
ARMY CARDS



- @ Combine barrage points from all battery
BP to-hit
1-2 6+
3-4 5+

- #Refer to table to compute to-hit: 5-6 4+
7-8 3+
9+ 2+

- Army indication is between parenthesis for optional units.
- PD is point defence (15cm 1D 6+ (0), 360º, always on First Fire)
- Templates are:

* SB: Standard Barrage, 6cm diameter circle.
* LB: Large Barrage, 12cm diameter circle.
* ST: Small Teardrop, 5cm diameter circle ending a 10 cm long triangle.
*LT: Large Teardrop, 6cm diameter circle ending a 25 cm long triangle.

Necron cards break point: "10 (15)" where the value between parenthesis indicates the phase out value. 



True Slann List



Vanguard Battlesuit Infantry (1)  Vanguard Tadpole Knight (4)  
Move: 15 cm Save: 4+f CAF: +5 Move: 25 cm Save: 3+/4+f CAF: +4

Weapon Range Shoot Weapon Range Shoot
Missiles 50cm 2d 4+ (-2) Plasma Flamer * LT - 4+ (-1)

Jump Pack, 4+ Psychic Save Heavy Minigun 25cm 2d 5+ (-1)

Gravguard Battlesuit Infantry (1)  
Move: 15 cm Save: 5+f CAF: +1

Weapon Range Shoot Tadpole Mech Knight (4)  
Gravguard Detachment Laser 75cm 2d 4+ (-1) Tadpole Detachment Move: 25 cm Save: 3+/4+f CAF: +4

Jump Pack Weapon Range Shoot
Plasma Flamer * LT - 4+ (-1)
Heavy Minigun 25cm 2d 5+ (-1)

Gravguard Detachment Tadpole Detachment * Ignores Cover, Warp Jump, Warp Displacement Field

Gravguard Detachment

Break: 8 Morale: 2 Break: 4 Morale: 1
Gold Gold

Vanguard Battlesuit Infantry (1)  Vanguard Frog Knight (4)  
Move: 15 cm Save: 4+f CAF: +5 Move: 20 cm Save: 2+/4+f CAF: +3

Weapon Range Shoot Weapon Range Shoot
Missiles 50cm 2d 4+ (-2) Conversion Cannon 75cm 2d 4+ (-D6)

Jump Pack, 4+ Psychic Save Heavy Minigun 25cm 2d 5+ (-1)

Spawnguard Battlesuit Infantry (1)  
Move: 15 cm Save: 5+f CAF: +3

Weapon Range Shoot Frog Mech Knight (4)  
Spawnguard Detachment Missiles 50cm 1d 4+ (-2) Frog Detachment Move: 20 cm Save: 2+/4+f CAF: +3

Jump Pack Weapon Range Shoot
Conversion Cannon 75cm 2d 4+ (-D6)
Heavy Minigun 25cm 2d 5+ (-1)

Spawnguard Detachment Frog Detachment Warp Jump, Warp Displacement Field


Spawnguard Detachment

Break: 8 Morale: 2 Break: 4 Morale: 1
Gold Gold

Command, HQ, Special, Warp Jump, Warp Displacement 
Field

True Slann

True Slann

True Slann

True Slann

Command, HQ, Special, * Ignores Cover, Warp Jump, Warp 
Displacement Field

Command Vanguard

5 Gravguard Battlesuit Stands

5 Gravguard Battlesuit Stands

5 Gravguard Battlesuit Stands

Command Vanguard

5 Spawnguard Battlesuit Stands

5 Spawnguard Battlesuit Stands

5 Spawnguard Battlesuit Stands

Vanguard Tadpole

3 Tadpole Light Mechs

3 Tadpole Light Mechs

Vanguard Frog 

3 Frog Medium Mechs

3 Frog Medium Mechs



Great Mage Battlesuit Infantry (1)  Great Mage in Frog Infantry (1)  
Move: 15 cm Save: 4+f CAF: +6 Move: 20 cm Save: 2+/4+f CAF: +3

Weapon Range Shoot Weapon Range Shoot
Heavy Minigun 25cm 2d 5+ (-1) Conversion Cannon 75cm 2d 4+ (-D6)

Missiles 50cm 2d 5+ (-2) Heavy Minigun 25cm 2d 5+ (-1)

Break: Model Morale: - Break: Model Morale: -
Gold Gold

Great Mage in Tadpole Infantry (1)  Great Mage in Bullfrog Infantry (1)  
Move: 25 cm Save: 3+/4+f CAF: +4 Move: 15 cm Save: 1+/4+f CAF: +2

