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Q1 - The Company Commander does not have a Refractor Field – is this 
intentional? 
Yes – the concept of preserving the life of a Krieg Guardsman is alien to the 
army; as a Company Commander embodies the Krieg way of war it would be 
odd to give him wargear designed to keep him alive in an army designed to 
crush an enemy into submission through weight of numbers. 
 
Q2 - If 3 Heavy Mortars or Quad Launchers, or a 3-gun Ordnance Battery, are 
chosen as a single Elites or Heavy Support choice, do they form a single unit? 
In all three cases, follow the rules given in the Warhammer 40,000 rulebook 
for artillery units. The Mortar/Quad Launcher battery form a single unit and is 
Immobile unless a Centaur is chosen for each and every artillery piece – a 3-
man crew can easily ride in the Centaur towing their gun, but should you wish 
to move a battery that contains fewer Centaurs than Artillery pieces, count the 
‘loose’ weapon as an Immobalised vehicle in a squadron as per the rulebook 
(ie it is destroyed). 
 
In the case of the Ordnance Battery, apply the same rule with the sole 
exception of their Trojans being free to select as per the army list entry. Note 
that the rules and points value for a Trojan can be found in Imperial Armour 
Apocalypse II rather than IA 1 as stated. Refer to pages 14 and 15 of IAA2 for 
more information on using these units in a Codex: Imperial Guard army. 
 
Q3 - The update does not have an option for Infantry Squad Sergeants to take 
a lasgun, despite the models being supplied thus armed – is this intentional? 
No – any Infantry Squad Sergeant may take a Laspistol and Close Combat 
Weapon OR Lasgun at no additional cost. The wargear list should read: 

·  Flak Armour 
·  Lasgun (Watchmaster may select a Lasgun or Laspistol; Commisar 

has a Bolt Pistol instead) 
 
Q4 - How does the ‘Combined Squads’ rule work with Heavy Weapons 
Squads? The rule stated in Codex: Imperial Guard specifically says that it only 
applies to Infantry Squads, should I follow the letter of the rule? 
Both Infantry Squads and Heavy Weapons Squads taken as part of the same 
Platoon may be combined in a Death Korps Siege Regiment army, as 
otherwise described in Codex: Imperial Guard. Note that this Combined 
Squad may not be later split up, and may only fire at a single target. 



 
Q5 - What happens if an enemy surround the Hades Breaching Drill when it 
appears, and there is no room for the Engineer Squad to deploy in their turn? 
Do they wait, or is the squad destroyed 
Note that the deployment rules for a Hades Drill specifically states that while 
the squad automatically arrives the turn after the Drill emerges, they ‘may be 
moved onto the table’. They do not arrive via Deep Strike, and may wait in 
their tunnel until they can emerge. Obviously if they are not able to emerge 
and the game ends before they move onto the table, the squad is treated as 
remaining in reserve as per the rulebook and counts as destroyed – after all, 
no enemy would simply sit and wait for anything else to pop up after the huge 
melta drill… 
Essentially, the Hades Drill should be used as agressively as possible to allow 
the Engineers to emerge – it’s a huge drill with a melta gun on the front, after 
all!! 
 
Q6 – Does the Hades Drill count as a Troops choice for the purposes of the 
Force Organisation Chart slots? Ie, can my army take 6 Engineer squads 
AND 6 Hades Drills? 
The text in the unit entry should read ‘You may take one Hades Breaching 
Drill for every Death Korps Engineer Squad in your army – while these units 
count as a Troops choice in a Death Korps army, they do not use up a Force 
Organisation slot. 
 
Q7 - Does the Centaur’s Hull Mount rule mean that the weapon used counts 
as a vehicle weapon that can be affected by a Weapon Destroyed result? 
No – it allows the squad to fire their Heavy Weapon while the Centaur moves 
and cannot be affected by Weapon Destroyed results. 
 
