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RENEGADE
Guns clatter. missiles fly and chainblades roar when two giant engines of war duel across the battlefields of Teller-ax
Prime. In our]: epic confrontations, only one will ultimately walk my. Put yuan-self at the helm of an [tapes-inlet
Renegade Knight and march to battle and glory in Imperial Knights.- Renegade!

Imperial Knight-s are towering war engines that dominate
the battlefield. These powerful bipedal machines stand
forty fist-t tall and bear weapons of immense power. Piloting
each is a chivalrous Nohle from one of the lmperium’s
Knight worlds, a valiant warrior of tnternprlar}?r skill who is
honour-bound by ancient oaths to Fight Mankind'senemies
wherever they are found. But sometimes, oaths of loyalty
HIE broken and cast aside. Sometimes. noble warriors
fall from the Emperor's'light into the dark clutches of
treachery and-Chaos. Sometimes. the Imperium’s greatest
heroes turn renegade and become its greatest enemies...

Such a tragedy hefell on the planet of Teller-as Prime. The
Freehlade Knight once known. as the Living Litany fell from
grace and turned to worshipping the Chaos Gods. No one
knows what happened to corrupt this once-valiant hero.
only,r that it has renamed itself Litanj.r of Destruction and
has been leaving a trail of devastation in its wake eve-r nitrous.
To end this threat, the Imperial Knight Ever—Stalwart,
piloted by the legendary Baron Balthazar of House Terran.
hast-trade planetfall on Tellerait Prime with a simple goal:
to hunt down his'falien hrother-in-arms and restore the
honour of the knighrly houses; or die in the attempt!

PREPARING
Imperial Knights: RenegadeIs a simple, quicit and fill; game
where two players take control of one of the deadliest Witt“
machines of the dist Millennium, and duel to the death.
One player controls the Imperial Knight Ever-Stalwart, the
other controls the Renegade Knight Litanv offleamtion.

This game contains:
' 21(11t

:1 Imperial teams 1 Renegade anon
' ‘2 Knight reference cards
- l Sanctum Imperialis
- s dine (1 red and 1 blue)

Renegade uses six—sided dice (sometimes abbreviated to DIE];
Some weapons refer to-a D3 -— roll a-diceand halve'thc
total. rounding Emotions up. You willalso require a. pen,r
papec- and a tape measure or ruler in order hoping.-

PLAYING'THE GALE:
Each turn of the game has-two phases. In the first, both
players plan their actions, audit: the second, they execute
them. Keep repeating this process until the mission
objectives for the scenario you are playing have been
met, and one player is victorious. Rmcgndeinchicles three

‘ InJIlSl’DnS which can be humming: 4 Each details
‘ objectives alongmth.__. should prepare the
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THE PLAN PHASE
During the Plan phase,.each player secretlyY choosesa
nombet of actions from the chart below and writes them
down. A player cannot choose the same action arise in the.
same phase. and the total number of action points'spentfor'
thelr'll-night cannot eitceed three.

ACTION TABLE
Action .-'trt1on Points

1. Snap Attack 1

3-. Rotate Ion _Shltldi l

THE EXECUTE PHASE
In the Execute phase both pIaye'r's. reveal their-choices, and
then carry them out in the order the],T appear on the Action L
table. to Action 1 {Snap Attack) is resolved before-Action 2'
{Alliance} and so on. lfhoth players chose the-same action.
both players should roll a dice, rte-rolling ties! Wheaties-
scotes highest resolves their action first.

3..

Move. Acrtons

can more. it in any direction “Pie the timefipfldfitd by

that action. These distanoesare;

'Advanne: Move up to. 9"
_I' Run: Move up to 2136"
- Charge: Move up to 6"

I-fa Knight mates a Charge action. it will settle means
(see-right] with any melee seaports his-equipped with
immediatelyiafter it has moved.

Knights do not have to be moved in astraight line, but no
part-of the model can be moved more than the distance
specified by the action. When a Knight metros, it cannot
mow, through another Knight or a ruined building — it will
haw: to manoeuvre around them.

Once a Knight has moved, both it'and its Ea: pivot on the.
spot to face each other ~— in a Knight duel, both combatants-
wiil he very careful in present their fore to the. foe. not only
because this ts when: their armourgnd Ion shields aflord
them the most protection but because honour ' ' '
-'i'l:- “hr-.2- Kin-tight rn':lii't-z ohnf 1h. :i‘lsfi:hat-it?.Imtassel-[.5 flue-1'mind



.11.. 2‘ 11111191111111: '
.1. . are three Attacking 1111110115: Snap Attaek, Standard
Ink and Aimed Attack. If a Knight makesa Gharge

' hmm-,‘h'tih't fitso‘ne thhh‘e 'to- matte an attack ants-11
#mMam? finitf nits reaper 1:113:11sattitfirtlr
thunder-trike genetics mpnnt. 1

When attacking. each weapon your Knight is equipped
With thatis tn— rurge can be 11111111. The weaponsyote E11131“.
isequlppeflwirhmnd the ranges theyt'nui he marinate
described on its refisrence card.

