for the

eternity of their pained and
anguished existence!’

Blessing: Hammerhand has a warp
charge valueof 5. If manifested, until

the start of your next Psychic phase,

each time a modelin this PsYKER’s unit

makes a melee attack, you can re-roll the

woundroll.

4. PURIFYING FLAME
‘The pellucidfire ofthe psyker’s soulis
alkacmeAO)ayaonfeats

burningthe essences ofthe unworthy.

Witchfire: Purifying Flame has a warp

charge valueof 5. If manifested, the

closest enemy unit within 9" of and

visible to this PSYKER suffers 3 mortal
wounds.Ifthe result of the Psychic test
was 11+, that unit suffers D3+3 mortal

woundsinstead.

5. ARMOURED RESILIENCE
The psyker channels the primordial

aTagg MALTSULLALReELLY
infusing the armourofhis allies with its

TALCLaALEXA TSMC

what could be achieved by Humanartifice.

~ Terminator Justicar Apollon

Cestaerin, \st Brotherhood

Blessing: Armoured Resilience has a warp

etter luComonmsaentveliracccemmeselaladel
start ofyour next Psychic phase, add 1 to
armoursaving throws made for models

in this PSYKER’s unit.

6. ETHEREAL CASTIGATION
Hardeninghis soul, the psyker directs his
brothers’lethalfire before spiriting them

PLMRONGLLLG.a9 ALCLMR ALAANSEL
ruin oftheir weapons’blessed verdict

would swearit camefrom thin air.

Blessing: Ethereal Castigation has a

warp charge value of6. If manifested,
this Psyker’s unit can shoot asifwere

your Shooting phase,andthenit can

make a Normal Moveasif it were your
Movementphase. After making this
move and/or resolving these shooting

attacks, until the endofthe turn,this

Lid)2.41MMUTob ceccvoveolptet-lCoremN(oyapert|
Move, Advance, charge,or shoot.
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LITANY OF EXPULSION (AURA)
Intoning the unholy crimes of the Grey

Knights’ enemies, the Chaplainfills his
battle-brothers with an efficacy ofpurpose

as they slay theirfoes.

If this litany is inspiring, then while
a friendly GREY KNIGHTS CoRE or GREY

KNIGHTS CHARACTERunit is within 6" of
this Priest, each time a model in that unit
makes a melee attack, you canre-roll the
hit roll.

1. WORDS OF POWER
The Chaplain clears his mind, focusing
all ofhis willpowerintofuelling theforce

weapons ofhis brother warriors.

S
a
h

If this litany is inspiring, select one

friendly GREY KNIGHTS CORE or GREY
KNIGHTS CHARACTERunit within 6"ofthis

Priest. Each time a modelin that unit
makes a melee attack with a Nemesis
weapon (pg 104), an unmodified wound

roll of 6 successfully woundsthe target
<3 one additional time and,if the Tide of

Convergence is dominant for yourarmy,

the target also suffers 1 mortal wound.

2. INTONEMENT FOR GUIDANCE
The Chaplainleads his brothersin a ritual

ofcentring, allowing the Grey Knights to

better exploit their warp-sighttalents.

 

If this litany is inspiring, select one

friendly GREY KNIGHTS CoRE or GREY
KNIGHTS CHARACTER unit within 6" of
this Priest. Each time a modelin that

unit makes a ranged attack, you can

ignore anyorallhit roll and Ballistic

Slall modifiers.

3. PSALM OF PURITY (AURA)
The Chaplain exhorts his charges to
purify the realmsofthe Emperor with the

cleansingfire of their weapons.

  

    

 

   

  

   

  

 

If this litany is inspiring, while a friendly

GREY KniGHTS Core or GREY KNIGHTS

CHARACTERunitis within 6"ofthis
PRIEST, each time a modelin thatunit

makes a rangedattack, on an unmodified

woundroll of 6, improve the Armour

Penetrationcharacteristic of that attack

yk  

LITANIES OF PURITY
All Grey KniguTs Priests know the Litany ofExpulsion (see below). In addition, before the battle, generate the additionallitanies for

Priest models from your armythat know litanies from the Litanies of Purity using the table below. You can either roll one D6 to
generate eachlitany randomly(re-rolling duplicate results), or you can select whichlitanies the PRIEST knows.

     
   

4. REFRAIN OF CONVERGENCE
The Chaplain recites the Grey Knights’
wordsofsanctity, his voice rising to a
crescendo as hefights to cast down the

malign sorcery of the enemy,

          

 

     
   If this litany is inspiring, select one unit

within 6" of this PRIEST:   
  

 

« That unit, and the modelsit contains,

stop being affected by any psychic

powersthat had been affectingit that

had been manifested by an enemyunit.

« Until the start ofyour next Command

phase, that unit, and the models
it contains, are not affected by

any psychic powers manifested by
enemy units.

5. RECITATION OF PROJECTION
The Chaplain guides his brothers in sacred
rituals, the shared communeoftheir :
psychic brotherhood amplifying the kinetic
andpsychic energies oftheir weaponsto

hammertheirfoesfrom afar.

  

       

 

     

 

 

  

      

 

   

If this litany is inspiring, select one

friendly GREY KNIGHTS CORE or GREY

KNIGHTS CHARACTER unit within 6° of
this Priest. Until the start of your next
Commandphase, add 6" to the Range

characteristic of bolt and psi weapons

(pg 104) models in that unit are equipped
with;if the Tide of Convergence (pg

81) is dominant for your army, then

add 6" to the Range of bolt weapons but
only add 3" to the Range ofpsi weapons

that models in the unit are equipped

with (note that with the similar bonus

conferred by the Tide of Convergence,
this meansthat the total Range increase

of Psi weaponswill be thenbe 9").

6. INVOCATION OF FOCUS (AURA)
The Chaplain’s words sharpen the minds

ofthe Grey Knights who hear him,

honingtheir psychic affinities upon

brotherhood and duty in theface of

inhuman malignancy.

If this litany is inspiring, while a friendly

GREY KNIGHTS CORE or GREY KNIGHTS

CHARACTERunitis within 6° of this PRIEST,
each time that unit attempts to manifest

a Blessing psychic power, add I to that

attempt’s Psychictest.
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WARLORDTRAITS
If a GREY KNIGHTS CHARACTER modelis your WARLORD,you can use the Grey Knights WarlordTraits
table below to determine what Warlord Trait they have. You caneither roll one Dé to randomly
generate one,or you can select one.

1. DAEMON-SLAYER
‘The warlordis a master ofthe rituals ofbanishing

and unbinding, able to sever his daemonic
foesconnection to the warp and crush their
mortalforms.

e Each time this WaRLorDfights, if it made a

charge movethis turn, then until that fightis
resolved,add1 to its Attacks characteristic.

¢ Each time this WARLORD makes a melee attack
against a DAEMON unit, invulnerable saving

throws cannot be made against that attack.

2. HAMMEROF RIGHTEQUSNESS
Fortified by the unflagging will ofhis battle-
brothers, the warlordlays into thefoe like the

hammerofthe Emperor.

Each time this WARLORD makes a melee attack,

if it made a charge move, was charged or

performeda Heroic Intervention this turn, add
1 to that attack’s woundroll.

3. UNYIELDING ANVIL (AURA)
‘The inspiringpresence ofthe warlord reminds
the Grey Knights that there can be noretreat, no
matter the odds arrayed against them.

While a friendly GREY KNIGHTS CoRE or GREY

KNIGHTS CHARACTERunit is within 6" ofthis
WarLorp,that unit has the Objective Secured
ability (see the Warhammer 40,000 Core

Book). Ifa modelin such unit already has
this ability, that model counts as one additional

model when determining controlof an
objective marker.

4. FIRST TO THE FRAY
The warlord is an eager, hot-blooded warrior,

everthefirst to leap into thefray. Inspired by such
zealous bravery, his battle-brothers are never
far behind.

e Add 1 to Advance and chargerolls made for
this WARLORD.

+ If this WARLORD has made a charge movethis

turn, then until the end of the turn, each time

a friendly GREY KNIGHTS CoRE unit declares a

charge against an enemy unit that is within

Engagement Rangeofthis WARLORD, add1 to
the charge roll madefor that unit.

5. NEMESIS LORD
Over the course ofcountless battles the warlord
has masteredtheart ofsingle combat. Heis aforce

ofdestruction uponthe battlefield, wielding his
Nemesis weapon with preternaturalskill.

Eachtime this WARLORD makes a melee attack
with a Nemesis weapon (pg 104), an unmodified

hit roll of 6 automatically woundsthetarget.

6. PSYCHIC EPITOME
The warlord employs his immense psychic

potential as a conduitfor his battle-brothers’

empyric powers, channellinggreater energy into
their sorcerous strikes.

Atthe start of each of your Psychic phases,

select one friendly GREY KNIGHTS PSYKER unit

within 6"of this WARLORD. Until the endofthe

phase,each timethat unit manifests a Witchfire

psychic power, whenresolving that psychic

power,if an enemyunit suffers any mortal

wounds, that enemy unit suffers 1 additional
mortal wound.

 

 

NAMED CHARACTERS AND WARLORDTRAITS
Ifoneofthefollowing characters gains a Warlord Trait, they must have the one shownbelow:

 

Named Character Warlord Trait ‘
Lord Kaldor Draigo Daemon-slayer

Grand Master Voldus Loremaster (pg 48)

Brother-Captain Stern Unyielding Anvil

Castellan Crowe HammerofRighteousness
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CHAPTER APPROVED RULES
If every modelin your army (excluding AGENTS OF THE IMPERIUM and UNALIGNEDunits) has the Grey KNIGHTS keyword, and your

WarLorphasthe GREY KNIGHTS keyword,you can,ifyou are playing a matchedplaybattle that instructs you to select secondary

objectives(e.g. a mission from the Eternal War mission pack in the Warhammer40,000 Core Book)select one of them to be from

the GREY KNIGHTS secondary objectives listed below.

Like all other secondary objectives, each of the secondaryobjectiveslisted below hasa category, and theyfollowall the normalrules

for secondary objectives (for example, when youselect secondary objectives, you cannot choose more than one from eachcategory,

you can score no more than 15 victory points from each secondary objective you select during the mission etc.).

PURGE THE ENEMY

DESTROY THE DAEMON

End Game Objective

‘The Grey Knights were createdfor a sacred andsingular duty: the

destruction of the daemonicin all itsforms. From the insidious to

the monstrous, all mustfall before the Sons of Titan.

Ifyou select this objective, you score victory points for each unit

that was destroyedin the battle by a GREY KNIGHTS unit from

your armyas follows:

e DAEMON PRIMARCHunit- score 5 victory points

e Any other DAEMON MONSTERunit-— score 3 victory points

¢ DAEMON VEHICLEunit— score 3 victory points
e Any other DAEMONunit - score 1 victory point

NO MERCY, NO RESPITE

TELEPORT ASSAULT
 

Progressive Objective

‘The Grey Knights’ empyric defences ward them against the

chill touch ofthe warp. Emergingfrom theactinic glare of

teleportation, they crush theirfoes in a sudden hammerblow of
fury before the enemy has any chanceto strike back.

Score 3 victory points at the end ofthe battle roundif one or
more enemy units were destroyed by a GREY KNIGHTS model

from your army that wasset up on thebattlefield using the

TeleportStrike ability, the Teleportation Shunt Stratagem or the

Gate ofInfinity psychic power duringthat battle round.

WARPCRAFT

PURIFYING RITUAL

Progressive Objective

The corruption seething overthis vital area cannotbe allowed to

weaken the barriers holding back the warp. It mustberitually

purified, one psychic node ata time. So it has been foreseen.

Score a numberofvictory points at the end ofthe battle
round as showninthetable below, with the numberofvictory

points scored depending on how manyunits from your army

successfully completed the following psychic action that

battle round:

Purifying Ritual (Psychic Action - Warp Charge5): In your

Psychic phase, this action can be performed by any number of

units in your army. In your Psychic phase, if a GREY KNIGHTS

PSYKER unit from your armyis within 3" of an objective marker,

it can attempt to purify it by performing this psychic action.

Each objective marker cannot be purified more than once in the

sameturn.

    

  

  

 

 

 

PURIFYING RITUAL
_NUMBEROFPURIFIED ——VICTORYPOINTS ©

OBJECTIVES| ‘SCORED _
1 1

2 2

3 4

A+ 6    
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NAME GENERATOR
If you wish to generate a name for yourheroic Grey Knights, you can roll a D66 and consult thetables or
simply pick any combination that feels appropriate.To roll a D66, simply roll two D6, oneafter the other —
the first represents tens and the secondrepresentsdigits, giving you a result between 11 and 66.

 

  

  
  

  

D66 FORENAME D66 SURNAME

11 Alaric 11 Geronitan

12. Anval 12. ~=Vortimer

13. Ahakim 13 Ignatius

14 ~=Dokelus 14 —Issad

15 Blaris 15 Edeon

16 —Icanus 16 Neodan

21 Martesias 21 Phoros

22. Galan 22 Zaebus

23 _~—s@RRettius 23. ~=Thawn

24 Jarius 24 Nedth

25 Cyntanus 25 Gruila

26 Pellastis 26 Tekios

31 Axatinos 31. Thamare

32. Garran 32  =Alegssus

33 -~-Vitennias 33 Esdrios

34. Xeridon 34 Thule
35  Jakaton 35 Simedes

36 Jaric 36s Arelis

-41  Caddon 41 Ortyrian

42 Aldrios. 42 Akantar
43 Beliaros 43  Cordacus

44 _Kardoch 44 Massius

45 Astokar 45 __—*Vibova

46 Galarr 46 Tydes
51 Xerikim 51 Elgon

52. Archaddeus 52  Cybaddas

53. Medemeion 53. Adantor

54 Cortane 54 = Sorak

55 __Janutrius 55 __Invio

- Furoza 56 Kai
Drystan 61 Solor

Ortus 62 ~=—~‘Varn

Lushian — 63 _—‘Trevan

—Elrin — 64 = Morretus

Arion 65 Cybasi
66 SantorValdar
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The deployment of Terminators to combat aS0rcerous cult on Bephreba eesthewisdom inthePrognosticar
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CRUSADE RULES
In this section you'll find additional rules for playing Crusade battles with Grey Knights, such as additional
Agendas,Battle Traits and CrusadeRelics that are bespoke to Grey Knights units. You can find out more
about Crusade armies in the Warhammer40,000 Core Book.

This section containsthe following additionalrules:

AGENDAS
Grey Knights units attempt to achieve unique Agendas in

Crusadebattles, which can be found on page 71. These Agendas

represent the unique goals of Grey Knights armies on the
battlefield and help to reflect their particular methods of waging

war. You can find out more about Agendas in the Crusade

mission packs, such as that presented in the Warhammer 40,000
Core Book.

REQUISITIONS
Grey Knights armies have access to a numberof unique

Requisitions, suited to their methods for waging war. You can

find these on page 72.

HONOURED TITLES
Honoured Titles are the roles and responsibilities held by the
Grand Masters of the brotherhoods, and can be found on

page 73. Each confers a new ability on that Grand Master and
allows you to better represent your selected brotherhood on

the battlefield.

CRUSADE RELICS
In addition to the Crusade Relics presented in the Warhammer

40,000 Core Book, Grey Knights characters can quest to

phemous WordBearers reveal themselves

 

search for one of the Crusade relics described on page 74;

these Relics are unique to the Grey Knights, and are mighty

symbols of martial prowess for any hero of worth from that

mysterious Chapter.

BATTLE TRAITS
Grey Knights units can select one of the Battle Traits presented

on page 75 as they gain experience and are promoted in your

Crusadeforce. These help to better reflect the unique upgrades
and Battle Honoursthat are bestowed to Grey Knights units.

PSYCHIC FORTITUDES
Powerfulpsykersall, the Grey Knights can choose to honetheir
psychic might with a new selection of Psychic Fortitudes when

they gain a Battle Honour. You can find these on page 76.

DAEMONIC NEMESIS
Some Grey Knights will encounter the same daemonicentities
several times over their lifetimes. Someofthese entities are

knownto delight in tormenting these warriors, leading them a
merry dance across the galaxy, evading their divineretribution.

Forothers, their hubris leads to their downfall as they are

tracked down andbanished. You can find the rulesfor creating

and battling your daemonic nemesis on page 77.

’ ea Oe aiacrea



AGENDAS
If your Crusade army includes any GREY KNIGHTSunits, you can select one Agenda from the Grey Knights Agendas,

listed below. This is a new category of Agendas,andfollowsall the normalrules for Agendas (for example, when you

select Agendas, you cannot choose more than one from each category).

NO WITNESSES UNCOVER PROPHECY
 

Grey Knights Agenda

The unholy deedsatplay here leave no option but

to ensure the eradication of all those without the

highest dispensation.

At the endofthe battle, if there are no models from

your opponent’s armyon the battlefield, and there are
no models other than GREY KNIGHTS and ORDO MALLEUS

units remaining on thebattlefield, each GREY KNIGHTS

unit from your army thatis on the battlefield gains 3

experience points.

PSYCHIC FELLOWSHIP

Grey Knights Agenda

Visions have hinted at an apocalyptic evil surrounding the

enemy’ influential leaders. Theirfutures must be excised

from existence with absolute surety.

Keep a Prophecytally for each GREY KNIGHTS unit in

your army. Add1 to a unit’s Prophecytally each timeit
destroys an enemy CHARACTER unit with a melee attack.

Each unit gains a numberof experience points equal to

their Prophecytally.

CLEANSE GROUND
 

Grey Knights Agenda

The Grey Knightsforge psychic bonds of brotherhood and

sacred rites with theirfellow daemonhunters.

Keep a Psychic Fellowship tally for each GREY KNIGHTS
PSYKER unit from your army. Each time a unit

successfully completes the Psychic Fellowship psychic

action (see below), add 1 to that unit’s Psychic Fellowship

tally. If you selected this Agenda, then GREY KNIGHTS

PSYKER units in your army can attemptthe following
psychic action:

Psychic Fellowship (Psychic Action - Warp Charge4):
One GREY KNIGHTS PSYKER unit from your army can

attempt to perform this psychic action in your Psychic
phaseif it is within 6" of two other friendly GREY KNIGHTS

PSYKER units.

Each unit gains 1 experience point for each mark on

their Psychic Fellowshiptally.

THE ANCIENT ENEMY
 

Grey Knights Agenda

It is by his tally ofsundered and banished warp spawn
that a warrior of the 666th Chapteris often known to his

brothers, ifnot to the Imperium.

Keep an Ancient Enemytally for each GREY KNIGHTS unit

in your army.At the endof each phase,if a GREY KNIGHTS
unit from your armyhas destroyed any of the following

units, add thelisted number ofmarks to that unit's tally:

e DAEMON PRIMARCH — 6 marks

« NEMESIS (see page 77) — 4 marks

e Any other DAEMON MONSTER unit- 2 marks

e DAEMON VEHICLE unit — 2 marks

e Any other DAEMON unit - 1 mark

Each unit gains 1 experience pointfor every 2 marks on

its Ancient Enemytally.

Grey Knights Agenda

Preordained sites of empyric power mustbe psychically

cleansed ofcorruption, lest the warp use them as a means

ofingress.

Keep a Cleanse Groundtally for each GREY KNIGHTS

PSYKER unit from your army. Each time a unit

successfully completes the Cleanse Ground psychic
action, add to that unit’s Cleanse Groundtally.

