
ADEPTA SORORITAS

If your Faction is Adepta Sororitas, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

•  Canoness
• Daemonifuge
• Palatine

You can include up to two of the following units:

• Aestred Thurga and Agathae Dolan 
• Dialogus
• Dogmata
• Hospitaller
• Imagifier
• Missionary
• Preacher

You can include up to three of each of the following units:

•  Battle Sisters Squad (10 models)
• Dominion Squad (10 models)
• Sisters Novitiate Squad (10 models)

You can include up to one of each of the following units:

• Arco-flagellants (10 models)
•  Celestian Sacresants (5 or 10 models)
• Crusaders (2 models)
• Death Cult Assassins (2 models)
• Repentia Squad (5 or 10 models)

You can include up to one of the following units:

• Seraphim Squad (5 or 10 models)
• Zephyrim Squad (5 or 10 models)

FORMING BOARDING SQUADS
•  When splitting a Dominion Squad unit, select one of the 

resulting Boarding Squads to gain the Cherub token. 
The Boarding Squad without the Cherub token loses the 
Cherub ability.

RULES ADAPTATIONS
•  The Canoness model loses the Rod of Office ability.
•  The Celestian Sacresants unit loses the Sworn 

Protectors ability.
• The Crusaders unit loses the Spiritual Fortitude ability.
• The Daemonifuge unit loses the Mysterious Saviours ability.
•  The Seraphim Squad unit loses the Angelic Ascent and Deep 

Strike abilities.
• The Zephyrim Squad unit loses the Deep Strike ability.

BOARDING ACTIONS
 MUSTERING RULES 2.0

Welcome to Boarding Actions! Within the Arks of Omen series (and a number of White Dwarf issues) you can find a range 
of faction-specific bonuses exclusive to Boarding Action games, including bespoke Enhancements and Stratagems. This 
document, now updated for the current edition of Warhammer 40,000, provides all the mustering rules you will need to get 
your force to the tabletop, detailing what units can be taken and any rules adaptations you will need. You can play Boarding 
Actions games just with this document and the Boarding Actions Core Rules, also found on the Warhammer Community 
website, letting you jump straight back into more thrilling games of Boarding Actions. Once more unto the breach!

- The Warhammer 40,000 Design Team
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ADEPTUS CUSTODES

If your Faction is Adeptus Custodes, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Blade Champion
• Infantry Shield-Captain
• Trajann Valoris
• Valerian

You can include up to one of the following units:

• Aleya
• Knight-Centura

You can include up to three of each of the following units:

•  Custodian Guard (4 or 5 models)
• Prosecutors (5 or 10 models)

You can include up to one of each of the following units:

• Allarus Custodians (2 or 3 models)
• Custodians Wardens (3 models)
• Vigilators (5 or 10 models)
•  Witchseekers (5 or 10 models)

FORMING BOARDING SQUADS
•  An Allarus Custodians unit can be split into multiple 

Boarding Squads, each containing 1 model.

RULES ADAPTATIONS
•   The Allarus Custodians unit loses the 

From Golden Light ability.
•  The Blade Champion model loses the 

Legacy of Combat ability.
• The Custodian Guard unit loses the Sentinel Storm ability.
• The Custodian Wardens unit loses the Resolute Will ability.
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ADEPTUS MECHANICUS

If your Faction is Adeptus Mechanicus, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Tech-Priest Dominus
• Tech-Priest Enginseer
• Tech-Priest Manipulus
• Technoarcheologist

You can include up to one of the following units:

• Skitarii Marshal

You can include up to three of each of the following units:

• Skitarii Rangers (10 models)
• Skitarii Vanguard (10 models)

You can include up to one of each of the following units:

• Corpuscarii Electro-Priests (5 or 10 models)
• Fulgurite Electro-Priests (5 or 10 models)
• Kataphron Breachers (3 models)
• Kataphron Destroyers (3 models)
• Sicarian Infiltrators (5 or 10 models)
• Sicarian Ruststalkers (5 or 10 models)

RULES ADAPTATIONS
•   For the purpose of the Doctrina Imperative Army Rule, the 

opponent's deployment zone is considered to be each of their 
Entry Zones, and your deployment zone is considered to be 
each of your Entry Zones.

•  The Corpuscarii Electro-Priests and Fulgurite 
Electro-Priests units lose the Electro-infusion ability.

•  The Skitarii Rangers unit loses the Objective Scouted ability.
•  The Tech-Priest Dominus model loses the Data-spike ability.

