\ 1850 Pts - Space Wolves - Space Wolves - Jiri Grigori] Tesner \

Name | # [Grp |WS |BS| S | T [wo| | | A | Ld [Save| Cost|

HQ: Wolf Lord in Power Armour (3 5&, 295 pts)

Wolf LordinPowerArmour |1 | & | 6 | 5 [ 56 | 5 | 3 | 5 [ 5 [ 10 [2+3()] 295

Unit Type: Cavalry; Frag Grenades; Krak Grenades; Melta Bombs; Runic Armour; Wolf
Tail Talisman; Wolftooth Necklace; Thunderwolf Mount; Fenrisian Wolf; Frost Weapon (x1);
Storm Shield (x1); Acute Senses; And They Shall Know No Fear; Counter-attack; Eternal
Warrior; Independent Character; Rending in CC only; Saga of the Bear

Fenrisian Wolf | 2 | 4 | - ] a ] a1 ] a ] 2 ] 5 |6+ ] [2]

Unit Type: Beasts; Vicious claws and fangs; Counter-attack

HQ: Rune Priest in Power Armour (1 i, 110 pts)

Rune Priest in Power Armour 1‘ ] ‘ 5 ‘ 4 ‘ 4 ‘ 4 ‘ 2 ‘ 4 ‘2/3 ‘ 10 ‘ 3+ ‘ 110‘

Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Chooser of the Slain;
Bolt Pistol; Runic Weapon; Acute Senses; And They Shall Know No Fear; Counter-attack;
Independent Character; Psyker; Living Lightning; Tempest's Wrath

Elite: Wolf Scouts Pack (6 i, 100 pts

—

WolfScoutsPack | 6 | & [ 4 | 4 [ 4 | 4 [ 1 | 4 [ 12 ] 8 | 4+ | 100

Unit Type: Infantry; Frag Grenades; Krak Grenades; Scout Armour; Bolt Pistol (x5); Close
Combat Weapon (x6); Meltagun; Acute Senses; And They Shall Know No Fear; Behind
Enemy Lines; Counter-attack; Infiltrate; Move Through Cover; Scouts

Elite: Wolf Guard Pack (4 i, 172 pts)

Wolf Guard Pack | 1 | & | | | | | | | | \ | 172
Wolf Guard in Power Armour
Wolf Guard in Power Armour | 4 | 4 | 4 Jas ] 4 [ 1 Jan] 2 ] 9 | 3+ [ 77

Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Combi-Meltagun (x1);
Power Fist (x1); Acute Senses; And They Shall Know No Fear; Counter-attack

Troops: Grey Hunters Pack (9 i, 205 pts)

GreyHuntersPack | 7 | B | 4 | 4 [ 4 | 4 [ 1 | 4 [w2] 8 [ 3+ | 208

Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Mark of the Wulfen;
Wolf Standard; Bolt Pistol (x7); Bolter (x6); Close Combat Weapon (x7); Meltagun; Acute
Senses; And They Shall Know No Fear; Counter-attack; Rhino

Grey Hunter w/ Mark of the | 1 | 4 | 4 [ a4 ] 4 ] 1] 4 |pe+t1| 8 [ 3+ | [15]

Waulfen |Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Bolt Pistol; Bolter;
Close Combat Weapon; Acute Senses; And They Shall Know No Fear; Counter-attack;
Rending in CC only

Rhino | 1 [Grp: BS: 4 FA: 11 SA: 11 RA: 10 | 55]

Unit Type: Vehicle (Tank); Transport Capacity: 10 models; Access Points: 3; Fire Points:
1; Searchlight; Smoke Launchers; Dozer Blade; Extra Armor; Storm Bolter; Repair

Troops: Grey Hunters Pack (10 i, 220 pts)

GreyHuntersPack |8 | B | 4 | 4 [ 4 | 4 [ 1 | 4 [12] 8 [ 3+ | 220

Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Mark of the Wulfen;
Wolf Standard; Bolt Pistol (x8); Bolter (x7); Close Combat Weapon (x8); Meltagun; Acute
Senses; And They Shall Know No Fear; Counter-attack; Rhino

