SCYTHES OF THE EMPEROR SPACE MARINE ARMY LIST
V0.2.1 Army Champion: “Dobbsy”

Scythes of the Emperor Space Marine armies have a strategy rating of 5. All Space Marine and Titan Legion Battlegroups have an initiative rating of 1+.
Imperial Navy aircraft formations have an initiative rating of 2+. The ‘And They Shall Know No Fear’ rule applies to all Space Marine formations.

THE BATTLE COMPANY
(A Scythes of the Emperor army must contain the following Battle Company Detachments)
FORMATION CORE UNITS UPGRADES COST

1 Devastator 4 Devastator units plus transport Commander, Predator, Razorback 250 points

THE SCOUT COMPANY
(A Seythes of the Emperor army may contain any number of Scout Company Detachments)
FORMATION CORE UNITS UPGRADES COST

0-5 Salvation Team 4 Salvation Team units Commander, Land Speeder Storm, Sniper 250 points

SUPPORT

(A Seythes of the Emperor army may contain any number of Support Detachments)

FORMATION CORE UNITS UPGRADES COST

0-1 Landing Craft 1 Scythes of the Emperor Landing Craft None 350 points

Razorback 6 Scythes of the Emperor Razorbacks Commander, Hunter 150 points
Thunderhawk 1 Scythes of the Emperor Thunderhawk Gunship None 200 points

SCYTHES OF THE EMPEROR UPGRADES

(Each allowed upgrade may be taken once per Detachment)
UPGRADE UNITS COST

Add 1 Hunter +75 point each

Razorback Add any number of Scythes of the Emperor Razorbacks, up to the number
required to transport the formation

+25 points each

Land Speeder Storm Add any number of Scythes of the Emperor Land Speeder Storms up to the number +25 points each
required to transport the formation

Vindicator Add 1 ot 2 Vindicators +50 points each

IMPERIAL ALLIES FORMATIONS
(Up 20 1/3 of an army’s points may be spent on Imperial Allies formations.)

TITAN LEGION BATTLEGROUPS SPACE MARINE AIR SQUADRONS
FORMATION UNITS COST FORMATION  UNITS COST

Reaver Titan 1 Reaver Titan 650 points Gunships 2 Stormtalon Gunships 200 points




SCYTHES OF THE EMPEROR SPACE MARINE ARMY REFERENCE 1

STRATEGY 5
TYPE SPEED ARMOUR CcC WEAPONS RANGE FIREPOWER NOTES
Chaplain n/a Power Weapon (Assault Weapons), EA(+1), MW Tnvninerable Save, Ieader, Inspirin

Supreme Commander CH n/a n/a n/a n/a Power Weapon ase contact) (Assault Weapons), EA(+1), MW Tnvulnerable Save, Supreme Commander

Devastator INF 15cm 4+ 5+ 3+ Bolters (1 5cm) (Small Arms)
2x Missile Launcher AP5+/AT6+
Scout Shotguns (1 5cm) (Sma.l.l Arms) Scout, Infiltrator
i Bolter
Land Speeder Multi-melta (1 5cm) (Small Arms), MW Skimmer, Scont
MW5+
Land Speeder Assault Cannon AP5+/AT5+ Skimmer, Scout
‘Tornado Heavy Bolter 30cm AP5+

Damocles Command AV 30cm 5+ 6+ 6+ Storm Bolter (15cm) (Small Arms) One_formation on the board, per turn, may receive the 1eader ability . Determine which formation
Rhino when the formation containing the Damocles Command Rhino is activated. In addition,

replace the 'Scm' Combined Assanlt restriction within the Commander and Supreme

Commander abilities with 'any formation on the table."

Hunter Hunter-Killer AT4+/AA4+

Predator Destructor 2x Heavy Bolter
Autocannon AP5+ JAT6+

Scythes of the Emperor Storm Bolter (15cm) (Small Arms) Transport: (May carry 2 of the following units: Tactical, Salvation Team and Scont)

Whirlwind AV 30cm 5ir 6+ Srr Whirlwind 45cm 1 BP, Indirect Fire
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STRATEGY 5
ARMOUR CC FF WEAPONS RANGE FIREPOWER NOTES

Stormtalon Fighter AC Fighter 5+ n/a n/a Twin Assault cannon 15cm AP4+/AT4+/AA5+, Fwd
Twin Heavy Bolter 30cm AP4+/ AA5+, FxF

Fortress-monastery SC n/a n/a n/a n/a Orbital Bombardment n/a 12 BP, MW Transport: (May carry 60 of the following units: Tactical, Assanlt, Devastator, Scont, Salvation Team
units; plus 60 of the following units: Rhinos, Razorbacks, Flunters, Whirhwinds, Predators or Vindicators;
plus 9 Thunderhawks and 1 Landing Craft and enongh Drop Pods to carry any other units on board)

‘Warhound Titan WE 30cm 5+ 4+ 4+ Vulcan Mega-Bolter 45¢ m 4x AP3+/AT5+, Fwd DC3, 2 Void Shields, Fearless, Reinforced Armonr, Walker
Plasma Blastgun 45 cm 2x MW2+, Slow-Firing, Fwd May step over units and impassable or dangerous terrain that is lower than the
Titan's knees and up to 2cm wide. Critical Hit Effect: Move it D6em in a random
direction. If this move takes the Warhound into impassable terrain or another unit
it can’t move over then it stops when it contacts the obstruction and suffers an extra
point of damage. If it staggers into or over any units then they will take a hit on a D6
roll of 6 (make saving throws for the units normally).