Weapon Range Shoot Weapon Range Shoot
Plasma Flamer * LT - 4+ (-1) Conversion Cannon 75cm 2d 4+ (-D6)
Heavy Minigun 25cm 2d 5+ (-1) Heavy Minigun 25cm 2d 5+ (-1)

Neuro-Disruptor Mis* 75cm 2d 4+ (special)
Neuro-Disruptor Mis* 75cm 2d 4+ (special)

Break: Model Morale: - Break: Model Morale: -
Gold Gold

1)Energy Shield:  a psychic energy shield grants a 
3+f Armour Save. Also negate a loss in CC, without 

turning it into victory.
2)See Warp Gate: One detachement within 25cm 
may Warp Jump without LoS, and gains +2 to its 
Warp Jump roll if within 6cm of the Great Mage.
3)Warp Hole:  Physical psychic attack: range 25cm 
and LoS, 1d 3+ (-4).Will down one shield.

True Slann

Command, Fearless, HQ, Warp Jump, Psyker, always pass 
Morale tests, +1 to Initiative roll once per game, Warp 
Jump wihtout LoS, Warp Jump without deviation when 
moving less than 40cm, +2 to Warp Jump roll, grant +2 to 
one detachments Warp Jump roll within 25cm per turn.

True Slann
Warp Displacement Field, Command, Fearless, HQ, Warp 
Jump, Psyker, always pass Morale tests, +1 to Initiative roll 
once per game, Warp Jump wihtout LoS, Warp Jump 
without deviation when moving less than 40cm,+2 to Warp 
Jump roll, grant +2 to one detachments Warp Jump roll 
within 25cm per turn

1)Energy Shield:  a psychic energy shield grants a 
3+f Armour Save. Also negate a loss in CC, without 

turning it into victory.
2)See Warp Gate: One detachement within 25cm 
may Warp Jump without LoS, and gains +2 to its 
Warp Jump roll if within 6cm of the Great Mage.
3)Warp Hole:  Physical psychic attack: range 25cm 
and LoS, 1d 3+ (-4).Will down one shield.

1)Energy Shield:  a psychic energy shield grants a 
3+f Armour Save. Also negate a loss in CC, without 
turning it into victory.
2)See Warp Gate: One detachement within 25cm 
may Warp Jump without LoS, and gains +2 to its 
Warp Jump roll if within 6cm of the Great Mage.
3)Warp Hole:  Physical psychic attack: range 25cm 
and LoS, 1d 3+ (-4).Will down one shield.

1)Energy Shield:  a psychic energy shield grants a 
3+f Armour Save. Also negate a loss in CC, without 
turning it into victory.
2)See Warp Gate: One detachement within 25cm 
may Warp Jump without LoS, and gains +2 to its 
Warp Jump roll if within 6cm of the Great Mage.
3)Warp Hole:  Physical psychic attack: range 25cm 
and LoS, 1d 3+ (-4).Will down one shield.

True Slann
*Ignores Cover, Warp Displacement Field, Command, 
Fearless, HQ, Warp Jump, Psyker, always pass Morale tests, 
+1 to Initiative roll once per game, Warp Jump wihtout 
LoS, Warp Jump without deviation when moving less than 
40cm,+2 to Warp Jump roll, grant +2 to one detachments 
Warp Jump roll within 25cm per turn

True Slann

 * RoF ½, Warp Displacement Field, Command, Fearless, 
HQ, Warp Jump, Psyker, always pass Morale tests, +1 to 
Initiative roll once per game, Warp Jump wihtout LoS, 
Warp Jump without deviation when moving less than 
40cm,+2 to Warp Jump roll, grant +2 to one detachments 
Warp Jump roll within 25cm per turn

Great Mage stand

Great Mage in Tadpole Mech

Great Mage in Frog Mech

Great Mage in Bullfrog Mech



Time Mage Mech Infantry (1)  Dragonking Titan (5)  
Move: 15 cm Save: 1+/4+f CAF: +4 Move: 10 cm Save: Card CAF: +18

Weapon Range Shoot Weapon Range Shoot
Stasis Beam * 75cm 1-2d 4+ - Dragon´s Breath 100cm 8LB 3+ (-4)

Conversion Cannon 75cm 2d 4+ (-D6) Dragon´s Breath 100cm 8LB 3+ (-4)
Heavy Minigun 25cm 2d 5+ (-1) Plasma Burner ** 25cm 4d 5+ (0)

*Special, Warp Jump, Command, HQ, Psyker Striking Asp (left) 50cm 4d 4+ (0)
Striking Asp (right) 50cm 4d 4+ (0)
King Cobra Blaster 50cm 6d 4+ (-3)