For each Weapon. select a location on your enemy‘s location
grid and roll the red and blue dice together. Look up the
result of the red dice on the appropriate row (Aimed,
Standard or Snap Attack) of the Horizontal Aim table and
then look up the result of the blue dies on the Vertical Aim.
tattle to 'see which 11111111111111 hit:

AIM TABLES
HL'Ii'iZLlHi :11 1111111

Aimed Attack «II 112}
{Standard Attack «1'41. «I

H

» Ifthc result is one two or three arrests, then the shot
hat 1111111111111— mute the location of your 111111.111 thatmany
locations 111 the direction shown. So. two arrows pointing
right means more your shot two locations right on the grid.

{3‘ [Hire result on the red dice is a hit,'youi' shot tines not
mete-horizontaliy. but mightstill more vertically. Likewise.
if the result on the blue dice is't. hit. the shot unasn't there
vet-111111111 but the result on the horizontal Chart still applies.
If. 511111score hits on both aiming dice, your shot'ts right on
target- and does not more stall!

Ifthez-final location of year that is hit” thegrid. or on a
location that does-not have any 'renraining-Arrtronr-Foints.
11111111111111: has missed.

' Melts: weapons — the reaperch'aittttwortl anti thunderstrike
gauntlet-newtscatter; this means:that. whenattacking
with one of these weapons, you do not roll thedies —
instead, simply pick the location you wish to strike

Antenna Slaves 1111111 Distant:
Assuming you attack hits a- location._ynur opp-1111111111 tiatt
attempt to avoid damage bypassing an armour sunken
a dice and modify the result by the 12111111111111 Armour
Penetration {AP} value - this can befounti on your
Knight’s reference card. If the score its 5 or more. the
Knight’s shielding has prov-en true, and 111:: damage is
inflicted. On a 4 or less, it fails and that location-suffers
darnitgc Ifthis‘happens the location Instit-a numh'er 9:

'a Knight has sorter-ed thiticai Heritage in six locations

Each circle-1111' a location rep1esents one Armour. 11111.1When 1111 of-a iotzation s Armour Points ate gene, that 5 I" "r '_.
location ts” Critically Damaged Refer to the row on the -"'—'-
Critical Damage table can y'all]? Knight 5 reference chi-d

mat corresponds to the nuniner inside the titties of the
'mnesln: 11111111151115 Imrr'on n'rs-ee eh:- tuidt prone theme
Drainage. Further hits. on that location have no. efl’eet.want.

it finest—eyed .

Target Dhaeured
As Knightstiuelt they hate to navigate through watt-{nan
ruins. A- cunning combatant may well attempt to use such
obstacles as core-1- to protecr themselves 1mm incoming Eire.

When attaching. draw a stra1ght line hemeen the centre 111'
the two Knight 11111111111; If this line Hosea over or through
11111 buildings, your opponentis 11111111111111 anti can add 1 to
any armour saves theyr might have to take from that 11:31:11..-

Itorsn'n Ion Stirs-11:15 ACTION
if a Knight uses this action. then for-the rest of the turn
it can add 1 to any armour saves it might hate to rate. A;
Knighreanuot use this bonus against attacks made-hr a
reaper chainsword or thundersn‘ike gauntlet how-ever -
ion'shields are of no use when struck by these weapons.

1.1—1 ‘2" ‘==.‘_.-.. .- 7.4;. -=‘i11."-
..',.*!.._,-. ..

; _. 1.1121111111111111 “711.1. in: est-111111111 4 11111111111111111 -
1Wsrt Jinn}: Astute softne-plnysr m 113.1 the tests '
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= 111155111: pail ly {if DESH'HCIIG‘H 15 befimyfid once: 5:5. hum-1151mm: lieu—n;Criticalhi Damaged. ifffiuWish tuI phyhsingx '
Knight of your awn cranium,- a full list {If 155:1a pm‘fiifis can be: found on the review: «if this c5111.