Grey Hunter w/ Mark of the | 1 | 4 | 4 [ a4 ] 4 ] 1] 4 |pe+t1| 8 [ 3+ | [15]

Waulfen |Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Bolt Pistol; Bolter;
Close Combat Weapon; Acute Senses; And They Shall Know No Fear; Counter-attack;
Rending in CC only

Rhino | 1 [Grp: BS: 4 FA: 11 SA: 11 RA: 10 | 55]

Unit Type: Vehicle (Tank); Transport Capacity: 10 models; Access Points: 3; Fire Points:
1; Searchlight; Smoke Launchers; Dozer Blade; Extra Armor; Storm Bolter; Repair
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Name\#\Grp\WS\BS\ S \ T \Wo\ I \ A \Ld \Save\Cost\

Troops: Grey Hunters Pack (10 i, 220 pts)

Grey Hunters Pack

8| B[ 4 [ 4] 4 4 1] 4 [ u2] 8 |3+ ] 22

Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Mark of the Wulfen;
Wolf Standard; Bolt Pistol (x8); Bolter (x7); Close Combat Weapon (x8); Meltagun; Acute
Senses; And They Shall Know No Fear; Counter-attack; Rhino

Grey Hunter w/ Mark of the

1] 4 | 4 ] 4 ] 4 ] 1] a4 |pe+ta] 8 | 3+ [ 5]

Waulfen |Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Bolt Pistol; Bolter;
Close Combat Weapon; Acute Senses; And They Shall Know No Fear; Counter-attack;
Rending in CC only

Rhino | 1 [Grp: BS: 4 FA: 11 SA: 11 RA: 10 | [55]

Unit Type: Vehicle (Tank); Transport Capacity: 10 models; Access Points: 3; Fire Points:
1; Searchlight; Smoke Launchers; Dozer Blade; Extra Armor; Storm Bolter; Repair

Fast Attack: Fenrisian Wolf Pack (7

i, 56 pts)

Fenrisian Wolf Pack

1| 81 4] - [ a4 1425 [6+r] 56

Unit Type: Beasts; Vicious claws and fangs; Counter-attack

Heavy Support: Long Fangs Pack (6

Long Fangs Pack

i,165£ts)
5 | 4 | 4 | 4 | 4 ] 1] 4] 1] 9 |3+] 165

Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Close Combat Weapon
(x5); Lascannon (x1); Missile Launcher (x3); Plasma Cannon (x1); Acute Senses; And They
Shall Know No Fear; Counter-attack; Fire Control

Squad Leader

1 4 [ 4 ] a4 ] 4] 1] a 23] 9 |3+ ] (s

Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Bolt Pistol; Close
Combat Weapon; Acute Senses; And They Shall Know No Fear; Counter-attack; Fire
Control

Heavy Support: Long Fangs Pack (6

Long Fangs Pack

i,165£ts)
5 | 4 | 4 | 4 | 4 ] 1] 4] 1] 9 ]3] 165

Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Close Combat Weapon
(x5); Lascannon (x1); Missile Launcher (x3); Plasma Cannon (x1); Acute Senses; And They
Shall Know No Fear; Counter-attack; Fire Control

Squad Leader

1] 4 | 4 ] 4 ] a4 ] 1] a4 23] 9 |3+ o

Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Bolt Pistol; Close
Combat Weapon; Acute Senses; And They Shall Know No Fear; Counter-attack; Fire
Control

Heavy Support: Long Fangs Pack (6

Long Fangs Pack

i,140£ts)
5 | 4 | 4 | 4 [ 4 ] 1] 4] 1] 9 |3+ ] 140

Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Close Combat Weapon
(x5); Missile Launcher (x5); Acute Senses; And They Shall Know No Fear; Counter-attack;
Fire Control

Squad Leader

1] 4 | 4 ] 4 ] a4 ] 1] a4 23] 9 |3+ pg

Unit Type: Infantry; Frag Grenades; Krak Grenades; Power Armour; Bolt Pistol; Close
Combat Weapon; Acute Senses; And They Shall Know No Fear; Counter-attack; Fire
Control

Total Cost: | 1848 |

‘Option Footnotes

Saga

‘Saga of the Bear \The character has the Eternal Warrior rule.