Break: Model Morale: - Break: Model Morale: -
Gold Gold

Vanguard Battlesuit Infantry (1)  Komodo Titan (5)  
Move: 15 cm Save: 4+f CAF: +5 Move: 10 cm Save: Card CAF: +14

Weapon Range Shoot Weapon Range Shoot
Missiles 50cm 2d 4+ (-2) Lizard´s Breath 100cm 8SB 3+ (-2)

Jump Pack, 4+ Psychic Save Lizard´s Tongue 20cm LT 3+ (-6)
Plasma Burner ** 25cm 4d 5+ (0)
Striking Asp (left) 50cm 4d 4+ (0)
Striking Asp (right) 50cm 4d 4+ (0)
Coyled Python 50cm 4d 4+ (-3)

Break: 3 Morale: - Break: Model Morale: -
Gold Gold

* scatters 2D6cm & Ignores Cover & Penetrating +2 & D6 
hits on Buildings/Titans/Praetorians, ** Ignores Cover, 
Warp Jump, 3+f Warp Displacement Field, (disabled after a 
Warp Jump), 3+ Psychic, Save, Armour Saves on 2D6 

* scatters 2D6cm & 5 additional templates, touching 2 
previous ones, ** Ignores Cover, Warp Jump, 3+f Warp 
Displacement Field (disabled after a Warp Jump), 3+ 
Psychic Save, Armour Saves on 2D6

True Slann True Slann

True Slann

Target caught in stasis can do nothing. Frozen models may 
escape during every End Phase on 4+ or on 5+ if caught by 
two beams. Titans/praetorians must be hit by two beams 
ÔÏ ÂÅ ÁǟÅÃÔÅÄ ÁÎÄ ×ÉÌÌ ÅÓÃÁÐÅ ÏÎ Á ψϽȟ ÓÉÎÇÌÅ ÓÔÁÓÉÓ ÂÅÁÍ ÉÓ 
treated as a miss.
4ÈÅ 4ÉÍÅ -ÁÇÅ ÉÓ ÁÌÓÏ ÆÒÏÚÅÎ ÁÎÄ ÃÁÎȭÔ ÅÖÅÎ ÓÈÕÔ ÄÏ×Î ÔÈÅ 
stasis until all targets have escaped. Shots on frozen units 
(including Time Mage) are delayed (Record the number 
and TSM of the hits).
Unit engaging a frozen opponent in CC will be frozen CC 
attackers are captured in stasis, and are released only 
when the original target escapes. Resolve all combats as 
soon as the units come out of stasis

True Slann

Time Mage Mech

5 Vanguard Stands 

Dragonking

Komodo



Razorfang Titan (5)  Tadpole Mech Knight (4)  
Move: 10 cm Save: Card CAF: +12 Move: 25 cm Save: 3+/4+f CAF: +4

Weapon Range Shoot Weapon Range Shoot
Plasma Warp Can. * LoS 8LB 3+ (-4) Plasma Flamer * LT - 4+ (-1)
Plasma Burner ** 25cm 4d 5+ (0) Heavy Minigun 25cm 2d 5+ (-1)
Gaus Flayer Cannon 25cm 2d 3+ (-2) * Ignores Cover, Warp Jump, Warp Displacement Field
Conversion Beamer C 100cm 4d 3+ (-D6)

Break: 3 Morale: 2
Gold

Tadpole Mech Knight (4)  
Move: 25 cm Save: 3+/4+f CAF: +4

Weapon Range Shoot
Plasma Flamer * LT - 4+ (-1)
Heavy Minigun 25cm 2d 5+ (-1)

* Ignores Cover, Warp Jump, Warp Displacement Field

Break: Model Morale: - Break: 2 Morale: 1
Gold Gold

Gravguard Battlesuit Infantry (1)  Bullfrog Mech Knight (4)  
Move: 15 cm Save: 5+f CAF: +1 Move: 15 cm Save: 1+/4+f CAF: +2

Weapon Range Shoot Weapon Range Shoot
Laser 75cm 2d 4+ (-1) Conversion Cannon 75cm 2d 4+ (-D6)

Jump Pack Heavy Minigun 25cm 2d 5+ (-1)
Neuro-Disruptor Mis* 75cm 2d 4+ (special)
Neuro-Disruptor Mis* 75cm 2d 4+ (special)

Warp Jump, Warp Displacement Field, * RoF 1/2

Break: 3 Morale: 2 Break: 2 Morale: 1
Gold Gold

Spawnguard Battlesuit Infantry (1)  Bullfrog Mech Knight (4)  
Move: 15 cm Save: 5+f CAF: +3 Move: 20 cm Save: 2+/4+f CAF: +2