CRITICAL DAMAII 1E TABLE

Knight tan Bill)! spend 2 Actionr: I . {harapacc'wlcfipjfln Cannot in: used. Head
IE? ' ('ampac: gcction Points :1 turn.I 2, {each} hondd-xuomleffecLI Tm” wfipgfl C. II I __Lhcusad. I _

' Izfifl‘capdn indictanflan' mp0]; Tum 5mm .. . ., . _
1m HI hgylitmnotbeumfl 19351: {5562111 madam”at“

{Left at "L Elli both” Itft'afm Incaiion’s hay-”chm I I _ _. _ -_
‘ ' ' I ._RIg_,_ Criticaliy Damaged. Samefur right Hm: I” kuwhenfidflncingh

" ' ' :arm locations. Legfisflifin-(bnéh) RmJiBg-m Charging {Lu-5’
minimum of {F}.Tilting 551515 Gan mm mm..- iun shield.



n. .‘ 31113319311151 ' 131113111 01;

’1:- Weapon _ Rangé
fRap1d—vf1re battle unngin 2131"
Thermal 131111911 (1113111311521 311"

" 1111111111 cannon {half mugs}: 1117'
' 11:.1reng3t gatlmg taxman ' ' 11111“

Reaper chains-word _ 5."
Thu-11516131111111 gauntlfl 4"”
T111111 Icarus automnnon 21511"

I-mnsmrm missi1£_;pgd__
HERWIMhher ' '::- -- "

1.3-6"

.1111"

Whammnm

prflfiles given 111:1t The {Nation grid on the heirerse 11f £11121 nudism 3111-110111111].

Sharmsnear 1111:1111 p311“”“‘ "£51- --

111.1115: Damage.
3

13111
111.6.

_. 111
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RafiIdfire W-cannon
1111111 1133111 1111111:



_- - _ MStahIrar-t is equippiid with a rapid—[ire battle written, a reaI'pIel' chainmnd, twoj-heavy$91ts and :1t Iofiffls'
.- é-_ ’ infinitesimal}. Ever-Sinhafl'is Beautiful-Innce six Innsfians h'nwe been Critically Bugged. If gnu wish In p117 using aEnlgln‘.‘

' . of 3mm mm mafion,.a full list.nf weapon profilesan lie fauna an the reverse ul‘ this card

Cannot Ibe used. [trig-hi can only spend 2 Action
Pumis‘ ' alum.

Carapate Weapon

NIn aldditinnal trim-

Len: we 11 and sewndary wen 1: Tom:- Simian _. . . .
(if “it; cannot be used whenpa T (each) ND Jddm‘mal Em

both left arm localiuns have been - .
I‘llri'tilrrall'}.r Damaged. Same for right

arm locations.
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The following rules enable you to play a game of Imperial Knights: Renegade by simply replacing one, or both of the 
Knight models with a Wraithknight or a KV128 Stormsurge. The reference cards for both, which also include all their 
weapon profiles, are also included. It only requires a small handful of modifications of the rules to use these titanic 
war machines in place of an Imperial Knight, which are detailed below:

MOVE ACTIONS 
Wraithknights are swifter than Imperial or Renegade 
Knights, and so can move 12” when Advancing. KV128 
Stormsurges by comparison are slower, and can only move 
6” when advancing.

SPECIAL ACTION 
Neither a KV128 Stormsurge nor a Wraithknight have ion 
shields, and as a result neither can perform the Rotate Ion 
Shields action. Instead, each can perform its own special 
action. A KV128 Stormsurge can perform the Activate Target 
Lock action, whilst a Wraithknight can perform the Engage 
Wraithsight action. Both cost 1 Action Point and are 
resolved at the same time as an Imperial or Renegade 
Knight would perform the Rotate Ion Shields action.

KV128 STORMSURGE 
Here you can find all the profiles for the weapons that can 
be equipped by a KV128 Stormsurge. If you are playing 
Imperial Knights: Renegade using a KV128 Stormsurge of 

your own creation, simply look at the weapons on your 
model and use the appropriate profiles given below. The 
location grid on the reverse of this card is used as normal. 

*A KV128 Stormsurge can only fire one Destroyer Missile each turn, 
and can only fire 4 over the course of the battle. Each time a Destroyer 
Missile is fired, make a note on location 7 or 8 – each of which starts 
the battle for 2 missiles each. Once a location has fired both its missiles, 
it cannot fire any more.

WRAITHKNIGHT 
Here you can find all the profiles for the weapons that can 
be equipped by a Wraithknight. If you are playing Imperial 
Knights: Renegade using a Wraithknight of your own 

creation, simply look at the weapons on your model and 
use the appropriate profiles given below. The location grid 
on the reverse of this card is used as normal.

KV128 STORMSURGE SPECIAL ACTION

WRAITHKNIGHT SPECIAL ACTION

Activate Target Lock: Enemy has -1 to save rolls for rest 
of phase.

