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Home	â​​	Âo	1/700	scale	WW2	GERMANY	VK	72.01	(K)	Heavy	Tanks	â​​â​​​​Â​​​Â​​	Special	Product	Description	1/700	WW2	GERMANY	VK	72.01	(K)	Heavy	Tanks	â​​​Â​​Â​​Â​Â​Â​Â​Â​Â​Â​Â​Â​Â​Â	Note:	the	picture	shows	only	4	tanks,	there	are	12	tanks	in	play.	It	contains	highly	detailed	X12	tanks	that	include	precise	surface,	wheel	and	track	details.	Historical	Data	A
superheavy	tank	with	rear	placement	of	the	turret.	Developed	by	the	company	KRUPP.	A	new	vehicle	should	have	stronger	armament	and	improved	armor	compared	to	the	VK	70.01.	It	existed	only	in	blueprints.	Also	known	as	the	“Faillewe”,	the	VK	72.01	(K)	is	notable	for	its	unique	appearance,	the	tank	uses	the	15	cm	KW.K	of	the	E	100.	L	/	38.
Removable	support,	cleaning	guide	and	painting	View	high	resolution	This	is	the	collab	with	@skinnedButalife	for	VK	Warhammer	Ask.	Dorn’s	question:	Have	you	ever	tried	to	grow	your	hair	the	same	length	as	Robout?	Or	as	corvus'?	–	Did	you	call	me,	brother?	-	Rogal!	I’m	so	glad	you	came!	Aonghus-the-Highlander	liked	this	show	plus	the	news
load...	Welcome	to	Warhammer	40k	–	Lexicanum!	Come	in	to	join	the	community.	Discussion	of	the	page	View	source	history	Hello,	I’m	looking	for	the	Octarius	War	Zone:	Book	1:	Book	of	the	rising	tide,	please	and	thank	you:)	I’m	on	the	telegram	chat,	but	I	can’t	post.	Looking	for	the	blood	bowl	Khorne	Spike!	The	magazine	launched	this	weekend.
RIRI,	thank	you!	Exactly	what	I	was	looking	for,	apart	from	an	invitation	to	the	group	of	telegrams	ahaha	probably	a	long	shot,	but	does	anyone	have	the	PDF	for	Adeptus	Titanicus	traitor	Legios?	Can	I	please	invite	a	telegram	and	thank	Hello	Fellowles	without	the	Law	of	the	Sea,	can	I	also	get	the	telegram	link?	Can	someone	please	give	me	the
telegram	link	Hello,	can	someone	please	send	me	the	telegram	link?	Hey.	Can	anyone	share	blood	drinker	the	week	of	horror?	Thank	you.	This	seems	to	be	the	problem,	no	one	can	post	unless	it	arrives	early	enough,	now	I	think	it’s	filthy,	can	I	get	a	telegram	invitation	too?	Thank	you	hello,	could	you	have	an	invitation	please?	Forge	World	was	a	key
piece	of	competitive	gameplay	in	the	8th	edition,	offering	a	wide	range	of	extra	options	for	some	factions	along	with	some	really	cool	models	for	players	who	wanted	to	try	something	different.	The	impact	was,	let’s	say,	uneven”.Many	options	were	fine,	but	there	were	frequent	problems	with	Forge	World	units	having	unintended	interactions	with	the
newly	released	rules,	and	some	options	that	were	a	bit	exaggerated	and	tended	to	be	overrepresented.	We’ve	seen	a	bit	of	that	so	far	in	the	9th,	with	the	hangover	of	the	rules	of	the	8th	Edition	throwing	some	very	powerful	options	in	the	transition	of	the	Edition,	while	other	units	are	complete	trash	at	their	Chapter-approved	costs.	Fortunately	the
new	Imperial	Armour	Compendium	is	here	to	solve	both	problems,	and	GW	has	been	kind	enough	to	send	us	a	copy.	This	book	is	absolutely	full	of	content,	and	in	advance	we	have	to	be	clear	that	we	are	not	going	to	go	over	every	datasheet	line	by	line,	as	there	are	too	many	for	us	to	do	so.	Instead,	we’ve	analyzed	our	areas	of	expertise	and	pulled	out
what	we	think	are	the	winners,	losers	and	other	notable	changes	for	each	faction,	with	the	aim	of	giving	you	the	basic	information	about	the	things	that	matter	most.	We’ll	be	tracking	some	factions	over	the	next	few	weeks,	so	be	sure	to	keep	an	eye	on	those	factions	if	you	have	a	particular	set	of	units	in	mind.	Check	it	out!	Overall,	there	is	a	clear	set
of	principles	that	run	through	all	the	changes	in	this	book,	which	are	generally	very	healthy	for	the	game,	but	which	may	make	a	little	sad	to	the	owners	of	some	units.	On	a	high	level,	you	usually	see:	Simplification.	Many	of	the	strange	and	violent	skills	they	used	to	have	are	no	longer,	replaced	by	simplified	versions	or	incorporated	into	profiles	of	In
addition,	variants	of	marginalally	different	units	have	been	greatly	eliminated.	Less	extreme	divergences	from	the	main	units.	Things	like	contest	and	leviathan	dreadnought	have	profiles	and	and	Outputs	much	more	online	with	its	main	equivalents.	This	is	the	part	that	is	going	to	be	sad	to	some	people,	but	it	is	probably	going	to	be	a	relief	in	the
future.	The	Forge	World	units	that	exceeded	performance	with	force	multipliers,	either	because	they	grouped	too	much	in	a	single	package	or	had	weapons	that	worked	on	a	different	equilibrium	plane	than	everything	else,	they	tended	to	be	the	main	culprits	of	Doubt	/	superpowered	interactions.	Adding	to	this,	many	options	now	have	specially
named	versions	of	your	weapons	to	eliminate	the	old	problem	of	updates	elsewhere	hitting	automatically	on.	Point	cuts.	The	good	news,	and	a	compensation	for	the	previous	change	in	some	cases,	is	that	there	are	a	lot	of	discounts	in	this	book,	both	to	keep	some	of	the	units	that	take	an	useful	statistical	nerve	to	give	many	of	the	options	that	used	to
be	Clearly	coashed	as	a	narrative	only	a	cost	that	is	actually	widely	reasonable	for	its	abilities,	opening	a	lot	of	options	for	more	informal	tournaments.	It	is	clear	that	GW	took	the	time	to	review	almost	all	options	and	assign	a	cost	that	did	at	least	functional,	and	that	is	very	appreciated!	With	that	out	of	the	way,	at	the	features.	Space	Marines	There
are	two	broad-range	rules	for	the	Marines.	First,	the	special	rule	of	martial	legacy	is.	Generally,	this	replaces	the	old	rule	of	relic	â	€	œA	now	that	you	include	a	unit	with	this	rule	in	a	detachment	the	command	cost	of	that	detachment	is	increased	by	1.	Now	it	is	much	easier	to	drop	a	single	thing	Without	having	to	fill	an	additional	slot,	but	it	is	less
likely	to	take	multiple.	The	second	rule	is	not	really	a	rule	Â	«is	a	set	of	recommended	features	and	father	chapters	for	several	chapters	created	by	ForgeWorld.	It	is	unfortunate	that	only	arise	as	a	recommendation,	They	don’t	really	mean	anything	and	people	will	keep	playing	by	the	rules	they	want.	The	5	chapters	included	are	the	following:
Ultramarine	Red	Scorpions	Ultramarine	Heirs	to	the	Primarch.	Minotaur	“Imperial	Fists	with	Duelists	and	Stalwart	chapter	tactics.	Ultramarine	Blood	Crows	with	Stalwart	and	Knowledge	is	Power.	Ultramarine	Astral	Claws	with	Rapid	Assault	and	Battle	Hunger.	Carcharodons	“Guardia	Raven	with	Stealthy	and	Whirlwind	of	Rage.	Besides	being
recommendations	and	not	rules,	they	are	just	a	little	boring.	Although	we	will	delve	into	the	more	salient	and	lower	aspects	of	the	individual	units	below,	our	overall	impression	is	that	there	was	a	significant	smoothing	of	the	whole	book.	In	the	past,	there	were	some	outstanding	units	that	could	be	found	in	almost	any	army	(looking	at	you	scorns	and
leviathans),	and	many	units	that	were	far	from	being	used.	This	iteration	of	rules	really	gets	rid	of	that,	and	while	there	are	still	good	or	bad	units,	there	is	much	less	space	between	them.	Named	Characters	11	named	characters,	most	of	whom	you	have	never	heard	of	covering	the	previous	5	chapters	+	the	Salamanders.	Like	the	characters	named	in
any	other	book,	Forgeworld	has	entrusted	them	with	a	specific	warlord	trait,	unfortunately	that	trait	is	Inspiring	Leader	from	the	book	of	ground	rules,	so	you’ll	never	want	to	turn	one	of	these	characters	into	your	warlord.	Winners	Hecaton	Aiakos	is	the	clear	winner	here.	It	can	be	an	Elite	or	an	HQ	(listed	differently	in	the	points	values	vs	your
datasheet),	but	either	way	it’s	worth	taking.	A	WS/BS	2+	contempt,	has	a	9-wound	character,	has	an	invulnerable	4+	salvage,	and	can	do	some	fatal	wounds	when	it	completes	a	charge.	He	is	armed	with	a	heavy	plasma	cannon	and	a	near	dreadnought	combat	weapon,	and	costs	only	20	points	more	than	an	equally	armed	relic	slayer.	As	a	bonus,	it
doesn’t	have	a	Martial	Legacy,	so	it	won’t	cost	the	field	a	CP.	Losers	Imperial	Fists	converted	Culln	Leviathan	Dreadnought.	Credit:	Jack	Hunter	Carab	Culln	takes	most	of	the	generic	leviathan	nerves	(see	below),	and	also	loses	loses	loses	Both	in	its	sense,	painless	pain	and	most	of	the	interest	in	the	special	rule	of	death,	no	longer	allows	him	to	hit
the	mortal	wounds	and	just	lets	the	strong	fire	of	Bolter	without	penalty	in	participating	units.	It	remains	the	only	Leviathan	that	remains	with	WS	and	BS	2+,	but	even	at	its	new	low	point	cost	it	doesn’t	offer	much.	Bray'	Arth	Ashmantle	maintains	its	strength	8,	but	drops	from	tenacity	9	to	hardness	7.	Your	feeling	doesn’t	get	a	pain	from	a	4+	to	a
5+,	and	your	dreyfire	First	Flamers	lose	a	damage	point	(although	it	increases	its	range	up	to	12	...).	A	bright	spot	is	its	Dread	Fire	claw	that	changes	from	damage	on	D6	to	damage	4,	but	without	the	absurd	durability	it	used	to	have,	and	without	the	choice	of	the	traits	of	war,	it	didn’t	bring	you	much	back	to	the	table.	The	units	around	the	board,
most	of	the	special	rules	have	moved	from	being	specifically	written	on	datasheets	to	reference	Codex:	Space	Marines.	Although	this	makes	it	a	bit	harder	to	read	in	the	book,	any	future	FAQ	updates	can	be	done	in	one	place,	instead	of	risking	a	missing	FW	unit	for	the	change.	WINNERS	TERRAX-PATEL	TERMITE	ASOALTE	BRODF-CRÃ¤DITO:



PENDULIN	TERRAX-PATEL	TERMITE.	Already	very	good,	the	Terrax	collects	several	fans	who	cement	it	as	the	first	way	to	transport	the	firstborn	marines.	Offensively,	the	Melta	cutter	increased	from	the	D3	shots	to	5	shots	and	picked	up	the	new	Melta	rules,	and	the	termite	drill	loses	the	tricky	fatal	wound	thing	in	exchange	for	an	increase	in	right
damage	“D3	+	3	against	most	targets,	and	a	colossal.	D3	+	6	against	vehicles.	Defensively,	he	gained	4	wounds	“,	so	hardness	8,	14	wounds	and	a	saving	of	3+.	Transporting	12	models,	you	can	bring	a	full	team	of	10	men	with	character	support,	as	long	as	you	have	tons	of	firepower,	for	only	180	points	(or	190	with	even	better	volkite	side	weapons).