3



AGENTS OF THE IMPERIUM

If your Faction is Agents of the Imperium, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Exaction Squad (5, 10 or 11 models)
• Infantry Inquisitor
• Rogue Trader Entourage (4 models)

You can include up to one of the following units:

• Callidus Assassin
• Culexus Assassin
• Eversor Assassin
• Vindicare Assassin

You can include up to three of each of the following units:

• Inquisitorial Henchmen  (4, 5 or 10 models)
• Navy Breachers (10 models)
• Subductor Squad (10 or 11 models)
• Vigilant Squad (10 or 11 models)
• Voidsmen-at-Arms (5 or 10 models)

FORMING BOARDING SQUADS
•  In the Form Boarding Squads step, split any units containing 

11 models into two units, one containing 6 models and the 
other containing 5 models.  

•  Do not split Voidsmen-at-Arms units into separate units in the 
Form Boarding Squads step.

RULES ADAPTATIONS
•  If it is your Warlord, you can give the Exaction Squad unit's 

Proctor-Exactant model an Enhancement as if it was a 
Character model. 

•  If your army contains an Inquisitor model, Inquisitorial 
Henchmen units gain the Battleline keyword.

•  You cannot select any of the following to be your Warlord, 
even if they are the only Character model in your army:

 ○ Callidus Assassin
 ○ Culexus Assassin
 ○ Eversor Assassin
 ○ Vindicare Assassin

•  The Callidus Assassin model loses the Reign of Confusion 
and Polymorphine abilities.  

•  The Eversor Assassin model loses the Sentinel Array ability.
•  The Inquisitorial Henchmen unit loses the Acolytes, Mystics, 

Jokaero and Daemonhost abilities.
• The Navy Breachers unit loses the Grenade Belts ability.
•  The Rogue Trader Entourage unit loses the 

Warrant of Trade ability.
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ASTRA MILITARUM

If your Faction is Astra Militarum, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Cadian Castellan
• Cadian Command Squad
• Gaunt’s Ghosts
• ‘Iron Hand’ Straken
• Militarum Tempestus Command Squad
• Platoon Command Squad
• Ursula Creed

You can include up to one of the following units:

• Commissar
• Ogryn Bodyguard
• Nork Deddog
• Primaris Psyker
• Regimental Enginseer
• Regimental Preacher
• Sergeant Harker
• Sly Marbo

You can include up to three of each of the following units:

•  Cadian Shock Troops (10 models)
• Catachan Jungle Fighters (10 models)
• Death Korps of Krieg (10 models)
•  Infantry Squad (10 models)
• Tempestus Scions (5 or 10 models)

You can include up to one of each of the following units:

• Bullgryn Squad (3 models)
• Kasrkin (10 models)
• Ratling Snipers (5 models)
•  Ogryn Squad (3 models)

FORMING BOARDING SQUADS
•  In the Form Boarding Squads step, you can attach an Ogryn 

Bodyguard model to a Command Squad unit as specified in its 
Loyal Protector rule.

•  The following units do not split into separate units in the 
Form Boarding Squads step: 

 ○ Cadian Shock Troops
 ○ Catachan Jungle Fighters
 ○ Death Korps of Krieg
 ○  Infantry Squad

RULES ADAPTATIONS
•   The Cadian Shock Troops unit loses the Shock Troops ability.
•  The Gaunt’s Ghosts unit loses the Covert Stealth Team ability.
•  The Militarum Tempestus units lose the Deep Strike ability.
•  The Nork Deddog model loses the Thunderous 

Head-butt ability.
•  The Ratling Snipers unit loses the Shoot Sharp and 

Scarper ability.
•  The Sly Marbo model loses the Like Fighting a Shadow ability.
• The Ursula Creed model loses the Tactical Genius ability.
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ASURYANI

If your Faction is Asuryani, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Asurmen
• Autarch
• Autarch Wayleaper
• Baharroth
• Eldrad Ulthran
• Farseer
• Fuegan
• Illic Nightspear
• Jain Zar
• Karandras
• Maugan Ra
• Prince Yriel
• Spiritseer
• The Visarch
• Yvraine

You can include up to one of the following units:

• Warlock
• Warlock Conclave (2 or 4 models)

You can include up to three of each of the following units:

•  Corsair Voidreavers (5 or 10 models)
• Guardian Defenders (11 models)
• Storm Guardians (11 models)

You can include up to one of each of the following units:

• Corsair Voidscarred (5 or 10 models)
• Dire Avengers (5 or 10 models)
• Fire Dragons (5 or 10 models)
• Howling Banshees (5 or 10 models)
• Rangers (5 or 10 models)
• Striking Scorpions (5 or 10 models)
• Wraithblades (5 or 10 models)
• Wraithguard (5 or 10 models)

You can include up to one of the following units:

• Swooping Hawks (5 or 10 models)
• Warp Spiders (5 or 10 models)

FORMING BOARDING SQUADS
•  In the Form Boarding Squads step, Guardian Defenders 

and Storm Guardians units are each split into two Boarding 
Squads, one containing 6 models (including the Heavy 
Weapon Platform or Serpent's Scale platform) and the other 
containing the remaining 5 models.