If you selected this Agenda, then GREY KNIGHTS
PSYKER units in your army can attempt the following

psychic action:

Cleanse Ground (Psychic Action - Warp Charge 4):

One GREY KNIGHTS PSYKERunit from your army can

attempt to perform this psychic action in your Psychic

phaseifit is within range of an objective marker that has

not already had this psychic action performed onit.

Each unit gains 2 experience points if their Cleanse

Groundtallyis at least 1.

BANISHMENT
 

Grey Knights Agenda

Your nemesis is here! Send them back to the warp before

they can enacttheir nefariousplans.

You can only select this Agendaifthe NEMESIS unit is
part of your opponent'’s army.If the NEMESIS HUNTER unit
destroys the NEMESIS unit, the NEMESIS HUNTER unit gains

5 experiencepoints.
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THE LIBER DAEMONICA
Every Grey Knight carries a copy of the Liber Daemonica in a ceramite case on

his breastplate. These gnarled tomes contain the Chapter’srites of battle, the
prayers of sanctity and details of the traditional duties every Grey Knight must

fulfil, from recruit to Supreme Grand Master.

The Liber Daemonica is an enduring symbolof the Grey Knight’s devotion

to his mission, and contains the cardinal tenets of lore culled from the dark

knowledge caged within the Sanctum Sanctorum’s walls. The books themselves

are also potenttalismansin their own right, with pages illuminatedin silver

and bound to a spine carved from the thigh bone of a martyred saint. Placed

over the Grey Knights’ genetically engineered hearts, the tome resonates with

the warrior’s own purity and helps shield his spirit from malevolentinfluence.

Though most end their service to the Chapterwith the warrior's own,interred

alongside him in the Dead Fields, some copies — imprinted with a portion of

‘his indomitable spirit — are encasedin individual shrines within the Hall of
Champions. As much an armamentagainst the daemonic as any blade, these

are proudly placed alongside the Chapter’s greatest weapons.  
 

 

REQUISITIONS
Ifyour Crusadeforce includes any GREY KNIGHTS units, you can spend Requisition points (RPs) on any of the following

Requisitions in addition to those presented in the Warhammer40,000 Core Book.

A PURITY BEYOND DEATH 1RP

 

BATTLE THE MIGHTIEST FOES 1RP  pactian ome
 

A mortally wounded Grey Knight may be interred in the
sarcophagus ofa Dreadnought, allowing him to continue

destroying his daemonicfoes in a new, even mightier, form.
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Purchase this Requisition when a GREY KNIGHTS

CHARACTER unit (excluding VEHICLE units) from your

Crusadeforce gains their second or subsequentBattle

Scar. Removethat unit from your OrderofBattle and

replace it with a GREY KNIGHTS DREADNOUGHTunit. You

cannot purchase this Requisition if doing so would cause
your total Power Level to exceed your Crusade force's

Supply Limit. The new Dreadnoughtstarts with the same
numberofexperience pointsas the unit it replaced and

gains the appropriate numberof Battle Honoursforits
rank.If the unit that was replaced was a NEMESIS HUNTER,

the new unit gains this keyword.
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CONSULT THE PROGNOSTICARS 1RP

A Grand Master can call upon any andall of the
equipmentavailable to his Brotherhoodin hislifelong

battle against the daemonic. This includes the option to go

to warpiloting a mighty Nemesis Dreadknight.

Purchase this Requisition at any time. Select one GREY

KNIGHTS GRAND MASTERunit. Remove that unit from

your Order ofBattle and replace it with a GRAND MASTER

NEMESIS DREADKNIGHTunit. You cannotpurchasethis
Requisition if doing so would causeyour total Power

Level to exceed your Crusade force's Supply Limit. The

new unitstarts with the same numberof experience
points as the unitit replaced and gains the appropriate
numberof Battle Honoursforits rank.If the unit that

was replaced was a NEMESIS HUNTER,the new unit gains

this keyword.

DEEDS OF LEGEND IRP
 

The Prognosticars provide crucial information about events

that will unfold during the battle.

Purchase this Requisition at any time. Select one GREY

KNIGHTS CHARACTER model from your Crusadeforce

that does not have a Vision of the Augurium or a Gift
of the Prescient (pg 54-56). Select either Visions of the
Augurium or Gifts ofthe Prescient, androll one D6;that

modelgainsthe Vision or Gift that correspondsto the

result(if a result is rolled that another modelin your’
Crusade forcealreadyhas, roll again). Make a note on

the unit’s Crusade card of the result, but do not increase

that unit’s Power Rating or Crusadepoints. Once the

Vision or Gift has been used,it is removed from that

unit's Crusadecard.
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It is the tragedy of the Grey Knights that their greatest
successes will never be knownto any outside their own

Chapter. Thosefew who have seen or heard the deedsofthe

mightiest of their heroes hold these warriors in high esteem.

Purchase this Requisition at any time. Select one GREY

KNIGHTS CHARACTER unit from your Orderof Battle with
71 or more experience points. The selected unit gains

one additional Battle Honour(this does not count

towards the maximum numberof Battle Honoursa
unit can have). Each unit can only beselected for this

Requisition once.

 



HONOURED TITLES
HonouredTitles are a new type of Battle Honourthat can be given to GREY KNIGHTS GRAND MASTER units. When a GREY KNIGHTS
GRAND MASTER unit from your army would gain a Battle Honour, you can instead chooseforit to gain one of the HonouredTitles
listed below. Each GRAND MASTERunit can only have a single HonouredTitle, and your Order of Battle cannot include more than one

GRAND MASTERfrom the same <BROTHERHOOD> with the same HonouredTitle. As with any Battle Honour, make a note on the unit's

Crusade card whenit gains an HonouredTitle, and increase its Crusadepoints total by 1.

STEWARDOF THE ARMOURY
Traditionally held by the Grand Masterof the Ist Brotherhood,

this title signifies its bearer’s duties associated with the Chapters

armouredvehicles and materiel maintained by the Techmarines,

as well as the swift distribution ofsuch equipmentto strike forces

active throughout the galaxy.

SWORDBEARERS GRAND MASTERonly.If this Grand Masteris

part of your Crusadeforce, then the Rearm and Resupply
Requisition costs 0 Requisition pointsifthe unit being Rearmed

and Resupplied is a GREY KNIGHTS unit.

ADMIRAL OF THE FLEET
With the responsibility to ensure the ready deployment and
effective use of the Chapter’s large numberofwarships, the Grand

Masterofthe 2nd Brotherhood develops aninstinctivefeelfor

their precision capabilities.

BLADES OF VICTORY GRAND MASTERonly.

 Ifthis Grand Masteris on the battlefield, you can use the
Psy-lance BombardmentStratagem (pg 60) twice during the

battle instead of once.
e Ifthis Grand Masteris on the battlefield, each time you use

the Psy-lance BombardmentStratagem,it costs 1 Command

point instead of3.

WARDENOF THE LIBRARIUS
‘This title has been held by the Grand Masterofthe 3rd

Brotherhoodfor tens of millennia. In this role he oversees the

duties of the Chapter’ Librarians, ensuring the Grey Knights have

access to their accumulated wisdom in their time ofneed.

WARDMAKERS GRANDMASTER only.If this Grand Masteris part of

your Crusadeforce, then the Psychic Meditations Requisition
costs 0 Requisition points if the unit selected is a GREY KNIGHTS

PSYKERunit.

KEEPER OF THE AUGURIUM
The Grand Master of the 4th Brotherhoodpreserves the Chapter’s
Prognosticars, safeguarding their rituals and meditations.
Through his duties connected with theirsilver citadel, he has

access to the gatheredforesight of the Chapter andis highly adept

at using it to his advantage in battle.

PRESCIENT BRETHREN GRAND MASTERonly.If this Grand Masteris
part of your Crusade armyand youare the Attacker, then you

start the battle with an additional 2 Commandpoints.

PROTECTOR OF THE SANCTUM SANCTORUM
The Sanctum Sanctorumis the repository of the Chapter's
collected history and their knowledge of the daemonic. The Grand
Masterofthe 5th Brotherhoodensures its security, for all manner

ofpowerful artefacts and arcanerelicslineits vaults.

PRESERVERS GRAND MASTERonly.If this Grand Masteris part

of your Crusade force, then the Relic Requisition costs 0
Requisition points if the model gaining the Relic is a GREY

KNIGHTS unit.

HIGH SENESCHAL OF THE FORTRESS
Managing the complex assignmentofelements stationed on Titan

to fresh strikeforces - while maintaining the home world’ sanctity -

the 6th Brotherhood’ Grand Master is a master defensivestrategist.

RaPIERS GRAND MASTERonly.If this Grand Masteris part of your

Crusade army and youare the Defender, then youstart the

battle with an additional 2 Commandpoints.

REPRESENTATIVE TO THE INQUISITION
The Grand Masterofthe 7th Brotherhood worksclosely with

the Inquisition, and in so doing maintains the layers ofabsolute

secrecy around the Chapter.

EXACTORS GRAND MASTERonly.

 Ifthis Grand Masteris part of your Crusade army, then
whenyou select Agendasfor that battle, you can select one

additional Agenda and whenall Agendas have beenrevealed,

discard one ofyour Agendas.
 Ifthis Grand Masteris part of your Crusadeforce, and

it also includes any INQuISITOR units, all ExACTORSunits
on thebattlefield are treated as being within range of

the Unquestionable Wisdom ability while there are any

INQUISITOR units on the battlefield.

KNIGHT COMMANDEROF THE RECRUITS
The recruitmentandtraining ofnew brothers of the Chapteris
the responsibility of the Grand Masterofthe 8th Brotherhood,

maintaining the exacting standards expected of the warriors of the

666th Chapter.

SILVER BLADES GRAND MASTERonly.If this Grand Masteris part

of your Crusade force, then the Fresh Recruits Requisition costs

0 Requisition points if the unit gaining the Fresh Recruitsis a

GREY KNIGHTSunit.

 

If GRAND MASTER VOLDUSis included in your Crusade

force, he automatically gains the Wardenofthe Librarius

HonouredTitle, even though he cannot normally gain any

Battle Honours.    
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CRUSADE RELICS
Whena GREY KNIGHTS CHARACTER modelgains a Crusade Relic, you can instead select oneofthe Relicslisted below.All the usual
rules for selecting Crusade Relics, as described in the Warhammer40,000 Core Book,apply.

ARTIFICER RELICS

Bonesof Falkothan
Aformer Grand Master of the 3rd Brotherhood, Falkothan was a
ferociously potentpsyker. His bones - encased within a sanctified

silver reliquary whenever taken from the DeadFields - retain a

portion ofhis psychic might.

Once perbattle, at the start of any battle round, the bearer can

draw upon the powerof the bones.Ifthey do so, then until the

end of that battle round, the bearer has a 3+ invulnerable save.

Armourof Caladys
Everyinch of this armour wasinscribed with hexagrammic wards
overthe course of Grand Master Caladyslonglifetime. In the

presence of the daemonic, these engravings glow bright, blinding
nearby malevolententities with divine power.

Each time a DAEMON unit makes a meleeattack against the
bearer, subtract 1 from that attack’s hitroll.

ANTIQUITY RELICS
A GREY KNIGHTS CHARACTER model ofHeroic rank or higher can

be given oneofthe following Antiquity Relics instead of oneof
the ones presented in the Warhammer40,000 Core Book. Add

1 to a unit’s total Crusade points for each Antiquity Relic it has

— this is in addition to the +1 from gaining a Battle Honour,for

a total of +2.

Nullbolts
‘These rare shells blast shards ofwarp-dampening material into the

victim, severing their connectionto the immaterium. Those not

slain outright are overcome with a smothering inertia, divorcing

themfrom the warp’ roiling emotions, as well as denying the most

vivid sensationsofthe physical realm - an agony that particularly

pains the daemonic minionsofSlaanesh.

Model with storm bolter or master-crafted storm bolter only.

Once perbattle, when the bearer shoots with a storm bolter, if

the target is a DAEMON or PSYKER, you can chooseforit to fire
a nullbolt. Ifyou do, you can only makeoneattack with that

weapon,butif it scoresa hit, that attack inflicts D3+3 mortal

wounds onthetarget and the attack sequence ends. In addition,if

the target was a SLAANESH DAEMON,then until the endofthe battle,

that unit cannotbeselected tofight in the Fight phase until after

all othereligible units have doneso.

The Plaguebane Tome
This tome contains pages craftedfrom thin sheets ofpsychoreactive

crystal. Each time one ofNurgle’s plague daemonsis banished, the

details oftheir particular afflictions are mentally transcribedinto its
pages, along with rites ofpurification. Whenrecited aloud, nearby

followers ofNurglefind their toxic bladessignificantly less effective.

¢ Each time an attack is made against the bearer, your opponent

cannotre-roll the woundroll.

e The bearer gainsthe following ability: ‘Plaguebane Tome

(Aura): While an enemy NURGLE unit is within 6" of the

bearer, each time a modelin that unit makes an attack, your
opponentcannotre-roll the woundroll’

Blade of Armageddon
Recoveredfrom the tainted ashes ofan almighty banishment,

this weaponis believed to have struck thefinal blow against
one ofKhorne’s monstrous servants during the First Battlefor

Armageddon. Carriedfrom that devastated world along with the

remainsofits bearer, thisforce halberd’s bladestill radiates with

theferocious psychic residue of that mighty duel, its ferocious
power anathemato the minionsofthe Blood Godtothis day.

Model with Nemesis force halberd only. The Blade of

Armageddonreplaces a Nemesis force halberd and hasthe
following profile:

WEAPON RANGE TYPE SAP: D

Blade of Armageddon Melee Melee +3 3 3

Abilities: Each time an attack is made with this weapon against a

KHORNE DAEMON unit, that attack has a Strength characteristic of x2

and invulnerable saving throws cannot be madeagainstthat attack.

 

Psybane Hood
This psychic hoodfocuses its power through shards ofcrystal

stolenfrom Tzeentch’s labyrinthine dimension, then sanctified in

the ChambersofPurity. Minions of the GodofSorceryfind their
warp-spawnedpowers dimmed by the psychic mightofthose with

the strength to wearthisrelic in battle.

GREY KNIGHTS LIBRARIAN modelonly. Replace the bearer’s

Psychic Hoodability with the following: ‘Psybane Hood: Each
time a Deny the Witch test is taken for this model,if the unit

attempting to manifest the psychic power is within 18"ofthis
model, add 1 to that Deny the Witchtest. If the unit attempting

to manifest the psychic poweris within 18" of this model andis

a TZEENTCH Daemon,add 3 to that Deny the Witchtest instead’

LEGENDARYRELICS
A GREY KNIGHTS CHARACTER of Legendary rank can be given the
following Legendary Relic instead of oneofthe ones presentedin

the Warhammer 40,000 Core Book. In addition,in orderto give

a model a LegendaryRelic, you mustalso pay 1 Requisition point

(ifyou do not have enough Requisition points, you cannot give

that model a Legendary Relic). Add 2 to a unit’s total Crusade

points for each LegendaryRelic it has — this is in addition to the

+1 from gaining a Battle Honour, fora total of +3.

The Helm of Janus
It is unknownifthis helmet was once worn by thefirst Supreme
Grand Masterhimself, for psychic interrogation of its oldest

spiritual imprints reveal the paradox of more than oneoriginal

owner. Via archeotech auto-archival systems, the helm has

catalogued every catechism learned by the Chapterovermillennia,
allowing the wearer to combat the daemonic with a barrage of

arcanerituals.

e, The bearer knowsall of the Psychic powers from the

Dominusdiscipline (pg 64) in addition to any other powers

it knows.
¢ The bearer can attempt to manifest one additional psychic

powerin your Psychic phase, and can attempt to deny one
additional psychic power in your opponent's Psychic phase.

 
 
 



 

BATTLE TRAITS
Whena GREY KNIGHTSunit gains a Battle Trait, you can use oneofthe tables below.Ifyou do,roll one Dé and consult the appropriate
table to randomly determine what Battle Trait the unit gains, or choose a Battle Trait from the appropriate table thattells the best

narrative for your unit. All the normalrules for Battle Traits apply (e.g. a unit cannot have the same Battle Trait more than once).

As with any Battle Honour, makea note on the unit’s Crusade card whenit gains a Battle Trait and increase its Crusade points
accordingly, as described in the Warhammer 40,000 Core Book.

GREY KNIGHTSlacseulLeS ONLY GREY KNIGHTS APOTHECARY UNITS ONLY   
  
 

  

D6TRAIT — | D6 TRAIT
Charged Locomotors Spiritual Restoration

These warriors channela portion oftheir psychic Utilising his potent psychic powers, this healerpurges any

7 consciousnessinto their armours’artificial muscle bundles. corruptionfrom the woundsofhisallies.

If this unit successfully manifests a psychic power,then 13 If this model is part of your Crusade army, andif it has not

until the end ofthe turn you can re-roll charge rolls made for been takenoutof action during a battle, then at the end of

this unit. the battle you can ignore one failed Out of Action test taken

a fora GREY KNIGHTS unit (excluding VEHICLE units) — that
FUEL testis treated as having been passedinstead.
Crystalline weaponlinkages allow these warriors to

2 effortlessly charge their shots with blasts ofpsychic power. Battlefield Healer

If you use the Psybolt Ammunition Stratagem (pg 61) when An expertat the administration ofrestoratives, this healer

this unit shoots, reducethe cost by 1CP, be can ensurehis brothers are returned to the battle quickly.

. Eachtime youuse the Chirurgic Resurrection Stratagem

Beminion Blades . : oo (pg 59), if you select this model, you can roll one D6. Ona
These warriors’ weapons Shine brightly as theyslip efficiently 4+, gain 1 Commandpoint.

through eventhethickestofhides.
 

3 Eachtimethis unit successfully manifests the Hammerhand

psychic power(pg 65), until the start of your next Psychic GREYpoea

 

 

  

 

  

  
  

 

  
   

 

   

   

     

phase, improve the Armour Penetration characteristic of D6 TRAIT|

aweapons that modelsin this unit are equipped with MachineSpirit Healer

ye This warrior ensures the continued purity ofthe machine’s

Locus of Power(Aura) ie systemsin theface ofeven the greatest corruption.

These warriors act as a psychic lodestonefortheir brethren, Each time this modelsuccessfully manifests a Psychic power,
boosting their abilities and anchoringthebattleline. you can select one GREY KNIGHTS VEHICLE model thatis

4 While a friendly <BROTHERHOOD> CorE unitis within 6" of within 6"of it. That model regains 1 lost wound.
oe a : : 4

ae unit, - time thates : Master ofthe Motive Force

Tie Peer epewen od enDeereee Using his psychic abilities to aid repairs, this Techmarine
numberof mortal woundsinflicted. : pes :

ensures his charges are maintained atpeak effectiveness.

Indomitable Bastions 4.6 |fthis modelis part of your Crusade army, andifithas not

These warriors projecttheir will as afield ofpsychic energy, been takenout of action during a battle, then at the end of

destroying lighter projectiles before they reach them. the battle you can ignore one failed Out of Action test taken

Each time an attack with an Armour Penetration characteristic fora GREY KNIGHTS VEHICLEunit — thattestis treated as
of -1 is allocated to a modelin this unit, that attack has an having been passedinstead.
 

