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Points

6
5
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3
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149

· Avatar Body

Jetbike w/ Twin Linked Fire Pikes





30

Weapons:
Power Blades: +1 Attack, Ignores Armor Saves



15

Harlequin’s Kiss: Wound on 2+ in HTH, Roll of 6 autokills


10

Master Crafted Shuriken Pistol: Re-roll to hit, +1 attack for 2nd CCW
16

Bio-Explosive Ammunition: Wound on 2+, blast marker S=T, AP=Sv
5

Fire Pike: 2D6+S at Half Range, Rng: 18 S8 AP1 Assault 1


18

Fire Pike: 2D6+S at Half Range, Rng: 18 S8 AP1 Assault 1


18

Fire Pike: 2D6+S at Half Range, Rng: 18 S8 AP1 Assault 1


18

Fire Pike: 2D6+S at Half Range, Rng: 18 S8 AP1 Assault 1


18

Hunter Killer Missile: Krak Missile w/ unlimited Range


15

War Scythe: No saves allowed





10

Armor:
Artificer Armor: 2+ Armor Save





20

Hell Mask: Opponents hit on 6+ in CC unless they pass Ld test

5

Bionics: We’ll be back roll of 6





10

Psychic Hood: D6 + Ld roll off against Psychic Attacks


25

Big Horns: +1 Ld







6

Bionic Bonce: +1 Armor






10

Spiky Bits: Re-Roll 1 miss in each CC




10

Cloak of St Aspira: +1 armor save





20

Grenades:
Frag Grenades: Ignore cover in CC





1

Krak Grenades: S6 vs Vehicles in CC




2

Melta Bombs: 8+2D6 vs Vehicles in CC




5

Hallucinogen Grenades: CC outnumbering 1 grade higher


2

Haywire Grenades: Only used against vehicles



3

Plasma Grenades: ignore cover





2

Tanglefoot Grenades: -1D6 to enemy fallback



4

Photon Grenades: Enemy looses attacks for charging


1

EMP Grenades: Vehicle use only





3

Frag stikkbombs: ignore cover





1

Krak stikkbombs: vehicle close combat




2

Tankbusta Bombs: 2D6+6 AP on Vehicles




3

Super stikkbombs: 10+2D6 AP on Vehicles




5

Blight Grenades: Shrunken Heads, enemy -1 to hit in CC


25

Powers:
Exarch Power Evade: Armor save is now Invulnerable


10

Exarch Power Sustained Assault: +1 attack for every hit in CC, Cumulative 20

Exarch Power Skillful Rider: No Difficult Terrain Rolls


5

Exarch Power Burning Fist: Ignore Armor Saves, Re-roll Wounds in CC
20

Exarch Power Crack Shot: No cover saves and re-roll to wound in shooting 10

Exarch Power Crushing Blow: +1 Strength




10

Exarch Power Surprise Assault: +2 attacks for charging


30

Demonic Visage: Enemies must take morale check in CC


5

Daemonic Mutation: +1 Attack in CC




15

Daemonic Resilience: +1 Toughness





10

Daemonic Essence: +1 Wound





15

Demonic Strength: +1 Strength





10

Feel No Pain: Ignore Wounds on D6 roll of 4+ except in cc vs weapons that ignore armor  

5

Gaze of Flame: Attacking units don’t get +1 attack for charging and –1 ld
15

Enhanced Senses: +1 BS






4

Eye of Tzeentch: 3rd eye, Re-roll 1 armor, to hit, or wound per turn

20

Aura of Doom: Enemies must pass a Ld test before assaulting

3

Psychic Abilities:








Gift of Chaos: Psychic ability, Turn any model in 2” into chaos spawn on D6 roll of their toughness or a 6 instead of shooting or during CC. Invuln saves allowed.











20

Warlock power Enhance: +1 WS, +1 I




15

Psychic Power: Mind War: enemy in 18”, during shooting, D6+Ld, -1W for each over 30

Jewelry:
Terminator Honors: +1 Attack





15

Daemonic Rune: all unsaved attacks of double toughness cause 1 wound
35

Unguents of Warding: 4+ save vs Psychic Powers



10

Gruesome Talisman: Counts at 2 models in CC



2

Medallion Crimson: Negate 1st instant death attack



15

Talisman of Tzeentch: -1Ld for opponents psychic test


5

Warp Talisman: Re-roll 1 psychic test per battle



5

Hexagrammic Wards: Enemy Psychic Tests at –1 Ld


5

Runes of Witnessing: 3D6 and discard highest for psychic test

5

Runes of Warding: enemy psyker in 6” makes test on 3D6 and removes lowest  10

Spirit Stones: Use 2 psychic powers each turn



40

Runic Charm: Re-roll 1 failed saving throw per battle


10

Wolf Tooth Necklace: Always hits on a 3+ in CC



10

Other Stuff:
Scythes: Assaulting models that roll 1’s take S5 hit



10

Spikes n’ Blades: S3 hit in CC when opponent misses


5

Crystal Targeting Matrix: Move, Shoot, Move



30

Red Paint Job: +1 movement






3

Drone Controller w/ 2 Gun Drones: Twin Linked S5 AP5 Assault 1, 18” Pinning
22


Multi Tracker: Fire 2 weapon systems in one turn



10

Target Lock: All weapons fire at different targets



5

Digital Weapons: S4 CC attack at +2I, hit on 4+



10

Toxin Sacks: +1 S







6

Adrenal Glands: +1 WS






4

Augmented Skeleton: +1 T






10
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    Total: 

7
6
7
6
4
7
7
11
0+
    1041