RULES ADAPTATIONS
•   At the start of the battle, when making a Strands of Fate roll, 

you roll nine D6, instead of twelve.
•  The Asurmen model loses the Tactical Acumen ability.
•  The Baharroth model loses the Cloudstrider and 

Deep Strike abilities.
•  The Eldrad Ulthran model loses the Diviner of 

Futures ability.
• The Jain Zar model loses the Whirling Death ability.
• The Prince Yriel model loses the Prince of Corsairs ability.
• The Rangers unit loses the Path of the Outcast ability.
• The Spiritseer model loses the Tears of Isha ability.
• The Storm Guardians unit loses the Stormblades ability.
•  The Swooping Hawks unit loses the 

Skyleap and Deep Strike abilities.
• The Warp Spiders unit loses the Flickerjump ability.
• The Wraithguard unit loses the War Construct ability.
• The Yvraine model loses the Word of the Phoenix ability.
• The Warlock Conclave unit loses the Protect ability.
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CHAOS DAEMONS

If your Faction is Legiones Daemonica, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to two of the following units (duplicates are 
not allowed):

•  Bloodmaster* 
•  Karanak* 
•  Skulltaker* 
•  Changecaster**  
•  Exalted Flamer**  
•  The Changeling**  
• Epidemius***  
•  Poxbringer***  
• Sloppity Bilepiper***  
•  Spoilpox Scrivener***  
•  Contorted Epitome****  
•  Infernal Enrapturess**** 
•  The Masque of Slaanesh**** 
• Tranceweaver**** 

* only if your army includes at least one Bloodletters unit.
** only if your army includes at least one Horrors unit.
*** only if your army includes at least one Plaguebearers unit.
**** only if your army includes at least one Daemonettes unit.

You can include up to three of each of the following units:

• Bloodletters (10 models)
• Blue Horrors (10 models)
• Pink Horrors (10 models)
• Plaguebearers (10 models)
• Nurglings (3 models)
• Daemonettes (10 models)

You can include up to one of each of the following units:

• Flesh Hounds (5 models)
• Flamers (3 models)
• Screamers (3 models)
• Beasts of Nurgle (1 or 2 models)
• Fiends (3 models)

RULES ADAPTATIONS
•  For the purpose of the Shadow of Chaos Army Rule, the 

entire battlefield is considered to be No Man's Land. In 
addition, each time an enemy unit fails a Battle-shock 
test, that unit only suffers a single mortal wound from the 
Daemonic Terror ability, instead of D3.

•  The Beasts of Nurgle unit loses the Grotesque 
Regeneration ability.

• The Epidemius model loses the Tally of Pestilence ability.
•  The Flesh Hounds unit loses the Pouncing Hunters ability.
•  The Infernal Enrapturess model loses the Harmonic 

Alignment ability.
•  The Plaguebearers unit loses the Infected Outbreak ability.
•  The Screamers unit loses the Slashing Dive ability.
•  The The Changeling model loses the Formless Horror ability.
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CHAOS SPACE MARINES

If your Faction is Heretic Astartes, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Abaddon the Despoiler
• Chaos Lord
• Chaos Lord in Terminator Armour
• Cypher
• Dark Apostle
• Exalted Champion
• Fabius Bile
• Haarken Worldclaimer
• Huron Blackheart
• Lucius the Eternal
• Master of Executions
• Master of Possession
• Sorcerer
• Sorcerer in Terminator Armour
• Warpsmith

You can include up to one of the following units:

• Dark Commune
• Traitor Enforcer

You can include up to three of each of the following units:

• Accursed Cultists* (8 models)
• Cultist Mob* (10 models)
• Fellgor Beastmen* (10 models)
• Legionaries (5 or 10 models)
• Traitor Guardsmen Squad* (10 models)

*  the combined total number of all of these units cannot be more than twice the 
total number of Legionaries units.