Alas:	Seriously,	this	thing	is	off	the	charts,	now,	to	the	point	where	I	wonder	if	Melta’s	shots	change	is	a	typographical	error.	typographical	error.	This	seems	to	outpace	most	major	battle	tanks,	regardless	of	transports.	Imperial	Fists	Deimos	Vindicator	Laser	Destroyer.	Credit:	Jack	Hunter	Vindicator	Laser	Destroyer.	A	vindicator:	great.	With	a	large
laser:	colder.	It	became	cheaper	and	bump	in	firepower,	so	it	is	an	interesting	option	for	someone	who	wants	to	go	in	vehicles.	The	laser	volleyball	cannon	by	default	to	be	a	better	lascannon	“three	shots	on	D3+3	damage.	You	can	also	overload,	increasing	strength	and	AP,	as	well	as	a	jump	to	6	direct	damage,	with	the	overload	only	potentially
causing	damage	if	it	did	not	stay	stationary.	Much	better	than	in	the	past,	where	the	overload	always	did	damage	and	standing	still	just	allows	you	to	shoot	volley	twice.	Angels	of	Blood	Sicaran	Omega.	Credit:	Jack	Hunter	Sicaran	Omega.	This	tank	was	trash	since	it	was	released,	being	essentially	a	bunch	of	plasma	guns	that	could	overheat	to	get
fewer	shots.	Now	it’s	much	more	interesting	with	6	shots	in	standard	or	overload,	to	force	8,	ap-3,	and	2	damage	in	standard	mode,	hitting	up	to	force	9	and	damage	3	when	overloaded.	The	sicarans	in	general	also	went	up	to	a	2+	saving,	making	them	surprisingly	durable,	and	took	a	substantial	cut	in	points.	Losers	Relic	Contemptor	Dreadnought.
None	of	these	losers	should	surprise	anyone	watching	what	appeared	on	the	competitive	lists.	Our	two	favorite	dreadlocks	have	decided	to	take	a	little	break	from	carrying	sea	lists.	If	you	are	familiar	with	the	datasheet	of	the	Codex:	Space	Marines	relic	Despector,	you	are	already	familiar	with	this	one,	the	only	difference	are	the	new	weapon	options.
It	keeps	the	CORE	keyword,	and	if	we	arm	it	with	a	kheres	or	multimelta	assault	cannon	and	a	nearby	dreadnought	combat	weapon	it	costs	the	same	as	the	codex	version	(well,	and	an	additional	cost	of	1	CP).	It	took	the	ability	to	use	the	Exclusive	Twin	Volkite	Culverin	of	30k,	a	heavy	tipper	weapon	8.	Great,	but	nothing	particularly	good.	Good.	Are
you	willing	to	bring	up	luxury	weapon	options,	continue	with	the	version	of	the	code.	Leviathan	Dreadnought	Hellforged.	Credits:	That	Gobbo	Leviathan	Dreadnought.	El	gran	dreadnought	thicc	es	algo	mÃ¡s	delgado	ahora	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	Ã¢	¢	Ã¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢
Atomantic	Shielding	coincides	with	contempt,	so	just	a	5+	invulnerable	save	instead	of	4+,	combining	for	a	substantial	overall	drop	in	durability.	There	are	some	changes	to	the	weapons,	as	well	as	the	storm	cannon	arrays	exchange	2	shots	for	an	additional	range	of	12,	the	melta	spears	gain	explosion	but	change	from	2d3	to	d6	shots,	and	the	grav-
flux	bomb	doubles	the	shots	and	has	a	more	standard	grav	weapon.	As	a	bonus,	the	leviathans	can	now	take	fish	volquita,	instead	of	just	heavy	flames.	Hand-to-hand	weapons	have	a	substantial	shake	as	well,	the	leviathan	no	longer	loses	attacks	by	taking	weapons,	and	instead	always	has	at	least	4	attacks	â​​	each	siege	claw	gives	an	additional	attack
with	that	weapon,	and	the	siege	drill	does	2d3	damage	against	most	targets,	or	6	damage	against	vehicles.	All	in	all,	the	Leviathan	receives	a	substantial	blow	to	both	the	offensive	and	the	defense,	swaying	down	to	a	base	of	220	points,	and	only	up	to	240	with	the	common	charge	of	double	storm	cannons.	Whirlwind	Scorpio.	After	all	those	words
about	the	changes	of	Leviathan,	this	is	a	breath	of	fresh	air.	He	lost	the	ability	to	shoot	twice.	That’s	all.	The	profiles	of	the	gun	and	the	line	of	stats	remained	exactly	the	same,	he’s	only	firing	half	the	shots.	It	didn’t	cost	half	of	points,	it	went	from	235	points	to	170.	GREAT	Warlords.	TANK.	Imperial	Fists	Astraeus	Super-Heavy	Tank	Winners.	Credit:
Jack	Hunter	Astraeus!	YEAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA	After	how	nice	and	cheap	and	useful	it	was	at	the	end	of	the	octave,	it	still	feels	like	hell.	But	usable.	Definitely	usable.	For	starters,	he	has	up	to	30	wounds.	The	empty	shields	have	also	been	completely	redesigned	and	are	not	a	confused	degrading	not
invulnerable	save.	Each	vacuum	shield	is	a	3-wound	pool	that	needs	to	be	eaten	before	the	vehicle	suffers	any	damage,	and	that	pool	cannot	overflow,	so	if	a	lascannon	strikes	for	6	damage,	the	vacuum	shield	will	absorb	3	damage,	and	the	other	3	will	just	disappear.	Also,	while	they	are	alive,	they	provide	a	5+	invulnerable	lifeguards.	An	Astraeus	has
2	empty	shields,	so	it	has	a	small	shock	absorber	before	it	starts	to	suffer	damage.	If	one	of	the	shields	is	damaged	but	not	destroyed,	it	will	regenerate	at	the	beginning	of	your	command	phase,	which	is	nice	but	unlikely	to	happen	regularly	in	practice	as	most	decent	alpha	attacks	will	go	through	both	shields.	While	the	main	weapon	remained
essentially	the	same,	both	types	of	sponsons	had	a	jolt.	The	ballast	rippers	reach	a	range	of	36â​2â​2,	force	9	and	D6	damage,	making	them	almost	a	double	lascannon,	and	the	plasma	eradicator	swaps	a	power	point	to	upgrade	from	d3	to	d6	shots,	gain	explosions	and	collect	a	damage	point.	Both	options	are	now	a	fairly	substantial	firepower	increase.
