IMPERIUM - ASTRA MILITARUM

DEATH KORPS
GRENADIER SQUAD
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Shiper rifle
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» Grenade launcher - frag

R A BS s AP D
24" D3 3+ 4 0 1
VERWUNDET
2+ 3+ 4+
T1-2 3 T4

» Grenade launcher - krak

R A BS s AP D
24" 1 3+ 9 -2 D3
VERWUNDET
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> Plasma gun - supercharge
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Close combat weapon
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Death Korps Grenadier Squad [Legends] - Imperium - Astra Militarum

RUCKSEITE
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KOMMANDO BEWEGUNG ANGRIFF . .
Grenadiers Grenadier Squad
o o o Once per turn, you can target this unit with the If a model from your army with the Leader ability
Grenade Stratagem for OCP. can be attached to a Krieg Combat Engineers

REGELN & KEYWORDS KURZ

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...

Each time a unit is selected to shoot or selected to fight, after that unit has
resolved all of its attacks, make a number of hazard rolls (06.03) for that unit equal to...

In your Shooting phase, each time an attack is made with a [HEAVY] weapon, add 1 to
the hit roll if all of the following apply to the attacking unit: - That unit is unen...

Each time an attack is made with an [I[GNORES COVER] weapon, the target

cannot have the benefit of cover against that attack (13.08), including from rules that give a mod...

This ability always takes the form [MELTA X].

[PISTOL] and [CLOSE-QUARTERS] are identical for all rules purposes.

While resolving attacks made with one or more [PRECISION] weapons, at the start
of the Allocation Order step (05.03), if the target unit contains one or more CHARACTER m...
This ability always takes the form [RAPID FIRE X].

Each time an attack is made with a [TORRENT] weapon, that attack automatically
hits the target.

unit, it can be attached to this unit instead.

AUFSTELLUNG

9x Grenadier oder Heavy Weapons Team

1x Grenadier Sergeant

Ausristung: Flamer, Heavy flamer, Heavy stubber, Hot-shot lasgun, Meltagun, Sergeant's
pistol, Sniper rifle, » Grenade launcher - frag, » Grenade launcher - krak, » Plasma gun -
standard, » Plasma gun - supercharge, Close combat weapon, Sergeant's close combat
weapon
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