You can include up to one of each of the following units:

• Chaos Terminator Squad (5 or 10 models)
• Chosen (5 or 10 models)
• Noise Marines (5 or 10 models)

You can include up to one of the following units:

• Chaos Spawn (2 models)
• Possessed (5 models)
• Raptors (5 or 10 models)
• Warp Talons (5 or 10 models)

FORMING BOARDING SQUADS
•  The following units do not split into separate units in the 

Form Boarding Squads step: 

 ○ Accursed Cultists
 ○ Cultists Mob
 ○ Fellgor Beastmen
 ○ Traitor Guardsmen Squad

RULES ADAPTATIONS
• The Cultists Mob unit loses the For the Dark Gods ability.
• The Cypher model loses the Agent of Discord ability. 
•  The Huron Blackheart model loses the Red Corsairs ability.
•  The Fabius Bile unit loses the Enhanced Warriors ability.
•  The Lucius the Eternal model loses the Armour of Shrieking 

Souls ability.
• The Possessed unit loses the Unholy Bloodshed ability.
• The Raptor unit loses the Deep Strike ability.
• The Sorcerer model loses the Gift of Chaos ability.
•  The Traitor Enforcer model loses the Brutal Example ability.
• The Warp Talons unit loses the Deep Strike ability.
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DEATH GUARD

If your Faction is Death Guard, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Chaos Lord
• Lord of Contagion
• Lord of Virulence
• Malignant Plaguecaster
• Sorcerer
• Typhus

You can include up to one of the following units:

• Biologus Putrifier
• Death Guard Icon Bearer
• Foul Blightspawn
• Noxious Blightbringer
• Plague Surgeon
• Tallyman

You can include up to three of each of the following units:

• Cultists* (10 models)
• Plague Marines (5 or 10 models)
• Poxwalkers* (10 models)

*  the combined total number of all of these units cannot be more than twice the 
total number of Plague Marines units.

You can include up to one of each of the following units:

• Blightlord Terminators (5 or 10 models)
• Chaos Spawn (2 models)
• Deathshroud Terminators (3 models)

FORMING BOARDING SQUADS
•  The following units do not split into separate units in the 

Form Boarding Squads step: 
 ○ Cultists
 ○ Poxwalkers

RULES ADAPTATIONS
•  The Biologus Putrifier model loses the Explosive Maladies 

ability. 
•  The Chaos Lord models lose the Desiccation Conduit ability.
•  The Deathshroud Terminators unit loses the Silent 

Bodyguard ability.
•  The Plague Surgeon model loses the Tainted 

Narthecium ability.
• The Tallyman model loses the The Seven-fold Chant ability.
• The Typhus model loses the The Eater Plague ability.
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DRUKHARI

If your Faction is Drukhari, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to two of the following units (duplicates are 
not allowed):

• Archon
• Drazhar
• Haemonculus
• Lelith Hesperax
• Succubus
• Urien Rakarth

You can include up to three of each of the following units:

• Kabalite Warriors (10 models)
• Wracks (5 or 10 models)
• Wyches (10 models)

You can include up to one of each of the following units:

• Court of the Archon (4 models)
• Grotesques (3 models)
• Incubi (5 or 10 models)
• Mandrakes (5 or 10 models)

RULES ADAPTATIONS
•  A Boarding Patrol battle is treated as a Combat Patrol battle 

for the purpose of determining how many Pain tokens you 
start the battle with.

• The Archon model loses the Devious Mastermind ability.
•  The Kabalite Warriors unit loses the Sadistic Raiders ability.
• The Mandrakes unit loses the Fade Away ability.
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GENESTEALER CULTS

If your Faction is Genestealer Cults, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Abominant
• Magus
• Patriarch
• Primus

You can include up to two of the following units (duplicates are 
not allowed):

• Acolyte Iconward
• Biophagus
• Clamavus
• Kelermorph
• Locus
• Sanctus

You can include up to three of each of the following units:

• Acolyte Hybrids (5 or 10 models)
• Neophyte Hybrids (10 models)

You can include up to one of each of the following units:

• Aberrants (5 or 10 models)
• Hybrid Metamorphs (5 or 10 models)
• Purestrain Genestealers (5 or 10 models)

FORMING BOARDING SQUADS
•  Do not split Neophyte Hybrids units into separate units in the 

Form Boarding Squads step.

RULES ADAPTATIONS
•  Each time you set up a Cult Ambush marker, it must be set 

up wholly within one your Entry Zones that does not already 
have a Cult Ambush marker within it. If this is not possible, 
do not set up that Cult Ambush marker.

