CHAOS - CHAOS SPACE MARINES

RENEGADE RAIDERS

6 Stratagems - 4 Enhancements 3 DP - RECONNAISSANCE

ENHANCEMENTS (4)

Despot's Claim 15 pts
At the start of your Command phase, if the bearer is on the battlefield, roll one

D6, adding one to the result if the bearer is wholly within 12" of your
opponent's deployment zone; on a 5+, you gain 1CP.

Mark of the Hound 25 pts

Models in the bearer's unit have the Scouts 6" ability.

DETACHMENT RULE

Dread Reaver 15 pts
Each time the bearer makes a melee attack, if the bearer is wholly within 12"

of your opponent's deployment zone, you can re-roll the Hit roll and you can
re-roll the Wound roll.

Tyrant's Lash 20 pts

You can re-roll Advance rolls made for the bearer's unit, and the bearer's unit
is eligible to shoot in a turn in which it Fell Back.

Ranged weapons equipped by Heretic Astartes models from your army have the [ASSAULT] ability, and each time a Heretic Astartes model from your
army makes an attack that targets a unit within range of an objective marker, improve the Armour Penetration characteristic of that attack by 1.



STRATAGEMS (6/6)

1CP RENEGADE RAIDERS — WARGEAR STRATAGEM

WARPCHARGED ENGINES

When: Your Movement phase.

Target: One HERETIC ASTARTES TRANSPORT or HERETIC ASTARTES
MOUNTED unit from your army that has not been selected to move this
phase.

Effect: Until the end of the phase, if your unit Advances, do not make an
Advance roll for it. Instead, until the end of the phase, add 6" to the Move
characteristic of models in your unit.

MOVEMENT

1CP RENEGADE RAIDERS — BATTLE TACTIC STRATAGEM @]gleleaylNe]

RUINOUS RAID

When: Your Shooting phase or your Fight phase

Target: One HERETIC ASTARTES unit from your army that disembarked
from a TRANSPORT this turn and has not been selected to shoot or fight this
phase.

Effect: Until the end of the phase, each time a model in your unit makes an
attack, if the target of that attack is within range of an objective marker, you
can re-roll the Hit roll and you can re-roll the Wound roll.

1CP RENEGADE RAIDERS - BATTLE TACTIC STRATAGEM

UNFAILINGLY OBDURATE

When: Your opponent’s Shooting phase or the Fight phase, just after an
enemy unit has selected its targets.

Target: One HERETIC ASTARTES unit from your army (excluding DAMNED
units) that was selected as the target of one or more of the attacking unit's
attacks.

Effect: Until the attacking unit has finished making its attacks, each time an
attack targets your unit, worsen the Armour Penetration characteristic of that
attack by 1.

SHOOTING

1CP  RENEGADE RAIDERS - STRATEGIC PLOY STRATAGEM (IEEED

REAVERS’ HASTE

When: Your Charge phase.

Target: One HERETIC ASTARTES INFANTRY or HERETIC ASTARTES
MOUNTED unit from your army.

Effect: Until the end of the phase, your unit is eligible to declare a charge in
a turn in which it Advanced. If you select one or more units within range of an
objective marker as a target of that charge, add 1 to the Charge roll.

1CP = RENEGADE RAIDERS — STRATEGIC PLOY STRATAGEM

OPPORTUNISTIC RAIDERS

When: End of the Fight phase

Target: One HERETIC ASTARTES unit from your army that was eligible to
fight this phase.

Effect: If your unit is not within Engagement Range of one or more enemy
units, it can make a Normal move of up to 6", or up to 12" if it is a MOUNTED
unit. Otherwise, your unit can make a Fall Back move. It cannot embark
within a TRANSPORT at the end of this move if it disembarked from a
TRANSPORT this turn.

1CP RENEGADE RAIDERS — BATTLE TACTIC STRATAGEM gslel:ly

SCOUR AND SEIZE

When: Fight phase.

Target: One HERETIC ASTARTES unit from your army that has not been
selected to fight this phase.

Effect: Until the end of the phase, each time a model in your unit makes an
attack that targets a unit within range of an objective marker, that attack has
the [PRECISION] ability.