Q8 - The rules for the Cyclops imply that it automatically detonates in the 
Krieg players’ shooting phase – am I correct in assuming that the player can 
choose when to detonate it, and may choose to do so in any of their shooting 
phases? 
The controlling player may choose to detonate the Cyclops at any point in any 
of their Shooting Phases, and its template does not scatter but is centred on 
the vehicle (which is removed after the effects of the explosion are 
determined). The boxout rules should contains the following paragraph: 
 
Demo-Charge: The Cyclops carries a demolition charge that detonates when 
the vehicle reaches its’ target. In any of the owning players’ Shooting Phases 
they may choose to detonate it if they wish. When this occurs, centre the 5’’ 
template on the Cyclops. Do not roll for scatter. Anything under the template 
is hit by a Strength 8 AP 3 attack. Do not halve the Strength as you normally 
would against targets with an Armour value that are not under the centre iof 
the template – it always strikes at full strength. The Cyclops itself is destroyed 
in the explosion, so remove it from play. 
 
Q9 - Is the Cyclops a separate unit to the operator? And if so, would each 
Cyclops in a squadron be counted as a separate unit? If either of the above 



are true, how do Kill Points work, and do I pay 25pts for the Cyclops and 
25pts for the Operator? 
The Cyclops is a separate unit for the purposes of Squad Coherency and 
shooting, but not for army selection purposes – so a shooting attack against 
the Operator would not affect the Cyclops and vice versa, and the points cost 
‘Per Model’ means that 25pts buys 1 Cyclops and 1 Operator in a squadron of 
between 1 and 3 vehicle/operator pairs. You do not grant your opponent a Kill 
Point by detonating the Cyclops, and conversely your opponent can only gain 
a Kill Point by killing the Operator. 
 
Q10 - The entry for the Earthshaker and Medusa in the Update does not allow 
the option of taking Camo Netting, but the original entry in Imperial Armour 
Volume 1 and the IA1 Update does. Can Death Korps armies take Camo 
Netting for these guns? 
Yes – this should have been listed at +30pts per gun. 
 
Q11 - Do the rules in IA5 regarding randomising missile hits between the 
Artillery Piece and its’ Crew still apply? This rule states that the hit strikes the 
gun on a 1-4 and strikes the crew on a 5-6? 
Yes – with the exception of the Big Guns rule which gives these weapons an 
Armour Value of 11 rather than 10, refer to page 55 of the Warhammer 
40,000 rulebook and apply all other Artillery unit rules. 
 
Q12 - While I understand that an Astropath is weak and an Officer of the Fleet 
may not come from Krieg ... why do the Master of Ordnance and the 
Bodyguards have WS 3? One might think that they are from Krieg and thus 
are comparable to Krieg officers and veterans? 
The Bodyguards do have WS4, but all other Advisors are drawn from other 
Regiments and Formations – as such the Master of Ordnance represents a 
gunnery officer from an Artillery company that equally may not be from Krieg. 
 
Q13 - The Platoon Commander has a WS of 4 while the standard Codex IG 
also has a WS of 4. The rule "Hardened Fighter" would mean that he has WS 
5, right? 
Sadly no – the Hardened Fighters special rule adds +1 to the ‘basic’ 
Guardsman’s WS of 3 which is applied to all Death Korps basic infantry, 
reflecting their higher levels of training in hand-to-hand combat and bayonet 
drills. 
 
Q14 - “Any Heavy Weapons Squad may exchange its three mortars for: 3 
Heavy bolters or 3 Autocannons or 3 Twin-linked Heavy Stubbers or 3 
Lascannons.” So I cannot make a combined Heavy Weapon Squad with, for 
example, 1 Autocannon team, 1 Heavy Stubber team and 1 Lascannon team 
anymore? 
The Death Korps army list never allowed mixed Heavy Weapons squads – 
IA5 referred to the anti-tank, fire support and mortar squads used in the last 
edition of Codex: Imperial Guard. 
 
 