• The Aberrants unit loses the Hulking Bodyguards ability. 
•  The Acolyte Iconward model loses the Summon the 

Cult ability.
•  The Biophagus model loses the Alchemicus Familiar ability.
• The Locus model loses the Bodyguard ability.
•  The Neophyte Hybrids unit loses the A Plan Generations in 

the Making ability.
•  The Primus model loses the Decoys and Misdirection ability.
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GREY KNIGHTS

If your Faction is Grey Knights, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Brother-Captain
• Brother-Captain Stern
• Brotherhood Champion
• Brotherhood Chaplain
• Brotherhood Librarian
• Brotherhood Techmarine
• Castellan Crowe
• Grand Master
• Grand Master Voldus
• Kaldor Draigo

You can include up to three of each of the following units:

• Brotherhood Terminator Squad (5 or 10 models)
• Strike Squad (5 or 10 models)

You can include up to one of each of the following units:

• Interceptor Squad (5 or 10 models)
• Paladin Squad (5 or 10 models)
• Purifier Squad (5 or 10 models)

RULES ADAPTATIONS
•  A Boarding Patrol battle is treated as a Combat Patrol battle 

for the purpose of determining the maximum number of 
units you can select for the Teleport Assault rule.

•  The Brotherhood Librarian model loses the Vortex of 
Doom ability.

•  The Interceptor Squad unit loses the Personal 
Teleporters ability.

•  The Kaldor Draigo model loses the One With the Warp 
ability. 

• The Strike Squad unit loses the Sanctifying Ritual ability.
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HARLEQUINS

If your Faction is Harlequins, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to two of the following units (duplicates are 
not allowed):

• Death Jester
• Shadowseer
• Troupe Master

If you do not include any other Character models, you can 
include one of the following unit:

• Solitaire

You can include up to three of the following unit:

• Troupe (5 or 10 models)

RULES ADAPTATIONS
•   At the start of the battle, when making a Strands of Fate roll, 

you roll nine D6, instead of twelve.
•  The Solitaire model loses the Blitz and Blur of Movement 

abilities. 
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LEAGUES OF VOTANN

If your Faction is Leagues of Votann, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Brôkhyr Iron-master
• Einhyr Champion
• Grimnyr
• Kâhl
• Ûthar the Destined

You can include up to three of each of the following units:

• Hearthkyn Warriors (5 or 10 models)

You can include up to one of each of the following units:

• Brôkhyr Thunderkyn (3 models)
• Cthonian Beserks (5 or 10 models)
• Einhyr Hearthguard (5 or 10 models)

RULES ADAPTATIONS
• The Einhyr Champion model loses the Teleport Crest ability.
•  The Einhyr Hearthguard unit loses the Oathband 

Bodyguard ability.
•  The Hearthkyn Warriors unit loses the Luck Has. Need 

Keeps. Toil Earns ability.
• The Kâhl model loses the Teleport Crest ability. 
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NECRONS

If your Faction is Necrons, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Anrakyr the Traveller
• Hexmark Destroyer
• Imotekh the Stormlord
• Lord
• Overlord
• Royal Warden
• Skorpekh Lord
• Trazyn the Infinite

You can include up to one of the following units:

• Chronomancer
• Illuminor Szeras
• Orikan the Diviner
• Plasmancer
• Psychomancer
• Technomancer

You can include up to three of each of the following units:

• Immortals (5 or 10 models)
• Necron Warriors (10 models)

You can include up to one of each of the following units:

• Deathmarks (5 or 10 models)
• Flayed Ones (5 or 10 models)
• Lychguard (5 or 10 models)
• Skorpekh Destroyers (3 models)

You can include up to one of the following units:

• Ophydian Destroyers (3 models)
• Triarch Praetorians (5 or 10 models)
• Scarab Swarms (3 models)

RULES ADAPTATIONS
•  If Illuminor Szeras or a Skorpekh Lord are your Warlord, 

when setting them up on the battlefield, no other units can be 
set up within the Entry Zone they are set up in.

•  The Anrakyr the Traveller model loses the Mind in the 
Machine ability. 

