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REGELN & KEYWORDS KURZ
Combat Doctrines At the start of your Command phase, you can select one
Combat Doctrine listed below.
Deep Strike Each time this unit makes an ingress move (20.04), if every model in
this unit has this ability, it can be set up anywhere on the battlefield that is more
than 8" horizo…
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…
DEVASTATING WOUNDS  Each time an attack made with a [DEVASTATING

WOUNDS] weapon results in a critical wound, the attack sequence for that attack
ends and the target unit suffers a number of…
MELTA  This ability always takes the form [MELTA X].
TORRENT  Each time an attack is made with a [TORRENT] weapon, that attack

automatically hits the target.

AUFSTELLUNG
1x Land Speeder
Ausrüstung: Multi-melta, Onslaught gatling cannon, Pyrecannon, Stormfury
Missile Launcher, Armoured Impact
▪ This model can replace its Onslaught gatling cannon with Pyrecannon.

KEYWORDS Vehicle, Fly, Imperium, Land Speeder, Speeder, Frame  ·  FRAKTION Adeptus Astartes
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Onslaught gatling cannon
DEVASTATING WOUNDS: NON-MONSTER/VEHICLE
R

24"
A

8
BS

3+
S

5
AP

-1
D

1
VERWUNDET

Pyrecannon BLAST 2 TORRENT
R

12"
A

4
BS

-
S

6
AP

-1
D

1
VERWUNDET

Stormfury Missile Launcher
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Purgation Run
In your Shooting phase, when this unit has shot, you can use this
ability. If you do:
▪ This unit can make a normal move of up to D6".
▪ This unit is not eligible to declare a charge until the end of the turn.
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