Engage Wraithsight: Until the end of the turn this 
Wraithknight will always perform its action first if both 
players chose the same action – there is no need to 
roll-off (if both players have a Wraithknight and both 
perform this action, roll-off as normal).

WEAPON RANGE AP DAMAGE

Pulse Blastcannon 36” -1 D6

Pulse Driver Cannon 24” 0 2

18” -1 3

12” -2 4

Cluster Rocket 
System

30” 0 D3

Destroyer Missiles* 36” -1 D6

Smart Missile 
System

24” -1 1

Twin Flamers 12” 0 D3

Twin Burst Cannons 18” 0 1

Tiwn Airbursting - 
Fragmentation 
Projectors

12” 0 2

WEAPON RANGE AP DAMAGE

Suncannon 26” -2 D3

Heavy Wraithcannon 26” -1 3

Ghostglaive 6” -2 3 (no scatter)

Scatter Laser 26” 0 1

Shuriken Cannon 18” 0 1 (2 if shot didn’t scatter)

Starcannon 18” -1 1

Scattershield n/a n/a n/a  – A Wraithknight with a scattershield adds 1 to all armour 
saves it takes.

mun:nwnnr
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"if” LORDS OF WAR
WRAITHKNIGHTS AND STORMSURGES IN

IMPERIAL KNIGHTS: RENEGADE
The following rules enable you to play a game of Imperial Knights: Renegade by simply replacing one, or both of the
Knight models with a Wraithknight or a KV128 Stormsurge. The reference cards for both, which also include all their
weapon profiles, are also included. It only requires a small handful of modifications of the rules to use these titanic
war machines in place of an Imperial Knight, which are detailed below:

MOVE ACTIONS
Wraithknights are swifter than Imperial or Renegade
Knights, and so can move 12" when Advancing. KV128
Stormsurges by comparison are slower, and can only move
6" when advancing.

KV128 STORMSURGE SPECIAL ACTION

Activate Target Lock: Enemy has —1 to save rolls for rest
of phase.

WRAITHKNIGHT SPECIAL ACTION

Engage Wraithsight: Until the end of the turn this
Wraithknight will always perform its action first if both
players chose the same action — there is no need to
roll—off (if both players have a Wraithknight and both
perform this action, roll—off as normal].

SPECIAL ACTION
Neither a KV128 Stormsurge nor a Wraithknight have ion
shields, and as a result neither can perform the Rotate Ion
Shields action. Instead, each can perform its own special
action. A KV128 Stormsurge can perform the Activate Target
Lock action, whilst a Wraithknight can perform the Engage
Wraithsight action. Both cost 1 Action Point and are
resolved at the same time as an Imperial or Renegade
Knight would perform the Rotate Ion Shields action.

RENEGADES: WEAPON PROFILES
KV128 STORMSURGE
Here you can find all the profiles for the weapons that can
be equipped by a KV128 Stormsurge. If you are playing
Imperial Knights: Renegade using a KV128 Stormsurge of

WEAPON RANGE
36"

AP

—1

DAMAGE

Pulse Blastcannon D6

Cluster Rocket
System

30" 0 D3

Smart Missile 24”
System

Twin Burst Cannons l8" 0 I

_] II: N E O I ._]

Here you can find all the profiles for the weapons that can
be equipped by a Wraithknight. If you are playing Imperial
Knights: Renegade using a Wraithknight of your own

WEAPON RANGE AP

Suncannon 26" —2 D3

your own creation, simply look at the weapons on your
model and use the appropriate profiles given below. The
location grid on the reverse of this card is used as normal.

*A KV128 Stormsurye can only fire one Destroyer Missile each turn,
and can only fire 4 over the course of the battle. Each time a Destroyer
Missile is fired, make a note on location 7 or 8 — each of which starts
the battle for 2 missiles each. Once a location has fired both its missiles,
it cannot fire any more.

creation, simply look at the weapons on your model and
use the appropriate profiles given below. The location grid
on the reverse of this card is used as normal.

DAMAGE

Ghostglaive 6" 3 [no scatter]

Shuriken Cannon 18" 0 1 [2 if shot didn't scatter)

Scattershield n/a n/a — A Wraithknight with a scattershield adds 1 to all armour
saves it takes.

n/a

;
' ' 19.1,?»
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NEW RULES

Hammer of T’au is equipped with a pulse blastcannon, two smart missile systems, 2 cluster rocket systems, 4 
destroyer missiles and a twin burst cannon. Hammer of T’au is Destroyed once six locations have been Critically 
Damaged. If you wish to use a KV128 Stormsurge your own creation, a full list of weapon profiles can be found on the 
reverse of this card. 