Armour Penetration characteristic of 0 instead.

Proven Slayers GREY KNIGHTS MACHINESPIRIT UNITS ONLY
These warriors are the bestofeventheir elite brotherhood. D6 TRAIT
 

Once per battle,if you use the Steel Heart Stratagem (pg 58)
whenthis unitis selected to shootorfight, it costs 0 Command

points instead of 1.

— Precise MachineSpirit

Even underduress, the attacks of this machine remain
eefart pinpoint accurate.

Aggressive MachineSpirit

1-2 This machine spirit seeks to grinditsfoes beneathit.

Improve this model’s WeaponSkill characteristic by 3.

   
3-4 a‘ : ee

eee This model doesnot suffer the penalty incurred toits hit

= rolls for firing at enemy units that are within Engagement

as Se ‘ Rangeofit.

Indomitable MachineSpirit

5-6 This machine spirit’s indomitable mightis legendary.

Add 2 to this model’s Woundscharacteristic.
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Secaecaheedthe calm, mecuneaneVoceoereatieaESthedaemon world -Toe De pulsesaeappee
heartbeatof ferocious anger, therage of Khorne’sbloodthirsty minions seepinginto the planetary core.

PSYCHIC FORTITUDES
Whena GREY KNIGHTS PSYKERunit gains a Psychic Fortitude, you can use oneofthe tables below. Ifyou do, roll one D6 and consult

the appropriate table to randomly determine what Psychic Fortitude the unit gains, or choose a Battle Trait from the appropriate

table thattells the best narrative for your unit. All the normalrules for Psychic Fortitudes apply (e.g. a unit cannot have the same

Psychic Fortitude more than once). As with any Psychic Fortitude, make a note on the unit’s Crusade card whenit gainsa Battle
Trait and increase its Crusade points accordingly, as described in the Warhammer40,000 Core Book.
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1-2

3-4

 

Malleus Daemonica

Whensurroundedby their immortalfoes, this warrior’s

mental powers are enhancedbyhis manifested

hatred and determination.

While this unit is within 6" of any enemy DAEMONunits,if

the Psychic Channelling Stratagem (pg 58) is used when

this unit attempts to manifest a psychic power,it costs 0

Commandpoints insteadof1.

Focused Might

The very actofchannelling the energies ofthe empyrean

through their body enhancesthis warrior's already

prodigious might.

If this model successfully manifests any psychic powers in

your Psychic phase,then until the end of the turn, add 1 to

this model’s Strength characteristic.

Mental Projection

The warrior’s connectionto his brothers is so great that he

can channelhis powers through them, aiding them in their

momentofneed.

Eachtimethis unit manifests a psychic powerfrom the

Dominusdiscipline, you can select one friendly GREY

KNIGHTS modelwithin 12" of this model. Measure any

distances and check visibility from that model instead.  

1-2

3-4

5-6 

Fortress of Minds

Eachofthese warriors is ofsuch purity that, once gathered

together andfocusing their powers, there arefew malevolent

entities that can overwhelm them.

While this unit contains between 5 and 9 models,add 1 to Deny

the Witchtests takenforthis unit. While this unit contains 10 or

more models, add 2 to Denythe Witchtests taken forthis unit.

Channelled Fury

The depth ofhatred these battle-brothers reservefor their

warp-spawnedenemiesis suchthateach oftheir psychic

barragesis delivered with overwhelmingforce, blasting any

who would attemptto stop them.

Each timethis unit attempts to manifest the Smite psychic

power,ifan enemy PSYKERattemptsto denythat power and

is unsuccessful, that enemy PSYKERsuffers 1 mortal wound.

Layered Minds

These warriors are trainedto overlap their minds while

performingrituals, some warriors lashing out with their

powersto protect their brothers while the othersfocus on

the task at hand.

While this unit contains 5 or more models,it can attemptto

manifest the Smite psychic power in the same phaseasit

performs a psychicaction.
 

 
 



 

DAEMONIC NEMESIS

CREATING YOUR NEMESIS
If your Crusade force includes any GREY KNIGHTS

CHARACTER units (other than named characters or

characters who have previously had a daemonic

nemesis), you can select one of them andcreate a

daemonic nemesis for them. Only one GREY KNIGHTS
CHARACTER unit from your Orderof Battle can have

a daemonic nemesis at a time. That model gains the
NEMESIS HUNTER keyword.

Select oneofthe following units to be the
daemonic nemesis:

e MASTER OF POSSESSION

e HERALD OF SLAANESH

e HERALD OF NURGLE

e HERALD OF KHORNE

e HERALD OF TZEENTCH

e DAEMON PRINCE

e KEEPER OF SECRETS

e GREAT UNCLEAN ONE

e BLOODTHIRSTER

e LORD oF CHANGE

You canselect any unit with the listed keyword thatis
not a named character. Create a Crusadecard for the

selected unit, including anyoptions that unit may have.

Next, select one Battle Honourfor your nemesis and

record it on its Crusadecard. That unit also gains the

Nemesis keyword,andifit is a PSYKER it knowsthe Smite
psychic power.

‘The selected unit will be used in several missions over

the course ofyour character's crusade, and its Crusade

points total is treated as 0. Each time the NEMESIS HUNTER

gains any experience points, the NEMESIS unit gains

the same numberof experience points. Each time the
NEMESIS unit gainsa rank, select a Battle Honour (or

request that your opponentselect one) for it as normal
andrecord it on its Crusadecard.

HUNTING YOUR NEMESIS
Before each battle, if your opponent’s Crusade Factionis
Cuaos and your army includes the NEMESIS HUNTER (and

if you or your opponenthave the appropriate model),

youcanroll to determine if the NEMESISis present.If the
NEMESIS has a PowerRatingof 10 or greater, you can only

roll to see if they are present whenfighting a Strike Force
or Onslaught-sizedbattle.

To determine whether the NEMESISis present, roll one
D6, adding to theresult if your opponent’s army

contains any units with the CHaos DAEMons Faction

keyword: on a 5+, the NEMESIS unitis aiding your

opponent, andis added to their armyfor thebattle.
This modelis ignored whencalculating the total Power

Level of your opponent’s army, cannot be the WARLORD

and cannot perform Actions or gain experience points

from any Agendas your opponentselects. This model

is not added to any Detachments, and does not prevent

otherunits from their army benefiting from abilities
that require every modelin an army to havethatability.

 

The NEMESIS unit cannotbe set up as Reinforcements

or Strategic Reserves. If the NEMESIS unit is a PSYKER,
and your opponenthas access to the psychic disciplines
it can select from, then in addition to Smite, they can

select psychic powers for the NEMESIS unit before the

battle, as described on that unit’s datasheet. If not, the
Nemesis unit will only know the Smite psychic power as
described earlier.

If your opponent's army contains the NEMESIS unit, they

have the following Agenda in addition to any others they
can select:

NEFARIOUS SCHEMES!
 

Bonus Agenda

Though it considersits allies mere tools, the daemon has
promised them boons shouldthey aid its malevolentploys.

At the endofthebattle, if the NEMESIS unit is on the
battlefield, you gain 1 additional Requisition point and
your WARLORDgains D3 experience points.

BANISHING YOUR NEMESIS
If the NEMESIS unit is destroyed,roll 2D6after the battle

and apply the following modifiers:

e Ifthe NEMESIS unit was destroyed by the NEMESIS

HUNTERunit, add to the result.

e Ifthe NEMESIS unit was destroyed by a meleeattack,
add1 to theresult.

¢ For every two True Namepoints (see below) on your

Orderof Battle, add 1 to theresult.

e If the NEMESIS unit was destroyedby a ranged attack,

subtract 1 from theresult.

On an 11+,the NEMEsisunitis banished.If the NEMESIS

unit is not banished, the nemesis hunterlearnsa portion

of its true name. Gain 1 True Namepoint. You can

keep a record of your True Namepoints on your Order
of Battle. Out of Action tests are never taken for the

NEMESIs unit.

If the NEMESIS unit is banished, the NEMESIS HUNTER unit

gains one Battle Honour.If the NEMESIS unit was a GREATER
DAEMON,the NEMESIS HUNTERunit also gains one Psychic

Fortitude. The NEMESIS HUNTER unit then loses the NEMESIS

HunTER keyword andyou gain 1 Requisition point. Finally,

any True Namepoints you had collectedare lost, and the
banished NEMESIS unit can no longer be used.Ifyou wish,

you can select a new CHARACTERto be the NEMESIS HUNTER
and create a new NEMESISas described under Creating

Your Nemesis, above.
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CRUSADE
ARMY
This impressive force of Grey Knights belongs to
Jason Lee, one of Games Workshop's Security team.
An avid collector of miniatures, Jason’s Grey Knights
form partof a larger force thatitself is thematically
linked to several of his (many) other armies.

 

 

Jason’s Grey Knights began as an Armies on Paradeproject

with White Dwarf, and many ofhis stunning miniatures appear

within the magazine's pages. With so many projects on the go

at once andseveral armies painted already, Jason choseto forge
his Crusade armyfrom his existing collection, rather than begin

a new one. His Grey Knights have a unifying look to them,
notonly in their armour and weapons, but also in the unusual
andincredible bases. ‘The lavaeffect is repeated from Jason's

Salamanders Space Marines— usingpieces of broken cork for
the rock and Stirland Mudto create ripples oflava. He sees his

Grey Knights as having responded to a vision that told of some
dark incursion on the Salamanders’ fiery planet of Nocturne.
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Jason takeshis inspiration from a variety of sources including
Codexes and novels, and his imagination was especially sparked

by Martin Footitt’s Golden Demon-winninglarge-scale Grey
Knight from 2007.Jason really wanted to show that his Grey

Knights are constantly fighting against the worst horrors the

Imperium faces and helikes thinking of themastheelite of the
elite. To achievethis, he has given them a battle-worn and gritty

feel, carefully painting scuffs and scratches, especially along the
business end of their Nemesis force weapons.

Making every model unique in somewayis very important to

Jason, whetherthis is done by the way they're posed, painted

or even converted — from the armoured sarcophagusof his
Dreadnought to the daemon hammerheld one-handed by his

Interceptor Justicar. He gave every model their own heraldry. In

the background,each battle-brotheris permitted to display their
personal arms. Thoughthis took extra time to do, he considers

the final effect well worth theeffort. For the superb Grand

Master, Jason rebuilt the model's fist using Green Stuff so that

his commanderis signalling the advance. He rolled Green Stuff

into balls to go onto his models’ bases. These form bubbles of

IENERate Rcatspivccectanaalmoncamec (oKortm nein

Though he thinks ofhimselffirstly as a collector and then a
painter, Jason enjoys pitting his Grey Knights againstfellow

employees, whether in stafftournaments orin one-off games.

Hehasn't yet given his Grand Master a name, andjokes that
this is because the warrior seemsto suffer from terribly poor

dice rolls and therefore hasn’t ‘earned’ one in Jason's view. This

_ is despite his generally aggressive play style which he employs
not because of gametactics, but because he imagines that’s

how Grey Knights wouldfight: heroically pushing forwards
and smashingthe foe up close! Although maybe,like any good

Grey Knight, Jason is keeping the namesecret to preventhis

daemonic nemesesusing it to gain power over him! He's looking
forward to expandingthe collection with more Terminators and

Interceptors, some ofhis favourite units, but he has otherplans,

too, and his opponents had better watch out as the force grows. 
PE 
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7 DATASHEETS
This section contains the datasheets that you will need to fight battles with your Grey Knights miniatures,
as well as the weaponprofiles for the wargear they can be equippedwith. You can find out how to use
datasheets and weaponprofiles in the Warhammer40,000 Core Book.

 

THE <BROTHERHOOD>
KEYWORD
The majority of datasheets in this section have the

<BROTHERHOOD> keyword.This is a keyword that youcan select

for yourself, as described in the Warhammer 40,000 Core Book,

with the guidancedetailed below.

_ With a few notable exceptions,all GREY KNIGHTS units are drawn

from a brotherhood. Whenyouinclude such a unit in your

army, you must nominate which brotherhoodit is from and
then replace the <BROTHERHOOD> keyword in every instance

on its datasheet with the name of your chosen brotherhood.

The different Brotherhood keywords youcanselect from are:
SWORDBEARERS; BLADES OF VICTORY; WARDMAKERS; PRESCIENT

BRETHREN; PRESERVERS; RAPIERS; EXACTORS; SILVER BLADES.

You can find out more about brotherhoods on pages 45-53.

Example: Ifyou include a Grand Master in your army, andyou

decide heisfrom the 4th Brotherhood, the Prescient Brethren,his
<BROTHERHOOD> keyword becomes PRESCIENT BRETHREN andhis

Rites ofBattle ability reads ‘While afriendly PRESCIENT BRETHREN
CoREunit is within 6”of this model, each time a modelin that

unit makes an attack, re-roll a hit roll of 1.

If your armyis Battle-forged, you cannot include units from two

different brotherhoods in the same Detachment. You can find

out more about Battle-forged armies in the Warhammer40,000

Core Book.

WARGEAR & WEAPONLISTS
The weaponprofiles found on a unit’s datasheet describe the

primary weaponsthat models in that unit can be equipped with.

Some weaponsare only referenced on a datasheet; profiles for
these, and all other weapons, can be found on pages 104-107. In

addition, some datasheets reference one or more weaponlists

(e.g. Melee Weaponslist); these can be found on page 104.

ABILITIES
A unit’ datasheetwill list all the abilities it has. Certain abilities that

are commonto manyunits are only referenced onthe datasheets
rather than described in full; these abilities are described below.

KNIGHTS OFTITAN
Grey Knights’ skill with bolter and bladeis alloyed with their
psychic mightto create trulyformidable warriors.

‘This unit has the following abilities, which are described below:

And They Shall Know NoFear; Bolter Discipline; Masters of

the Warp.

 

And TheyShall Know No Fear
Grey Knightsface down the darkest horrors thatlie beyondthe
veil of reality, creatures that would shatter the sanity ofothers.

Each time a CombatAttrition test is taken for this unit, ignore

anyor all modifiers.

Bolter Discipline
Bolters are holy instruments and symbols ofMankind’ power. To

the Grey Knights, they are giftsfrom the Emperor, tools ofdeath
that they have mastered to destroy his enemies.

Instead of following the normalrules for Rapid Fire weapons,
modelsin this unit shooting Rapid Fire bolt weapons make

double the numberof attacks if any of the following apply:

« The shooting model's target is within half the weapon's range.

e The shooting modelis INFANTRY andits unit Remained

Stationary in your previous Movementphase.
e The shooting model is a TERMINATOR.

For the purposesofthis ability, a Rapid Fire bolt weaponis any

bolt weapon(as defined on page 104) with the Rapid Fire type.

 

DEPLOYMENTABILITIES
The followingabilities, which are used during deployment,
are common to many GREY KNIGHTS units.

COMBAT SQUADS
Grey Knights squads can break downinto tacticallyflexible
Jormations known as combat squads, whilestill retaining
psychic communion andlethal combatefficacy.

At the start of deployment, before any units have beenset
: up,if this unit contains the maximum number ofmodels

_thatit can, then it can besplit into two units containing
as equal a number of models as possible. Whensplitting a

unit usingthis ability, make a note of which models form
~each ofthe two newunits.

TELEPORT STRIKE
_ Grey Knights’ shroudedstrike cruisers andbattle barges can
teleport their warriors en masse into the very heartofbattle,

theirpsychic warriors safefrom the warps insidious touch.

During deployment, if every modelin this unit has this

ability, then you can set up this unit in a teleportarium

chamberinsteadofsetting it up on the battlefield. Ifyou do,
then in the Reinforcements step of one ofyour Movement

phasesyou cansetup this unit anywhere onthe battlefield

that is more than 9" away from any enemy models.   i

 



  

MASTERS OF THE WARP
The Grey Knights wield the warp as a powerful weapon, their purity ofsoul protecting themfrom the

foul depredations that would strike downlesser men.

If every unit from your army has the GREY KNIGHTS keyword (excluding AGENTOF THE IMPERIUM and

UNALIGNED units), PSYKER units with this ability gain a bonus(see below) depending on which Tide
of the Warp is dominant for your army, asfollows.

Atthestart ofthefirst battle round, choose whichof the Tides is currently dominant. The dominant

_ Tide can subsequently be changed using the Warp Shaping psychic power(pg 64).

The available Tides of the Warpare as follows:

TIDE OF CONVERGENCE
‘Thefocused energies bound within the Grey Knights’ mystical

eeeRMSMLOLMAOACARNOMEL
PIRIAILSRLeam AMAMLCCLEARLSACLS

Co}eam aca

While this Tide is dominantfor your army:

Add6"to the range characteristic of psi weapons
(pg 104) that models in this unit are equipped with.

Each time a modelin this unit makes a melee attack with

a Nemesis weapon (pg 104), on an unmodified wound

roll of 6, the target suffers 1 mortal wound in addition to

Eloyantoasnrcl ectoctoe

TIDE OF CELERITY
Welola LeMONLEESONAL

CeTASMEMMARERecALdco

brothers deftly navigate its ripping currents.

While this Tide is dominant for your army:

e Each time an Advanceroll is made forthis unit, treat a

dice roll of 1-2 as 3 instead.
¢ Each timea chargeroll is made for this unit, treat each

dice roll of 1-2 as 3 instead.

TIDE OF SHADOWS
The Grey Knights wreathe themselves in the ever shifting
maelstrom of the immaterium,twisting shadow-forms and
eMCagateateLaake)OALOn

amor

While this Tide is dominant for yourarmy, each time a

ranged attack made by an enemy model morethan 12"
FAVEVmicronCMelelimeTeoK MANCMUrelemertoreCKB reMeDMELT
PICA CB Kaeoslaaenl osc oaote Oona aaa
FuereCMTi maoMolNaneME liceymcocohslelmueta eansieymetal

Cover, modelsin this unit are also treated as receiving the

benefits of Dense Cover.
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TIDE OF ESCALATION
VUNamMUL IYLgRSILMcaoa ed

rushing streamsofpowerflow betweenthe Sons ofTitan in a

erCyRSURCApMLCTAMALARSOrTCe OnagLLOLeLC

boosting the psykers’ ritualistic powers.

While this Tide is dominantfor your army, in your Psychic

phase, ifyour army includes any BrotherhoodofPsykers
Detachments, each time this unit is selected to manifest

psychic powers, it can attempt to manifest its brotherhood

PS(OWCH OOMatla Loom ectcoteymaael
attempted to be manifested by anotherunit that phase.

Each time sucha unit attempts to manifest such a power,
then until the end of the phase, add 1 to that power’s warp

charge value for eachother attempt that has been madeto

manifest it by a unit from your army that phase, whether

the attempt was successful or not.

 

nie) See ae syNyala
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tofight against their daemonicfoes. Such is theirpower
and psychic mastery that the Sons ofTitan can turn the

fickle eddies ofthe warp itselfagainst the very creatures

Terao

While this Tide is dominantfor your army:

This unit gains the followingability: “Banishment

(Aura): While an enemy DAEMON unitis within 6" ofthis

unit, subtract 2 from the Leadership characteristic of

models in that enemyunit?
SOLOmanner waroYe(OM oomaeTMtsvmentloon etecCoecterbtone

a DAEMONunit, re-roll a hit roll of 1 and re-roll a wound

roll of 1.

