
KONRAD CURZE (NIGHT HAUNTER), PRIMARCH OF THE NIGHT LORDS
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Unit Composition: 


1 (Unique) 





Unit Type: 


Jump Infantry (Character) 





SPECIAL RULES


Independent Character





Fallen Primarch: Konrad Curze is the Primarch of the Night Lords and was once 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, Konrad is such a powerful leader 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 Konrad then all units in your army lose the Combat Tactics special rule. Instead, all friendly units gain the Fleet Universal Special Rule. If more than one character in your army has the Chapter Tactics special rule, you must choose which version to apply.





Ave Dominus Nox!: Raised on Nostramo Quintus, Konrad benefits from the Night Vision, Stealth and Infiltrate Universal Special Rules. He may always Infiltrate, regardless of the Mission Special Rules being used, and any enemy unit within 12” of Konrad suffers a -1 penalty to their Leadership value��Nightmare: At the start of each night lords player’s turn roll a D6. On a roll of a 1 Konrad convulses in pain as nightmares terrorize him. Until his next turn Konrad cannot shoot or charge, though he may still be charged. On a roll of a 6 Kurze looks into the future. He has initiative 10 for the next turn.





WARGEAR 


Equipment: Artificer Armour, Jump Pack, Frag and Krak Grenades, Mark of Chaos Undivided





Betaloned Hands: For Konrad, killing was most effective when savage and brutal. He would often enter a psychotic frenzy in assaults, tearing his victims apart with his bare hands. Konrad's Betaloned Hands count as a pair of Legendary* Lightning claws with the Rending Universal Special Rule. ��Mantle of Nostromo: This ebony cloak is able to bend and absorb light, deceiving the eyes and cloaking its wearer in a veil of the darkest shadow. It grants Konrad a 4+ invulnerable save.








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