CRITICAL DAMAGE TABLE

Location Effect

1L 
and 
1R

Smart Missile Mounts
Left weapon cannot be used when left mount has been Critically Damaged. Same for 
right mount.

2 Primary Weapon Cannot be used.

3 Head KV128 Stormsurge can only spend 2 Action Points a turn.

4 Targetting Array Cannot activate target lock.

5L 
and 
5R

Cluster Rocket 
Mounts (Left or Right)

Left weapon cannot be used when left mount has been Critically Damaged. Same for 
right mount.

Location Effect

6 Torso Section (each) No additional effect.

7L 
and 
7R

Destroyer Missile 
Mounts (Left and 
Right)

Remaining Destroyer Missiles cannot be fired when left weapon mount Critically 
Damaged. Same for right weapon mount, but secondary weapons can also not be used 
when Critically Damaged.

8 Leg Section (each) Move 1” less when Advancing, Running or Charging (to a minimum of 0”).

Permission to print for personal use only. © Games Workshop Ltd 2016

Weapon Range AP Damage

Smart Missile System 24” -1 1

Twin Burst Cannons 18” 0 1

Weapon Range AP Damage

Pulse Blastcannon 36” -1 D6

Cluster Rocket System 30” 0 D3

Destroyer Missiles* 36” -1 D6

Hammer of T’au is equipped with a pulse blastcannon, two smart missile systems, 2 cluster rocket systems, 4
destroyer missiles and a twin burst cannon. Hammer of T’au is Destroyed once six locations have been Critically
Damaged. If you wish to use a KV128 Stormsurge your own creation, a full list of weapon profiles can be found on the
reverse of this card.

Location

Smart Missile Mounts

CRITICAL DAMAGE TABLE

Left weapon cannot be used when left mount has been Critically Damaged. Same for
right mount.

Primary Weapon Cannot be used.

5L
and
5R

KV128 Stormsurge can only spend 2 Action Points a turn.

Cluster Rocket
Mounts (Left or Right)

Left weapon cannot be used when left mount has been Critically Damaged. Same for
right mount.

Location

Torso Section (each)

Effect

No additional effect.

Destroyer Missile
Mounts (Left and
Right)

Remaining Destroyer Missiles cannot be fired when left weapon mount Critically
Damaged. Same for right weapon mount, but secondary weapons can also not be used
when Critically Damaged.

Leg Section (each) Move 1" less when Advancing, Running or Charging (to a minimum of 0").

Permission to print for personal use only. © Games Workshop Ltd 2016
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Vaul’s Sword is equipped with a ghostglaive, a scattershield and two scatter lasers. Vaul’s Sword is Destroyed once 
six locations have been Critically Damaged. If you wish to use a Wraithknight of your own creation, a full list of 
weapon profiles can be found on the reverse of this card.

CRITICAL DAMAGE TABLE

Location Effect

1 Shoulder Pauldron No additional effect.

2L 
and 
2R

Shoulder Mount
Left weapon cannot be used when left shoulder mount has been Critically Damaged. 
Same for right shoulder mount.

3 Head Wraithknight can only spend 2 Action Points a turn.

4L 
and 
4R

Arm (Left or Right)
Left weapon cannot be used when both left arm locations have been Critically 
Damaged. Same for right arm.

Location Effect

5 Torso Section (each) No additional effect.

6 Waystone Cannot engage wraithsight.

7 Leg Section (each) Move 1” less when Advancing, Running or Charging (to a minimum of 0”).

Permission to print for personal use only. © Games Workshop Ltd 2016

Weapon Range AP Damage

Ghostglaive 6” -2 3 (no scatter)

Scatter Laser 26” 0 1

Scattershield n/a n/a n/a - A Wraithknight with a Scattershield adds 1 to all armour saves it takes.

"FWRAI’THKNIsHFr: VAUL’s‘sw RD "wFFuF
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Vaul’s Sword is equipped with a ghostglaive, a scattershield and two scatter lasers. Vaul’s Sword is Destroyed once
six locations have been Critically Damaged. If you wish to use a Wraithknight of your own creation, a full list of
weapon profiles can be found on the reverse of this card.

=JL IIL II A II J" J]—T__

CRITICAL DAMAGE TABLE

Location Effect

1 Shoulder Pauldron No additional effect.

2L Left weapon cannot be used when left shoulder mount has been Critically Damaged.and Shoulder Mount .2R Same for right shoulder mount.

L3 Head Wraithknight can only spend 2 Action Points a turn.

4L . Left weapon cannot be used when both left arm locations have been Criticallyand Arm (Left or nht) .4R Damaged. Same for right arm.