 
  



  

Lord Kaldor Draigo enters

battle directly from the
warp itself and his resolute
spirit inspires his warriors

to acts of high valour. He

hunts downand slays

the spawn of Chaos with

psychic fire and blows from

the legendary Titansword,
its blade reforged with a

purified daemon weapon.

 

    

  

  
  
  

    

  

 

  

        

 

KALDOR DRAIGO 9 power
No. Name Ws Bs StWO
1 Kaldor Draigo 5a 2+ 2+ 4 4 ¢ ) 6 9 2+
 
Kaldor Draigo is equippedwith: The Titansword; Sanctum Sigilum; master-crafted storm bolter; frag grenades; krak grenades.

Your army can only include one KALDOR DraiGo model.

 WEAPON RANGE TYPE S AP OD_ ABILITIES —

Master-crafted storm bolter 24" Rapid Fire 2 4 1 2

The Titansword

OTHERWARGEAR
SanctumSigilum

Melee Melee +4 -4 3

 
This model has a 3+ invulnerable save. 

ABILITIES
KnightsofTitan, Teleport Strike (pg 80)

 

Supreme Grand Master: In your Commandphase,select

one friendly GREY KNIGHTS CORE or GREY KNIGHTS

CHARACTERunit within 6"ofthis model. Until the start of

your next Commandphase, each time a modelin that unit

makesanattack, you can re-roll the hitroll.

Rites of Battle (Aura): While a friendly GREY KNIGHTS

CorEunit is within 6"of this model, each time a model in

that unit makesanattack,re-roll a hit roll of 1.

PSYKER
This model can attempt to manifest two psychic powersin your Psychic phase and attempt to denytwo psychic powers

in your opponent's Psychic phase.It knows Smite and three psychic powers from the Dominus discipline (pg 64).

 

 
FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS

KEYWORDS:INFANTRY, CHARACTER, PSYKER, PSYK-OUT GRENADES, SUPREME GRAND MASTER,TERMINATOR,

HONOURED KNIGHT, KALDOR DRAIGO 

‘was there, brothers. At Peraglion, when fate sought to grind us between

its palms, when the ground andthe sky ruptured and the Hosts Infernus
poured out in a vile flood, the Chapter Lord was suddenly there; they were

a sea of blackest evil and he anisland aflamein their midst.’

- Justicar Qerentis, 2nd Brotherhood, the Peraglion Eradication

We did not know where the warrior had come from. Wefelt the haze of warp

transla[...], but no teleportation signature, no cipher-sending from thefleet.

He bore a panoply that, had | not known better, would have marked him

in my eyes as a Grand Master. But we did not know his face, and we d[...]

t know his aura. We saw his intent, though, when hecleaved through[..

spawn we fought. With the brotherat our side — aye, I name him brother — we

cast downthe insane prophet and banished those he had summoned.Yet
with the sealingof[...], our brother's spirit was pulled from oursight. To this

day I do not know who hewas.’

- Brother He’nemann, UnknownBrotherhoodafter the Cleansing of Jostero

OmLMRaclalctacralatc

- ‘He appearedto me,as I know now he appearedto others of the Council. |
‘had not personally witnessed his manifestation for some years, but there

was nothingto tell of his exhaustive trials whereverit was the immaterium

_ swept him eachtime.If anything, he appeared more substantial than at at

~ any time since the curse fell upon him, more vital, more urgent. He sought

my counselon the matter that has haunted the whole Council of late. | gave
my lord what he sought, baring my soulin frank admission. This strategy

he mulls over, I wonder now whetherthe authorof the Terminus Decree
would concur.’

~ Grand Master Rothwyr Morvans

Protector of the Sanctum Sanctorum, the Era \ndomitus’



GRANDMASTERVOLDUS
No.Name | “MW WS BS S 7 WA
1 Grand Waeervaldus 5? 2+ 2+ 4 4 6 6

8 POWER
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Grand MasterVoldusis equipped with: master-crafted storm bolter; Malleus Argyrum;frag grenades; krak grenades.

Your army can only include one VOLDUS model.

 

WEAPON RANGE TYPE — S§_—AP_—sCD-_sABILITIES-
Master-crafted storm bolter 24" Rapid Fire 2 4 “1 2

Malleus Argyrum Melee Melee x2 3 3
 

ABILITIES —

KnightsofTitan, Teleport Strikeae 80)

 

Rites of Battle (Aura): While a friendly WARDMAKERS
CoRE unitis within 6"of this model, each time a modelin

that unit makesan attack,re-roll a hit roll of 1.
Iron Halo: This model has a 4+ invulnerable save.

PSYKER
This model can attemptto manifest two psychic powersin your Psychic phase, and attemptto deny two psychic powers

in your opponent's Psychic phase. It knows Smite and three psychic powers from the Dominus discipline (pg 64).

 

 

FACTION KEYWORDS:IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, WARDMAKERS.
KEYWORDS:INFANTRY, CHARACTER, PSYKER, PSYK-OUT GRENADES, GRAND MASTER, TERMINATOR,

GRAND MASTER VOLDUS
 

 

 

GRAND MASTER 8 power
No.Name. MOWSBSS tfWAidae

1 Grand Master 5" 2+ 2+ 4 4 6 6 i) 2+
 

A Grand Masterisisequippedwith: master-crafted storm bolter; Nemesis force halberd;frag grenades; krak etenades.

 

 

WEAPON - RANGETYPE = S-AP D _ABILITIES
Master-crafted storm bolter 24" Rapid Fire 2 4 1 2

Nemesis force halberd Melee Melee +2 -2 2
 

-WARGEAR OPTIONS—
© This model's Nemesis force halberd can be replaced with 1 weapon from the Melee Weaponslist.

° This model's master-crafted storm bolter can be replaced with 1 weaponfrom the Special Weaponslist.

 

 

ABILITIES
KnightsofTitan,Teleport Strike (pg 80)

 

Rites of Battle (Aura): While a friendly <BROTHERHOOD>

CoREunit is within 6" of this model, each time a modelin

that unit makesanattack,re-roll a hit roll of 1.
Iron Halo: This model has a 4+ invulnerable save.

 

_PSYKER

This model can attempt to manifest one psychic powerin your Psychic phase,and attempt to deny one psychic power

in your opponent's Psychic phase. It knows Smite and two psychic powersfrom the Dominus discipline (pg 64).

 

 

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>

KEYWORDS:INFANTRY, CHARACTER, PSYKER, PSYK-OUT GRENADES, TERMINATOR, GRAND MASTER
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Grand Master of the 3rd
Brotherhood, Aldrik Voldus
wields immense psychic

might with a humble

purity. Daemons burn and
scatter before the purifying
fire that pours from his

huge daemon hammer, the

Malleus Argyrum, before

he deftly swings it and

Fobab io} avescysuetelcien ig belay c=) eaten)
with a thunderouscrash of
pure empyric energies.

warrior and

battle-psyker eeece.

of unhallowed knowledge.
Under a Grand Master’s

guiding will are the
unending wars against

their daemonic adversaries
prosecuted, their stainless

souls a beaconof purity.

 



Whentheydeploy to

battle clad in the raiment
of a Nemesis Dreadknight,

Grand Masters are capable

of duelling the greatest
daemon lords on an equal

footing. Thus girded,

their psychic prowess

andtactical acumen are

wielded alongside the
exceptional physical might

of a towering and warded

Dreadknight suit.

 

GRAND MASTERwwnemesis oREADKNIGHT
Someofthis model's characteristics changeasit suffers damage, as shownbelow:

10 rower

9” 2+ 2+ 6 6 13 6 9 2+

eeSsea
  

Grand Master in Nemesis Dreadknight

t (?+ wounds remaining]

Grand Master in Nemesis Dreadknight

(4-6 wounds remaining} ¢ es : ° NA : 2 c

Grand Master in Nemesis Dreadknight

(1-3 wounds remaining] : ce Ap E e ma 4 3 ae

A Grand Master in Nemesis Dreadknight is equipped with: 2 dreadfists.

WEAPON|
 

RANGETYPE =-S_ APDABILITIES
Gatling psilencer 24" Heavy 12 5 -1 1

Each time anattack is made withthis
Heavyincinerator 12" Heavy 2D6 6 1 1 weapon,thatattack automatically hits

the target.

Heavy psycannon 24" Heavy 6 8 -2 2

Dreadfist Melee Melee x2 3 Coe

Nemesis daemon Melee Melee x2 ‘A 0343 Each time an attack is madewith this

greathammer weapon,subtract1 from that attack’s hitroll.

Nemesis greatsword Before selecting targets, select one of the profiles below to makeattacks with.

- Mighty strike Melee Melee +4 3} D6

: Make2 hit rolls for each attack madewith
- Sweeping blow Melee Melee User -2 this profile, Instead of 4

GTHERWARGEAR eS o  
 

 

Dreadknight teleporter

   
* This model can be equippedwith up to twoofthe following (the sameoption cannotbe selected twice): 1 heavy

incinerator; 1 gatling psilencer; 1 heavy psycannon.

* One of this model's dreadfists can be replacedwith one ofthe following: 1 Nemesis daemon greathammer; 1

Nemesis greatsword.

* This model can be equipped with 41 Dreadknight teleporter.
 

PSYKER

ABILITIES _ oe
Knights ofTitan, Teleport Strike (pg 80)

  

 

Rites of Battle (Aura): While a friendly <BROTHERHOOD>

Coreunit is within 6" of this model, each time a modelin

that unit makesanattack,re-roll a hit roll of 1.

Force Shielding: This model has a 4+ invulnerable save.

   
This model can attempt to manifest one psychic powerin your Psychic phase, and attemptto deny one psychic power

in your opponent's Psychic phase.It knowsSmite and two psychic powersfrom the Dominusdiscipline (pg 64).
 

FACTION KEYWORDS: IMPERIUM,SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>

KEYWORDS:VEHICLE, CHARACTER, PSYKER, NEMESIS DREADKNIGHT, GRAND MASTER
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CASTELLAN CROWE Se
———— Ce

1 Castellan Crowe 6" 2+ 2+ 4 4 5 6 8 2+

 

 

Castellan Crowe is equippedwith: storm bolter; Black Blade of Antwyr; frag grenades; krak grenades. Your army can only

include one CASTELLAN CROWE model.

 

 

WEAPON —=—sS&RRANGE.«TYPE SAP D_ ABILITIES
Storm bolter 24" Rapid Fire 2 4 0 1

Eachtime an attack is madewith this

: weapon, an unmodified woundroll of 6

Be ore ike 2 f inflicts D3 mortal wounds onthetarget

in addition to any normal damage.

ABILITIES

 

 

Martial Superiority: At the start of the Fight phase,if

this modelis within Engagement Range of any enemy

Knights ofTitan, Teleport Strike (pg 80)

HeroicSacrifice:If this model is destroyed in the Fight

phase, do not removethis modelfrom play — it can fight

after the attacking model's unit has finished making

attacks.If you are using this ability, after resolving this

CHARACTERunits,it can fightfirst that phase.

Honour orDeath: This modelis eligible to perform a

Heroic Intervention ifit is within 6"horizontally and 5"

model's attacks,it is then removed. vertically of any enemy unit, insteadof 3" horizontally

and 5"vertically. Each time this model makes a Heroic

Intervention move,so long as it ends that moveeither

closer to the closest enemyunit or within Engagement

Range of an enemy CHARACTER unit, it can moveup to 6”.

All other rules for Heroic Interventionsstill apply.

Iron Halo: This model has a 4+ invulnerable save.

Cleansing Flame:Each time this unit attempts to manifest

the Purifying Flame psychic power(pg 65), add 1 to that

attempt'’s Psychic test.

-PSYKER.
 

This model can attempt to manifest one psychic powerin your Psychic phase, and attempt to deny one psychic power

in your opponent's Psychic phase. It knows Smite, one psychic powerfrom the Dominus discipline (pg 64) and Purifying

Flamefrom the Sanctic discipline (pg 65).
 

FACTION KEYWORDS:IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, PURIFIER

KEYWORDS:INFANTRY, CHARACTER, PSYKER, PSYK-OUT GRENADES, HONOUREDKNIGHT, CASTELLAN CROWE
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ceramite and bone deep. Crowe swept under the thrusts of his

reeling foe's chainsword with a double-handedstrike. His blade

cut through the archaic power armourand into the corrupted meat and
fused ribcage within. Burning gobbets ofliquefied armoursizzled and spat
from the wound as Crowepulled the smoking sword free. His aclions were

TMMCOCORe MLM AUCCCM CLMLC AgACMCL

Yoursoul will burn! You will suffer the agonies of the damned — it
Oa

The scream in Crowe's head raged,directionless and impotent against

the psychic defences of his mind. He had neversensed it comingdirectly

QMLLmec LaPLE CCUCTSAUCeeA

back by the purity of his soul, but never absent.
Youwill be peeled apart piece by piece, remade in pleasing form to dance

for the Gods of the Neverborn!

Crowe swept on, his brother Purifiers a stride behind him. Hesliced

open the throat of another Chaos-worshipping Space Marine, the arc
of the Black Blade leaving trails of dark flame and warp-tinged vapour.

The blade's stream of curses scraped across his consciousness,its

frustration and spite pulsing through the weapon as Croweeviscerated

anotherheretic.
Suddenly solemn andserious, the disembodied voice spoke with a
caeet

Your deeds are worthless, Garran. Youwillfail.

Crowe did not respond. The loathsome daemon wasa thing of the
warp, capable of knowing many things to come, and yet all it could speak

werelies.

Castellan Garran Crowe

is the Champion of the

Orderof Purifiers; and

his flawless soul radiates

outward in a searing,

psychic aura. Heis the

keeperof the Black Blade

of Antwyr, a daemon sword

that whispers promises

and threats. Crowe rejects

the blade’s vileness,

trusting to his masterful

combat prowess. 

 



  
        

  

       
     
  

    
   

    

  

  

  

 

      
  

  

       

   
  
  
   

    
  

 

   

2, BROTHER-CAPTAIN STERN G bower
No, Name — MN WS Bs 8 TOW Ak i gy

1 Brother-Captain Stern 5h 2+ 2+ 4 4 6 6 9 2+
 

 

Brother-Captain Stern is equipped with: master-crafted storm bolter; Nemesis force sword;frag grenades; krak grenades.

Your armycan only include one BROTHER-CAPTAIN STERN model.

 

 

 

 

 

WEAPON RANGE TYPE S AP D_ ABILITIES

Master-crafted storm bolter 24" Rapid Fire 2 4 -1 2

Nemesis force sword Melee Melee oo =3 2

ABILITIES — -
Knights ofTitan, geo Strike (pg 80) Tactical Precision (Aura): While a friendly WARDMAKERS

TheStrandsofFate:In your turn, you can re-roll one hit CoREunit is within 6"of this model, each time a modelin

roll, woundroll or saving throw for this model.If you do,in that unit makesanattack, re-roll a woundroll of 4.

their next turn your opponent can re-roll one hit roll, wound Zone of Banishment: Eachtime this model successfully

roll or saving throw for a modelin their army. manifests a psychic power, each DAEMONunit within 6"

Iron Halo: This model has a 4+ invulnerable save. suffers 1 mortal wound.

-PSYKER
ip

ae Sianteeecm § [his model can attemptto manifest one psychic powerin your Psychic phase, and attempt to deny one psychic powerin

battles so brutal offen ; your opponent's Psychic phase.It knows Smite and one psychic powerfrom the Dominusdiscipline (pg 64).
 he and his nemesis are

the last standing. His
growing understanding of

the weaknesses of warp-

spawn makes his presence
anathema to Daemonkind
and he wields his Nemesis

blade with a furious skill

that few can match.

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, WARDMAKERS

KEYWORDS:INFANTRY, CHARACTER, PSYKER, PSYK-OUT GRENADES, BROTHER-CAPTAIN, TERMINATOR,
BROTHER-CAPTAIN STERN
 

BROTHER-CAPTAIN 6 rower
Nee

“4 Brother- Captain 5° 2+ 2+ 4 4 6 5 9 e+

 

 

 

A Brother-neiseewith: master-crafted storm bolter, Nemesis force sword; frageS) krak Brchades.

 

 

WEAPON =——sSRANGE:~*‘TYPE =F—S §_—sAP-_—s“=D-~SsABILITIES
Master-crafted storm bolter 24" Rapid Fire 2 4 “1 2

Nemesis force sword Melee Melee +1 3 a

WARGEAROPTIONS =
 

* This model’s Nemesis force sword can bereplaced with 1 weaponfrom the Melee Weaponslist.

© This model’s master-crafted storm bolter can be replaced with 1 weaponfrom the Special Weaponslist.
 

 

ABILITIES : -

Knights ofTitan, Teleport Strike (pg 80) Tactical Precision (Aura): While a friendly

Iron Halo: This model has a 4+ invulnerable save. <BROTHERHOOD> CORE unitis within 6"of this model,

each time a modelin that unit makesan attack, re-roll a

: - woundroll of 1.

Amongst the Chapters _ : sae eee. s _PSYKERforemost combatants, sae

a Brother-Captain has This model can attempt to manifest one psychic powerin your Psychic phase, and attempt to deny one psychic power

eRe Celt Cie in your opponent's Psychic phase.It knows Smite and one psychic powerfrom the Dominusdiscipline (pg 64).
leader of great warriors

SRESete FACTION KEYWORDS:IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>
sb olTeaae KEYWORDS:INFANTRY, CHARACTER, PSYKER, PSYK-OUT GRENADES, TERMINATOR, BROTHER-CAPTAIN
of the fight, standing
beside his battle-brothers
and focusing their blows
by means of psychic
communion even amidst
the din of hellish war.

 

 

 

 



    
  

  

  
  
  

  

 

  
  

  

  

 

  

  

 

  

   
   
  

 

  

 

  

    

    

   

  
   

BROTHERHOODCHAMPION 4 Power
‘No.Name oMWS 6S S$ 7WAta Sy

1 Brotherhood Champion 6" e+ 2+ 4 4 4 5 8 2+

 

 

 

 

A Brotherhood pranpieniseewith: storm bolter; Nemesis force sword; frag grenades;krakcoe

 

 

 

WEAPON - RANGE TYPE Ss AP -D ABILITIES

Storm bolter 24" Rapid Fire 2 4 0 1

Nemesis force sword Melee Melee +1 3 2

ABILITIES
Knights ofTitan, Teleport Strike (pg 80) Honour orDeath:This modelis eligible to perform a

Heroic Interventionif it is within 6" horizontally and 5"

vertically of any enemyunit, instead of 3" horizontally

and 5"vertically. Each time this model makesa Heroic

Intervention move, so long as it ends that move either

closerto the closest enemyunit or within Engagement

Range of an enemy CHARACTER unit,it can move up to 6".

All other rules for Heroic Interventionsstill apply.

Iron Halo: This model has a 4+ invulnerable save.

Martial Superiority: At the start of the Fight phase, if

this modelis within Engagement Range of any enemy

CHARACTERunits,it can fightfirst that phase.

PSYKER oo : A Brotherhood Champion

This model can attemptto manifest one psychic powerin your Psychic phase, and attempt to deny one psychic power acts as an exemplarof

in your opponent's Psychicphase.It knows Smite and one psychic powerfrom the Dominusdiscipline (pg 64). Wea BiOwess ue Nes
all Grey Knights aspire. He

is a warrior of peerlessskill

who mentors newrecruits
in the waysof the blade.

