
CORAX, PRIMARCH OF THE RAVEN GUARD





�
Points�
WS�
BS�
S�
T�
W�
I�
A�
Ld�
Sv�
�
Corax�
350�
7�
7�
6�
6�
6�
7�
5�
10�
2+/4+�
�



Unit Composition: 


1 (Unique) 





Unit Type: 


Jump Infantry (Character) 





SPECIAL RULES


Independent Character





Primarch: Corax is the Primarch of the Raven Guard and one of the Emperor’s sons, and as such always strikes at Initiative during Close Combat, and has the Fearless and Eternal Warrior Universal Special Rules. Also, Corax is such an inspiring sight that any unit he is attached to becomes Fearless, and all friendly units may use his leadership.





Vitality: The level of genetic enhancement used to create each Primarch enables them to recover lost strength and heal faster than even a Space Marine. At the start of his own turn an injured Primarch regains one wound on a roll of a 4+.





Chapter Tactics: If you include Corax then all units in your army lose the Combat Tactics special rule. Instead, all friendly units gain the Fleet Universal Special Rule. Also, all distance restrictions for Infiltrating are reduced by 6”, so a unit can deploy 6” away if they are out of Line of Sight, or 12” away if they are in the open. If more than one character in your army has the Chapter Tactics special rule, you must choose which version to apply.





Surgical Strike: Corax more than any other excelled at the ultra-rapid deployment of crippling force deep into the enemy's vulnerable points, despite the terrifying risk. Corax's daring personal example inspired his marines to keep pace with him, and the sheer audacity of these tactics seemed to see them through as much as their Power Armour. Corax, and any unit he joins benefits from the Infiltrate, Stealth, and Scout Universal Special Rules.


�Master of Flight: Corax is supremely adept at using his jump pack during battle and is capable of using it for far more than simply getting around the battlefield. Corax uses it to gain the advantage during assaults, to maintain balance in a fight and has even been known to use it as a weapon. Corax counts as Initiative 10 during the first phase of assaults, and has a 4+ Invulnerable save.�


WARGEAR 


Equipment: Artificer Armour, Jump Pack, Frag and Krak Grenades, Melta Bombs.





The Raven’s Talons: These are a Pair of Legendary* Lightning Claws. They also bestow the Rending on a 5+ Universal Special Rule on all of Corax’s close combat attacks.





Weapon Wings: Corax’s Weapon Wings give him +D3 attacks when charging, rather than +1. 








*Legendary weapons may re-roll any failed To Hit rolls and To Wound rolls.








