EXPEDITIONARY NAVIGATOR
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Unit Composition
¢ 1 Bxpeditionary Navigator

Unit Type
¢ Infantry (Character)

Wargear

* Archaeotech pistol

¢ Close combat weapon
* Refractor field

« Atherlabe staff

Special Rules

* Navigator Powers

* Fear

* Independent Character

50 POINTS

1 10 6+
Options
* The Navigator may take any of the following:
- Cyber Familiar +15 points
- Nuncio-vox +10 points
- Digital lasers +5 points

The Navigator counts as an Agent of the Emperor/Agent of
the Warmaster on the Age of Darkness allies matrix
provided in The Horus Heresy Book One — Betrayal.
A single Navigator may be taken as an HQ choice in a
Primary Detachment (note that they need not be taken as
part of an Allied Detachment). The model may never be
taken as a compulsory HQ choice or as the army's Warlord.

Wargear

Ztherlabe Staff

Should an enemy unit Deep Strike into play within 12" of
the Navigator, the Navigator and their unit may make a
Snap Shot shooting attack at the arriving unit at the end of
that phase, subject to the normal rules for doing so. If the
enemy unit enters play by way of a Conjuration psychic
power, these Snap Shots are carried out at the firers’
normal BS rather than at BS 1.

Digital lasers : +1 Attaque au CaC

Archaeotech pistol :
Portée 12" F6 PA3 Pistolet, Arme de Maitre

Nuncio-vox :
Pas de déviation pour vos unités arrivant en FeP dans un
rayon de 6" autour d'une unité équipée d'un Nuncio-vox.
Quand une de vos armes de barrage fait feu, vous pouvez
mesurer la ligne de vue (pas la portée) depuis n'importe
quel fig portant un Nuncio-vox.

Un Nuncio-vox doit étre présent sur la table de jeu au
début du Tour ou vous souhaitez ['utiliser, et il ne peut pas
étre utilisé depuis l'intérieur d'un véhicule.

Cyber-familiar :
+1 a la svg invulnérable (max 3+) ou si n'en n'avait aucune
svg invun de 6+.

Permet de relancer les tests de caractéristiques ratés (autre
que test de Cd ou de Terrain Dangereux).

La figurine peut étre représentée ou pas, aucune incidence
en termes de jeu (transport, cohérence, Attaque, etc.).

Navigator Powers

Navigators have a range of powers, one of which may be
attempted in the phase indicated so long as the Navigator
is not engaged in an assault. These powers do not count
as Psychic Powers and the Navigator does not use Warp
Charge points or have access to any Psychic Disciplines.
However, the Navigator does count as a Psyker for the
purposes of rules that work against Psykers, such as
Hatred (Psykers) or weapons that have additional rules
against Psykers.

In order to use a Navigator power, the Navigator must
make a Leadership test. If the test is passed, the chosen
power is used as described. If the test is failed, the power
is not used and the Navigator and their unit is Pinned
(though they do not Go to Ground).

e The Lidless Stare

Use in the controlling player’s Shooting phase,
counting as a shooting attack. Place a template as if the
Navigator was shooting a template weapon. Every
Infantry type model, friend or foe, under the template
must pass an Initiative test. Models that fail the test
suffer an automatic Instant Death wound with no
Armour saves possible.

* Warp Prescience

Use at the beginning of the Shooting phase. Shooting
Attacks directed at the Navigator and their unit that
player turn are made at -1 CT

» Atheric Disruption

Use at the start of the controlling player’s turn. Until
the beginning of their next player turn, all Psykers,
friend or foe, roll three dice and discard the lowest
result for the purposes of Perils of the Warp results.