Upon the battlefield, he

defendsthe lives of others
and upholds the honour

of his brotherhood with

deadly skill.

 

 

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>
KEYWORDS: INFANTRY, CHARACTER, PSYKER, PSYK-OUT GRENADES, BROTHERHOOD CHAMPION
 

: BROTHERHOOD LIBRARIAN 6 rower
No. Name (

1 Brotherhood ioraran 5

 

M ows GsSGWAid
3+ 3+ 4 4 5 4 )

                     
 

A BrotherhoodLibrarianis=rhes with: Nemesis ereie stave; fragee krak grenades.

‘WEAPON RANGE TYPE sae DBABILITIES _

Nemesis warding stave Melee Melee +3 Al 2
 

_WARGEAROPTIONS_
° This model’s Nemesis warding stave can bereplaced with 1 weapon from the Melee Weaponslist.

© This modelcan be equipped with one ofthe following: 1 storm bolter; 1 weaponfrom the Combi-weaponslist.

    
 

 

  

   
 

Knights ofTitan, Teleport Strike (pg 80) Psychic Hood: Each time a Deny theWitchtestis taken for

this model,if the unit attempting to manifest the psychic

poweris within 12"of this model, add 1 to that Denythe
Crux Terminatus: This model has a 5+ invulnerable save.

 

 

 

Witch test.

PSYKER ce — 1steinerae clare
This model can attemptto manifest two psychic powersin your Psychic sha, and attempt toAEN one psychic power of mind greater even than

in your opponent's Psychic phase. It knows Smite and two psychic powers from either the Dominus and/or Sanctic | manyof the powerful

disciplines (pg 64-65). battle-psykers with —
whom theyfight. The

FACTION KEYWORDS:IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD> breadth of their empyric

KEYWORDS:INFANTRY, CHARACTER, PSYKER, PSYK-OUT GRENADES, TERMINATOR, BROTHERHOOD LIBRARIAN scholarship is vast and

 they courageously brave

the deeper and more

dangerous reaches of the

warp, using psychicrites to

shield their fellows or tear

at daemonic forms.

 



 

    

 

BROTHERHOODTECHMARINE
No. Name Mo Ws bs ST Wo oA toy

4 4 4 4 8 2+
   

 

1 Brotherhood Techmarine 6" 3+

A Brotherhood Techmarine is equippedwith: boltgun; flamer; plasmacutter; Omnissian poweraxe; 2 servo-arms; frag

grenades;krak grenades.

 

Boltgun 24" Rapid Fire 1 4 0 1

Each time an attack is made with this

Flamer 42" Assault D6 4 0 4 weapon,that attack automatically hits

the target.

Plasmacutter Before selecting targets, select one ofthe profiles below to makeattackswith.

- Standard 12" Assault 1 ? 3 i

If any unmodifiedhit rolls of 1 are made

for attacks with this weapon profile, the

RSUpETEDEIES 2 eecautee 8 3 2 bearer is destroyedafter shooting with
this weapon.

Omnissian power axe Melee Melee +2 -2 2

Eachtimethe bearer fights, no more

Servo-arm Melee Melee x2 -2 3. than one attack can be madewith each

servo-arm.
 

     WARGEAROPTIONS=
* This model's boltgun can be replaced with 1 bolt pistol.
 

    ABILITIES
KnightsofTitan (pg 80)

  

Blessing of the Omnissiah: At the end of your Movementphase,this model can repair one friendly GREY KNIGHTS

Psychic warrior-smiths VEHICLE model within 3"of it. That VEHICLE modelregains up to D3 lost wounds. Each modelcan only be repaired once

_ with esoteric knowledge per turn.
of machine mysteries, . a fe ;
Techmarines maintain Awakenthe MachineSpirits: In your Commandphase,this model can awaken one friendly GREY KNIGHTS VEHICLE

and repair the weapons, model within 3"ofit. Until the start of your next Command phase,each time that VEHICLE model makesa rangedattack,

armour and mighty add 4 to that attack’s hit roll. Each model can only be awakenedonce per turn.

vehicles used by the Grey SE ee

Knights. With mechanical _PSYK!
  
 

servo-arms, and eiceltroda This model can attemptto manifest one psychic powerin your Psychic phase, and attemptto deny one psychic power

tealeTOLE in your opponent's Psychicphase. It knows Smite and one psychic powerfrom the Dominusdiscipline (pg 64).
 they fortify the spirits of

wounded machinesagainst FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>

the claws of daemons. KEYWORDS:INFANTRY, CHARACTER, PSYKER, PSYK-OUT GRENADES, BROTHERHOOD TECHMARINE  
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BROTHERHOOD CHAPLAIN  zoePOWER 
 

1 Brotherhood Chaplain a 2+ 3+ 4 4 5 4
 

A Brotherhood Chaplain is equippedwith: storm bolter; crozius arcanum; ee gienades krak sienades.   
 

 

WEAPON” RANGE TYPE SAPDABILITIES”
Storm bolter 24" Rapid Fire 2 4 i) L

Crozius arcanum Melee Melee +2 -1 a

ABILITIES —

 

 

KnightsofTitan, Teleport sStrike (pg 80)

Spiritual Leaders (Aura): While a friendly GREY KNIGHTS CORE unitis within 6"of this model, models in that unit can use

this model’s Leadership characteristic instead of their own.

Rosarius: This model has a 4+ invulnerable save.

‘PSYKER   
This model can attemptto manifest one psychic powerin your Psychic was, and attemptto deny one psychic power

in your opponent’ Psychic phase. It knows Smite and one© payetieeeethe Dominus discipline (pg ay

PRIEST
 
    
 

This model knowstheLitany of Expulsion and one otherlitany from the Litaniesof Purity (pg 66). In your Command

phase,if this modelis on the battlefield, it can recite one litany it knowsthat has not already beenrecited bya friendly

modelthat battle round.Roll one D6: on a 3+,therecitedlitany is inspiring and takeseffect until the start of your next

Commandphase.
 

FACTION KEYWORDS:IMPERIUM,SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>
KEYWORDS:INFANTRY, CHARACTER,PSYKER, PSYK-OUT GRENADES,PRIEST, TERMINATOR, BROTHERHOOD CHAPLAIN
 

EeeTERMINATOR eel 12 POWER
 

 

No. Name My oWS BS oSoT Ww A id Sy
4-9 Brotherhood Terminator " 3+ 3+ 4 4 3 3 ? 2+

1 Terminator Justicar by 3+ 3+ 4 4 3 4 8 2+
 

If this unit contains 6 or more models,it has Power Rating 24. Every model is equipped with: storm bolter; Nemesis force

sword; frag grenades: krak grenades.

 

 

  

_WEAPON “ORANGE Type SAP OD ABILITIES
Storm bolter 24" Rapid Fire 2 4 0 1

Nemesis force sword Melee Melee +1 3 2

'WARGEAROPTIONS =

 

 

Any numberof modelscan each have their Nemesis force sword replete with 1 weapon from the Melee Weaponslist.

° For every 5 modelsin this unit, 1 model's storm bolter can be replaced with 1 weaponfrom the Special Weaponslist.
 

 

 

  

ABILITIES : : oe oo
KnightsofTitan, Combat eausareianar Strikeae Crux Terminatus: All models in this unit have a 5+

80x) invulnerable save.

PSYKER    
 

This unit can attempt to manifest one psychic powerin your Psychic phase, and attemptto deny one psychic powerin

your opponent’s Psychic phase.It knows Smite, and Hammerhandfrom the Sanctic discipline (pg 65).
 

FACTION KEYWORDS:IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>
KEYWORDS:INFANTRY, CORE, PSYKER, TERMINATOR, PSYK-OUT GRENADES, BROTHERHOOD TERMINATOR SQUAD
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Chaplains intone psychic
litanies of sanctity and
contempt, speaking the

Emperor's word to their
brethren in stentorian

tones. They are symbols
of brutal mortality and

unquestioning zeal. In

battle, they lay about the

foe with blows from their

crozius arcanum and with

impassioned canticles

ward their brothers’ souls.

Brotherhood Terminators
form the steel heart of
many Grey Knights’ strikes.

Shielded by thick armour
plates, each is a warrior

of immense physical and

mental fortitude. They

often teleport directly

into battle, unleashing

sanctified bolts before
cleaving apart the spawn
of the warp with blazing

Nemesis force weapons. 



     

 

    

   
  

  

 

    

‘striking swiftly
and slipping through gaps
in daemonic lines toseal
warp portals or prevent

summoners escaping.
Frequently attacking
from fixed teleportariums

or swift transports,

they conduct vital

reconnaissance, disrupt

flanks and blunt incursions

with surgical strikes.

6 POWER
  
 

STRIKESQUAD
       
 

 

NG Nemes “OM we 68 5 otWw
4-9 Grey Knight 5" 34 34 4 A 5

1 Justicar 6" 3+ 3+ 4 4 2 4 8 a

 

If this unit contains 6 or more models,it has Power Rating 12. Every model is equipped with: storm bolter; Nemesisforce

sword; frag grenades;krak grenades.

WEAPON| RANGE TYPE== S_ AP D_ ABILITIES”
Storm bolter 24" Rapid Fire 2 4 0 1 -

Melee Melee +1 3 Cones

    

Nemesis force sword

  WARGEAROPTIONS —
* Any numberof models can each havetheir Nemesis force sword replaced with 1 weaponfrom the Melee Weaponslist.

° For every 5 models inthis unit, 1 Grey Knight's storm bolter and Nemesisforce sword can be replaced with 1 weapon

from the Special Weaponslist.
 

ABILITIES _ Se
Knightsof Titan, Combat Squads,Teleport Strike

This unit can attempt to manifest one psychic powerin your Psychic phase, and attemptto deny one psychic powerin

your opponent's Psychic phase.It knows Smite, and Hammerhandfrom the Sanctic discipline (pg 65).

(pg 80)
    

   

 

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>

KEYWORDS:INFANTRY, CORE, PSYKER, PSYK-OUT GRENADES, STRIKE SQUAD
 

 



BROTHERHOOD APOTHECARY 6 POWER
 

ae MW Woe6TWReSy
 

1 Brotherhood Apothecary 5) 3+ 3+ 4 4 5 5 8
 

A Brotherhood ppethecatutis equipped with: Nemesis force sword;frag grenades; krak ereredes

 

 

"WEAPON RANGE TYPE _ S AP D_ ABILITIES

Nemesis force sword Melee Melee +1 3 2

WARGEAR OPTIONS
 

* This model's Nemesis force sword can bereplaced with 1 of the following: 1 Nemesis Daemon hammer; 1 Nemesis

falchion; 1 Nemesis force halberd; 1 Nemesis force sword; 1 Nemesis wardingstave.
 

ABILITIES

Knights ofTitan, Teleport Strike (pe 80)

Crux Terminatus: This model has a 5+ invulnerable save.

Combat Restoratives: At the end of your Movementphase,this modelcan heal one friendly GREY KNIGHTS INFANTRY

model whoseunitis within 3”of it. That model regains up to D3 lost wounds. Each modelcan only be healed once

perturn.

Narthecium (Aura): While a friendly GREY KNIGHTS INFANTRYunitis within 3"of this model, each time a modelin that

unit would lose a wound, roll one D6: on 6, that woundis notlost.

-PSYKER
 

This model can attempt to manifest one psychic powerin your Psychic phase, and attemptto deny one psychic power

in your opponent's Psychic phase.It knows Smite and one psychic powerfrom the Dominus discipline (pg 64).
 

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>
KEYWORDS:INFANTRY, CHARACTER, PSYKER, PSYK-OUT GRENADES, TERMINATOR, BROTHERHOOD APOTHECARY
 

 

 

BROTHERHOOD ANCIENT 5 Power
No,Name —— WWE ss EWa

i Brotherhood Ancient 5° 3+ 3+ 4 4 5 4 8 2+
 

A Brotherhood AncientisSEs with: storm bolter; frag grenades; krak grenades.

 

 

WEAPON — RANGE TYPE = -$.. APDABILITIES
Storm bolter 24" Rapid Fire 2 4 0 1

Eachtimethebearer fights,if itis

: 5 : equippedwith one or more Nemesis

Reece alcnon Melee Mee peel : falchions,it makes 1 additional attack

usingthisprofile.

_WARGEAR OPTIONS c ue bee : eea
 

* This model can be equipped with 1 Nemesisfalchion.
 

ABILITIES :

KnightsofTitan,Teleport Strike (pg 80) Sacred Banner(Aura): While a friendly <BROTHERHOOD>

CorE unitis within 6" of this model, add 1 to the Leadership

characteristic of modelsin that unit. In addition, while a friendly

<BROTHERHOOD> COREINFANTRY unitis within 6"of this model,

add 1 to the Attacks characteristic of models in that unit.

Crux Terminatus: This model has a 5+

invulnerable save.

_PSYKER
This modelcan attempt to manifest one psychic powerin your Psychic phase, and attemptto deny one psychic power

in your opponent's Psychic phase.It knows Smite and one psychic powerfrom the Dominus discipline (pg 64).

 

 

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>

KEYWORDS:INFANTRY, CHARACTER, PSYKER, PSYK-OUT GRENADES, ANCIENT, TERMINATOR, BROTHERHOOD ANCIENT
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Apothecaries have the

vital task of ensuring

the physical purity of
their battle-brothers and
healing those who are
wounded. These arcane
surgeons excise sorcerous

bullets and daemon claw
splinters from their battle-

brothers, purge psychic

maladies using their

empyric powers or recover
the gene-seedof the dead.

Heroic andselfless deeds
are honoured by. recording

them uponsacred banners.

These pristine standards
are sometimes taken to

battle by Brotherhood

Ancients, who guard the
inspiring relics with their
lives. Such banners may

depict the banishmentof

daemons and are powerful
inspirations to those who
fight in their shadow. 



 

“BENNes:re.
watriors in theImperium,
Paladins throw themselves
into combat againstthe
monstrous daemonic
adversaries. They are

the most skilled and

staunchest warriors of
the Grey Knights and

exemplars of martial might;
each Paladin: has banished

one of the most powerful
daemonsever to manifest.

The Order of Purifiers
epitomise the Grey

Knights’ sanctity of
purpose. They are

incorruptible and

fanatical, possessed of

an untarnishedspirit.

Teleported into the heart

of daemonic legions, they

often fight as a spearhead
from where they unleash

a cleansingfire that sears

the corrupted to ash. 

PALADIN SQUAD _13 POWER
 

 

No. Name M WS BS S$ T WA ia sy
2-9 Paladin 5" 2+ 3+ 4 4 3 4 8 2+

1 Paragon Be 2+ 3+ 4 4 3 5 9 2+
 

If this unit contains 6 or more models,it has Power Rating 26. Every modelis equippedwith: storm bolter; Nemesis force

sword; frag grenades; krakercnades

 

 

WEAPON RANGE TYPE = S_—sAP-—s=*D_sCABILITIES _
Storm bolter 24" Rapid Fire 2 4 0 1)

Nemesis force sword Melee Melee +1 3 2

WARGEAROPTIONS -
 

¢ Any numberof models can eachhave their Nemesis force sword replaced with 1 weapon from the Melee Wagpanallist.

* For every 5 modelsin this unit, up to 2 Paladins can eachhavetheir storm bolter replaced with 1 weapon from the

Special Weaponslist.
 

ABILITIES— :
Knights of Titan, Combat Squads,Teleport Strike (pg 80)

 

Crux Terminatus:All models in this unit have a 5+

invulnerable save.

  PSYKER
This unit can attempt to manifest one psychic powerin your Psychic phase, and attempt to deny one psychic powerin

your opponent's Psychicphase.It knows Smite, and two psychic powersfrom the Sanctic discipline (pg 65).

  
 

 

FACTION KEYWORDS:IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, PALADIN

KEYWORDS:INFANTRY, CORE, PSYKER, PSYK-OUT GRENADES, TERMINATOR, HONOURED KNIGHT, PALADIN SQUAD
 

 

 

 

PURIFIERSQUAD @ POWER
No. Nal ne— eMWSBS.a Tw1g" sv :

4-9 Purifier 6" 3+ 3+ 4 4 2 3 8 3+

1 Knight ofthe Flame 6" 3+ oe 4 4 2 4 9 3+
 

If this unit contains 6 or more models,it has Power Rating 14. Every model is equippedwith: storm bolter; Nemesis force

sword;frag grenades; krak grenades.

 

 

WEAPON _ RANGETYPE =S__AP OD_sCABILITIES
Storm bolter 24" Rapid Fire 2 4 0 1

Nemesis force sword Melee Melee +1 -3 2

WARGEAR serio Sets AACERNOL

 

¢ Any numberof models can each havetheir Nemesis force sword replaced with 1 weapon from the Melee Weaponslist.

° For every 5 modelsin this unit, up to 2 Purifiers can each have their storm bolter and Nemesisforce sword replaced

with 1 weaponfrom the Special Weaponslist.
 

ABILITIES — 
Knights ofTitan, Combat sand Teleport Strike (pg 80]

Cleansing Flame: Eachtimethis unit attempts to manifest the Purifying Flame psychic power(pg 65), add 1 to that

attempt’s Beat

-PSYKER_ 
This unit can attempt to manifest one psychic powerin your Psychic phase, and attempt to deny onepsychic powerin

your opponent's Psychic phase.It knows Smite, and Purifying Flamefrom the Sanctic discipline (pg 65).
 

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, PURIFIER

KEYWORDS:INFANTRY, CORE, PSYKER, PSYK-OUT GRENADES, HONOUREDKNIGHT, PURIFIER SQUAD
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PALADIN ANCIENT 6 POWER
 

 

    
No.Name MWS BS2kea

 

 

4 Paladin Ancient Se 2+ 3+ 4 4 5 5 9 2+
 

A Paladin Brieiseewith: storm bolter;frag grenades; krak grenades. Your army can eeinclude one PALADIN ANCIENT.

‘WEAPON— ABILITIES —‘RANGETYPE $APD
 

Storm bolter 24" Rapid Fire 2 4 0 1

Eachtime the bearer fights,if itis equipped

with one or more Nemesisfalchions, it makes
1 additional attack usingthis profile.

Nemesisfalchion _ Melee Melee User -2 1

 

 

"WARGEAROPTIONS
 

* This model can be equipped with 1 Nemesis falchion.

¢ If this modelis not equippedwith 1 Nemesis Falchion,its storm bolter can be replaced with 1 weaponfrom the Special

Weaponslist.
 

ABILITIES
 

Knights ofTitan, Teleport Strike (pg 80) Crux Terminatus: This model has a 5+ invulnerable save.

Sacred Banner(Aura): While a friendly PALADIN CORE unitis
within 6" of this model, add 1 to the Leadership characteristic

of modelsin that unit. In addition, while a friendly PALADIN

CORE INFANTRYunit is within 6" of this model, add 1 to the

Attacks characteristic of modelsin that unit.

Chapter Banner: In your Commandphase,select onefriendly

GREY KNIGHTS CoRE unit within 6"of this model. Until the

start of your next Commandphase,each time a model in that

unit makes a melee attack,add1 to that attack’s hitroll.

 

 

This model can attempt to manifest one psychic powerin your Psychic phase, and attempt to deny one psychic power

in your opponent's Psychic phase.It knows Smite and one psychic powerfrom the Dominus discipline (pg 64).
 