Although	it	is	not	as	cheap	as	at	the	end	of	the	octave,	if	3	CP	can	be	afforded	for	a	superheavy	auxiliary	detachment	it	is	fully	usable.	Imperial	Fists	Fellblade.	Credit:	Jack	Hunter	Falchion/Fellblade	As	an	apologyless	lover	of	all	forms	of	BIG	TANKs,	I	had	to	take	a	look	at	these	too.	Still	not	surprising,	they	fell	from	resistance	9	to	resistance	8,
although	they	picked	up	some	improvement	in	their	weapons.	What’s	impressive	is	that	they	dropped	from	a	cost	of	900-1000	points	to	only	600,	so	they	can	actually	be	used	(if	you	can	spend	3	CPs	for	a	superheavy	Auxiliary	Detachment	and	1	additional	CP	for	the	Martial	Legacy).	Losers	None	of	them	and	all	of	them.	All	large	tanks	are	surprisingly
usable	by	points	and	could	easily	be	seen	in	an	army	if	it	weren’t	for	that	3	CP	tax	to	take	a	superheavy	auxiliary.	In	an	issue	that	prioritizes	having	bodies	to	take	objective	objectives	Keep	your	opponent	out	of	them,	spending	several	hundred	points	on	a	single	tank	that	will	have	trouble	moving	since	it’s	a	hard	sell,	and	adding	a	large	cost	of	extra	CP
is	a	tough	pill	to	swallow.	Astra	Militarum	Credit:	Buffalochicken	The	Astra	Militarum	were	the	OG	beneficiaries	of	the	Forge	World	Units,	and	retain	a	prodigious	range,	although	some	of	their	options	have	been	archived	as	part	of	this	update	(mostly	very	similar	variants	on	existing	units).	The	Korps	of	Death	also	get	a	doctrine	and	regimos
datasheets	for	their	unique	models	of	Death	Rider.	Death	Korps	The	regimental	doctrine	for	Krieg	was	shown	on	Warcom	and	it’s	kind	of	eh,	not	really	turning	on	the	world.	However,	the	good	news	is	that	all	the	various	flavors	of	the	Rider	of	Death	could	actually,	are	good	with	the	strong	Serberys	Raider	Energy	to	them.	The	Base	Squad	and
Command	variants	climb	to	three	wounds	a	pop	with	an	FNP	of	5+	for	15pts	each,	and	improve	slightly	in	hand-to-hand	from	their	previous	incarnation,	with	their	mounts	getting	an	AP	point	on	their	attacks.	Command	squadrons	are	obviously	the	most	desirable	option,	as	they	get	an	extra	attack	at	no	extra	cost,	and	the	good	news	is	that	you	don’t
have	to	include	a	commander	in	order	to	carry	them	more,	each	commander.	It	only	allows	you	to	take	one	without	using	a	slot.	The	fast	and	durable	ISH	units	that	are	fine	on	Melee	is	absolutely	something	that	the	Guard	range	is	badly	missing	for	the	ninth,	so	it	feels	like	an	avant-garde	Krieg	or	Outrider	using	some	of	these	is	a	genuinely	plausible
option.	All	of	them	can	also	overcome,	even	better.	Engineers	are	less	exciting:	they	lose	their	strange	super	shotguns	and	are	basically	boring.	If	you	see	Krieg,	it’s	because	you	love	models	or	you	want	to	declare	cavalry	charges!	Vehicles	Hay	bunch	of	things	here	that	gets	decent	discounts	or	modest	changes	that	make	them	a	little	more	usable
without	pushing	them	into	the	winners	of	the	real	winners	immediately.	immediately.	The	carnodon	has	a	minor	discount	and	some	additional	wounds,	nothing	exciting,	but	nothing	to	smell	neither.	The	cyclops	also	obtain	a	lower	discount	on	the	door,	and	hilarrantly	gets	the	ability	to	mount	in	the	transport	(although	it	does	not	fire	on	lap,	it	comes
out,	which	limits	utility).	All	the	flavors	of	Malcador	also	increase	a	lot	of	cost,	and	although	it	probably	does	not	make	them	competitive,	like	many	things,	stop	being	so	odious	to	use.	The	infernus	also	also	makes	a	great	functional	improvement,	with	your	hell	weapon	that	rises	to	3D6	shots!	Jellyfish	of	all	the	flavors	Get	a	more	functional	impulse:
some	increase	a	slightly	cost,	but	the	damage	in	its	great	weapon	increases	to	D6,	obviously,	very	nice	and	much	more	frightening	to	face	when	they	are	well	hidden	.	Finally,	the	fairy	that	violate	the	drill	look	very	well	now,	"they	had	separated	from	the	mandatory	veterans,	so	it	can	take	them	as	a	separate	squadron	according	to	the	desired,	and
their	body-to-body	attacks	have	been	loaded,	both	obtaining	D3	+	3	instead	of	D3	and	being	flat	D3	against	most	of	the	objectives	and	floor	D6	against	vehicles.	Since	veterans	have	a	case	of	real	use	at	this	time,	this	seems	honestly	fantastic.	Someone	at	Forge	World	really	loves	simulacros.	The	tournaments	of	the	losers	go	down	a	bit	at	points,	but
they	lose	an	advance	of	grinding.	In	realistically,	although	they	are	cheap,	they	probably	still	want	Leman	Russes	about	them,	since	they	get	twice	the	shots	most	of	the	time	and	can	Take	orders.	They	could	be	well	spammed	with	experts	in	artillery.	The	Valdor	Tank	Hunter	is	in	a	similar	boar	where	he	got	a	decent	discount,	but	he	lost	some	Oomph
in	return,	and	I	really	do	not	end	up	Na	as	a	desirable	package	in	general.	The	Trojans	are	the	other	great	loss.	They	no	longer	give	rolling,	instead,	repairing	a	vehicle	and	recharging	the	weapons	once	and	for	While	the	dream	of	recharging	a	subricious	is	there,	and	re-facing	the	missiles	of	Hunter-Killer,	is	not	entirely	irrelevant,	we	all	know	what
this	was	used	for	“Re-Rolls	on	a	And	he	doesn’t	do	that	anymore.	Lords	of	War	Realistically,	the	story	is	the	same	in	all	cases,	they	all	get	small	cost	reductions	and	some	get	increases	on	their	weapons,	making	them	a	little	more	exciting	to	use,	but	probably	not	enough	to	overcome	the	limitations	of	their	slot.	The	Stormblade	and	Praetor	stand	out	a
bit	as	they	both	get	a	significant	hit	on	their	main	cannons,	with	the	Stormblade	climbing	one	damage	point	and	the	Praetor	receiving	an	extra	D6	in	Firetstorm	mode.	That’s	probably	not	pushing	them	to	the	top	boards	yet.	Custodians	Custodians	Telemon	Dreadnought.	Credit:	CrabStuffedMushrooms	Shane:	The	Golden	Boys	mostly	come	out	at	the
top,	which	considering	that	half	of	their	drive	choices	come	from	this	book,	is	pretty	important.	There	is	no	massive	change	to	the	rules,	but	some	minor	adjustments	and	some	scattered	buffs/discounts	(or	in	Venatari’s	case,	a	minor	change	with	a	HUGE	impact).	Guardia	Custodio	Troops	with	Adrasite/Pyrithite	Lances	[CORE]:	Pirithite	Lances	got	the
new	mid-range	melt	rule	equal	to	D6+2	damage	but	also	went	up	5	points,	so	a	slight	overall	nerve.	Adrasite	Spears	remain	unchanged	(and	mostly	junk	anyway).	Guardia	Sagittarum	[CORE]:	Same	points,	but	apparently	half	of	his	gun	was	a	heavy	bolt,	because	now	he	has	2	damage.	Nice	buff,	and	considering	you’re	my	favorite	troop	unit,	I	certainly
don’t	complain.	Elites	Aquilon	Custos	[CORE]:	Fists	and	bolt	is	5	points	cheaper!?!?!	An	unexpected	change,	in	addition	to	the	fact	that	the	Solerite	glove	is	now	flat	2	damage	(fuck	the	damage	D3).	The	Firepike	now	has	a	range	of	15â​3,	so	an	increase	of	3â​3	that	is	clean.	Also	the	Adrathic	option	is	slightly	cheaper,	so	basically	everything	about
Aquilon	got	better,	except	the	claw.	Galatus	Dreadnought	[CORE]:	Down	to	9	10,	but	now	it	doesn’t	degrade.	He	also	won	the	-1D	taking	the	Dread	skill	we’ve	seen	the	Marine	Dreads	get,	he	got	an	extra	base	attack	extra	and	got	5	points	cheaper.	The	firing	profile	â	̈	̈	̈	̈	Å	flamer	is	up	to	12	â	̈¬	now,	as	most	archetype	flamer	weapons.	A	nice	little
reinforcement	in	general.	Achillus	Dreadnought	[Core]:	got	the	main	changes	from	Galatus,	9	wounds,	-1d	taken,	extra	attack.	The	DreadSpear	Melee	Attack	is	now	3	+	D3	Damage,	vs	D6	Minimum	3,	which	is	a	good	boost,	but	loses	balance,	so	no	more	chances	of	deadly	in	charge.	In	addition,	the	shooting	attack	on	the	spear	is	up	to	3	damage,	from
D3	Damage.	Quick	Attack	Agamatus	Custodios	[Core]:	No	weapon	or	stat	changes,	but	the	base	chassis	is	5	points	cheaper	than	inflates.	The	Pulsar	is	a	complete	20	points	cheaper!?!?!?!?	So,	if	you	were	debating	trying	it	before,	it’s	certainly	more	tempting	now	(but	still	D3	DAÃ​O,	UGH).	Custodians	of	Venatari	[Core]:	Woo	Buddy,	I’m	excited.	The
cost	of	the	unit	is	now	the	same	regardless	of	the	weapons	(making	the	5	point	gun/buckler	cheaper)	and	both	gun	loads	got	an	amateur.	Venatari’s	spear	is	now	flat	2	damage	(crowd	d3	damage)	and	grants	an	extra	attack.	However,	with	that,	I	still	believe	that	the	gun/gun	is	going	to	be	a	car	include,	because	now	a	Venatari	equipped	with	a	buckler
has	a	saving	of	2+	armor.	Wait	for	it!?!	Someone	who	was	listening,	because	this	was	always	the	solution	I	needed.	So	yes,	2+	save,	and	5	points	cheaper	so	you	were	probably	already	doing	with	this	drive.	Great	bond.	GRAV-Attack	PALTES:	He	lost	the	-2	in	charge	of	grav	skill,	but	has	10	points	cheaper.	He	kept	the	keyword	Fly,	otherwise
unchanged.	Telemon	Heavy	Bracket	Telemon	Heavy	DreadNught:	In	addition	to	the	plasma	flamer	that	hits	up	to	12	â	¬	range,	the	stats/weapons	do	not	change	(still	T8	Baby,	WOOOOOOO).	The	double	shotgun,	if	not	moved	to	the	skill,	moved	to	the	gun,	so	functionally	and	gained	the	skill	of	fear	-1D.	Keep	in	mind	that	it	is	also	core,	so	maybe	there
are	no	faces	for	you	in	the	future.	Also	the	only	weapon	that	costs	points	now	is	the	cannon	of	the	storm	of	Arachnus	(which	costs	the	same	as	before)	So	every	load	of	guns	is	cheaper	now,	which	is	great.	Caladius	Grav-Tank:	Lost	-2	to	load	grav	capacity,	kept	the	gear.	Otherwise	unchanged.	Dedicated	transport	Coronus	Grav-Carrier:	15	points
cheaper,	lost	-2	to	load	and	kept	the	gear	(like	the	other	grav	vehicles).	He	also	randomly	lost	1	point	on	the	basic	strength	characteristic,	not	that	he	was	good	in	body	to	body	anyway.	Pleasant	that	is	cheaper,	but	otherwise	/	shrug.	Flier	Orion	Assault	Dropship:	Apart	from	having	fewer	attacks	when	degraded,	totally	unchanged,	same	points	etc.
