
35 pts 20 pts

30 pts 20 pts

IRONSTORM SPEARHEAD

ENHANCEMENTS (4)

Adept of the Omnissiah

Techmarine model only. Once per battle round, when a saving throw is failed
for a friendly Adeptus Astartes Vehicle model within 6" of the bearer, you can
change the Damage characteristic of that attack to 0.

Master of the Machine War

ADEPTUS ASTARTES model only. In your Command phase, select one
ADEPTUS ASTARTES VEHICLE within 6" of the bearer. Until the start of your
next Command phase, that VEHICLE is eligible to shoot even if it Fell Back or
Advanced this turn.

Target Augury Web

TECHMARINE model only. In your Command phase, select one ADEPTUS
ASTARTES VEHICLE model within 6" of the bearer. Until the start of your next
Command phase, weapons equipped by that VEHICLE have the [Lethal Hits]
ability.

The Flesh is Weak

Adeptus Astartes model only. The bearer has the Feel No Pain 4+ ability.

DETACHMENT RULE

Once per phase for each Adeptus Astartes unit in your army, you can re-roll one Hit roll, one Wound roll, or one Damage roll made for a model in that
unit.

STRATAGEMS (6/6)

I M P E R I U M  -  S PA C E  M A R I N E S

6 Stratagems · 4 Enhancements



1 CP IRONSTORM SPEARHEAD – EPIC DEED STRATAGEM COMMAND

ANCIENT FURY
When: Your Command phase.
Target: One ADEPTUS ASTARTES WALKER model from your army.
Effect: Until the start of your next Command phase, improve your model’s
Move, Toughness, Leadership and Objective Control characteristics by 1 and
each time your model makes an attack, add 1 to the Hit roll.

1 CP IRONSTORM SPEARHEAD – BATTLE TACTIC
STRATAGEM

COMMAND

UNBOWED CONVICTION
When: Command phase.
Target: One ADEPTUS ASTARTES unit from your army that is below its
Starting Strength.
Effect: Until the end of the turn, your unit can ignore any or all modifiers to its
characteristics and/or to any roll or test made for it (excluding modifiers to
saving throws).

1 CP IRONSTORM SPEARHEAD – BATTLE TACTIC
STRATAGEM

SHOOTING

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.

2 CP IRONSTORM SPEARHEAD – BATTLE TACTIC
STRATAGEM

SHOOTING

MERCY IS WEAKNESS
When: Your Shooting phase or the Fight phase.
Target: One ADEPTUS ASTARTES 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 that targets a unit that is below its Starting Strength, that attack has
the [SUSTAINED HITS 1] ability, and when making such an attack, if the
attacking model is a VEHICLE, a successful unmodified Hit roll of 5+ scores
a Critical Hit.

1 CP IRONSTORM SPEARHEAD – EPIC DEED STRATAGEM SHOOTING

POWER OF THE MACHINE SPIRIT
When: Your opponent’s Shooting phase, just after an enemy unit has
resolved its attacks.
Target: One ADEPTUS ASTARTES VEHICLE unit from your army that was
reduced to Below Half-strength as a result of the attacking unit’s attacks.
Effect: Your unit can shoot as if it were your Shooting phase, but must target
only that enemy unit when doing so, and can only do so if that enemy unit is
an eligible target.

1 CP IRONSTORM SPEARHEAD – EPIC DEED STRATAGEM ANY

VENGEFUL ANIMUS
When: Any phase, just after an ADEPTUS ASTARTES VEHICLE model from
your army with the Deadly Demise ability is destroyed.
Target: That ADEPTUS ASTARTES VEHICLE model. You can use this
Stratagem on that model even though it was just destroyed.
Effect: Do not roll one D6 to determine whether mortal wounds are inflicted
by your model’s Deadly Demise ability. Instead, mortal wounds are
automatically inflicted.