FACTION KEYWORDS:IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, PALADIN

KEYWORDS:INFANTRY, CHARACTER, PSYKER, PSYK-OUT GRENADES, TERMINATOR, HONOURED KNIGHT, PALADIN ANCIENT
 

 

 

  

-SERVITORS 2 POWER

4 Servitor 5" 5+ 5+ 3 3 1 6 4+

 

 

Every modelis equipped with: servo-arm.

  Se op TES
 

Heavy 3 5 -l 2Heavybolter 36"

Each time an attack madewith this weapon

targets a unit within half range,that attack

has a Damagecharacteristic of D6+2.

Multi-melta 24" Heavy 2 8 4 D6

Plasma cannon Before selecting targets, select one of the profiles below to makeattackswith.

 

- Standard 36" Heavy D3 7 3 1 Blast

Blast. If any unmodifiedhit rolls of 1 are made
- Supercharge 36" Heavy D3 8 3 2 forattacks with this weapon profile, the bearer

is destroyed after shooting with this weapon.

senocin Melee Melee 2 2 Each time the bearer fights, no more than one

attack can be madewith each servo-arm.

WARGEAROPTIONS_
 

¢ Up to 2 Servitors can each havetheir servo-arm replaced with oneofthe following: 1 heavybolter; 1 multi-melta; 1

plasma cannon.
 

 

 

Mindlock: While this unit is within 6" of any friendly GREY KNIGHTS TECHMARINE units, modelsin this unit have a Weapon

Skill and Ballistic Skill characteristic of 4+ and a Leadership characteristic of 9. In addition,if your armyis Battle-forged,

then for each <BROTHERHOOD> TECHMARINE unit included in a Detachment, one <BROTHERHOOD> SERVITORSunit can

be included in that Detachmentwithout taking up a Battlefield Role slot
 

FACTION KEYWORDS:IMPERIUM,SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>

KEYWORDS:INFANTRY, SERVITORS
 

   
  

 

  

  

     

  
    

 

  

   
  

  

      

  

 

He strides to war in graven
Terminator plate beneath

the shadow of oneof the

Grey Knight’s Chapter

standards, and many of

the battles its purified

weave depicts he himself

fought through.

serfs, failed aspirants
or formerallies, now

cyborgised with mechanical

augmentation. Many have
limbs replaced with servo-
arms or heavy weapons,
employed to defend oraid

their Techmarine masters
during repairs. The brutal

mind-wiping process

ensures none everreveal
what they have witnessed.  



 

      

    

  

 

VENERABLE DREADNOUGHT 8 rower
NocNeme MeWSBS SWkd gy

1 Venerable Dreadnought 6" 2+ 2+ 6 ? 8 5 8 3+
 

 

A Venerable Dreadnoughtis equippedwith: assault cannon; storm bolter; Dreadnought combat weapon.

WEAPON RANGE TYPE S AP D_ ABILITIES
Assault cannon 24" Heavy 6 6 1 1
 

Each time an attack is made

Heavy flamer ie Heavy D6 5 -1 1 with this weapon,that attack
automatically hits the target.

Heavy plasma cannon Before selecting targets, select one of the profiles below to makeattacks with.

- Standard 36" Heavy D3 ? 3 2 Blast

Blast. Each time an unmodified hit

roll of 1 is made for an attack with

- Supercharge 36" Heavy D3 8 3 3. this weapon profile, the bearer
suffers 1 mortal woundafter

shooting this weapon.

Missile launcher Before selecting targets, select one of the profiles below to makeattackswith.

- Frag missile 48" Heavy D6 4 0 1 Blast

- Krak missile 48" Heavy 1 8 =2 D6

Each time an attack madewith this

weapontargets a unit within half

 

Blateimeia et eave : * range, that attack has a Damage
characteristic of D6+2.

Twin lascannon 438" Heavy 2 g 3 D6

Storm bolter 24" Rapid Fire 2 4 0 1

Dreadnought combat weapon Melee Melee x2 3 5s}

WARGEAR OPTIONS=
 

¢ This model’s assault cannoncan bereplaced with one ofthe following: 1 heavy plasma cannon;1 multi-melta; 1

twin lascannon.

° This model's Dreadnought combat weaponand storm bolter can be replaced with one ofthe following:

© 1 missile launcher.

© 1 Dreadnought combat weaponand 1 heavyflamer.
 

 

ABILITIES : _
Heeeh KnightsofTitan (pg 80) Duty Eternal: Each time an attackis allocated to this

Peritrhenyteccurenicircte Explodes: Whenthis modelis destroyed,roll one D6 model, ease from the Damagecharacteristic of that

belligerence endures war before removingit from play. Ona Gitexplodes,andeach tack (to. a minimumof1).
after war. Their strategic unit within 3" suffers 1 mortal wound. Unyjielding Ancient: Each time this model wouldlose a

acumen and wisdom of wound,roll one D6: ona 6, that woundis notlost.
ancient horrors banished in aa ee a
past battles is respectfully PSYKER
 

sought, but theystill take

to the battlefield with a

stoic resolve, and to fight

alongside these living FACTION KEYWORDS:IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS
legendsis a high honour. KEYWORDS:VEHICLE, CORE, PSYKER, DREADNOUGHT, SMOKESCREEN, HONOURED KNIGHT, VENERABLE DREADNOUGHT

This modelcan attempt to manifest one psychic powerin your Psychic phase, and attempt to denyone psychic power

in your opponent's Psychic phase. It knows Smite, and ArmouredResilience from the Sanctic discipline (pg 65).
 

 

 
94. 



    

 

 

  _No. Name
1 Dreadnought

A Dreadnoughtis equipped with: assault cannon;storm bolter; Dreadnought combat weapon.

W 2 CsRANGE «TYPE =—=—=<S AP: SCD SCOABILITIES. ——
Assault cannon 24" Heavy 6 6 -1 1

    

: Each time an attack is made

Heavy flamer 12" Heavy D6 5 a 1 _with this weapon,that attack

automatically hits the target.

Heavy plasma cannon Before selecting targets, select one ofthe profiles below to make attackswith.

- Standard 36" Heavy D3 7 3 2 «Blast

Blast. Each time an unmodified hit

roll of 1 is madefor an attack with
- Supercharge 36" Heavy D3 8 3 3. this weapon profile, the bearer

suffers 1 mortal woundafter

shooting this weapon.

Missile launcher Before selecting targets, select one of the profiles below to make attackswith.

- Frag missile 48" Heavy D6 4 0 1 Blast

- Krak missile 48" Heavy 1 8 -2 D6

Each time an attack made withthis

Makino 2 Heo? 8-4 MMROLaBatiin
characteristic of D6+2.

Twin lascannon 48" Heavy 2 9 3 D6 -

Storm bolter 24" Rapid Fire 2 4 0 al

Dreadnought combat weapon Melee Melee x2 3 3
 

    WARGEAR OPTIONS_
¢ This model's assault cannoncanbereplacedwith oneof the following: 1 heavy plasma cannon;1 multi-melta; 1

twin lascannon.

* This model’s Dreadnought combat weapon andstormbolter can be replaced with one ofthe following:

© 1 missile launcher.

© 1 Dreadnought combat weapon and 4 heavy flamer.

  

 

 

   
 

Knights ofTitan (pg 80) Duty Eternal: Each time an attackis allocated to this Within a Dreadnought’s

Explodes: Whenthis modelis destroyed,roll one D6 model, subtract 1 from the Damagecharacteristic of that armoured sarcophaguslie

before removing it from play. Ona itexplodes, andeach attack [toa minimum of 1). rs eae ias
unit within 3" suffers 1 mortal wound. eeOO ey

Knights. Even long after
falling in the fight against

saa ac the Ruinous Powers they
This model can attempt to manifest one psychic powerin your Psychic phase, and attempt to deny one psychic power serve the Chapter,piloting

in your opponent's Psychic phase.It knowsSmite, and Armoured Resilience from the Sanctic discipline (pg 65). a fearsome combat walker

 

  
 

 fitted with devastating

heavy weapons with which

they yet destroy their foes.

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>

KEYWORDS:VEHICLE, CORE, PSYKER, SMOKESCREEN, DREADNOUGHT   
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jump across a eras(outacl
in a series of rapid, site-

to-site teleportations,

redeploying at speed or

hunting down swift foes.

Arriving in a blaze oflight,
they turn their weapons

and powers on stunned

enemies in a storm of

death, before vanishing as

swiftly as they arrived.

Purgation Squads keep
pace with the main attack,

supporting their brother

knights with fearsome

torrents of heavy and
arcane weaponsfire. Their
psychic senses cleave
through the warp to

discern their foes, enabling

seemingly impossible

shots that cleanse

shadowylairs and fortified

hideaways of daemons. 

0 POWERINTERCEPTOR SQUAD

 

 

No.Name_ — “MWS BSSTow oy
4-9 Interceptor 12" 3+ ae 4 4 2 3 th 3+

1 Interceptor Justicar 120 3 3+ 4 4 2 4 8 3+
 

If this unit contains 6 or more models,it has Power Rating 14. Every modelis equippedwith: storm bolter; Nemesisforce

sword;frag grenades; krak grenades.

 

 

‘WEAPON_ RANGE TPE 8 APOCOABILITES
Storm bolter 24" Rapid Fire 2 4 0 1

Nemesis force sword Melee Melee +1 =3 2
 

WARGEAROPTIONS —

¢ Any numberof models can each havetheir Nemesis force sword mite with 1 weapon from the Melee Weaponslist.

* For every 5 modelsin this unit, 1 model's storm bolter and Nemesis force sword can be replaced with 1 weapon from

the Special Weaponslist.
 

ABILITIES. . :

Knights ofTitan, Combat Squads Teleport Strikecep 80)

 

Personal Teleporters: Each timethis unit makes a Normal Move, Advances,or Falls Back, modelsin this unit can be

moved across other models (and their bases)asif they were not there, and they can be moved within Engagement

Range of enemy models.In addition, any vertical distance up and/or downthat they makeaspart of that move

is ignored. However, these models cannotfinish this moveeitheron top of another model (or its base) or within

Engagement Range erany enemy models

PSYKER—

This unit can attempt to manifest one neue powerin your Psychic phase, and attempt to deny one psychic powerin

your opponent's Psychic phase.It knows Smite, and Ethereal Castigation from the Sanctic discipline (pg 65).
 

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>

KEYWORDS:INFANTRY, CORE, PSYKER, PSYK-OUT GRENADES, TELEPORTER, INTERCEPTOR SQUAD

PURGATIONSe

 

6 POWER

  
   

 

No. ‘Name

4-9 eae

1 Purgator Justicar 6" 3+ 3+ 4 4 2 4 8 3+
 

If this unit contains 6 or more models,it has Power Rating 12. Every model is equipped with: storm bolter; Nemesis force

sword;frag grenades; krakes

    
 

WEAPON =-—S&RANGE.:«‘TYPE =F——s S_—sAP_—s—OD_s ABI
Storm bolter 24" Rapid Fire 2 4 0 1

Nemesis force sword Melee Melee +1 3 2
 

 

_WARGEAROPTIONS _
¢ Any numberof models can each havetheir Nemesis force sword replaced with 1 weapon from the Melee Weueons list.

° Upto four Purgators can each havetheir storm bolter and Nemesis force sword replaced with 1 weapon from the

Special Weaponslist.

 

 

ABILITIES —

Knightsof Titan, Combat5 Squads, leper Strike (pe 80)

PSYKER —
This unit can attempt to manifest one psychic powerin your Psychic phase, and attempt to deny one psychic powerin

your opponent's Psychic phase.It knows Smite, and Astral Aim from the Sanctic discipline (pg 65).

  
 

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>

KEYWORDS:INFANTRY, CORE, PSYKER, PSYK-OUT GRENADES, PURGATION SQUAD
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NEMESIS DREADKNIGHT 8 Power
Someofthis model's characteristics changeasit suffers damage, as shownbelow:

“4 Nemesiseases (+0mounds rehiaining) 9" 3+ B+ 6 6 13 5 8 2+

Nemesis Dreadknight (4-6 wounds remaining) 2" 3+ 4 6 6 N/A 4 8 e+

Nemesis Dreadknight (1-3 wounds remaining) 5" 3+ 5+ 6 6 N/A 3 8 2+

A NemesisSSiscus with:2 dreadfists.

‘WEAPON__ _ RANGE TYPE S AP D_ ABILITIES
Gatling Geilencen 24" Heavy 12 5 “1 1

Each time an attack is madewith this
Heavyincinerator he Heavy 2D6 6 “A 1 weapon,that attack automatically hits

thetarget.

Heavy psycannon 24" Heavy 6 8 “2 2

Dreadfist Melee Melee x2 3 z.

Nemesis daemon Each timean attack is madewith this
Melee Melee x2 -4 D3+3 weapon, subtract 1 from that attack’sgreathammer

Nemesis greatsword

- Mighty strike Melee Melee +4 3 Dé

- Sweeping blow Melee Melee User -2

OTHER WARGEAR

Before selectingtargets, select oneofthe profiles below to makeattackswith.

hitroll.

Make2 hit rolls for each attack made

with this profile, instead of 1.

 

Dreadknight teleporter The bearerhas the TELEPORTER keyword.

'WARGEAROPTIONS —__
 

° This model can be equipped with upto twoofthefollowing (the sameoption ca

psilencer; 1 heavy incinerator; 1 heavy psycannon.

* One of this model's dreadfists can be replaced with oneofthe following: 1 Nemesis daemon greathammer;1

Nemesis greatsword.

° This modelcan be equippedwith 1 Dreadknightteleporter.

nnot be selected twice): 1 gatling

The pilot of a Nemesis

Dreadknight commands
 

ABILITIES —
a towering exoskeleton

armouredin thrice-blessed
 

Knights ofTitan,n, teleportStrike(Peeoo ForceShielding: This model has a 4+ invulnerable save.
bonded ceramite. Powered

by his psychic might, its 

 

PSYKER_ heavy weapons scythe
 

This model can attemptto manifest one psychic powerin your Psychic phase,an

in your opponent's Psychic phase.It knows Smite, and Hammerhandfrom the Sa

through warp-spawned
hordes, while with giant

fists or enlarged force

d attempt to deny one psychic power

netic discipline (pg 65).
 

FACTION KEYWORDS:IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>

KEYWORDS:VEHICLE, Core, PSYKER, NEMESIS DREADKNIGHT

weaponsit smashes

daemon-infused vehicles
and titanic horrors to ruin.  
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impreg nee)
tank. Large enough to
carry Grey Knights wearing

Terminator armour,it is yet
no mere conveyance. From

within armoured housings

its Godhammer-pattern

lascannons emit deadly
spears of powerand the

roar of its heavy bolters is

| likened by its crew to the

growl of its machine spirit.

LAND RAIDER 15 power
Some ofthis model's characteristics change asit suffers damage, as shown below:

 

 

 

 

No. Name Moows BS S 7 WA la Sv
1 Land Raider (9+ woundsremaining] 10” 6+ 3+ 8 8 16 6 9 2+

Land Raider (5-8 woundsremaining} 5 6+ 4+ 8 8 N/A D6 g 2+

Land Raider (1-4 wounds remaining) 3° 6+ 5+ 8 8 N/A D3 9 2+

ALand Raider is equipped with: twin heavybolter; 2 twin lascannons.

‘WEAPON ——SO RANGE«TYPE =—s S_—s AP_—siD_—sABILITIES

Twin heavybolter 36" Heavy 6 5 Al 2.

Twin lascannon 48" Heavy 2 9 3 D6

WARGEAR OPTIONS
 

¢ This modelcan be equipped with 1 hunter-killer missile.

® This model can be equipped with 1 storm bolter.

* This model can be equipped with 1 multi-melta.
 

ABILITIES —
Explodes: Whenthis transportis destroyed, roll one D6 before any embarked models disembark and before removingit

from play. Ona 6 it explodes, and each unit within 6"suffers D6 mortal wounds.

This model hasa transport capacity of 10 GREY KNIGHTS INFANTRY models. Each TERMINATOR modeltakes up the space

of 2 models.
 

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>

KEYWORDS:VEHICLE, TRANSPORT, MACHINE SPIRIT, SMOKESCREEN, LAND RAIDER
 

 

 



  
  

  
  

  

  

LAND RAIDER CRUSADER 15 power
Someofthis model's characteristics changeasit suffers damage, as shown below:

 

 

 

 

No. Name MWS BS S [| W A tld Sv

1 Land Raider Crusader (9+ wounds remaining) 10" 6+ 3+ 8 8 16 6 g 2+

Land Raider Crusader (5-8 wounds remaining) 5 6+ 4+ 8 8 NA D6 g 2+

Land Raider Crusader(1-4 wounds remaining) sr 6+ 5+ 8 8 NA D3 9 2+

ALand Raider Crusader is equippedwith:2 hurricane bolters; twin assault cannon.

WEAPON RANGE TYPE SAP OD_ ABILITIES

Hurricane bolter 24" Rapid Fire 6 4 0 1

Twin assault cannon 24° Heavy 12 6 1 1

WARGEAROPTIONS
 

® This model can be equippedwith 1 hunter-killer missile.

® This model can be equippedwith 1 storm bolter.

¢ This model can be equipped with 1 multi-melta.
 

ABILITIES

Explodes: When thistransport is destroyed, roll one D6 before any embarked models disembark and before removingit

from play. On a it explodes, and each unit within 6" suffers D6 mortal wounds. :
een ere neyLn nnee = From its enlarged troop

TRANSPORT — ee —— BReeservoy-veusnycrete nate octave!
7 Raider Crusader delivers 

 

This model hasa transport capacity of 16 GREY KNIGHTS INFANTRY models, Each TERMINATOR modeltakes up the space EM doris cereals

of 2 models. into the presence of the
foulest of daemons.All the

FACTION KEYWORDS:IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD> while, the tank’s hurricane

KEYWORDS:VEHICLE, LAND RAIDER, TRANSPORT, ASSAULT LAUNCHERS,MACHINE SPIRIT, SMOKESCREEN, LAND PefeligercoeraVel eerie ce iavslonal

RAIDER CRUSADER tear apart whole swathes of
the Chaos Gods’ servants.

 

LAND RAIDER REDEEMER 15 rower.
Someofthis model’s characteristics change as it suffers damage, as shownbelow:

    
 

4 Land Raider Redeemer (9+ woundsremaining} 10" 6+ 3+ 8 8 16

Land Raider Redeemer (5-8 wounds remaining) S 6+ 4+ 8 8 N/A

Land Raider Redeemer(1-4 wounds remaining) Sn 6+ 5+ 8 8 NA
 

ALand Raider Redeemeris equippedwith: 2 flamestorm cannons;twin assault cannon.

‘WEAPON =——sORANGE ~TYPE = S_—AP_—sO*DDsOABILITIES.S—
Each time an attack is made with this weapon,

PlaSStsren Canines te Heavy D6 ° °e that attack automatically hits the target.

Twin assault cannon 24" Heavy 12 6 al 1

WARGEAROPTIONS
* This model can be equipped with 1 hunter-killer missile.

® This model can be equippedwith 1 storm bolter.

° This model can be equipped with 1 multi-melta.
 