Psychic Powers

Living Lightning A psychic shooting attack with the following profile:

Unlimited Range; S7; AP5; Assault D6.

Tempest's Wrath Used at the beginning of the Rune Priest's turn, until the beginning of the Rune Priest's next turn, all enemy

skimmers, jethikes, jump infantry and units deploying by Deep Strike that finish their move within 24" of
the Rune Priest treat all terrain, even clear terrain, as both difficult and dangerous.

Special Rules

Acute Senses May reroll Night Fighting distances, conditions apply (p75 WH40K 5E)

And They Shall Know No |Automatically pass tests to regroup, can test if under 50%, conditions apply (C:SW, pg 23).

Fear
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Behind Enemy Lines

If outflank is used, roll a die when it enters play to see where it may be deployed. On a 1, the unit enters
play from the short table edge of the owning player's left. On a 2, the unit enters from the sshort table edge
of the owning player's right. On a 3+, the unit enters play from any table edge - even the opponent's table
edge.

Counter-attack

If assaulted, unit gains +1A after passing a Ld test, conditions apply (p74 WH40K 5E)

Eternal Warrior

Immune to Instant Death (p74 WH40K 5E)

Fire Control As long as the Squad Leader is still alive and does not shoot in the Shooting phase the unit may split its
fire and fire at two different targets instead of one.
Fleet May assault in the same turn as running, conditions apply (p75 WH40K 5E)

Independent Character

(See WH40K, pg. 50.)

Infiltrate

Deploy last within 12" or 18", conditions apply (p75 WH40K 5E)

Move Through Cover

Roll an additional D6 when moving through cover, conditions apply (p75 WH40K 5E)

Psyker

Psykers can use one psychic power per player turn (WH40K, pg. 50).

Rending in CC only

Has the Rending special rule in close combat with any weapon that does not use a special CCW.

Repair

If a Rhino is immobilized for any reason, then in subsequent turns the crew can attempt a temporary repair
instead of the vehicle shooting. Roll a D6 in the Shooting phase, and on a 6 the vehicle is no longer
immobilized.

May move at the start of the battle before the first turn, conditions apply (p76 WH40K 5E)

‘Scouts

Unit Type

Unit Type: Beasts

1) Unit has Fleet and may move 12" when assaulting.
2) Unit makes Fall Back moves of 3D6". (WHA40K, pg. 54)

Unit Type: Cavalry

Unit Type: Cavalry (WH40k, pg. 54)

Unit Type: Infantry

Unit Type: Infantry (p.54 WH40Kk)

Unit Type: Vehicle
‘(Tank)

Unit Type: Vehicle (Tank) (WH40k, pp. 68-69)

Wargear

Chooser of the Slain

Place a Chooser marker anywhere on the battlefield before the enemy has desployed. This marker must be
smaller than the Rune Priest Model and cannot be destroyed. Enemy units may not use Infiltrate to deploy
within 18" of a Chooser marker. Should the Rune Priest make a Shooting attack that has a line of sight to
the Chooser marker, he may treat his BS as one higher than normal.

Dozer Blade

Vehicles equipped with dozer blades can re-roll a failed Difficult Terrain test.

Extra Armor

Vehicles equipped with extra armour count Crew Stunned results on the Vehicle Damage tables as a Crew
Shaken result instead.

Frag Grenades

Models with these do not suffer the initiative penalty for assaulting enemies through cover (p36 WH40K
5E).