Location

Torso Section (each)

Effect

No additional effect.

Waystone Cannot engage wraithsight.

Leg Section (each) Move 1" less when Advancing, Running or Charging (to a minimum of 0”).

5

7
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NEW RULES

LORDS OF WAR: REDUX
With Imperial Knights: Renegade game re-released this month, and with two amazing new 
Imperial Knight kits available too, what better time for some exclusive new rules to bring some 
more of the 41st Millennium’s gigantic machineries of war into the fray? 

ver since Imperial Knights: Renegade 
first appeared we’ve been getting 
requests for new rules. With the game 
itself re-released this month and two 

gigantic new Knight kits available, we’d be 
fools not to give you rules for using Knights 
Valiant and Knights Castellan in the game – so 
here they are! What’s more, we’ve got rules for 
the Ork Gorkanaut, too. You can find all the 
rules for using these models in your games 
below, and reference cards for them over the 
following few pages.

MOVE ACTIONS 
Dominus-class Knights and Gorkanauts are 
considerably heavier and less agile than most 
other large walkers (such as the Questoris-class 
Knights in the standard game), though their 
increased durability compensates for this 
weakness, granting them more Armour Points 
in certain locations. As such, Knights Valiant, 
Knights Castellan and Gorkanauts can only 
move 6" when they make an Advance action, 
and D6" when they make a Run action.

DOMINUS-CLASS KNIGHT UNIQUE WEAPON RULES 
Conflagration Cannon: If the final location of 
an attack made with a conflagration cannon is 
on the grid (even if it has no Armour Points 
remaining), your opponent must pass an 
armour save for each adjacent location, both 
horizontally and vertically, or the location 
being rolled for suffers 1 Damage.

Shieldbreaker Missile Rack: Each 
shieldbreaker missile rack can fire two 
shieldbreaker missiles over the course of the 
battle, and only one missile can be fired by the 
model per turn. Each time a siegebreaker 
missile is fired, make a note on location 1L, 1R 
or 2. Once a location has fired both its missiles, 
it cannot fire any more.

GORKANAUT UNIQUE WEAPON RULES 
Klaw of Gork (or possibly Mork): This weapon 
has two profiles – Crush and Smash. Each time 
a Gorkanaut makes an Attacking action with its 
klaw of Gork (or possibly Mork), you can 
choose to attack once with its Crush profile or 
attack twice with its Smash profile).

E

SPECIAL ACTION
This following action 
replaces the Rotate 
Ion Shields action for 
Gorkanauts. It costs 
1 Action Point and is 
resolved at the same 
time as the Rotate Ion 
Shields action.

’Ere We Go: Until the 
end of the turn, this 
Gorkanaut will always 
perform the Standard 
Attack and Charge 
actions first if both 
players chose the same 
action – there is no need 
to roll off. However, if 
both players have a 
Gorkanaut and both 
perform this action (or 
have a Wraithknight that 
performed the Engage 
Wraithsight action), 
roll off as normal. A 
Gorkanaut that performs 
this action moves 
6+D6" if it makes a 
Charge action later that 
turn.

LURDS OF WAR: REDUX
With Imperial Knights: Renegade game re-released this month, and with two amazing new
Imperial Knight kits available too, what better time for some exclusive new rules to bring some
more of the 41st Millennium’s gigantic machineries of war into the fray?
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ver sinceWlmperial Knights: Renegade
first appeared we've been getting
requests for new rules. With the game
itself re—released this month and two

gigantic new Knight kits available, we'd be
fools not to give you rules for using Knights
Valiant and Knights Castellan in the game — so
here they are! What’s more, we’ve got rules for
the Ork Gorkanaut, too. You can find all the
rules for using these models in your games
below, and reference cards for them over the
following few pages.

MUIIE ACTIONS
Dominus—class Knights and Gorkanauts are
considerably heavier and less agile than most
other large walkers (such as the Questoris—class
Knights in the standard game), though their
increased durability compensates for this
weakness, granting them more Armour Points
in certain locations. As such, Knights Valiant,
Knights Castellan and Gorkanauts can only
move 6" when they make an Advance action,
and D6" when they make a Run action.

,“\‘\\“/ III)“.
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DUMINUS- CLASS KNIGHT UNIllUE WEAPUN RULES
Conflagration Cannon: If the final location of
an attack made with a conflagration cannon is
on the grid (even if it has no Armour Points
remaining), your opponent must pass an
armour save for each adjacent location, both
horizontally and vertically, or the location
being rolled for suffers 1 Damage.