ABILITIES

Explodes: Whenthis transportis destroyed, roll one D6 before any embarked models disembark and before removingit

from play. Ona 6 it explodes, and eachunit within 6" suffers D6 mortal wounds.

TRANSPORT SVEECCelan cclite: : :

This model has a transport capacity of 12 GREY KNIGHTS INFANTRY models. Each TERMINATOR model takesup the space dominates urban warfare,
spraying promethium from

 

of 2 models.
its flamestorm cannons and

FACTION KEYWORDS:IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD> bursts of shot from assault

KEYWORDS:VEHICLE, LAND RAIDER, TRANSPORT, ASSAULT LAUNCHERS,MACHINE SPIRIT, SMOKESCREEN, LAND cannons,before unleashing

RAIDER REDEEMER its payload of Grey Knights
 to purge the survivors.
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armoured transport:
that combine speed with
the support of powerful

heavy weapons, ideal for

surgical strikes and swift
feints. Secure within its

adamantine-encased hull,
, asquad of Grey Knights

can advancerapidly and
strike exposed foes, while

the Razorback’s turret

engages additional targets.

The Rhino is an ancient

design of transport that has
supported Space Marines

for millennia. Its rugged
and reliable systems are
vital for surviving the

mutating landscapes of

daemon worlds the Grey

Knights sometimesfight
across, while the warriors

inside are shielded by

thick armour and a warded

truesilver mesh.

RAZORBACK
Someofthis model’s characteristics change asit suffers damage, as shownbelow:

6 POWER
 

 

 

 

 

No.Name. occ Me WS BSSW ALad Se,
1 Razorback (6+ woundsremaining] 12" G+ 3+ 6 ? 10 3 8 3+

Razorback (3-5 woundsremaining] 6" 6+ 4+ 6 2 N/A D3 8 3+

Razorback(1-2 wounds remaining] 3" 6+ 5+ 6 ? N/A st 8 3+

A Razorback is equippedwith:twin heavybolter.

WEAPON RANGE VRESAP ABIES
Twin assault cannon 24" Heavy 12 6 1 1

Twin heavybolter 36" Heavy 6 5 1 2

Twin lascannon 48" Heavy 2 9 3 D6

WARGEAROPTIONS_
 

¢ This model's twin heavy bolter can be replaced with one ofthe following: 1 twin lascannon;1 twin assault cannon.

° This model can be equipped with 1 hunter-killer missile.

¢ This modelcan be equipped with 1 storm bolter.
 

ABILITIES
Explodes: Whenthis transport is destroyed,roll one D6 before any embarked models disembark and before removingit

from play. On a it explodes, and each unit within 6" suffers D3 mortal wounds.

TRANSPORT
This model has a transport capacity of 6 GREY KNIGHTS INFANTRY models.It cannot transport TERMINATOR models.

 

 

 

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>
KEYWORDS:VEHICLE, TRANSPORT, SMOKESCREEN, RAZORBACK
 

RHINO
Someof this model's characteristics changeasit suffers damage, as shown below:

A POWER
 

   

 

  

No. Name —MoWS 6SS 1. WA te. by.
1 Rhino (6+ woundsremaining] 12") 6+ 3+ 6 ? 10 3 8 3+

Rhino (3-5 wounds remaining} 6" 6+ A+ 6 7? N/A D3 8 3+

Rhino (1-2 woundsremaining] 3" 6+ 5+ 6 ? N/A 1 8 3+

A Rhino is equipped with: storm bolter.

‘WEAPON RANGETYPE= S_—AP-s=DsAB
 

Storm bolter 24" Rapid Fire 2 4 0 1
 

   
° This model can be equipped with 1 hunter-killer missile.

° This model can be equippedwith 1 additional storm bolter.

 

 

 

ATES is

Explodes: Whenthis transport is destroyed,roll one D6 before any embarked models disembark and before removingit

from play. On 6 it explodes,and eachunit within 6" suffers D3 mortal wounds.

 

 

 

 

This model has a transport capacity of 10 GREY KNIGHTS INFANTRY models.It cannot transport TERMINATOR models.
 

FACTION KEYWORDS:IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>
KEYWORDS: VEHICLE, TRANSPORT, SMOKESCREEN, RHINO
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STORMHAWK INTERCEPTOR

 

10 rower
 

Some of this model's characteristics changeasit suffers damage, as shown below:

_No. Name M WS BS WoA Ld Sv
 

1 StormhawkInterceptor (6+ wounds remaining]

StormhawkInterceptor (3-5 wounds remaining}

StormhawkInterceptor (1-2 wounds remaining)

20-45" 6+ 4+
20-60" 6+ 3+ 6

6

20-30" 6+ 5+ 6

10 3 8 3+

NA D3 8 3+

N/A i 8 3+N
O
O
N
E

ON
D
m
e
t

 

A StormhawkInterceptoris equipped with: 2 assault cannons; las-talon; skyhammermissile launcher; infernum halo-launcher.

 

WEAPON RANGE TYPE — S AP D_ ABILITIES

Assault cannon 24" Heavy 6 6 -1 1

Heavy bolter 36" Heavy 3 5 1 2

Each timean attackis made withthis

Icarus stormcannon 48" Heavy 3 ¢ -l 2 aeeadd

1 to both thosehitrolls.

Las-talon 24" Heavy 2 9 =o D6

Eachtime an attackis made withthis

Skyhammermissile launcher 60" Heavy 3 @ -1 D3 weaponagainst an AIRCRAFTunit,

Typhoon missile launcher

- Frag missile 48" Heavy 2D6

- Krak missile 48" = Heavy 2

OTHERWARGEAR ~ ABILITIES

add 4 to that attack’s hitroll.

Before selecting targets, select one ofthe profiles below to make attackswith.

4 0 1 Blast

8 -2 D6

 

Infernum halo-launcher
Each time a ranged attack made by an AIRCRAFT modelis allocatedto the bearer, add 1

to any armour saving throw made againstthat attack.
 

WARGEAROPTIONS

 

 

* This model’s skyhammermissile launchercan be replaced with oneof the following: 2 heavy bolters; 1 typhoon

missile launcher.

e This model's las-talon can be replaced with 1 Icarus stormcannon.
 

ABILITIES —
 

Airborne: You cannotdeclare a charge with this model,

and it can only be chosenas targetof a chargeifthe

unit making the charge can FLY.You can onlyfight with

this model if it is within Engagement Range of any enemy

units that can FLY, and this model can only make melee

attacks againstunits that can FLy, Enemyunits can only

make melee attacks against this modelif they can FLY.

Supersonic: Eachtime this model makes a Normal Move,

AdvancesorFalls Back,first pivot it on the spot up to 90°

(this does not contribute to how far the model moves},

then move the model straight forwards.It cannot pivot

again after the initial pivot.

Hard to Hit: Each time a ranged attackis made against

this model, subtract 1 from that attack’s hitroll.

Explodes: Whenthis modelis destroyed, roll one D6

before removingit from play. Ona it explodes, and each

unit within 6" suffers D3 mortal wounds.
 

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>

KEYWORDS:VEHICLE, AIRCRAFT, FLY, STORMHAWK INTERCEPTOR   Squadrons of Stormhawk

Interceptors — such as the

AndaemusFlight — operate

at lightning-fast speeds

even through warp-
tortured skies. Designed to

achieve aerial supremacy

at high altitudes, the

psychicpilots of these

aircraft duel not with
blades but with batteries
of missiles and rapid

firing cannons.

 



 

| Stormtalon Gunshipsare
| highly manoeuvrable

aircraft as versatile in role

as in their choice of target.

Often running escort duties

for larger craft, they hunt

down enemyfighters or

terrifying warp-spawned

drakes. Using vectored
afterburners, their pilots

unleash groundattacks,
saturating teleportation

zoneswith fire and clearing

them for their brothers.

 

STORMTALON GUNSHIP 9 POWER

Someofthis model's characteristics changeasit suffers damage, as shownbelow:

 

No.Name Ow Ws bs5 tT WAle oe

1 Stormtalon Gunship (6+ woundsremaining) 20-50" 6+ 3+ 6 6 10 3 8 3+

Stormtalon Gunship (3-5 woundsremaining) 20-40" 6+ A+ 6 6 N/A D3 8 3+

Stormtalon Gunship(1-2 wounds remaining] 20-30" 6+ 5+ 6 6 NA 1 8 3+
 

AStormtalon Gunshipis equipped with: skyhammermissile launcher; twin assault cannon.

 

 

WEAPON _ RANGE TYPE —s«S_—AP_—s=D_—sABILITIES
Heavybolter 36" Heavy 3 5 1 2

Lascannon 48" Heavy 1 2] 3 D6

Skyhammermissile Each timean attack is made with this

4 60" Heavy 3 7 A D3 weaponagainst an AIRCRAFTunit, add 1
launcher Be

to that attack’s hitroll.

Twin assault cannon 24" Heavy 12 6 -l 1

Typhoon missile launcher Before selecting targets, select oneofthe profiles below to makeattacks with.

- Frag missile 48" Heavy 2D6 4 0 1 Blast

- Krak missile 48" Heavy 2 8 “2 D6

_WARGEAROPTIONS
 

© This model’s skyhammermissile launchercan be replacedwith one of the following: 2 heavy bolters; 2 lascannons;1

typhoon missile launcher.
 

ABILITIES©

Airborne: You cannotdeclare a charge with this model,

andit can only be chosenasa target of a chargeif the

unit making the charge can FLY.You canonly fight with

this model ifit is within Engagement Range of any enemy

units that can FLy, and this modelcan only make melee

attacks againstunits that can FLy. Enemyunits can only

make melee attacks against this model ifthey can FLY.

Supersonic: Each time this model makes a Normal Move,

AdvancesorFalls Back,first pivot it on the spot up to 90°

(this does not contribute to how far the model moves},

then move the model straight forwards. It cannotpivot

again after theinitial pivot.

Hard to Hit: Each time a ranged attack is made against

this model, subtract 1 from that attack’s hitroll.

HoverJet: In your Command phase,this model can hover.

If it does, then until the start of your next Command

phase, its Move characteristic becomes 20"andit loses

the Airborne, Hard to Hit and Supersonic abilities.

Explodes: Whenthis modelis destroyed, roll one D6

before removingit from play. Ona 6 it explodes, and each

unit within 6" suffers D3 mortal wounds.

 

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD>

KEYWORDS:VEHICLE, AIRCRAFT, FLY, STORMTALON GUNSHIP
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STORMRAVEN GUNSHIP 1? power
Someofthis model’s characteristics changeasit suffers damage, as shownbelow:

 

 

No. Name M WS 85 S T W oA ld Sv
1 Stormraven Gunship (8+woundsremaining) 20-45" 6+ 3+ 8 ? 14 6 9 3+

Stormraven Gunship (4-7 wounds remaining) 20-35" 6+ 4+ 8 2 NA D6 9 3+

?Stormraven Gunship (1-3 wounds remaining) 20-25" 6+ 5+ 8 NA D3 9 3+
 

A Stormraven Gunship is equipped with: 2 stormstrike missile launchers; twin assault cannon; typhoon missile launcher.

 

WEAPON RANGE TYPE _ S_— APD ABILITIES -
Hurricane bolter 24" Rapid Fire 6 4 0 f

Stormstrike missile launcher Ce Heavy 1 8 3 3

Twin assault cannon 24" Heavy 12 6 -1 1

Twin heavy bolter 36" Heavy 6 5 A 2

Twin heavy plasmacannon Beforeselecting targets, select one of the profiles below to makeattackswith.

- Standard 36" Heavy 2D3 ? 3 2 Blast

Blast. Each time an unmodifiedhit roll of

1 is madefor an attackwith this weapon

 

eq Upernai Se Heawy202 : = 3 profile, the bearer suffers 1 mortal
woundafter shooting with this weapon.

Twin lascannon 48" Heavy 2 g 5 D6

Each timean attack madewith this

Win mie serne
of D6+2.

Typhoon missile launcher Before selecting targets, select one of the profiles below to makeattackswith.

- Frag missile 48" Heavy 2D6 4 0 1 Blast

- Krak missile 48" Heavy 2 8 -2 D6 -

WARGEAROPTIONS =
 

© This model's twin assault cannoncanbe replaced with one ofthe following: 1 twin heavy plasma cannon;1 twin lascannon.

¢ This model's typhoonmissile launcher can be replaced with oneofthe following: 1 twin heavy bolter; 1 twin multi-melta.

e This model can be equipped with 2 hurricanebolters.
 

  
 

ABILITIES oo a _
Airborne: You cannot declare a charge with this model, Hard to Hit: Each time a ranged attackis made against

and it can only be chosenasa target of a chargeif the this model, subtract 1 from that attack’shitroll.

unit makingthe charge can FLY. You canonly fight with HoverJet: In your Commandphase,this model can hover.
this modelif it is within Engagement Range of anyenemy fit does, then until the start of your next Command
units that can FLY, and this model can only rae melee phase,its Move characteristic becomes 20"andit loses
attacks againstunits that can Fly. Enemy units can only the Airborne, Hard to Hit and Supersonicabilities.

make melee attacks against this model if they can FLy. Powerful close-support

aircraft, Stormraven
Gunshipsare capable of

deploying Grey Knights
within 6" suffers D6 mortal wounds. and even a revered

Dreadnought where

Explodes: Whenthis transport is destroyed, roll one D6
Supersonic: Each time this model makes a Normal Move, before any embarked models disembark and before

AdvancesorFalls Back,first pivotit on the spot up to 90° removingit from play. On a it explodes, and each unit

(this does not contribute to how far the model moves),

then move the model straight forwards.It cannotpivot

 

 

again after the initial pivot. empyric disturbances

se i es S a oe ee = SESS prevent teleportation.

SS = = = = Se : Resilient and bristling
This modelhasa transport capacity of 12 GREY KNIGHTS INFANTRY modelsand 1 GREY KNIGHTS DREADNOUGHT model. with heavy weapons,

Each TERMINATOR modeltakes the space of two INFANTRY models. Stormravens excelin
armoured assaults and

FACTION KEYWORDS: IMPERIUM, SANCTIC ASTARTES, GREY KNIGHTS, <BROTHERHOOD> the fiery purgations of

KEYWORDS:VEHICLE, AIRCRAFT, TRANSPORT, FLY, MACHINE SPIRIT, STORMRAVEN GUNSHIP landing zones.
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WEAPON PROFILES
Onpages 105-106 you will find the profiles for all the weapons that Grey Knights models can be equipped with. Note that some

weaponshavethe Blast ability; this ability is detailed in full in the Warhammer 40,000 Core Book.

WEAPONLISTS
The wargearoptionssection of some datasheets in this Codex refer to one or more weaponlists. Theselists can be found below:

COMBI-WEAPONS MELEE WEAPONS SPECIAL WEAPONS

e Combi-flamer e Nemesis daemon hammer e Incinerator

e Combi-melta e Nemesisforce halberd e Psilencer

e Combi-plasma ° Nemesis force sword e Psycannon

e Nemesis warding stave
e Two Nemesis falchions

WEAPONDEFINITIONS
Somerulesrefer to ‘bolt weapons; ‘flame weapons; ‘nemesis weapons’or‘psi weapons. The definitions of these weaponsfor the

purposes of such rules can be found below:

Bolt Weapons Nemesis Weapons
A bolt weaponis any ranged weapon whoseprofile includes A Nemesis weapon is any melee weapon whoseprofile includes

the word‘bolt’ (storm bolter, master-crafted storm bolter, twin the word ‘Nemesis’ (Nemesis force halberd, Nemesis daemon

heavy bolter etc.), and any Relic that replaces a bolt weapon hammer, Nemesis greatswordetc.), and any Relic that replaces a

(e.g. Fury of Deimos, page 62). Rules that apply to bolt weapons Nemesis weapon. Notethat the following weaponsfoundin this

only apply to the boltgun profile of combi-weapons, and the Codexare also Nemesis weapons:

boltgun profile of Relics that replace combi-weapons.If a bolt
weaponhas a shooting and meleeprofile, rules that apply to bolt e Malleus Argyrum

weaponsonly applyto the shootingprofile of that weapon. e The Titansword

Flame Weapons Psi Weapons
A flame weaponis any ranged weapon whoseprofile includes A psi weaponis any ranged weapon whoseprofile includes the

the word‘flame(flamer, flamestorm cannon,heavy flameretc.) word ‘psy’or‘psi’ (psilencer, psycannon,gatling psilenceretc.),

or ‘incinerator’ (incinerator, heavy incinerator etc), as well as and any Relic that replaces a psi weapon.

any Relic that replaces a flame weapon. Rules that apply to flame

weaponsonlyapply to the flamerprofile of combi-flamers,

and the flamerprofile of Relics that replace combi-flamers. If
a flame weaponhas a shooting and melee profile, rules that

apply to flame weaponsonly apply to the shootingprofile of
- that weapon.

 

    

   

  

Psilencer Psycannon

Incinerator  
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RANGED WEAPONS RANGE TYPE S AP D ABILITIES

cA Heavy 6 i

onRett of
24" Rapid 1
Before selecting t ¢ ow to make attacks with. Ifyou select both, then each
time an attackis

24" _Rapi
i2° -—  

Combi-melta ] Before Beeeringsetseecteoneorboth ofthe profilescaermake attacks with. If you select both, then each

    
   

 

time an attack is made with this weaponthis phase,subtract 1 from that attack’shitroll.

- Boltgun 24" Rapid Fire 1 4.0 1

- Meltagun 12" Assault 1 8 -4 D6 Eachtime anattack madewith this weapon profile targets a unit

 . within half range,that attack has a Damagecharacteristic of D6+2.

Combi-plasma Before selecting targets, sel ctoneortwo‘ofth profilesbelowto akeattackswith{youcan only select one of

- - theplasmagunprofiles). F you select two, then each tim madewith thiseethis phase, subtract
1 from that attac :

— 24”
ma(standard) 24°

 

  
   

 

  

  

  

- Plasma (supercharge) Ze é 2 ifan odified hit rolls of are ma tackswith this weapon
a : 2 hootingwith this weapon.
Flamer 12" eu time an attack is neae with this weapon,that attack auto-

12 : He vy —«CB an att de with this weapon,that attack

Fraggrenades eo
Gatlingpsilencer2  

  

 

Heagfemer = 8s
 

Eachtime an attack is madewith this weapon, that attack auto-

hits the target.

Heavy incinerator ie Heavy 2D6

Heavy psycannon

 

 

Hurricane bolter 24 Rapid Fire 6 42 0)

   

     
 

 

Incinerator 12" Heavy D6 Geet Eachtime an attackis made with this weapon,that attack auto-

matically hits the target

     

 

“Missilelauncher " Beforeselectingtargets, select one of the pro ilesbelow o make attack

- Frag missile 48" Heavy D6 4 0 1 Blast

Heavy1 —&§- 2b

 

-- Krak missile        

 

  

    
Eachtimeanattack made with this weapon targets a unit wi

half that attack has a characteristic of D6+2.

“3 4 06

  

MHmel

Plasmacutter Before selecting targets, select one of the profiles below to makeattackswith.

