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WAR WALKERS
Battle Focus Scouts 9"
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REGELN & KEYWORDS KURZ
Battle Focus If your Army Faction is Asuryani, at the start of the battle
round, you receive a number of Battle Focus tokens based on the battle
size, as shown below: ■ Incursion - 2…
Scouts 9" This ability always takes the form Scouts X".
BLAST  Each time you gather attack dice for a [BLAST] weapon, add one

additional attack dice for every five models that were in the target unit in the
Select Targets step (roun…
LETHAL HITS  Each time an attack made with a [LETHAL HITS] weapon

results in a critical hit, you can choose for that attack to automatically wound
the target.
SUSTAINED HITS  This ability always takes the form [SUSTAINED HITS

X].

AUFSTELLUNG
1-2x War Walker - Equipped with: Shuriken Cannon, ➤ Missile Launcher -
Starshot, ➤ Missile Launcher - Sunburst, Bright Lance, Scatter Laser,
Starcannon, War Walker feet
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Crystalline Targeting
In your Shooting phase, after this unit has
shot, select one enemy unit hit by one or
more of those attacks. Until the end of the
phase, each time a friendly Aeldari unit
makes an attack that targets that enemy
unit, improve the Armour Penetration
characteristic of that attack by 1. Each unit
can only be selected for that ability once
per turn.

2+ 3+ 4+ 5+ 6+
T1–6 T7–11 T12 T13–23 T24+

2+ 3+ 4+ 5+ 6+
T1–2 T3–4 T5 T6–9 T10+

2+ 3+ 4+ 5+ 6+
T1–3 T4–5 T6 T7–11 T12+

2+ 3+ 4+ 5+ 6+
T1–4 T5–7 T8 T9–15 T16+

2+ 3+ 4+ 5+ 6+
T1–5 T6–9 T10 T11–19 T20+

2+ 3+ 4+ 5+ 6+
T1–2 T3 T4 T5–7 T8+

4
ANGRIFF

—

5 NAHKAMPF

War Walker feet
R

Melee
A

3
WS

3+
S

5
AP

0
D

1
VERWUNDET

2+ 3+ 4+ 5+ 6+
T1–2 T3–4 T5 T6–9 T10+

◆
VERTEIDIGUNG

—

∞
IMMER /

EINMALIG

—

2+ 3+ 4+ 5+ 6+
S14+ S8–13 S7 S4–6 S1–3

DS 0 DS −1 DS −2 DS −3 DS −4
3+ 4+ 5+ 5++ 5++


	War Walkers

