[image: image2.jpg]



NATIVE HUNTING BEASTS - BY ANDY HOARE

[image: image1.png]Creature
feature



On many worlds inhabited by humans, as well as those under the sway of deviant xenos, native fauna are utilised as hunting beasts or pack animals. These rules allow you to field hunting beasts of your own devising in your army. Examples of such creatures include the Mordant Pit Rat, the Gladehounds of Canak, the Icebacks of Cthelle and the Bloodstalkers of Flotis III. There are no restrictions on which army can take these beasts, so long as they are represented by thematically appropriate models. For example, it may seem odd for a Necron Lord to be accompanied by such a beast, but if it were modelled similar to a Scarab would be perfectly appropriate. Similarly, some of the old Tyranid range could be used to create hunting beasts to accompany a Tyranid Hive Tyrant.
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Points/Model: 7.

Up to four Hunting Beasts may be taken as wargear by any character in the army with access to its armoury. If taken by an independent character, they form a unit with that character but do not prevent that character joining a unit as normal. If selected by a model that is not an independent character, they will form part of the unit that the character belongs to. They are removed if their owner is killed. Hunting beasts move and assault at the same speed as their master. They do not have to take Difficult Terrain tests. They may board the same transport as their master and take a single space each.

SPECIAL RULES

Biodiversity: There are so many different hunting beasts utilised by the different races of the galaxy that to include even a small proportion of them here would be impossible. In order to represent some of their different characteristics, you may chose to upgrade all the beasts taken by a character by choosing one or more of the following upgrades. You must upgrade all of a character’s beasts to represent the same beast – things would get ugly if the pack was made up of different animals.

Agile (+2 points per beast): Each beast has an Initiative of 4.

Vicious (+2 points per beast): Each beast a Weapon Skill of 4.

Snappy (+2 points per beast): Each beast has a Strength of 4.

Alert (+1 point per beast): The beast is able to detect hidden enemy troops. If enemy infiltrators set up within a distance equal to 1D6 for each hunting beast accompanying the character, the character is allowed to take a ‘free’ shot at them (or sound the alarm in a Raid scenario). If the character is part of a unit, the whole unit may shoot. These shots are taken before the game begins and may cause infiltrators to fall back.

Modelling Tip: There are a great many models that could be used for Hunting Beasts, such as Warhounds, Squigs and parts from the Tyranid range.

Forrás: http://uk.games-workshop.com/warhammer40000/creature-feature/7/