- Standard i2) Assault 1 (ost

- Supercharge ie Assault 1 8-3. ee If any unmodified hitrolls of 1 are made for attacks with this

weaponprofile, the bearer is destroyed after shooting with

this weapon.
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RANGED WEAPONS RANGE TYPE S AP D ABILITIES

Psilencer 24" Heavy6 4 ted -

Psycannon . ce ee  Heavyy3 bee ee

Skyhammer maisile fauneber 60" Heavy 3 ?  -1 D3 Eachtime an attack is madewith this weapon against an

: : : AIRCRAFTunit, add 1 to that attack’s hit roll.

Stormbolter 24 ___—s&RapidFiree A 0 1. De
Stormstrike missile launcher oe Heavyyl Bo 8 e

Twinassauitcannon =(assHeavy 12 6 4 1.
Twin heavybolter 8 Heavy 6 Dole

Twin heavy plasma cannon Before selecting targets, select one of the oiebelow to make etewith.

-Standard LS 36° Heavy 203 oo 2 alsst
Supercharge a= |2 #$§$#lHeavuds 83 3 Blast. Eachtime an unmodified hit roll of 1 ismadefor an attack

i... . : _ with this weaponprofile, thebearersuffers 1 mortal woundafter

ee oo : a ______ Shootingwith this weapon.

Twin lascannon : eee 48" Heavya 9. Ub |. : i

Twin multi-melta ek.cee84.oo Eachtimeanattack madewith this weapontargetsaunitwithin_
: ch ae : half range, that attack has a DamagecharacteristicofD6+2.
Teneorece launcher Before selectivetetaers select onesone profiles below to make attacks with.

- Frag missile 48" Heavy 2D6 40 0 1 Blast

- Krak missile 48" Heavy 2 8S. -2 NG

MELEE WEAPONS RANGE TYPE S AP OD ABILITIES

Black Blade ofAntwyr Melee Melee +13 2 Each time an attack is madewith this weapon, an unmodified

woundroll of 6 inflicts D3 mortal woundsonthetargetin addition

— ae 2 ee _toanynormaldamage._

Croziusarcanum Melee Melee SLL
Dreadfist Melee Melee :

    

Dreadnought closecombatweaponMelee Melee    

  

 

  
  

  

 

  
  

 

   

  

Malleus Argyrum > Melee oe t—

Nemesi aemonTe - Melee 3Eachtime an attackismadewiththisweapo subtract 1 from
oS : : : _ thatattack’s hitroll.

Nemesis daemon hammer Melee x2 Each time an attackis made with this weapon,‘subtract4 from

- : a : SS oo : that attack’s hitroll. :

Nemesisfaichion — Melee Melee = sUser_ 2 "Each time thebearerfights,ifitisequipped with one or more
: : Nemesisfalchions, itmakes 1 additional attack singthis profile.

 

 

  
_ Melee

a : : — ‘Melee — es

Nemesis presteword Before selecting tazets select oneacmhe profiles below to re Bracke with,

- Mighty strike Melee Melee +4 3°06;

  

 

  
  

  : User —

oo

+2

Make2 hit rolls for each attack madewiththisprofile,instead of 1.

   

Omnissian power2axe

   

 

The Titansword

 



 

  

Nemesis
force

halberd

Nemesis
d
a
e
m
o
n
h
a
m
m
e
r

Nemesis
warding

stave

       

Nemesis falchions
 

 

Psyk-out grenade

Frag grenade

Nemesisforce sword 
 

  
P
P
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Bo
a
Unit size...

Unit cost.

e Incinerator

° Nemesis daemon hammer..

e Psilencer

° Psycannon..

  

Brother-CaptainStern(pg86)_
Unit size.

Unit cost.

BoaoUnit size

UD
IL
CO
S(

BrotherhoodLibrarian(pg
Unit size.

Unit cost

© Combi-flamer.

¢ Combi-melta...

© Combi-plasma.....

e Nemesis daemon hammer.. “

© Stoimbolter.

Unit size.. a

COSC

 

    

  

  
  
  

  

   

 

  

 

   

 

POINTS VALUES
You can use this section to determine the points (pts) value of each unit in your army. Each entrylists the unit’s size (i.e. how many
models the unit can contain) and how manypointsthe unit costs. If an entry has a unit cost of ‘x pts/model, then the unit costs x

points for every modelin that unit. You must then add points for each weapon,or item of wargear, that is includedin that unitifit is

listed in that unit’s entry (weapons and wargearnotlisted in a unit’s entry cost no additional points to includein that unit).

GrandMasterVoldus(pg83)
Unit size...

Unit cost...

  

  

   

   
     

  

BrotherhoodChaplain(pg89)
Unit size...

Unit cost...

 

Kaldor Draigo(pg82)
Unit size...

Unit cost...

> TROOPS

Unit size...

Unit cost

e Incinerator

° Nemesis daemon hammer

e Psilencer

  

   StrikeSqua ee
Unit size .5-10 models

Unit cost... 22 pts/model 

e Nemesis daemon hammer .. +10 pts 
 

 

PaladinSquad(pg92)
Unit size

Unit cost...

e Incinerator

e Nemesis daemon hammer.

_...3-10 models 

  

    

  

  

e Psilencer....

© Psycannon.

‘PurifierSquad (pg 92)_
Unit size

Unit cost.....

e Nemesis daemon hammer.

© PSUCARNOMcococcshence

e Heavy bolter..

e Multi-melta

e Plasma cannon...

 

1 model

. L45 pts

© Heavy flamer.. +10 pts

© Multi-melta

© Twin laScannon......eeecccceeeceenenee +20 pts

  

 

 

    
   

e Psycannon wa +5 pts

Fd ELITES NW FAST ATTACK

BrotherhoodApothecary(pg94)_———sinterceptor Squad ( ane
Unit size... - Unit size. 5-10 models

Unit cost... Unit cost..... 4 pts/model

¢ Nemesis daemon hammet............. +10 pts ° Nemesis daemon hammer. +10 pts

  

  

 

   

   

  

  

  

  

GrandMaster (p

" Unitsize..

Unit cost.

e Incinerator

« Nemesis daemon hammer..

« Psilencer

¢ Psycannon..

  

  

  
Unit size.

_ Unit cost......

_ © Dreadknight Teleporter..
© Gatling Psilencer

Heavy incinerator...

Heavy psycannon. .

_ Nemesis daemon greathammev........ +10 pts

Nemesis greatsword...ccccsssseseesens

   

  
  

BrotherhoodAncient(pg91) _
Unit size

Unit cost...

* Nemesis falchion..2...

  
    

 

  

   

  

  

 

    

 

Unit cost

© Heavyflamer.

e Multi-melta

e Twin lascannon

  
PaladinAncient(pg93).
Unit size...
Unit cost

° Incinerator

e Nemesisfalchion.

© Psilencer :

© PSUCAANONccctcsar
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e Psycannon.



   

wy, HEAVY SUPPORT

   Unit size

UMIC COS(cosceceoreeres 285 pts

e Hunter-killer missile ... +5 pts

e Multi-melta. .+25 pts

a+5 pts

 

  
  

  

 

Unit size...

Unit cost... z

© Hunter-killer missile...sscscccscccceee +5 pts

e Multi-melta

e Storm bolter.....

  

  
Land Raider Redeemer (pg 99)
Unit size...

Unit cost..

© Hunter-killer missile es

se Multemeltanceoaeaecnioe

* Stonm bolter.2es

 

  

  

   

  

  

  

Nemesis Dreadknight (pg97) -
Unitsizoeeescene1 model

Unit cost. . 120 pts

e Dreadknight Teleporter...

e Gatling Psilencer S

O InseWu INCISCKO)rence

e Heavy psycannon

e Nemesis daemon greathammer

e Nemesis greatsword

 

Purgation Squad(p
Unit size.

Unit cost... as

© Nemesis daemon haMmMe§’....srsecseee +10 pts

fe: PSUGAIMMOMNeresecsecstteeereters +5 pts

  

  

 

  
   

 

  

    

  
  

   

  
  

  

  

  

  

 

  

  

   

  

  

     
    

    

4) DEDICATED TRANSPORTS
   

 
 

     

  
Unit size 4 model

WIRIR COSTecaees

e Hunter-killer missile

e Storm bolter.

© Twin assault cannon

 

O inSect

Unit size
Wnitcoste:80 pts/model

 

e Additional storm bolter. ...+5 pts j :

e Hunter-killer missile .... .. +5 pts “GF

$1¢ FLYERS
Sto

    

Unit size e

WIN COSTieiicsssi tvesenseseeocies 185 pts

e Heavy bolter.

e Las-talon

© Typhoon missile launche’.........cc00 +20 pts

 

Unit size .1 model

BIOSeegrberremrentectoommntone 310 pts

e Hurricane bolter +15 pts

e Twin assault cannon . +10 pts

e Twin lascannon

© TWIN MUlti-melta... ccssseecsccccnnneeeseeeees

¢ Typhoon missile launcher...

   

 

Unit size

Unit cost...

e Heavy bolte

e Lascannon..

e Typhoon missile launcher................

 

 Augury of Aggression..

Heroism’s Favour

 

 

ANoble Death

 

 

 

e Qmenof incursion

 

 

 

 ¢ Presaged Paralysis

© Foretelling of Locus

 

 

  

   True Name Shard

¢ Temporal Bombs.

 

 

¢ Servant ofthe Throne 

* DeluminatorofMajesty
 

 

© Gem of Inoktu........

SeveranceBolt   
  



  

  
   

GLOSSARY
On this page you will find a glossary that contains a numberoftermsusedin this Codex. These are intended
to provide precisedefinitions to help resolve someof the more complexrules interactions that may arise,
and players should feel under no obligation to memorisethislist.

The Aegis: A bonusavailable to GREY KNIGHTS PSYKERunits in a GREY
KNIGHTS Detachment.

Any numberof models can each have their Weapon A replaced with 1

Weapon B: Whenthis wargear optionis selected for a unit, any number

of models in that unit that are equipped with Weapon A can each have

its weapon replaced WeaponB.It is possible for only someof the

modelsin that unit to have their weapon replaced andfor others notto.

Bolt weapon: A ranged weapon whoseprofile includes the word‘bolt’,

or a Relic that replaces a bolt weapon.Theboltgun profile of a combi-

weaponis also a bolt weapon,as are any of the weaponslisted under

Bolt Weapons on page 104.

Brotherhood: GREY KNIGHTS units with the <BROTHERHOOD> keyword

will belong to one ofthe eight brotherhoods. Whenyouinclude such

a unit in your army you mustselect whichoftheseto replacethis

keyword with: Swordbearers; BladesofVictory; Wardmakers;Prescient

Brethren, Preservers; Rapiers; Exactors; Silver Blades.

Brotherhoodof Psykers Detachment(pg 45): A GREY KNIGHTS
Detachmentin which every unit {excluding AGENT OF THE IMPERIUM,

UNALIGNED and HONOURED KNIGHTunits] is drawn from the

samebrotherhood.

Brotherhood psychic power(pg 46-53): A psychic power associated
with one ofthe eight brotherhoods. These are only known by PSYKER

units that are part of a Brotherhoodof Psykers Detachment(and only
if they are drawnfrom the associated brotherhood).

Brotherhood Stratagem (pg 46-53): A Stratagem associated with

one of the eight brotherhoods.If your army includes a Brotherhood

of Psykers Detachment(excluding Auxiliary Support, Super-heavy

Auxiliary and Fortification Network Detachments], then you will gain

access to the associated brotherhood Stratagem.

Brotherhood Warlord Trait (pg 46-53): A Warlord Trait associated with
one ofthe eight brotherhoods.Theseare only available to WARLORDS

__ that are part of a Brotherhood of Psykers Detachment(and onlyif

they are drawn from the associated brotherhood).

DominantTide:The Tide of the Warp that is currently dominant, as

part of the Masters of the Warp ability (pg 81).

Daemonic Nemesis (pg 77): An additionalset of rules that can

apply during Crusade battles that include any GREY KNIGHTS

CHARACTERunits.

Flame weapon:A ranged weapon whoseprofile includes the word

‘flame’or ‘incinerator’, or a Relic that replaces one of these weapons.
The flamerprofile of a combi-flameris also a flame weapon.

Gift: Shorthand for Gift of the Prescient (see opposite).

- Gift of the Prescient: Oneof the twotypes of Wisdom ofthe
Prognosticars (pg 56).

GREY KNIGHTS Detachment [pg 45]: A Detachmentin a Battle-forged

army where every model has the GREY KNIGHTS keyword (excluding

models with the AGENT OF THE IMPERIUM or UNALIGNED keywords].

GREY KNIGHTS secondaryobjectives (pg 68): Additional secondary

objectives that can be usedin certain matched play mission packs if

every Detachmentin your army is a GREY KNIGHTS Detachment.

HonouredTitles (pg 73): A Crusade Battle Honour category that can

only be taken by GRAND MASTERunits.

Litany: A Litanyof Purity. GREY KNIGHTS PRIEST models can attempt

to recite litanies that they know.

Maximum numberof models:A unit contains the maximum number

of modelsif it includes every modelit possibly can, as described on

its datasheet.

Nemesis weapon: A melee weapon whoseprofile includes the word

‘Nemesis’,or a Relic that replaces a Nemesis weapon.The Titansword

and Malleus Argyrum are also Nemesis weapons.

Psi weapon: A ranged weapon whoseprofile includes the word‘psi’ or

‘psy’, or a Relic that replaces such a weapon.

Psychic powertype:A psychic power’s typeis written in bold at the

Start ofits rules. There are three types of psychic power describedin

this Codex: Blessing; Malediction; Witchfire.

Relic of Titan: A type of Relic that can be given to GREY KNIGHTS

CHARACTER models.

Stratagem label: A Stratagem’s labels are written beneathits title

and can include: Grey Knights; Battle Tactic; Epic Deed, Strategic Ploy;

Requisition; Wargear. A Stratagem can have more thanonelabel; for

example, a Stratagem with ‘Grey Knights — Wargear Stratagem’ has

both the Grey Knights and Wargearlabels.

Vision: Shorthand for Vision of the Augurium (see below).

Vision of the Augurium: Oneofthe two types of Wisdom of the

Prognosticars (pg 55).

Wisdom ofthe Prognosticars (pg 54-56): An upgrade that can be
applied to GREY KNIGHTS CHARACTER models(excluding named

characters]. There are two types of Wisdom ofPrognosticars: Visions

of the Augurium andGifts of the Prescient.
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REFERENCE
Below youwill find a bullet-pointed summaryof several Grey Knights rules. In most games, you may find

referencing this summaryis all you needto resolvea rule, butif not, follow the page reference to read the

entirety of the rule.

THE AEGIS (PG 45)

e Each time a model withthis ability would

lose a wound as a result of a mortal

wound, roll one D6: on a 5+, that wound

is not lost.

e |faPSYKERunit has this ability, add 1 to

Deny the Witch tests taken for that unit.

AND THEY SHALL KNOW

NO FEAR(PG 80)
e Ignore modifiers when taking Combat

Attrition tests.

BOLTERDISCIPLINE (PG 80)
e Make double the numberof attacks

whenshooting a Rapid Fire bolt weapon

if the target is within half range,orif the

shooting model is an INFANTRY model

whoseunit Remained Stationary in

its previous Movementphase,orif the

shooting model is a TERMINATOR model.

<BROTHERHOOD> KEYWORD(PG 80)
e Whenyouinclude a unit with the
<BROTHERHOOD> keyword, nominate

which brotherhoodit is drawn from.

e Replace every instanceof the

<BROTHERHOOD> keyword on that

unit’s datasheet with the nameof your

chosen brotherhood.

COMBAT SQUADS(PG 80)
e If unit contains maximum number of

models,it can be split into two units at

the start of deployment, containing as
equal a numberof models as possible.

BROTHERHOOD COMMAND(PG 45)

e Can include a maximum of one GRAND

MASTER and one BROTHER-CAPTAIN

model in each Detachment.

e Each GRAND MASTERin your army must

be from different brotherhood.

e Each BROTHER-CAPTAINin your army

must be from a different brotherhood.

BROTHERHOODOF PSYKERS(PG 45)
e If your armyis Battle-forged,

<BROTHERHOOD> GREY KNIGHTS

Detachments in your army gain

access to Warlord Traits, psychic

powers and Stratagems provided

every model in that Detachmentthatis

drawn from a brotherhood is from the

samebrotherhood.

DETACHMENTABILITIES (PG 45)
° If army Battle-forged, GREY KNIGHTS

Detachments gain the Brotherhood

Command ability.

If army Battle-forged, GREY KNIGHTS

units in GREY KNIGHTS Detachments

gain The Aegis ability.

° lf army Battle-forged, GREY KNIGHTS

Troops units in GREY KNIGHTS

Detachments gain objective secured

ability (see Warhammer 40,000

Core Book).
* Doesnot apply to Auxiliary Support,

Super-heavyAuxiliary and Fortification

Network Detachments.

HONOUREDTITLES (PG 73)
© GRAND MASTERScanhave single

HonouredTitle instead of gaining a

Battle Trait.
e Increases model’s Crusade points by 1.

* Cannot have two GRAND MASTERSin

your Order of Battle with the same

HonouredTitle.

KNIGHTS OFTITAN (PG 80)
© Unit has the following abilities: And They

Shall Know No Fear, Bolter Discipline,

Masters of the Warp.

PSYCHIC CONFLUENCE(PG 65)
* Can attempt to manifest psychic powers

from the Sanctic Discipline evenif

they have already been manifested

this phase.
© Add 1 to warp chargevalue of these

psychic powersfor each other attempt

that has been madeto manifest them

during the same phase, whether

successful or not.

MASTERSOF THE WARP[PG81)
° Mastersof the Warp appliesif every

modelin your army has the GREY

KNIGHTS keyword (excluding AGENT OF
THE IMPERIUM and UNALIGNED models).

At start of battle, choose whichTide

is dominant.

e Can change which Tide is dominant for
your army by successfully manifesting

the Warp Shaping psychic power.

© Tide of Banishment: Unit gains following

aura ability: Subtract 2 from the
Leadership characteristic of enemy

DAEMONunits while they are within 6"of

lll  
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in this unit makes an a

DAEMON unit, re-roll f

re-rall woundrolls of4.

Tide of Celerity: Each time this unt

Advancesor charges

individual dice roll of

Tide of Convergence:4

ofall psi weapons

are equipped with.

this unit attacks

on an unmodified\

target suffers 1 mort

to any normal dama

Tide of Escalation an attempt

to manifest brotherh i

powers evenif they

manifested this phas

charge value of these

for each other attempt t

made to manifest them du

phase, whether successful or not

Tide of Shadows:Unit counts as
receiving Light Cover against ranged

attacks made from more than 12” away.

If unit already receives Light Cover, they

additionally receive Dense Cover.
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TELEPORTSTRIKE (PG 80)
During deployment, can set unit up ina

teleportarium chamberinstead of setting

them up onthebattlefield.

Unit can then arrive during

Reinforcements step of one of your

Movement phases.

Whenunit arrives,setit up on battlefield

more than 9”from any enemy models.

WISDOM OF THE
PROGNOSTICARS (PG 54-56]

If Battle-forged, can upgrade GREY

KNIGHTS CHARACTER models.
Doing so increases model's Power Rating

and points value.

Upgraded characterwill gain either

a Vision of the Augurium ora Gift of

the Prescient.
Army cannot contain more than one

model with the same Vision orGift.

Crusade armies must use Consult

the Prognosticars Requisition to

upgrade characters.

Cannot upgrade namedcharacters.

   



 