Krak Grenades

One attack with 6+D6 AP (exceptions apply p72 WH40K)

Melta Bombs One attack with 8+2D6 AP (exceptions apply p72 WH40K)

Power Armour Confers a 3+ Armour Save.

Runic Armour Confers a 2+ Armour Save, and a 5+ Invulnerable Save against all wounds caused by psychic attacks.
Scout Armour Confers a 4+ Armour Save.

Searchlight Searchlights are used where the Night Fighting rule is in effect. If a vehicle has a searchlight, it must still

use the Night Fighting rules to pick a target but, having acquired a target, will illuminate it with the
searchlight. For the rest of the Shooting phase, any other unit that fires at the illuminated unit does not use
the Night Fighting special rule. However, a vehicle that uses a searchlight, can be targeted during the
following enemy turn, as if the Night Fighting rules were not in effect, as the enemy can see the
searchlight.

Smoke Launchers

Once per game, after completing its move, a vehicle with smoke launchers can trigger them. The vehicle
may not fire any of its weapons in the same turn as it used smoke launchers, but will count as obscured in
the next enemy Shooting Phase, receiving a 4+ cover save (see WH40K 5E, pg. 62).

Thunderwolf Mount

Model has Unit Type: Cavalry. Adds +1 St, +1 To, +1 At and has Rending in CC with any attack that
does not use a special CCW. May only join Fenrisian Wolves or Thunderwolf Cavalry.

Wolf Standard

Once per game, for the duration of the next Assault Phase, all models in that unit may re-roll any dice rolls
ofal.

Wolf Tail Talisman

If a model with this or the unit he is with is affected by an enemy psychic power, roll a D6. On a roll of
5+ that power is nullified.

Wolftooth Necklace

Against models with a WS value, a model with a Wolftooth Necklace always hits in close combat on the
roll of a 3+.

Weapons

Bolt Pistol

12" Range; S4; AP5; Pistol

Bolter

24" Range; S4; AP5; Rapid Fire

Close Combat Weapon

If used with another close combat weapon, +1 attack in close combat.

Combi-Meltagun

24" Range; S4; AP5; Rapid Fire (Bolter)
12" Range; S8; AP1; Assault 1; Melta (Meltagun - once per battle)
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Frost Weapon Counts as a Power Weapon that adds +1 to the Bearer's Strength.
Lascannon 48" Range; S9; AP2; Heavy 1
Meltagun 12" Range; S8; AP1; Assault 1; Melta.

Missile Launcher

Frag: 48" Range; S4; AP6; Heavy 1; Blast.
Krak: 48" Range; S8; AP3; Heavy 1.

Plasma Cannon

36" Range; S7; AP2; Heavy 1; Blast; Gets Hot!

Power Fist

Ignores armour saves, increases strength in close combat.

Runic Weapon

Counts as a Force Weapon. Whenever an enemy model suceeds on a Psychic text within 24" of one or
more models with a Runic Weapon, that power is nullified on a 4+. A runic weapon always wounds
Daemons on a roll of 2+; this has no effect on vehicle models.

Storm Bolter

24" Range; S4; AP5; Assault 2

Storm Shield

3+ Invulnerable Save. This may not be combined with Iron Halo or Rosarius save.

Vicious claws and fangs

If used with another close combat weapon, +1 attack in close combat.

Roster Design Information

Special Rules:

And They Shall Know No Fear... (p74 WH40K)
Acute Senses (p75 WH40K)
Counter-Attack (p74 WH40K)

Validation Report

c-1. File Version: 1.46 For Bug Reports/www.ab40k.org; b-1. Roster Options: Named or Special Characters; a-1. Scenario: Normal

Mission

Roster satisfies all enforced validation rules

Roster Statistics
% Elite: 14.7

% Fast: 3

% Heavy: 25.4

% HQ: 21.9
Model Count: 68
% Troops: 34.9

% Wargear: 0
Files version: 1.46

Group Min Max Used
(] 1 2 1
[ 0 3 2
] 2 6 3
0 3 1
] 0 3 3
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