Artillero	Ares:	ARES-GATE	continues,	with	an	increase	of	20	points,	and	the	attack	changes	from	the	Orion.	The	only	change	is	that	of	the	bombs,	which	is	drastically	different.	Now	you	can	do	each	turn	(which	is	a	pretty	nice	change),	choose	a	spot	on	the	board	you	moved	on,	and	each	unit	within	6¢3	takes	D3	mortals	on	a	4+	(-1	to	roll	for	non-
vehicle/monster	characters).	This	makes	the	bombs	much	better	compared	to	a	MSU-style	list	that	piles	up	as	it	moves	(see	MARINES),	but	makes	them	much	worse	vs.	hordes.	Depending	on	how	the	goal	moves,	this	could	help	or	hinder	the	Ares.	Winners	Venatari,	Dreads	and	Aquilon	are	doing	great	with	the	new	FW	book.	All	of	them	got	increases
and	drops	of	points.	2+	save	Venatari,	wtfffffffff.	The	losers	of	the	Grav	tanks	and	the	Ares.	Losing	the	grav	rule	hurts,	especially	against	possible	booking	charges.	The	Ares	get	an	increase	in	points,	and	being	potentially	worse	vs	hordes	could	be	a	big	problem	in	the	long	run.	Time	will	tell.	Imperial	Knights	Loyalist	Knight	Atrapos.	Credit:	Jack
Hunter	If	you	are	a	user	of	these,	it	is	worth	scanning	and	checking	if	you	have	added	Blast	to	your	weapons,	the	Knights	missed	the	first	pass	of	FAQs	due	to	not	being	in	Main	indices.	The	Acastus	Knights	winners	drop	to	the	point	where	you	can	put	one	on	a	list	a	little	more	reasonably,	and	gain	some	reinforcements	to	their	Blast-shaped	weapons,
but	still	really	fight	to	compete	Castellanos.	The	Magaera	and	the	Styrix	receive	an	impulse,	with	their	siege	claws	gaining	a	sweep	attack	that	is	better	than	stepping	on	their	feet,	three	damage	being	flat	and	identical.	That’s	very	spicy,	and	since	neither	of	you	raises	the	cost	of	that	construction	and	some	of	your	weapons	improve	marginally,	this	is
a	much	more	attractive	option.	Losers	Other	Knights	Cerastus	are	now	only	12â​3	move	on	the	top	bracket,	which	is	not	a	big	deal,	but	still	a	nerve.	Also,	there	are	now	only	26	wounds	instead	of	27	(including	the	Lancer).	Indeed,	it	is	the	second	motion	nerve	of	the	Cerastus	variant	(for	reasons).	On	the	positive	side,	almost	everyone	saw	points	drop,
except	the	Castigator.	Grav	Pulsar	Moirax	now	only	treat	3	damage	vs	3	+	save,	unlike	the	4	damage	it	was	before.	It’s	not	a	big	change,	but	really	shocking	in	the	face	of	some	objectives.	Also	the	whole	Moirax	went	down	to	12â3	motion	like	the	Cerastus,	again	for	reasons.	At	least	now	are	10	points	cheaper	for	each	construction	except	the	double
claws	(which	remained	the	same).	Titans	These	certainly	exist,	and	you	can	use	them.	However,	we	worry	that	if	we	don’t	make	this	statement	Condit	will	kill	us:	Play	Titanicus	instead.	Winners	Legio	Xestobiax	Reaver	Titan.	Credit:	Jack	Hunter	All	Titans	are	winners.	The	overly	complicated	vacuum	shield	rules	have	disappeared,	and	now	they	use	the
new	rules	we	talked	about	for	the	Astraeus.	Each	titan	has	a	different	number	of	empty	shields,	from	war	dogs	with	2	to	warlords	with	8.	They	all	picked	up	a	substantial	number	of	wounds,	with	a	hound	now	having	50	wounds	and	a	warlord	120,	but	they	fell	in	force,	the	warlord	being	the	only	titan	in	T9.	All	weapons	were	simplified,	with	the	Macro
weapon	type	no	longer	existing,	and	Blast	capability	added	where	needed.	Losers	All	the	Titans	losers	(except	the	hound).	Any	weapon	Forgeworld	doesn’t	currently	manufacture	in	28mm	is	gone,	so	on	top	of	Reaver	Reaver	and	carazon	weapons	that	are	the	Revelation	Missile	launcher	and	caudillo	carazon	weapons	that	are	not	Revelation	Launchers
or	laser	blasters.	The	gray	knights	of	the	rest	of	the	empire	get	a	variant	of	Land	Raider	that	has	psychomannons	in	him,	for	some	reason	with	a	profile	different	from	the	normal.	Is	that	an	indication	of	changes	to	come?	Uncertain,	but	meanwhile	it	is	still	a	Land	Raider,	with	all	the	problems	it	entails.	The	inquisition	keeps	only	its	two	named
characters.	Unfortunately,	both	receive	a	hard	blow	when	forced	to	take	the	guerrero	inspiring	header	feature.	Solomon	Lok	never	saw	the	game	anyway,	but	Hector	Rex	was	a	popular	option	because	of	how	high	you	could	give	him	juice	when	he	added	a	trait.	He	continues	to	be	a	respectable	option,	since	in	exchange	for	not	being	an	absurdly	good
psychopath	he	obtained	better	armament	skills,	an	extra	wound	and	resistance	to	mortal	injuries	in	his	shield.	He	also	obtained	what	is	probably	a	degradation	when	declared	Terminator,	but	if	you	were	planning	to	deform	it	anyway	it	is	a	lot.	He	still	has	two	cast	and	denies	and	it	is	still	much	more	unpleasant	/	harder	in	a	fight	that	most	equivalents,
so	it	can	still	be	one	of	the	best	options	of	inquisition.	Finally,	Admech	get	the	same	improvements	incredibly	broken	into	the	termittee	than	all	others,	and	maintain	their	two	data	sheets	seutarii.	They	receive	some	adjustments,	but	they	do	not	change	massively.	Chaos	CrÃ	©	Dito:	Robert	Â	«The	surgeon»	Jones	Rob:	I'm	here	to	talk	about	Chaos!
More	than	any	other	faction,	the	spatial	marines	chaos	have	trusted	Forge	World	units	to	stay	competitive	in	recent	days.	Although	they	have	not	recently	needed	them	so	much,	there	were	certainly	times	when	the	deredoes	and	the	Leviataans	of	Hell	were	great	business,	and	I	have	directed	a	chitan	in	more	than	one	occasion.	Let's	see	how.	They
shake	things.	Chaos	Marines	Spatials	OK,	there	are	three	important	things	that	he	looked	here.	Here.	the	first	is	that	units	in	the	Chaos	Space	Marine	section	reference	the	keyword	,	and	when	they	do,	they	tell	you	to	refer	to	the	Codex:	Chaos	Space	Marines.	This	means	that	until	we	see	a	FAQ	or	errata	to	the	contrary,	these	units	are	off	limits	to	the
Thousand	Sons	and	Death	Watch.	Death	Watch,	on	the	other	hand,	has	its	own	section	with	a	single	unit	immediately	after	it,	so	it's	very	likely	that	this	is	intentional	and	not	a	simple	mistake.	If	so,	that's	a	shame:	drills	were	something	I	would	have	liked	to	see	in	Death	Watch	armies,	and	their	loss	is	a	blow	to	many	of	today's	competitive	builds.	RIP.