Shieldbreaker Missile Rack: Each
Shieldbreaker missile rack can fire two
Shieldbreaker missiles over the course of the
battle, and only one missile can be fired by the
model per turn. Each time a siegebreaker
missile is fired, make a note on location 1L, 1R
or 2. Once a location has fired both its missiles,
it cannot fire any more.

GURKANAUT UNIUUE WEAPUN RULES
Klaw of Gork (or possibly Mork): This weapon
has two profiles — Crush and Smash. Each time
a Gorkanaut makes an Attacking action with its
klaw of Gork (or possibly Mork), you can
choose to attack once with its Crush profile or
attack twice with its Smash profile).
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GORKANAUT: GORK’S MAUL
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Gork’s Maul is equipped with a deffstorm mega-shoota, two twin big shootas, a twin rokkit launcha, a skorcha and a klaw of 
Gork (or possibly Mork). Gork’s Maul is Destroyed once six locations have been Critically Damaged. Each time a location 
is Critically Damaged, roll a D6: on a 1-5, it is Critically Damaged as normal; on a 6, Grot Riggers fix that location and it 
remains on 1 Armour Point instead.
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WHITE
DWARF
EXCLUSIVE

WEAPON RANGE AP DAMAGE
Deffstorm mega-shoota 18” 0 2D3
Twin big shootas (x2) 18” 0 2
Twin rokkit launcha 24” 0 2

WEAPON RANGE AP DAMAGE
Skorcha 10” 0 D3
Klaw of Gork (or possibly 
Mork) – Crush

6” -3 D6 (no 
scatter)

Klaw of Gork (or possibly 
Mork) – Smash

6” -1 D3 (no 
scatter)CRITICAL DAMAGE TABLE

LOCATION EFFECT
1 Rokkit Launcha Mount Cannot be used.
2 houlder Section (each) No additional effect.
3 Head Gorkanaut can only spend 2 Action 

Points a turn.
4 Left Arm Deffstorm mega-shoota cannot be 

used when both left arm locations 
have been Critically Damaged.

CRITICAL DAMAGE TABLE (CONT.)
LOCATION EFFECT

5 Right Arm Klaw of Gork (or possibly Mork) and two 
twin big shootas cannot be used when 
all three right arm locations have been 
Critically Damaged.

6 Torso Weapon Skorcha cannot be used.
7 Leg Section (each) Move 1” less when Advancing, Running 

or Charging (to a minimum of 0”).
8 Torso Section (each) No additional effect. Skorcha cannot be 

used.
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Gork's Maul is equipped with a deffstorm mega—shoota, two twin big shootas, a twin rokkit launcha, a skorcha and a klaw of_
Gork (or possibly Mork). Gork’s Maul is Destroyed once six locations have been Critically Damaged. Each time a location
is Critically Damaged, roll a D6: on a 1—5, it is Critically Damaged as normal; on a 6, Grot Riggers fix that location and it
remains on 1 Armour Point instead.

1-.
—

' nAMAcE "0|\l -- ml RANGE
Deffstorm mega-shoota 18" 0 2D3 Skorcha 10" D3
win big shootas (x2) 18" Klaw of Gork (or possibly ;. D6 (no

Twin rokkit launcha 24" o 2 1- ' — Crush atter)
Klaw of Gork (or possibly 6" -1 D3 (no

CRITICAL DAMAGE TABLE Mork) -Smash scatter)
LOCATIIIN EFFECT

Hokkit Launcha Mount Cannot be used. CRITICAL DAMAGE TABLE (CON-L)
houlder Section (each) No additional effect. - [OCATIUN EFFECT
Head Gorkanaut can only spend 2 Action 5 Right Arm Klaw of Gork (or possibly Mork) and two

Points a turn. twin big shootas cannot be used when

Left Arm Deffstorm mega-shoota cannot b all-three right arm locations have been
* used when both left arm locatio Critically Damaged.

have been Critically Damaged. orcha cannot be used.
7 Leg Section (each) Move 1" less when Advancing, Running

‘ or Charging (to a minimum of 0").
;.i" 1:.- . 8 Torso Section (each) No additional effect. Skorcha cannot be

‘ g i». -' ‘ used.
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NEW RULES
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KNIGHT VALIANT: ADAMANT WRATH
Adamant Wrath is equipped with a thundercoil harpoon, a conflagaration cannon, a twin siegebreaker cannon, two twin 
meltaguns and two shieldbreaker missile racks. The Knight Valiant is Destroyed once six locations have been Critically 
Damaged. You can replace one of the Knight Valiant’s shieldbreaker missile racks with another twin siegebreaker cannon.
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WEAPON RANGE AP DAMAGE
Thundercoil harpoon 6” -3 D6+1
Conflagration cannon 10” -1 D3

WEAPON RANGE AP DAMAGE
Twin siegebreaker cannon 26” 0 D3
Twin meltagun (x2) 12” -1 2
Shieldbreaker missile 30” -3 2

CRITICAL DAMAGE TABLE
LOCATION EFFECT

1L 
and 
1R

Shoulder Weapon 
(Left or Right)

Cannot be used.