• The Chronomancer model loses the Chronometron ability.
•  The Hexmark Destroyer model loses the Inescapable 

Death ability.
•  The Imotekh the Stormlord model loses the Grand Strategist 

and Lord of the Storm abilities
• The Lychguard unit loses the Guardian Protocols ability.
•  The Ophydian Destroyers unit loses the Tunnelling 

Horrors ability.
• The Plasmancer model loses the Living Lightning ability.
• The Scarab Swarms unit loses the Self-destruction ability.
•  The Trazyn the Infinite model loses the Ancient 

Collector ability.
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ORKS

If your Faction is Orks, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Beastboss
• Big Mek in Mega Armour
• Big Mek with Kustom Force Field
• Big Mek with Shokk Attack Gun
• Boss Snikrot
• Boss Zagstruk
• Kaptin Badrukk 
• Mad Dok Grotsnik
• Mek
• Painboss
• Painboy
• Warboss
• Warboss in Mega Armour
• Weirdboy
• Wurrboy
• Zodgrod Wortsnagga

You can include up to three of each of the following units:

• Beast Snagga Boyz (10 models)
• Boyz (10 models)

You can include up to one of each of the following units:

• Burna Boyz (5 or 10 models)
• Flash Gitz (5 or 10 models)
• Gretchin (11 models)
• Kommandos (10 models)
• Meganobz (3 or 6 models)
• Nobz (5 or 10 models)
• Stormboyz (5 or 10 models)

FORMING BOARDING SQUADS
•  Do not split Gretchin units into separate units in the Form 

Boarding Squads step.
•  When splitting a Kommandos unit, select one of the resulting 

Boarding Squads to gain the Distraction Grot token (if 
equipped with one). The Boarding Squad without the 
Distraction Grot token loses the Distraction Grot ability.

•  In the Form Boarding Squads step, a Meganobz unit 
containing 6 models is split into two Boarding Squads, each 
containing 3 models.

RULES ADAPTATIONS
•  The Big Mek in Mega Armour model loses the Fix Dat Armour 

Up ability.
•  The Boss Snikrot model loses the Kunnin’ Infiltrator ability.
•  The Boss Zagstruk model loses the Deep Strike and 

Plummeting Descent abilities.
• The Boyz unit loses the Breakin’ Heads ability.
•  The Kommandos unit loses the Sneaky Surprise and Bomb 

Squig abilities.
• The Nobz unit loses the Da Boss’ Ladz ability.
• The Stormboyz unit loses the Deep Strike ability.
•  The Weirdboy model loses the Waaagh! Energy and Da 

Jump abilities.
• The Wurrboy model loses the Waaagh! Energy ability.
•  The Zodgrod Wortsnagga model loses the 

Special Dose ability.
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SPACE MARINES

If your Faction is Adeptus Astartes, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Infantry Character (excluding Pack Leader models)
• Primarch

You can include up to three of each of the following units:

• Assault Intercessor Squad (5 or 10 models)
• Blood Claws (10 models)
• Crusader Squad (5 or 10 models)
• Deathwatch Veterans (5 or 10 models)
• Grey Hunters (5 or 10 models)
• Heavy Intercessor Squad (5 or 10 models)
• Intercessor Squad (5 or 10 models)
• Primaris Crusader Squad (10 models)
• Tactical Squad (10 models)

You can include up to one of each of the following units:

• Aggressor Squad (3 models)
• Assault Squad (5 or 10 models)
• Bladeguard Veteran Squad (3 models)
• Centurion Assault Squad (3 models)
• Command Squad (5 models)
• Death Company Intercessors (5 or 10 models)
• Death Company Marines (5 or 10 models)
• Deathwatch Terminator Squad (5 or 10 models)
• Deathwing Command Squad (5 or 10 models)
• Deathwing Knights (5 or 10 models)
• Deathwing Terminator Squad (5 or 10 models)
• Hounds of Morkai (5 or 10 models)
• Incursor Squad (5 or 10 models)
• Infiltrator Squad (5 or 10 models)
• Infernus Squad (5 or 10 models)
• Primaris Sword Brethren (5 or 10 models)
• Reiver Squad (5 or 10 models)
• Relic Terminator Squad (5 or 10 models)
• Scout Squad (5 or 10 models)
• Scout Sniper Squad (5 or 10 models)
• Sternguard Veteran Squad (5 or 10 models)
• Terminator Assault Squad (5 or 10 models)
• Terminator Squad (5 or 10 models)
• Vanguard Veteran Squad (5 or 10 models)
• Wolf Guard (5 or 10 models)
• Wolf Guard Terminators (5 or 10 models)
• Wulfen (5 or 10 models)

You can include up to one of the following units:

• Eradicator Squad (3 models)
• Hellblaster Squad (5 models)

You can include up to one of the following units:

• Assault Squad with Jump Packs (5 or 10 models)
• Death Company Marines with Jump Packs (5 or 10 models)
• Fenrisian Wolves (5 models)
• Sanguinary Guard (5 or 10 models)
• Skyclaws (5 or 10 models)
• Vanguard Veteran Squad with Jump Packs (5 or 10 models)

RULES ADAPTATIONS
•  Each time a model from your army makes an attack that 

targets the unit you selected for the Oath of Moment Army 
Rule, you can only re-roll the Hit roll as a result of Oath of 
Moment, not the Wound roll.