The	second	thing	to	note	is	that	this	section	includes	a	new	stratagem:	The	Codex:	Space	Marines	Smokescreen	stratagem	appears	here,	allowing	units	with	the	relevant	keyword	(mostly	tanks)	to	blow	up	smoke	when	fired	for	1	CP	instead	of	having	that	capacity	for	free	in	a	more	convenient	way.	It’s	proactive.	This	compensation	is	whatever	it	is
right	now;	nothing	you	really	want	to	take	has	Smokescreen.	The	third	big	change	is	the	inclusion	of	the	Martial	Legacy	Rule.	Whereas	previously	Chaos	players	could	laugh	at	the	loyalists	forced	to	circumvent	the	unit	restrictions	thanks	to	the	Relic	rule,	now	we	are	in	exactly	the	same	boat	as	the	loyalists,	as	many	of	the	units	you	could	take	from
this	book	now	cost	you	1	CP	to	add	to	a	detachment.	This	is	incredibly	bad;	for	some	units	it	will	only	limit	their	ability	to	include	multiples,	but	more	than	likely	it	will	only	make	some	units	unplayable,	as	it	is	likely	to	cost	overhead	before	including	the	CP.	If	there	are	units	that	I	think	are	still	worthwhile,	I'll	list	them	below.	Please	note	that	all	of
these	datasheets	are	considered	to	have	Odious	Assault	rule,	since	they	“have	all	the	rules	that	apply	to	all	datasheets	of	the	Chaos	Space	Marines”,	but	it	doesn’t	appear	in	the	datasheets	themselves,	so	it’s	one	of	the	most	indirect	ways	to	do	it.	And	now	for	him.	Punch:	None	of	the	Dreadnoughts	listed	here	have	the	keyword	HELBRUTE,	which
means	that	until	a	FAQ	fixes	it,	they	don’t	get	legion	traits.	Yes!	Add	to	that	the	fact	that	they	now	cost	us	CP	and	the	same	amount	of	points	as	the	loyal	versions	despite	losing	legion	traits	and	combat	doctrines	and	you	have	a	recipe	for	a	salty	Rob.	Thanks,	guys.	All	right,	let’s	start	with	the	cool	things	that	only	Chaos	Space	Marines	get,	instead	of
the	things	we	share	with	the	loyalists.	The	decimators	get	some	of	the	biggest	changes	here,	going	from	an	8-sores	model	to	a	12-sores	model	and	getting	a	degrading	profile	for	the	problem.	They	maintain	their	5	base	attacks,	but	are	now	downgraded	to	Motion,	starting	at	9¢3	(instead	of	10¢3),	and	dropping	to	5¢3	with	WS	and	BS	of	5+.	That’s	not
great!	As	(something)	compensation,	the	Decimator	has	also	been	cheapened	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	¢	It’s	just	so	good!	It’s	so	good!	What	about	the	guns?	Well,	the	Decimator’s	weapons	have	also	changed.	The	butcher’s	cannon	is	mostly	worse,	it’s	S7	but	AP-2	now,	and	it	doesn’t	have	any	kind	of	special	rules	to	reduce	Ld	in	killing	targets.	The
C-Beam	Cannon	has	received	a	complete	overhaul,	now	has	three	shooting	profiles,	none	of	which	require	you	to	stop.	They	all	have	explosions	and	D3	Heavy,	and	at	0-24â​3	you	will	shoot	S6,	AP-1	2	damage	and	increase	that	by	+1	S,	+1	AP,	and	+1	damage	by	24-48â​3	and	48-72â​3.	This	is	also	worse	overall,	as	it	will	kill	fewer	things	in	hordes	and	is
weaker	over	24â​​3	away.	The	storm	laser	and	Hellflamer	haven’t	changed,	but	the	siege	claws	are	much	more	unpleasant,	now	they	strike	at	Sx2	instead	of	S+2.	So	basically	I	think	the	decimators	are	a	little	bit	worse,	even	though	they’re	cheaper	and	a	little	bit	better	with	Dual	Claws.	The	wounds	do	not	compensate	for	the	profile	degrading,	but	the
invulnerable	5+	saves	and	the	to	heal	one	wound	per	turn	you	can	still	network	out	to	make	this	an	OK	unit.	Dreadclaw	Drop	Pods	may	be	the	real	winners	of	this	update.	The	Dreadclaw	is	now	15	points	cheaper	Â”115	pointsÂ”	and	although	unfortunately	it	is	a	fast	attack	option	and	not	a	Dedicated	Transport,	it	now	has	the	Drop	Pod	Assault	rule.
So,	the	Chaos	Space	Marines	now	have	a	way	to	put	a	model	unit	into	reserve,	then	drop	them	on	the	table	in	turn	1.	BROTHERS	HALLELUJAH	AND	SISTERS.	The	Dreadclaw	otherwise	looks	great;	drops	to	9	wounds	(whatever),	but	keeps	its	4+	WS	and	4	Attacks	and	its	blade	props	have	improved	to	be	Sx2	AP-4	3	damage	weapons,	meaning	that
the	fall	capsule	can	zoom	around	and	make	an	unpleasant	5	Attacks	on	the	charge	that	hit	on	S12.	The	Thermal	Jets	gun	shape	is	also	gone,	now	the	fall	capsule	can	pick	up	a	unit	that	moved	in	the	motion	phase	and	roll	a	D6;	in	a	2-5	that	unit	takes	mortals	D3	and	in	a	6	takes	D6.	This	is,	everywhere,	a	MASSIVE	set	of	improvements	that	immediately
make	the	Dreadclaw	worth	considering	in	my	opinion.	It’s	up	to	the	Terrax	in	terms	of	being	a	valuable	transport	that	can	appear,	deliver	a	unit	(10	models,	with	jump	option,	obliterators,	or	terminators,	or	1	Contemptor	or	Helbrute),	but	still	stay	around	and	be	an	incredibly	nasty	threat	to	enemy	units	after	they	I	do.	I	suspect	these	are	going	to	see
a	little	game.	Note:	Currently	there	seems	to	be	an	error	in	the	writing	of	the	attack	of	the	fall	capsule	here,	as	it	currently	lacks	the	bit	that	allows	the	drives	to	exit	immediately	when	it	falls.	Since	it	is	pretty	much	the	same	as	other	instances	of	the	skill	and	has	the	same	name,	it	is	almost	certain	that	it	is	fixed	in	a	FAQ	The	Hell	Blade	is	still	around
and	loses	its	Helstorm	cannons	by	a	couple	of	twins.	These	have	better	range	and	offer	8	shots	instead	of	4,	but	deal	AP	and	damage	and	the	ability	to	do	fatal	wounds.	Although	it’s	S7	instead	of	S6.	Overall,	it’s	probably	a	neutral	neutral	change.	Hell’s	leaf	keeps	your	5	feet	invulnerable.	However,	inexplicably,	it	loses	the	preternatural	manuality,
which	let	it	pivot	twice	when	it	moves,	to	the	supersonic,	which	prevents	it	from	rotating	at	all	after	the	initial	pivot.	It	also	gets	+1	wounds	and	drops	to	135	points,	dropping	from	150	if	you	were	taking	the	helstorm	cannons.	That’s	a	decent	fall,	and	the	Hell	Leaf	may	be	decent	enough	to	consider	whether	you	want	to	pursue	commitment	on	all
fronts.	Hell’s	fleshy	cousin,	Hell,	Talon,	drops	from	260	to	210	points	with	his	weapons,	although	he	changes	his	helstorm	barrel	for	a	single	autocannon.	Again,	mostly	a	good	exchange.	The	Hell	Talon	also	gets	the	supersonic	rule	and	keeps	its	degrading	profile,	although	now	its	BS	can	be	downgraded	to	5+.	He	also	swaps	his	bombs	for	a	skill	called
Infernal	Bomb,	which	allows	him	to	drop	bombs	on	a	unit	while	passing	over	them	once	per	game	for	the	opportunity	to	do	fatal	wounds.	In	general,	Hell,	Talon	seems	to	be	bringing	less	to	the	table	than	the	Hell	Leaf,	so	I	don’t	see	much	room	for	it,	even	at	a	reduced	cost.	The	“blood	slaughterer,	drops	to	a	profile	of	9W	non-degrading,	which	means
that	he	always	starts	to	operate	with	5	attacks	and	7	strengths	now,	as	well	as	a	move	of	10	Â3.	You	can	still	choose	between	the	harpoon	or	a	second	blade,	and	taking	two	blades	gives	you	+1	attack.	The	harpoon	is	a	bit	smaller	now,	as	it	halves	the	movement	on	any	hit	target	until	the	start	of	its	next	firing	phase	and	gives	it	+2	to	load	rolls	against
that	unit.	The	very	good	news	is	that	this	guy	dropped	40	points	in	cost,	and	now	it’s	worth	considering	as	a	companion	for	something	like	a	Discordant	Lord.	They	also	hit	their	BS	up	to	3+,	so	the	harpoon	isn’t	that	bad,	especially	if	you	can	get	them	that	+1	BONUS.	The	biggest	drone	tizón	returns,	also	with	a	new	profile	of	9W,	non-degrading,	an
attack	of	3+	WS,	+1,	and	disgustingly	resistant	ruler,	which	makes	it	significantly	better	despite	the	lower.	low.	of	wounds	(and	statistically,	9W	with	a	5+	DR	roller	is	better	than	having	12	wounds	anyway)	and	loss	of	regeneration.	Your	weapons	have	been	retouched:	The	Bile	Maw	now	strikes	automatically	and	is	an	Assault	D6	weapon	with	a	S7	AP-