Weapon Range Shoot Weapon Range Shoot
Missiles 50cm 1d 4+ (-2) Poison Dart launcher 75cm 3d 4+ (-1)

Jump Pack Warp Jump, Warp Displacement Field, AA, Special 

Break: 3 Morale: 2 Break: 1 Morale: 1
Gold Gold

True SlannTrue Slann

* scatters 2D6cm & Ignores Cover & Destroy Buildings & 
D3 shots against ti-tans/praetorians/buildings, ** Ignores 
Cover, Warp Jump, 3+f Warp Displacement Field (disabled 
after a Warp Jump), 3+ Psychic Save

True Slann

True Slann

True Slann

True Slann

True Slann

Razorfang

5 Gravguard Battlesuit Stands

5 Spawnguard Battlesuit Stands

3 Tadpole Light Mechs

3 Frog Medium Mechs 

3 Bullfrog Heavy Mechs 

1 Poison Dart Frog Mech



Exodus Slann List



Warchief Infantry (1)  Mounted Warchief Cavalry (2)  
Move: 10 cm Save: 5+f CAF: +5 Move: 25 cm Save: 5+ CAF: +5

Weapon Range Shoot Weapon Range Shoot
Ancient Weapons 50cm 2d 5+ (-1) Conversion Beamer 50cm 1d 5+ (-D3)

Command, HQ, Ignores Cover Command, HQ

Warrior Infantry (1)  Exodus Cold One Rider Cavalry (2)  
Move: 10 cm Save: 6+ CAF: +2 Move: 25 cm Save: - CAF: +3

Weapon Range Shoot Weapon Range Shoot
Warrior Detachment Boltcaster Rifle 50cm 1d 5+ (0) Cold One Rider Squad Lightning Lance 25cm 1d 4+ (-1)

Newt Vehicle (3) Exodus Raptor Rider Cavalry (2)  
Warrior Detachment Move: 20 cm Save: 4+ CAF: +0  Raptor Rider Squad Move: 20 cm Save: - CAF: +1

Weapon Range Shoot Weapon Range Shoot
Heavy Boltcaster 25cm 2d 5+ (-1) Multi Boltcaster 25cm 3d 5+ (-1)

Transport 2
Warrior Detachment  Raptor Rider Squad

Break: 9 Morale: 3 Break: 8 Morale: 3
Gold Gold

Warchief Infantry (1)  Warchief Infantry (1)  
Move: 10 cm Save: 5+f CAF: +5 Move: 10 cm Save: 5+f CAF: +5

Weapon Range Shoot Weapon Range Shoot
Ancient Weapons 50cm 2d 5+ (-1) Ancient Weapons 50cm 2d 5+ (-1)

Command, HQ, Ignores Cover Command, HQ, Ignores Cover 

Warp Walker Infantry (1)  Warrior Infantry (1)  
Move: >40 cm Save: 6+ CAF: +4 Move: 10 cm Save: 6+ CAF: +2

Weapon Range Shoot Weapon Range Shoot
Exodus Warp Walker Detachment Boltcaster 25cm 1d 5+ (0) Exodus Mechanized Detachment Boltcaster Rifle 50cm 1d 5+ (0)

Warp Jump 

Newt Vehicle (3) Newt Vehicle (3)
Exodus Warp Walker Detachment Move: 20 cm Save: 4+ CAF: +0 Exodus Mechanized Detachment Move: 20 cm Save: 4+ CAF: +0

Weapon Range Shoot Weapon Range Shoot
Heavy Boltcaster 25cm 2d 5+ (-1) Heavy Boltcaster 25cm 2d 5+ (-1)

Transport 2 Transport 2
Exodus Warp Walker Detachment Exodus Gecko Squadron

Gecko Vehicle (3)
Move: 20 cm Save: 3+ CAF: +2

Weapon Range Shoot
Boltcaster Cannon 50cm 1d 4+ (-2)
Heavy Boltcaster 25cm 2d 5+ (-1)

Break: 9 Morale: 3 Break: 12 Morale: 3
Gold Gold

Exodus Slann

Exodus Slann

Exodus Slann

Exodus Slann

Warchief stand
Command Newt

5 Warrior stands

5 Warrior stands

5 Warrior stands

Warchief stand
Command Newt

5 Warp Walker stands 

5 Warp Walker stands 

5 Warp Walker stands 

Mounted Warchief stand

5 Cold One Rider stands

5 Raptor Rider stands 

5 Raptor Rider stands 

6 Warrior stands
3 Newt APCs

6 Warrior stands
3 Newt APCs

3 Geckos

Warchief stand
Command Newt