•  The Assault Squad with Jump Packs unit loses the Deep Strike 
and Hammer of Wrath abilities.

•  The Chief Librarian Tigurius model loses the Master of 
Prescience ability.

• The Command Squad unit loses the Honour or Death ability.
•  The Hellblaster Squad unit loses the For the Chapter! ability.
•  The Intercessor Squad unit loses the Objective 

Secured ability.
• The Jump Pack Captain model loses the Deep Strike ability.
•  The Jump Pack Chaplain model loses the 

Deep Strike and Exhortation of Rage abilities.
•  The Jump Pack Librarian model loses the Deep Strike ability.
•  The Kayvaan Shrike model loses the Deep Strike and Echo of 

the Ravenspire abilities.
•  The Lieutenant with Combi-weapon model loses the Evade and 

Survive ability.
• The Marneus Calgar unit loses the Master Tactician ability.
•  The Phobos Captain model loses the Master of Deceit ability.
•  The Phobos Lieutenant model loses the Deep Strike and 

Shoot and Fade abilities.
•  The Primaris Company Champion model loses the Honour or 

Death ability.
•  The Primaris Apothecary model loses the Gene-seed 

Recovery ability.
• The Reiver Squad unit loses the Reiver Grav-chute ability.
• The Scout Squad unit loses the Guerrilla Tactics ability.
• The Skyclaws unit loses the Deep Strike ability.
• The Sicarius model loses the Lightning Assault ability.
•  The Sternguard Veteran Squad unit loses the 

Bolter Drill ability.
•  The Terminator Assault Squad unit loses the 

Teleport Homer ability.
•  The Terminator Squad unit loses the Teleport Homer ability.
•  The Uriel Ventris model loses the Master of the Fleet ability.
•  The Vanguard Veteran Squad with Jump Packs unit loses the 

Deep Strike ability.
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DARK ANGELS

RULES ADAPTATIONS
• The Azrael model loses the Masterful Tactician ability.
• The Belial model loses the Strikes of Retribution ability.
•  The Deathwatch Terminator Squad unit loses the 

Teleport Homer ability.
•  The Deathwing Command Squad unit loses the Honour or 

Death ability.

DEATHWATCH

RULES ADAPTATIONS
• The Watch Master model loses the Watch Master ability.

BLOOD ANGELS

RULES ADAPTATIONS
• The Astorath model loses the Deep Strike ability.
•  The Death Company Intercessors unit loses the 

Visions of Heresy ability.
•  The Death Company Marines with Jump Packs unit loses the 

Deep Strike ability.
•  The Jump Pack Sanguinary Priest model loses the 

Deep Strike ability.
•  The Sanguinary Guard unit loses the Deep Strike and 

Heirs of Azkaellon abilities.
•  The The Sanguinor model loses the Deep Strike and 

Miraculous Saviour abilities.
•  The Tycho the Lost model loses the Death Vision of 

Sanguinius ability.
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SPACE WOLVES

RULES ADAPTATIONS
•  The Arjac Rockfist model loses the Champion of the 

Kingsguard ability.
• The Logan Grimnar model loses the The Great Wolf ability.
• The Wolf Guard unit loses the Chosen Companions ability.
•  The Wolf Guard Battle Leader in Terminator Armour model 

loses the Huskarl to the Jarl ability.

BLACK TEMPLARS

RULES ADAPTATIONS
•  The High Marshal Helbrecht model loses the 

High Marshal ability.
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T’AU EMPIRE

If your Faction is T'au Empire, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Aun’Shi
• Aun’Va
• Cadre Fireblade
• Commander Farsight
• Darkstrider
• Ethereal

You can include up to three of each of the following units:

• Breacher Team (10 models)
• Kroot Carnivores (10 models)
• Strike Team (10 models)

You can include up to one of each of the following units:

• Pathfinder Team (10 models)
• Tactical Drones (4 models)

If your army includes one or more Kroot Carnivores units, you 
can include up to one of each the following units:

• Kroot Shaper
• Kroot Hounds (4, 8 or 12 models)
• Kroot Farstalkers (12 models)
• Krootox Riders (1, 2 or 3 models)

You can include up to one of the following units:

• Crisis Battlesuits (3 models)
• Stealth Battlesuits (3 models)
• Vespid Stingwings (5 models)

FORMING BOARDING SQUADS
•  In the Form Boarding Squads step, a Kroot Farstalkers unit 

is split into two Boarding Squads, each containing 6 models.
•  In the Form Boarding Squads step, a Kroot Hounds unit 

is split into multiple Boarding Squads, each containing 
4 models.