1	1	damage	profile	that	re-rolls	1	wound	rolls.	Blightreaper	Cannon	now	has	1	damage	instead	of	2.	And	the	pest	probe	is	1	damage	instead	of	D3.	Generally,	these	are	brutal	nerves;	losing	multiple	weapons	of	damage	is	a	big	problem.	HOWEVER,	the	drone	also	dropped	by	more	than	half	the	points,	to	125	points	per	model,	making	this	a	good	trade-
off	and	a	kind	of	theft.	As	an	added	bonus,	Death	Guard	drones	get	the	Nurgle	Gift	Rule	in	Codex	Death	Guard	(the	7â​​3	aura	that	causes	fatal	injuries)	and	can	be	part	of	a	Plague	Company,	at	no	extra	cost,	and	their	weapons	get	the	Plague	Weapon	keyword.	Credit:	Robert	“The	Surgeon”	Jones	All	right,	to	shared	units,	I	guess.	Remember	that	these
Dreadnoughts	do	not	currently	have	Legion	Traits,	as	they	are	not	INFANTRY,	BIKERS,	HELBRUTES	or	CARACTERES.	The	Chaos	Contemptor	is	back,	and	like	its	loyal	counterpart,	it	now	has	a	3+	WS	and	BS,	although	it	no	longer	has	a	degrading	profile	and	a	9W	base.	Take	the	rule	of	Eternal	duty	as	implacable	hatred	(yay!),	as	well	as	the	rule	of
martial	legacy	(Boo!).	He	also	loses	the	Hellfire	Reactor,	and	now	has	only	a	standard	5+	invulnerable	reserve,	and	loses	the	extra	attack	for	having	two	hand-to-hand	weapons	(double	boo!).	The	range	weapons	look	a	little	better,	although	the	list	of	names	has	changed	to	reflect	the	loyal	choice	and	what	the	weapons	really	are,	so	your	“Ectoplasm
Blaster”	has	become	a	Graviton	Blaster	again.	Overall,	I	think	this	is	a	slight	improvement,	or	possibly	a	secondary	level.	Also,	inexplicably,	it	cost	the	same	as	the	loyal	version,	just	like	all	these	dreadnoughts.	Chaos	Receive	the	same	settings	as	your	loyal	homogum,	falling	to	T7	and	WS	/	BS	WS	/	BS	with	a	5+	invulnerable	save.	The	butcher’s	set	of
cannons	has	been	replaced	by	the	Storm	cannon,	which	offers	1	point	less	force	and	no	penalty	to	Leadership.	You	won’t	lose	attacks	for	taking	weapons	anymore,	and	the	siege	claws	give	you	extra	attacks	each,	plus	the	drill	can	destroy	vehicles.	It’s	also	cheaper,	up	to	a	basic	cost	of	220	points,	which	will	go	up	to	240	if	you	take	the	storm	cannons
or	260	if	you	give	it	double	melta	spears.	Melta	spears	are	undoubtedly	a	pretty	interesting	weapon	now,	although	the	grav-flux	pump	is	probably	better	at	removing	most	of	the	targets,	and	more	efficiently	its	cost.	Chaos	Deredeo	Dreadnought	sees	similar	adjustments,	now	costs	1	CP	thanks	to	Legacy	Martial	while	it	gets	worse	on	the	shot.	He	also
loses	the	arrays	of	butcher	guns	in	favor	of	a	weaker	battery,	the	S7	AP-2	D2	Anvillus,	and	loses	the	great	havoc	launcher,	which	is	now	only	the	Aiolos	missile	launcher	and	can’t	fire	at	targets	he	can’t	see.	I	was	glad	to	see	that	the	Chaos	Fire	Raptor	went	down	in	cost	from	450	basis	points	to	340	before	taking	the	heavy	quads	or	twin	cannons.	It	no
longer	looks	like	a	reaper	autocannon	profile,	the	basic	Twin	autocannon	now	fire	with	damage	of	48¢	Â​3	Heavy	4	S7	AP-1	2,	making	them	significantly	better	despite	reduced	shots,	and	it’s	worth	considering	upgrading	to	Quad	Heavy	bolts.	The	steering	wheel	also	comes	with	2	twin	Hellstrike	throwers	that	have	a	good	damage	profile	Heavy	2	S8
AP-3	3	and	against	other	AIRCRAFT	do	+1	damage	and	D3+3.	The	Fire	Raptor	also	has	2	more	wounds	to	work	with,	giving	him	18.	The	downside	is	that	you	can	now	downgrade	to	a	5+	BS	and	have	that	annoying	Legacy	Martial	rule,	but	overall	this	is	even	better.	As	mentioned	above,	the	Termite	Terrax-Pattern	has	improved	even	more,	despite	its
cost	of	180	points.	Already	very	well,	the	Terrax	picked	up	several	fans	â​​	Melta	Cutter	now	has	5	shots	and	more	damaged	like	a	Melta	weapon,	and	the	drill	has	just	finished	finishing	more	damage	instead	of	having	a	recurring	roll	for	fatal	wounds.	He	also	gained	4	more	wounds.	Winners	The	fall	of	Dreadlaw	and	the	termite	of	Chaos	Patron	TERRAX
are	the	big	winners	here,	and	both	are	nasty	threats	that	help	bring	Chaos	space	marines	to	the	battlefield	in	interesting	ways.	I	think	they	will	fight	each	other	for	the	same	role,	but	they	both	have	their	advantages.	Larger	burnt	drones	are	also	much	better,	especially	on	the	death	guard,	despite	losing	the	damage	to	their	weapons.	At	125	points	per
model,	they	are	almost	a	theft	and	I	could	easily	see	them	to	play	in	a	terrible	with	a	lot	of	myphithit	transporters.	Losers	Dreadnoughts	really	eat	shit	here.	Leaving	aside	the	insult	that	they	cost	the	same	as	their	loyal	counterparts,	they	lack	the	helbrute	keyword	is	a	big	problem	and	the	extra	cost	of	PC	to	bring	them	in	makes	them	more	of	a
responsibility	than	anything	else.	The	warlords	the	warlords	are	all	the	different	losers	by	virtue	of	the	fact	that	there	is	no	real	way	to	highlight	them	to	an	army	now	that	the	detachment	from	supreme	rule	has	changed.	It	would	rarely	be	worth	spending	3	CPs	to	take	one.	Start	with	my	beautiful	and	explosive	special,	Kytan’s	ravager.	The	bad	news
is	that	Kytan	went	up	10	points.	The	good	news	is	he	gained	four	wounds.	The	bad	news	is	that	it	now	degrades	into	a	much	more	boring	fashion,	losing	movement,	WS	and	BS	(falling	to	5+),	but	doesn’t	lose	any	attack	or	force,	so	at	least	there	it	is.	The	Gatling	cannon	is	not	modified,	and	Cleaver’s	slash	profile	gets	a	useful	pulse	that	moves	to	2
damage	from	D3.	Otherwise,	it	keeps	its	5	feet	invulnerable,	regeneration	and	ability	to	move	on	enemy	models.	Overall,	the	Kytan	is	better	as	a	unit,	but	even	worse	than	it	was	in	the	8th	edition	because	it	is	a	warlord	and	in	the	9th	edition.	Those	are	terrible	if	you	can	not	be	your	supreme	commander.	Then,	there	is	a	great	brass	scorpion,	which	fell
75	points	while	uploading	to	the	28	wounds	now	also	In	WS	and	BS,	and	so	it	will	always	have	6	to	smell	attacks	as	it	loses	precision.	HELLCRUSHER	claws	have	added	a	sweeping	mode	for	cleaning	the	smaller	units	a	very	useful	and	the	scorpion	fall	now	Fire	15	S5	1	Damage	shots	instead	of	10	S6	2	Shots	of	damage.	The	sacking	Alma	Bombard	is
only	a	demolishing	false	now,	and	the	Fauinferno	Falls	are	assault	and	have	a	range	of	12Ã	¢.	In	the	last	instance,	It's	a	stronger	unit,	but	ITA	is	still	a	lord	of	war.	Next,	what	if	you	want	from	size	super	an	incredibly	stunned	lord	of	the	landing	capping	war?	The	Assault	Clawã,	Kharybdis	could	be	for	you.	This	works	similarly	to	the	DreadClaw,	but	it
can	take	up	to	20	infantry	miniatures	instead,	and	the	equivalent	of	10	missile	pitchers	for	some	reason	is	mounted.	It	also	has	a	much	more	robust	defensive	profile,	and	an	improved	version	of	the	thermal	jets	discards	for	the	matter	that	goes	over.	Having	to	use	a	Lord	Slot	of	War	This	is,	obviously,	a	kind	of	terrible,	but	Ita	is	also	very	fun,	and	has
been	pushed	HÃ	¥	rda	wise	enough	cost	to	be	at	least	fun	to	use.	The	rest	are	what	they	are.	The	tanks	are	well,	but	there	are	still	signs	of	the	war	and	although	they	may	seem	like	something	useful,	the	cost	of	the	CP	to	simply	take	isnÃ	¢	t	is	worth	it.	The	winners	refer	to	most	of	them	are	better.	Butt	|	Losers	Ã	¢	|	TheyÃ	¢	re	still	signs	of	the	war.
Also,	at	peace	to	rest	all	the	characters	Forge	World	Marines	chaos,	including	the	Helllwright	chaos,	inside	and	out	of	its	dark	abyant.	IÃ	ll	has	to	use	my	cure	technology	converted	as	a	conjecture	that	Warpsmith.	Death	and	guard	a	thousand	children	The	guard	of	death	Get	the	bluff	unmanned	aircraft,	which	is	very	good,	but	nothing	else.	That
makes	them	in	the	type	of	losers	in	general.	The	A	thousand	it	seems	that	they	do	not	receive	anything,	which	aspires.	Demons	Uraka,	Cora	Bax,	and	the	Return	Mamon,	as	well	as	some	of	the	really	great	major	demon.	The	winners	inha	|	The	most	small	demon	princes	here	seem	fine,	but	not	great.	Cora	Bax	IsnÃ	¢	t	Bad,	but	she	is	not	exciting,	either.
