IMPERIUM - DARK ANGELS

1ST COMPANY TASK FORCE

6 Stratagems - 4 Enhancements

ENHANCEMENTS (4)

The Imperium’s Sword 25 pts
ADEPTUS ASTARTES model only. Add 1 to the Attacks characteristic of the
bearers melee weapons. Once per battle, at the start of any phase, the bearer
can use this Enhancement. If it does, until the end of the phase, add 1 to the
Attacks characteristic of melee weapons equipped by all other models in the
bearer’s unit as well.

Rites of War 10 pts
ADEPTUS ASTARTES TERMINATOR model only. Improve the Objective
Control characteristic of the bearer by 1. Once per battle, at the start of any
phase, the bearer can use this Enhancement. If it does, until the end of the
phase, add 1 to the Objective Control characteristic of all other models in the
bearer’s unit as well.

DETACHMENT RULE

Fear Made Manifest (Aura) 30 pts
ADEPTUS ASTARTES model only. While an enemy unit (excluding
MONSTERS and VEHICLES) is within 6" of the bearer, each time that unit
fails a Battle-shock test, one model in that unit is destroyed (chosen by its
controlling player). Once per battle, when such an enemy unit fails a Battle-
shock test, you can choose for D3 models in that unit to be destroyed in this
way instead.

Iron Resolve 15 pts
ADEPTUS ASTARTES TERMINATOR model only. The bearer has the Feel
No Pain 5+ ability. Once per battle, after the bearer’s unit is selected as the
target of one or more attacks, the bearer can use this Enhancement. If it does,
until the end of the phase, models in the bearer’s unit have the Feel No Pain
5+ ability.

Extremis-level ThreatThe 1st Company’s veterans have fought at the forefront of their Chapter’s wars for many mortal lifespans. Experience has taught
them to identify the foe’s lethal threats and to lead their battle-brothers to purge them from existence.Once per battle, in your Command phase, you
can use this ability. If you do, until the start of your next Command phase, each time a model from your army with the Oath of Moment ability makes an
attack that targets your Oath of Moment target, you can re-roll the Wound roll as well.

STRATAGEMS (6/6)



1Cp 1ST COMPANY TASK FORCE — STRATEGIC PLOY
STRATAGEM

DUTY AND HONOUR

When: Your Movement phase.

Target: One ADEPTUS ASTARTES TERMINATOR, BLADEGUARD

VETERAN SQUAD, STERNGUARD VETERAN SQUAD or VANGUARD

VETERAN SQUAD unit from your army within range of an objective marker

you control.

Effect: That objective marker remains under your control, even if you have

no models within range of it, until your opponent controls it at the start or end

of any turn.

MOVEMENT

1cp 1ST COMPANY TASK FORCE — BATTLE TACTIC
STRATAGEM

ARMOUR OF CONTEMPT

When: Your opponent’s Shooting phase or the Fight phase, just after an

enemy unit has selected its targets.

Target: One ADEPTUS ASTARTES unit from your army 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 1ST COMPANY TASK FORCE - BATTLE TACTIC
STRATAGEM

HEROES OF THE CHAPTER

When: Your Shooting phase or the Fight phase.

Target: One ADEPTUS ASTARTES TERMINATOR, BLADEGUARD

VETERAN SQUAD, STERNGUARD VETERAN SQUAD or VANGUARD

VETERAN SQUAD unit from your army that 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, add 1 to the Hit roll. If your unit is Below Half-strength, add 1 to the

Wound roll as well.

SHOOTING

1cp 1ST COMPANY TASK FORCE - BATTLE TACTIC
STRATAGEM

LEGENDARY FORTITUDE

When: Your opponent’s Charge phase, just after an enemy unit ends a

Charge move.

Target: One ADEPTUS ASTARTES TERMINATOR, BLADEGUARD

VETERAN SQUAD, STERNGUARD VETERAN SQUAD or VANGUARD

VETERAN SQUAD unit from your army within Engagement Range of that

enemy unit.

Effect: Until the end of the turn, each time an attack is allocated to a model

in your unit, subtract 1 from the Damage characteristic of that attack.

1cp 1ST COMPANY TASK FORCE — STRATEGIC PLOY
STRATAGEM

ORBITAL TELEPORTARIUM

When: End of your opponent’s Fight phase.

Target: One ADEPTUS ASTARTES TERMINATOR unit from your army.

Effect: Remove your unit from the battlefield and place it into Strategic

Reserves. It will arrive back on the battlefield in the Reinforcements step of

your next Movement phase using the Deep Strike ability.

Restriction: You cannot select a unit that is within Engagement Range of

one or more enemy units.

1cp’ ST COMPANY TASK FORCE — STRATEGIC PLOY
STRATAGEM

TERRIFYING PROFICIENCY

When: Your Fight phase.

Target: One ADEPTUS ASTARTES TERMINATOR, BLADEGUARD

VETERAN SQUAD, STERNGUARD VETERAN SQUAD or VANGUARD

VETERAN SQUAD unit from your army that made a Charge move this turn

and destroyed one or more enemy units this phase.

Effect: In your opponent’s next Command phase, each enemy unit within 6"

of your unit must take a Battle-shock test. If the unit taking that test is Below

Half-strength, subtract 1 from that test. Enemy units affected by this

Stratagem do not need to take any other Battle-shock tests in the same

phase.