•  Do not split Krootox Riders units into separate units in the 
Form Boarding Squads step.

RULES ADAPTATIONS
•  The Commander Farsight model loses the Deep Strike, Way of 

the Short Blade and Aggressive Offensive abilities.
•  The Crisis Battlesuits unit loses the Deep Strike and 

Turbo-jets abilities.
•  The Stealth Battlesuits unit loses the Homing Beacon ability.
• The Strike Team unit loses the Cover Fire ability.
• The Tactical Drones unit loses the Deep Strike ability.
•  The Vespid Stingwings unit loses the Deep Strike and 

Airborne Agility abilities.
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THOUSAND SONS

If your Faction is Thousand Sons, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Ahriman
• Exalted Sorcerer
• Infernal Master
• Sorcerer

You can include up to three of each of the following units:

• Cultists* (10 models)
• Rubric Marines (5 or 10 models)
• Tzaangors* (10 models)

*  the combined total number of all of these units cannot be more than twice the 
total number of Rubric Marines units.

You can include up to one of each of the following unit:

• Scarab Occult Terminators (5 or 10 models)

FORMING BOARDING SQUADS
•  Rubric Marines and Scarab Occult Terminators units that do 

not contain an Aspiring Sorcerer or Scarab Occult Sorcerer 
model after you have formed Boarding Squads lose the 
Psyker keyword and any Psychic abilities they have.

•  The following units do not split into separate units in the 
Form Boarding Squads step: 

 ○ Cultists
 ○ Tzaangors

RULES ADAPTATIONS
•  The Cultists unit loses the Pawns of Fate ability.
•  The Exalted Sorcerer model loses the Rebind 

Rubricae ability.
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TYRANIDS

If your Faction is Tyranids, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Broodlord
• Winged Tyranid Prime

You can include up to three of each of the following units:

• Hormagaunts (10 models)
• Termagants (10 models)
• Tyranid Warriors with Melee Bio-weapons (3 models)
• Tyranid Warriors with Ranged Bio-weapons (3 models)

You can include up to one of each of the following unit:

• Genestealers (5 or 10 models)
• Neurogaunts (10 models)
• Tyrant Guard (3 models)

You can include up to one of the following units:

• Lictor
• Deathleaper
• Raveners (3 models)
• Ripper Swarms (3 models)
• Von Ryan’s Leapers (3 models)

You can include up to one of the following units:

• Venomthropes (3 models)
• Zoanthropes (3 models)

FORMING BOARDING SQUADS
•  The following units do not split into separate units in the 

Form Boarding Squads step: 
 ○ Hormagaunts
 ○ Termagants
 ○ Neurogaunts

RULES ADAPTATIONS
• The Lictor model loses the Pheromone Trail ability.
• The Raveners unit loses the Death From Below ability.
• The Ripper Swarms unit loses the Deep Strike ability.
•  The Termagants unit loses the Skulking Horrors ability.
• The Tyrant Guard unit loses the Guardian Organism ability.
•  The Von Ryan’s Leapers unit loses the Pouncing Leap ability.
•  The Winged Tyranid Prime model loses the Deep Strike ability.
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WORLD EATERS

If your Faction is World Eaters, use the following rules:

MUSTERING A BOARDING PATROL
You can include up to one of the following units:

• Khârn the Betrayer
• Master of Executions

You can include up to three of each of the following units:

• Khorne Berzerkers (5 or 10 models)
• Jakhals* (10 models)

*  the combined total number of all of these units cannot be more than twice the 
total number of Khorne Berzerkers units.

You can include up to one of each of the following unit:

• Eightbound (3 models)
• Exalted Eightbound (3 models)
• Spawn (2 models)
• Terminator Squad (5 or 10 models)

FORMING BOARDING SQUADS
•  Do not split Jakhals units into separate units in the Form 

Boarding Squads step.

RULES ADAPTATIONS
•  The Khorne Berzerkers unit loses the Blood Surge ability.
• The Jakhals unit loses the Objective Ravaged ability.
•  The Khârn the Betrayer model loses the The Betrayer ability.
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