The	losers	large	models	great	demon	are	still	neat,	but	but	He’s	really	going	to	put	them	in	the	field.	These	rules	are	better	than	the	ones	we	used	to	have,	and	their	costs	are	in	a	more	realistic	range	than	before,	but	paying	3	CP	to	take	a	bigger	demon	without	exalted	abilities	is	a	weak	sauce.	If	any	of	them	has	gameplay	it	is	probably	Scabeiathrax,
which	benefits	from	having	a	lot	of	nasty	offensive	options	while	being	durable	for	its	new	cost.	Also	RIP	Samus,	who	has	been	consigned	to	the	legendary	trash	can	of	history.	Knights	Chaos	Cerastus	Knight	Punisher.	Credit:	That	Gobbo	Shane:	There	are	no	major	changes	to	the	rules,	most	points	are	reduced.	Acastus	Knights	Winners!	Both	variants
of	Acastus	saw	a	massive	drop	of	100	points.	Cerastus-Knight	Lancer	not	only	saw	a	20-point	drop,	but	also	gained	a	melee	attack	profile	for	when	it	was	loaded.	Also	moves	14Ã¢	Â​3,	see	section	Loser.	The	Magaera	and	the	Styrix	receive	an	impulse,	with	their	siege	claws	gaining	a	sweep	attack	that	is	better	than	stepping	on	their	feet,	three	damage
being	flat	and	identical.	That’s	very	spicy,	and	since	neither	of	you	increases	the	cost	of	that	construction	and	some	of	your	weapons	improve	marginally,	these	are	a	much	more	attractive	option,	especially	as	iconoclasts.	Losers	Other	Knights	Cerastus	are	now	only	12â​3	move	on	the	top	bracket,	which	is	not	a	big	deal,	but	still	a	nerve.	Also,	there	are
now	only	26	wounds	instead	of	27	(including	the	Lancer).	Indeed,	it	is	the	second	motion	nerve	of	the	Cerastus	variant	(for	reasons).	On	the	positive	side,	almost	everyone	saw	points	drop,	except	the	Castigator.	Grav	Pulsar	Moirax	now	only	treat	3	damage	vs	3	+	save,	unlike	the	4	damage	it	was	before.	It’s	not	a	big	change,	but	really	shocking	in	the
face	of	some	objectives.	Also	the	whole	Moirax	went	down	to	12â3	motion	like	the	Cerastus,	again	for	reasons.	At	least	now	it’s	10	More	cheap	for	each	construction	except	the	double	claws	(which	remained	the	same).	Chaos	Titans!	Very	similar	to	her	imperial	counterparts!	Imperial!	WINGS:	It	is	the	time	of	Xenos,	and	as	the	boss-liker	/	ejustor,	I	am
taking	the	steering	wheel	from	here,	starting	with	Craftworlds.	All	these	units	follow	the	standard	rules	for	your	features.	Craftworlds	CrÃ	©	Dito:	Wings	Winners	off	the	door	as	our	first	winner	we	have	the	Hornet,	because	all	the	reasons	why	they	used	to	be	good	have	remained	practically	equal	or	improved.	The	Hornet	Press	Laser	has	dropped	out
of	power	a	bit	(similar	to	S7	but	only	two	shots),	but	that	construction	is	correspondingly	much	economical,	falling	at	90pts	instead	of	115pts.	In	addition	to	that,	the	-1	to	hit	these	is	always	on,	instead	of	just	when	they	advance.	The	other	versions	have	not	dropped	as	much	as	the	HPL	version,	but	with	each	version	increasingly	cheap	and	a	polishing
that	applies	to	a	unit	that	was	already	playable	makes	them	be	the	most	clear	and	outstanding	winners	here.	Next,	I'm	a	little	more	timid	in	this,	but	I	think	the	shadow	spectra	end	up	being	more	attractive	as	a	general	selection	than	before.	Its	weapons	have	been	massively	simplified,	now	they	have	an	explosion	mode	of	18	«3	Assault	D6	which	is	S5
AP-1	or	a	shot	of	24«	3	ASSault	1	S6	AP-3	D3.	In	addition,	they	got	1pt	more	cheap	each,	and	was	built	on	deep	strike,	and	I	think	the	last	point	combined	with	the	fact	that	their	new	fat	fish	are	perfect	gravis	murderers,	especially	under	expert	crafters	It	makes	it	worth	a	look.	Fundamentally,	you	spend	130pts	on	a	unit	and	have	a	very	strong
possibility	of	popping	out	of	DS	and	immediately	collect	100pts	+	of	the	Gravis	models.	Since	they	can	pursue	the	hordes	in	a	very	effective	way,	I	think	these	have	been	quite	close	to	the	right.	His	name	FÃ	©	NiX,	Irrylith,	is	less	exciting,	on	his	majority	he	is	just	a	damage	distributor,	but	it	is	not	very	indicated	for	what	it	is,	it	certainly	looks	more
Let’s	say,	Fugan.	The	Lynx	also	gets	a	substantial	simplification	and	cost	reduction,	and	probably	ends	up	being	more	practical.	I	don’t	think	he	really	plays	a	role.	But	you	can	sit	at	an	extreme	range	and	collect	targets	quite	decently,	I	suppose?	The	Skathach	Wraithknight	also	gets	a	surprisingly	large	amount	of	improvements,	honestly	changing	to
be	very	much	worthy	of	considering	than	normal.	The	premium	that	pays	for	having	an	integrated	deep	strike	is	massively	less	than	it	used	to	be,	and	be	able	to	implement	from	the	webway	eliminates	the	concern	that	it	is	beaten	directly	from	the	blackboard.	The	motto	shots	have	also	been	increased	with	blast	in	both	modes,	and	the	great	shots	have
also	gone	to	two	plans,	while	the	infernal	spear	wins	the	new	rule	of	Melta	and	will	be	able	to	deploy	it	directly	from	a	deep	attack.	The	deathshroud	construction	feels	like	the	work,	and	the	fact	that	this	burden	is	more	than	120pts	more	cheap	than	in	CA	is	a	kind	of	amazing.	Probably	he	still	does	not	cross	the	line	to	be	really	good,	but	I'm	certainly
looking	at	my	big	robot	arbor's	arms	contemplatively.	In	Lords	of	War	Land,	the	cobra	and	the	scorpión	also	obtained	respectable	points	cuts	and	are	better	than	they	used	to	be,	but	probably	still	do	not	have	a	serious	role	in	the	lists.	Finally,	the	dark	horse	I	hope	does	not	reach	any	of	the	units	of	this	book	with	«Titanâ»	in	the	name	of	it,	the	Titan
Revenant	is	probably	the	closest	to	be	decent	in	a	game	of	Strike	Force.	This	is	because	it	is	â	€	œOllâ	€	1500pt,	which	leaves	enough	leftovers	to	put	something	on	its	list	to	compete	targets,	and	the	statine	of	it	is	a	wild	trip.	While	only	has	32W,	it	has	T9,	a	built	in	4	++	against	shots	and	the	right	keywords	for	Lightning	Fast,	so	it	is	extremely	non-
trivial	to	kill	at	a	distance,	especially	if	Fortune	sticks	in	He	too	.	Any	turn	you	get	playing	with	it	is	extremely	stiff,	has	a	casual	30â	€	™	3	movement	so	you	can	essentially	teleport	on	the	battlefield	with	impunity,	their	weaponry	and	hand-to-hand	threat	are	dangerous	and	widely	applicable,	and	on	top	of	all	this	is	a	pretty	pretty	MONSTER	a
VEHICLE,	closing	some	armies,	responds	to	it.	In	the	end,	it	still	gets	hardly	countered	by	some	hordes	flavors,	and	any	game	you	play	with	it	is	going	to	be	a	knife	edge	to	make	sure	you	don’t	carry	a	body-to-body	killing	machine,	but	in	a	way	similar	to	the	Tauanan	of	the	octave,	I	can	see	people	pick	it	up.	and	run	it	to	3-2	endings	or	4-1.	The
Massive	Sidegrade	had	prepared	me	emotionally	for	this,	but	it	seems	that,	in	fact,	I’m	going	to	need	to	change	the	paint	scheme	of	my	Wraithseer	before	putting	it	on	a	tournament	table	not	even	once,	as	they	have	changed	completely	but	at	least	not	necessarily	to	the	point	of	being	unusable.	The	key	difference	is	that	they	are	no	longer
headquarters	or	characters,	so	extremely	stupid	combos	involving	relics	and	warlord	traits	are	banished	to	the	realm	of	shadows.	Now	they	sit	on	the	Heavy	Support	slot,	and	therefore	need	to	shine	on	their	own	merits.	The	good	news	is	that	maybe	you’ll	do	well	at	that,	now	you’re	a	real	psychiatrist,	gaining	access	to	the	sword	and	learning	a	power
of	the	discipline	of	the	Battle	Rune.	Being	able	to	fall	into	a	pitcher	of	this	discipline	without	having	to	use	a	headquarters	slot	on	a	sorcerer	is	something	that	can	plausibly	arise.	It	also	helps	keep	the	statline	good	–	they’ve	gone	to	9W	instead	of	12,	but	at	least	they	don’t	degrade,	and	they	have	the	ability	to	ignore	AP-1,	a	nice	extra	advantage.	The
free	Wraithcannon	option	disappears	in	the	fog,	but	the	spear	gets	a	damage	hit	(at	d3+3)	and	the	ability	to	take	a	D-Cannon	remains.	The	points	have	gone	up	a	bit,	but	all	things	considered	I	think	there’s	still	a	unit	here,	just	sitting	on	a	very	different	role	than	we	used	to	see.	Also,	if	you	really	want	something	dead	to	the	body	you	can	choose	to
change	Smite	to	Witch	Strike	and	absolutely	go	to	the	on	them.	Losers	Kind	of	“everything	else”.	The	Warp	Hunter	is	still	too	expensive	for	how	fragile	it	is,	while	the	Nightwing	gets	a	The	makeover	from	â	̈	̈	̈	â	̈	̈	̈	â	̈	̈	â	̈	̈	â	̈	̈	̈	latest	inexpensive	options	to	try	to	be	a	heavier	brochure,	and	it	just	isn’t	a	slot	for	what	you’re	doing.	The	Titan	Phantom	is	also	a
loser,	obviously	not	playable	in	the	Strike	Force	games,	but	even	if	you	find	yourself	wanting	to	spend	3000pts	on	titans	in	one	game,	you	better	take	two	revenants,	as	they’re	vastly	more	efficient.	Finally,	the	Wasp	Assault	Walker	is	simply	gone,	which	is	a	blow	to	some	expert	configurations	built	throughout	the	asylum,	while	you	lose	the	option	to
essentially	take	three	deeper	war	walkers.	Drukhari	Drukhari	only	has	two	choices,	and	they	are	fine.	The	reaper	has	scored	a	bit	from	its	absurdly	pushed	position	on	the	approved	chapter,	going	up	a	few	points	and	standardized	to	the	Raider	profile,	but	retains	the	ability	to	be	CVEN,	so	you	can	still	abuse	the	dark	technotics	to	the	technicians	of
