Imperial Inquisition — Grey Knights (V2.1-2020)

Forces
The Grey Knights Space Marine Army List uses the datasheets from the
Grey Knights Forces section.

Using The Army List

The following army list allows you to field an army based on the Grey
Knights or one of their successor chapters using their preferred
operational methods.

Grey Knights formations come in four types, the first two types are:
detachments and support detachments. Each formation is made up of
one or more units, and may also include a number of extra units called
upgrades. Each detachment you include in the army allows you to field
any two support detachments. Although you can only take two support
detachments if you first take a detachment, they are treated as
separate independent formations during a battle and do not have to
move around together. The third formation type are Grey Knight’s
aircraft. Each detachment and support detachment allow you to field
any one aircraft. The formations that may be taken in a Grey Knights
army are shown on the chart that follows. The chart also shows what
units comprise it, what upgrades are allowed, and its points cost. For
example, an Interceptor detachment consists of four Grey Knight
Interceptor units for 225 points, and may include the Grey Knight
Librarian and Nemesis Dreadknight upgrades at an additional cost in
points. Each upgrade that is taken adds to the cost of the formation, as
shown on the upgrade chart. The upgrade chart also lists the units that
make up the upgrade. Note that these will sometimes replace units in
the formation they are taken for, and sometimes takes the form of
additional units for the formation. Each upgrade may be taken once
per formation. For example, an Interceptor detachment could include
one Grey Knight Librarian, and if taken would cost 225 + 50 = 275
points. Grey Knight’s armies may be supported by Stormtalon Fighter-
Bomber, Thunderhawk Gunship and Spacecraft. A maximum of up to a
third of the points available to the army may be spent on these
formations.

Special Rules
The They Shall Know No Fear rule applies to all Grey Knights formations
except Inquisitorial Warbands (see They Shall Know No Fear).

SPECIAL RULE - Grev Knights Transport

The Grey Knights are a highly mobile army. Because of this, the points cost of a
detachment usually includes enough Rhino transport vehicles to transport it
and any upgrades that have been taken. Determine the number of Rhinos
needed after all upgrades have been purchased. The number of Rhinos will
always be the minimum needed to carry the formation, you can’t take extras
along to cover any losses!

Note that many formations don’t receive Rhinos, usually because they can’t fit
into them. Detachments that come with Rhinos will be noted as having plus
transport in the units section of the army list opposite.

Also note that you don’t have to take Rhinos if you don’t want to. If you’d
rather field the formation on foot instead, so it can act as a garrison for
example, or be transported in a Thunderhawk Gunship, then you may do so.

In addition, you may choose to replace a detachment’s Rhinos with Drop Pods.
If you do this then the detachment will enter play in a Drop Pod using the rules
for Planetfall (see Planetfall). Note that if you choose to do this you will also
require at least one Space Marine Strike Cruiser or Battle Barge to deploy the
drop pods from.

Before each game, after the opposing army is known but before objectives are
placed, the Grey Knight player may choose which formations with the plus
transport aspect are deployed in Rhinos, Drop Pods or on foot. If the
formation has any units unable to deploy in Drop Pods then that option
cannot be selected.

SPECIAL RULE - They Shall Know No Fear

Grey Knights are renowned for their tenacity and bravery. This is represented
by the following rules:

- It takes 2 Blast markers to suppress a Grey Knight unit or kill a unitin a
broken formation (ignore any leftover Blast markers).

- Grey Knight formations are only broken if they have 2 Blast markers per unit
in the formation.

- Grey Knight formations only count half their number of Blaster markers in
assault resolution (rounding down—note that assault resolution will not
receive +1 for having no Blast markers if the formation has 1 Blast marker
before rounding down). Halve the number of extra hits suffered by a Grey
Knight formation that loses an assault, rounding down in favour of the Grey
Knights.

- When a broken Grey Knight formation rallies, it receives a number of Blast
markers equal to the number of units, rather than half this number. Grey
Knights with the Leader special ability remove 2 Blast markers instead of 1.

SPECIAL RULE — Grey Knights Teleport Homers

Teleport Homers are antique pieces of equipment used by Space Marines,
Chaos Space Marines and Daemonhunters. They produce a signal which can
be locked onto by Terminator Armour suits and which enable them to teleport
onto the battlefield with much greater accuracy than simply arriving and
scattering. This is a useful piece of equipment, however to be effective it
needs to be on the battlefield and in the correct position, which could put the
bearer in substantial danger.

Grey Knights with the ability to teleport may do so from a strike cruisers
launching deck. To do so a Grey Knights army must include a strike cruiser.
Any formations entering via Teleport Homers must be set up with the space
craft and placed off board for the opponent to see. These formations take up
transport space in the strike cruiser just the same as deploying via drop pods.

On the turn the space craft arrives, work out any barrage/pin points, followed

by any drop pods as normal and then teleporting via teleport homers must be

placed and rolled for during the space craft’s turn. Any formations entering via
teleport homer can reroll 1s.


http://www.tp.net-armageddon.org/tournament-pack/#planetfall
http://wh40k.lexicanum.com/wiki/Space_Marine
http://wh40k.lexicanum.com/wiki/Chaos_Space_Marine
http://wh40k.lexicanum.com/wiki/Daemonhunters
http://wh40k.lexicanum.com/wiki/Terminator_Armour
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Grey Knights Space Marine armies have a Strategy rating of 5. All Grey Knights have an initiative rating of 1+. Inquisitorial formations have an initiative rating of 2+.

Grand Master Replace a Captain in a formation with a Grand Master. 75 Points

Strike Squad 6 Grey Knights Strike units and 1 Captain Command, Eternal Warriors, Hunter, Land Raiders, Transport 300 points

Interceptor Squad 4 Grey Knights Interceptor units and 1 Captain Command, Eternal Warriors, Grand Master, Storm Raven 225 Points

1 Captain and 4 Land Raiders in any combination of the Hunter 350 Points

following:

Grey Knights Land Raiders

Grey Knights Land Raider Crusaders
Grey Knights Land Raider Redeemers

4 Grey Knights Storm Ravens 325 points

0-1 Purifier Squads 4 Grey Knight Purifier units and 1 Captain Command, Eternal Warriors, Grand Master, Land Raiders, Storm Raven, Hunter, Transport. 350 points

1 Landing Craft aircraft 350 points

Stormtalon Gunship 2 Stormtalon Gunship 200 Points

Command Swap Grey Knights Captain for a Grey Knights Librarian 50 Points

Add 1 Hunter 75 points

Add Grey Knights Razorbacks. 25 Points each

Add as many Grey Knights Storm Ravens as required to transport the entire formation 75 points each

Valkyries Replace 4 Rhinos with 4 Valkyries 150 Points
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