
KALES, PRIMARCH OF THE FORGOTTEN
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Unit Composition: 


1 (Unique) 





Unit Type: 


Infantry (Character) 





SPECIAL RULES


Independent Character





Primarch: Kales is the Primarch of the Forgotten 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, Kales 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 Kales then all units in your army lose the Combat Tactics special rule. Instead, Kales has the Grand Strategy special rule from Codex: Grey Knights. If more than one character in your army has the Chapter Tactics special rule, you must choose which version to apply.





Eon-long War: Due to the vagaries of time in the Warp, the Forgotten spent countless eons at war; this has forged an already impressive Primarch into a warrior few can rival. Kales may re-roll one failed Armour Save per turn and adds 1 to all results on the Vehicle Damage Chart. Also Kales has the Preferred Enemy Universal Special Rule when fighting Chaos or Daemons.





Siege Expert: Alongside the Imperial Fists and the Iron Warriors, the Forgotten were adapt at building impenetrable bunkers and crushing a fortress no matter how strong. It was said that Kales could tear down the walls of a fortress with his bare hands and instinctively find a weak point in any structure. To this end, at the beginning of the game Kales may reduce the Armour of all facings of a single building by 2. In addition, all cover saves taken by the enemy while inside any building, against wounds inflicted by Kales, are taken at -1.





Psyker (Mastery Level 4): Due to eons of exposure to the Warp, Kales has expanded his psychic abilities well beyond those of other psykers. Kales has all of the psychic powers listed in Codex: Grey Knights, and also has the Terror of the Warp and Fury of Time powers. Kales also automatically passes all psychic tests. In addition, if Kales is targeted or within the area of any psychic powers, roll a D6. On a 4+, the psychic power is negated.





WARGEAR





Equipment: Frag and Krak Grenades, Psyk-out Grenades, Warp Bane Ammunition, Psy-Bolt Ammunition.





Exodus Armour: Some have said that this armour is a product of the Warp and is proof the Forgotten have turned heretic, others say that it is the only example of a stable strain of the Obliterator Virus, only the Forgotten themselves have any inkling as to how the Exodus Armour was forged. The Exodus Armour counts as Terminator Armour, with a built in Teleport Homer and an enhanced energy field, giving Kales a 4+ Invulnerable save.





The Armour can morph into two different forms, each with a unique weapons load-out. The Armour can be switched between the two versions at the start of the controlling player’s turn. The two versions are armed as follows:





Version 1: A pair of Claws of Kales


Version 2: A single Claw of Kales, Wraithmaker and a Legendary* Cyclone Missile Launcher





Claws of Kales: Designed by the Primarch, the Claws of Kales are Legendary* Lightning Claws that also count as a Force Weapons, and give the wearer +1 Weapon Skill (Increase is only taken once, not for each Claw). Each Claw of Kales also incorporates a Legendary* Storm Bolter.  When used in pairs the Claws of Kales give the wielder +1 Strength.





Wraithmaker: Assault Cannons were being introduced into Space Marine Legions about the same time that the Forgotten disappeared in the Warp, and this Assault Cannon has been modified by the Primarch himself. Wraithmaker counts a Legendary* Assault Cannon.








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