your	heart.	Content,	with	the	“Big”	profile	of	the	main	gun	even	getting	increased	damage.	Meanwhile,	the	Tantalus	gets	a	big	price	cut	in	exchange	for	changing	to	the	strange	warrior	no	one	cared	and	is	also	pretty	strong	as	Covens.	However,	it’s	probably	not	durable	enough	to	make	it	as	hard	to	hide	and	cost,	but	much	closer	to	something	you
want.	Tau	harmless,	but	also	without	a	doubt,	we	have	tetras,	which	exchange	their	“throw,	three	tiles”	of	three	tiles”	for	a	scoring	light	that	only	has	heavy	3,	while	going	down	5pts	each	to	boot.	It	definitely	seems	to	be	okay	here,	as	it	greatly	reduces	the	risk	of	variance.	Remorals	are	also	easy	winners,	because	they	get	two	free	search	missiles,
more	wounds	and	are	always	on	the	cover,	only	huge	increases	at	no	cost	are	reinforced.	Of	the	various	costumes,	the	Varna	R’ST,	feels	like	the	great	Change	a	reasonable	amount:	the	gun	goes	to	D2	instead	of	D3â,	but	Nova’s	charging	mode	is	now	only	one	floor	9	shots	per	fun	(SO	18	TOTAL),	goes	up	to	S7	when	you	don’t,	and	the	whole	package
has	dropped	a	cool	110pts.	At	that	point,	period,	An	ATS	on	it	and	the	main	guns	are	straight,	better	heavy	bursting	cannons	â​​â​​​	into	a	chassis	that	are	harder	than	a	Riptide,	so	while	competing	a	little	bit	of	flexibility,	it	is	at	least	a	usable	option.	Dangers.	They	also	seem	to	be	fine,	they	get	a	substantial	cutoff	point	in	exchange	for	losing	a	single
wound	and	that’s	probably	a	positive	net,	almost.	Unfortunately,	the	losers	for	the	players	of	Tau,	the	YÃ¢	â	¬	Vahra	finally	faces	their	backs,	fulfilling	a	long-lasting	vendetta	that	lies	in	the	hearts	of	many	players	who	stretched	out	against	them	in	the	early	eighth	when	they	were	really	good.	Like	the	Varna	R.,	they	get	a	massive	cutoff	point,	but	here
comes	with	an	enormously	massive	decrease	in	capabilities.	In	particular,	the	damage	of	both	modes	of	the	flamer	has	gone	down	to	one,	and	the	other	gun	has	lost	AP	and	the	ability	to	treat	MWS	to	vehicles,	and	really	there	is	nothing	more	than	here	will	be	compensated.	for	that.	All	Big	Friers	crash	into	BS4+	without	much	change	in	their	prices,
and	that’s	a	pretty	bad	look	for	them.	Unfortunately,	the	loss	of	OG	FW’s	index	habit	of	just	slapping	bS2+	at	everything	big	hits	Tau	among	the	hardest.	Last	one	for	this	section,	TA	“AAR,	TA”,	almost	certainly	works	as	a	loser.	It	gets	cheaper,	dropping	to	1000pts,	but	the	keyword	Battlesuit	is	nowhere	to	be	found	in	your	datasheet,	leaving	you
without	your	first	means	of	defending	yourself.	It	still	has	an	incredibly	silly	amount	of	firepower,	some	weapons	even	better	than	before,	but	it	also	drops	to	BS3+,	and	I	think	honestly	the	dream	is	probably	dead.	He	had	a	good	career.	NECRONES	SEROPTEK	CONSTRUCTE.	Credit:	Kamichi	The	Tomb	Stalker	of	Necron	and	the	Tomb	Sentinel	both
get	big	point	cuts	and	some	marginal	upgrades	of	hand-to-hand	weapons,	and	while	they	lose	a	point	of	/	WS,	Realistic,	any	list	that	uses	them	will	take	advantage	of	its	falling	capacity.	To	a	Technomancer	with	a	control	node	anyway,	so	that	is	easily	mitigated.	The	Sentinel	has	historically	been	the	best.	better.	but	the	stalker	is	now	so	cheap	that	he
could	really	give	him	the	assessment	as	the	superior	option	as	well	as	a	disposable	push	unit.	Acanthrites	also	receive	a	decent	point	cut	to	compensate	for	his	BS	loss,	and	definitely	end	up	as	A	better	unit	outside	of	it,	even	if	it	costs	me	to	see	myself	take	them	more	Skorpekh.	SIDEGRADE	Out	of	the	other	units,	the	ark	teseracto	was	also	cheaped
(especially	if	you	change	the	can	beams	of	particles),	but	it	is	difficult	to	say	if	it	really	ends	as	a	winner	due	to	change	to	Quantum	Shielding,	which	is	undoubtedly	a	great	Dot	on	it.	Get	4	++	to	compensate,	but	I'm	not	sure	that	it	takes	you	back	to	the	line	in	lists	with	all	the	new	great	options	to	compete.	Losers	Sadly,	the	Seraptek	construct	is	a
loser,	the	power	is	attentive	in	almost	all	axles	and	then	upload	points.	I	have	nothing	here,	this	model	is	impressive	and	deserves	something	better.	Orcs	CrÃ	©	Dito:	Greg	Â	«Gregglesâ»	HESS	Most	of	the	vehicles	Orcs	style	tank,	along	with	Mega	and	Meka	fears,	get	Ramshackle	Rule	of	Trukks,	giving	them	the	opportunity	to	reduce	the	incoming
damage	to	1	in	A	roll	of	6.	The	Kannonwagon	and	Kustom	Stompa	are	the	two	that	are	lost,	but	it	is	good	for	the	rest.	Winners	First,	the	Warboss	on	Warbike	stir	his	motorcycle	and	pulls	a	sick	wheel	directly	from	the	legend	prison	Â	«above	all.	The	only	problem	here	is	that	he	has	returned	to	the	Speedwaaagh	skill!	Instead	of	regular	Waaagh,	which
means	you	need	an	alternative	boss	if	you	want	to	improve	the	infantry.	Taking	into	account	how	good	is	Ghaz,	it	is	not	a	massive	request,	and	this	guy	can	take	Da	Killa	Klaw,	has	the	correct	keyword	to	be	Da	Biggest	Boss	if	you	are	not	packed	Ghaz,	and	has	won	a	resistance	point	(	T7!)	Also.	Fundamentally,	the	ability	to	build	an	incredibly	mortal
body	missile	at	a	price	has	been	restored,	so	I	guess	enjoy	it!	Going	back	to	the	battle	behind	him	is	Nobz	on	Warbikes,	and	these	are	these	really	has	a	price	to	move,	but	having	the	option	is	strictly	better	than	now.	The	Meka-Dread	and	the	Mega-Dread	are	much	cheaper	and	that	definitely	works	to	your	advantage.	They	don’t	have	so	many	strange
and	wonderful	options,	but	their	defensive	profile	is	much	more	proportional	to	their	price	if	you	feel	like	taking	them.	The	Kustom	Stompa	gets	its	cost	more	in	line	with	the	standard,	which	is	a	relief,	and	its	Stompa	lift-droppa	gets	an	absurd	increase,	going	to	shoot	4d3	instead	of	2d6,	rolling	3d6	against	T	to	hurt	and	now	doing	d3+3	damage	on	AP-
4	instead	of	just	one	mortal.	Since	you	can	double	them,	you	definitely	want	to	take	this	variant	if	you’re	planning	to	do	silly	things	with	Visions	in	the	Smoke,	it’s	much	better	than	the	main	one	for	that	role.	Finally,	for	the	winners,	the	Kill	Tank	seems	surprisingly	pushed	to	its	new	price,	dropping	100pts	for	bursta	cannon	construction	and	a	powerful
155	for	giga-shoota	construction.	At	that	point,	given	their	defensive	profile	and	the	fact	that	they	can	just	flatten	things	to	body,	I	think	there’s	a	plausible	argument	for	trying	three	of	these	as	a	silly	trick.	This	is	especially	true	because...	Losers	GW	noted	that	the	Gargantuan	Squiggoth	had	nothing	to	do	with	being	as	cheap	as	it	was,	and	have
substantially	increased	the	price.	Get	some	compensatory	improvements,	but	nothing	to	compensate	for	the	scale	of	increase	in	a	unit	where	the	lure	was	how	cheap	it	was	to	hit	three	on	the	table.	Tyranids	Credit:	BuffaloChicken	The	Malanthrope	wins	because	it	manages	to	continue	existing,	and	even	improves	slightly	in	exchange	for	an	increase	of
15pts.	Most	notably,	your	aura	now	has	a	radius	of	6Â¦3,	making	it	even	easier	to	use	it	to	protect	your	forces.	If	you’d	asked	us	to	pick	units	that	were	at	real	risk	of	being	bombarded	in	a	rewrite,	this	would’ve	been	at	the	top	of	the	list,	so	keep	doing	your	thing,	only	still	It's	a	great	relief	for	NID	NID	Sky	Slasher	Swarms	also	receive	a	blow,	its
statistics	and	costs	do	not	change,	but	they	are	built	in	a	deep	attack.	Pure	advantage	is	the	best	type	of	advantage.	Going	to	cool	giant	monsters,	Dimachacher	gets	an	amazing	glow.	It's	harder,	it's	much	more	petty	in	the	offense,	it	starts	with	its	5	++	and	grows	a	5	+++	also	if	it	devours	something	and	only	pays	extra	20pts	by	the	privilege.	A	good
time	here,	and	a	real	boom	of	unpleasant	demolition	for	Tyranid	players.	Both	hedge	constructions	obtain	massive	discounts	also	(and	sit	in	the	heavy	support	slot),	and	the	desk	option	ends	in	a	place	quite	similar	to	Dimachaero,	although	it	would	probably	give	that	monstrosity	the	not	because	of	its	invulbing	and	mobility	tricks	(although	to	be	fair	if
you	have	a	free	slot	to	put	dermic	symbiosis	on	the	hier	probably	better).	The	Barbed	is	a	more	face	beast,	but	it	has	some	bad	weapons	and	a	2+	save,	making	it	a	spicy	Greater	Daemon	level	batter.	Finally,	in	terms	of	great	bad	things,	the	Hierophant	is	a	real	unit	that	you	can	now	take,	up	to	850pts	instead	of	its	previous,	comic	price	2k.	I	do	not
think	that	doing	that	is	a	good	idea	for	your	army,	but	it	is	in	a	place	similar	to	some	other	things	now,	where	it	is	probably	calculated	approximately	well	for	what	you	can	do,	it	is	only	that	the	factors	of	the	design	of	the	mission	still	keeps	it	not	competitive.	The	losers	really	only	the	carnifixes	of	stone	crusher	here,	"can	not	be	taken	as	never	beyond
and	rose	a	bit	at	the	cost	when	they	probably	did	not	need.	Boo.	Next:	Some	more	deep	dives	look,	there	is	a	lot	of	content	to	cover	here	and	we	have	barely	scratched	the	surface.	During	the	next	few	weeks,	we	will	immerse	ourselves	much	more	deeply	into	these	new	rules	and	how	they	shake	things	for	each	feat	and	do	not	know	Shake	things	in	a
pretty	big	way.	So	he	kept	attentive	to	those	articles	and	meanwhile,	if	they	have	any	questions	or	feedback,	I	give	Jennos	a	note	in	the	comments	comments	Or	send	us	a	contact	email@goonhammer.com.	in	contact@goonhammer.com.
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