2 Shoulder Section 
(each)

Cannot be used.

3 Carapace Section 
(each)

No additional effect.

4L 
and 
4R

Arm (Left or Right) Left weapon cannot be used when 
both left arm locations have been 
Critically Damaged. Same for right arm 
locations.

CRITICAL DAMAGE TABLE (CONT.)
LOCATION EFFECT

5L 
and 
5R

Right Arm Twin 
Meltagun Mount  
(Left or Right)

Cannot be used.

6 Head Knight can only spend 2 Action Points a 
turn.

7 Leg Section (each) Knight can only spend 2 Action Points a 
turn.

8 Leg Section (each) Move 1” less when Advancing, Running 
or Charging (to a minimum of 0”).

V " a}, W3; quiz" 3.7.1.
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” Thundercoil harpoon Twin siegebreaker cannon 26"
Conflagration cannon 10" -1 D3 Twin meltagun (x2) 12" -1 2

' 1

I I 17%“ * Shieldbreaker missile 30" -3 2
CRITICAL DAMAGE TABLE

LOCATIO|lI EEEECT CRITICAL DAMAGE TABLE (CONT.)
5'??? 1L Shoulder Weapon Cannot be used. LOCATION EFFECT

’5 and (Left or Right) 5L Right Arm Twin Cannot be used.
‘4' 1B and Meltagun Mount

. 2 5H (Left or Right)

j 5 3 Carapace Section No additional effect.
‘ (each) 7 Leg Section (each) Knight can only spend 2 Action Points a

Arm (Left or Right) Left weapon cannot be used when turn.
both left arm locations have been 8 Leg Section (each) Move 1" less when Advancing, Running
Critically Damaged. Same for right arm ' or Charging (to a minimum of 0").
locations. '
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KNIGHT CASTELLAN: PRIDE OF KOLOSSI
Pride of Kolossi is equipped with a plasma decimator, a volcano lance, two shieldbreaker missile racks, two twin meltaguns 
and two twin siegebreaker cannons. The Knight Castellan is Destroyed once six locations have been Critically Damaged. 
You can replace one of the Knight Castellan’s twin siegebreaker cannons with another shieldbreaker missile rack.

WHITE
DWARF
EXCLUSIVE

WEAPON RANGE AP DAMAGE
Plasma decimator 20” -1 D6
Volcano lance 30” -3 2D3

WEAPON RANGE AP DAMAGE
Twin siegebreaker cannon 26” 0 D3
Twin meltagun (x2) 12” -1 2
Shieldbreaker missile 30” -3 2

CRITICAL DAMAGE TABLE
LOCATION EFFECT

1L 
and 
1R

Shoulder Weapon 
(Left or Right)

Cannot be used.

2 Carapace Weapon Cannot be used.
3 Carapace Section 

(each)
No additional effect.

4L 
and 
4R

Arm (Left or Right) Left weapon and secondary weapon 
(if any), cannot be used when both 
left arm locations have been Critically 
Damaged. Same for right arm 
locations.

CRITICAL DAMAGE TABLE (CONT.)
LOCATION EFFECT

5 Head Knight can only spend 2 Action Points a 
turn.

6 Torso Weapon Cannot be used.
7 Torso Section (each) No additional effect.

8 Leg Section (each) Move 1” less when Advancing, Running 
or Charging (to a minimum of 0”).
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Plasma decimator Twin siegebreaker cannon
Volcano lance 30" -3 2D3 Twin meltagun (x2) 12" -1

Shieldbreaker missile 30" -3
CRITICAL DAMAGE TABLE

mum,“ mm CRITICAL DAMAGE TABLE (com)
1L Shoulder Weapon Cannot be used. LOCATION EFFECT .1
and (Left or Right) 5 Head Knight can only spend 2 Action Points a f
1R turn.

, 3 Carapace Section No additional effect. Torso Section (each) No additional effect.
:3." (each)

- '4L Arm (Left or Right) Left weapon and secondary weapon J - . Section (each) Move 1" less when Advancing, Running
and (if any), cannot be used when both or Charging (to a minimum of 0").
4R left arm locations have been Critically '

.. '1“ - Damaged. Same for right arm
‘ locations. 3. ‘
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