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INTRODUCTION 
Of all the Abhuman strains, Squats are perhaps the closest to normal Humans in 
physiological terms. They are allowed great freedom by the Imperium, supplying 
warriors and machine crews for the Imperial Guard in exchange for the comparative 
autonomy of their Home Worlds. This article introduces the Squat Brotherhoods and 
gives details of their armies for Warhammer 40,000. 

THE WARHAMMER 40,000 GAME 
The Warhammer 40,000 rulebook contains 
the rules you need to fight battles with your 
Citadel miniatures set in the war-torn 
universe of the 41st Millennium. Every army 
has its own Codex book that works with these 
rules, allowing you to turn your collection of 
miniatures into an organised force ready for 
your games of Warhammer 40,000. This 
Codex details everything you need to know 
about the Squats. 
 
WHY COLLECT AN SQUAT ARMY? 
The Squats have been out of the current 
games and model production by Games 
Workshop since the 1990s. 
They are the major victim of Games 
Workshop's attempts to make Warhammer 
40,000 a totally original setting and not just 
Warhammer Fantasy in space. The Squats 
had thrived in early Warhammer 40,000's 
dark but slightly silly atmosphere - where 
characters and planets were named after pop 
singers and cake manufacturers. Games 
Workshop's official stance, however, is that 
the Squats were dropped because they felt 
dissatisfied with their established background 
and army design. 
 
HOW THIS CODEX WORKS 
Codex: Squats contains the following 
sections: 
• Origins of the Squats: The first section 

introduces the Squats, the Brotherhood 
fighting force and their part in the 
Warhammer 40,000 universe. It includes 
full details of their history, their 
organisational structure, their falling. 

 
• Squat Forces: Each and every character, 

troop type and vehicle in the Squat army is 
examined in this section. Firstly, you will 
find a full description of the unit, describing 
its role within the army and its specialised 
combat abilities. Secondly, you will find 
complete rules for the unit and details of 
any unique skills, wargear or abilities they 
can use to crush their enemies. 

 

• Wargear: This section contains full details 
and rules for the mass-produced and 
dependable wapons, armour and equipment 
used by the ranks of soldiers and armoured 
squat vehicles. 

 
• Squat Army List: The army list takes all of 

the units presented in the Squat Forces 
section and arranges them so you can 
choose an army for your own games. Each 
unit type also has a points value attached 
to help you pit your forces against an 
opponent’s in a fair match. 

 
• Squat Brotherhood and Guild: This 

section contains colour photographs of the 
extensive range of Citadel miniatures 
available for your Squat army. Colour 
schemes for various brotherhoods are 
included. 
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ORIGINS OF THE SQUATS 
The Home Worlds 

The origins of the Squats, like those of other 
Abhuman strains, lie in the Age of Strife, 
when warpstorms cut off many areas of the 
Imperium. Even Terra itself was isolated for a 
time, and the group of star systems known as 
the Home Worlds were cut off from the rest 
of the Imperium for several millennia. 

The Home Worlds are in one of the oldest 
areas of Human expansion. The planets have 
a surprising number of common features - 
notably high gravity and a bleak, inhospitable 
environment - which some scholars have 
claimed are responsible for the development 
of the set of mutations which define the 
Squat Abhuman strain. 

The surfaces of the Home Worlds are 
invariably rocky and barren, with few if any 
native life forms. Atmosphere is either thin or 
non-existent, and where an atmosphere is 
present the surface is lashed by violent 
storms. 

Despite (or perhaps because of) their bleak, 
forbidding nature, the Home Worlds are rich 
in mineral deposits - these were the main 
factor behind the early colonisation of the 
planets. The richness of deep lodes, coupled 
with frequent magnetic and radioactive 
storms, led the miners to develop an 
underground culture. These underground 
settlements were dependent on vast arrays of 
machinery to keep them alive and to work 
their mines, and while physical strength and 
resilience were still important, a compact, 
stocky build was more practical than the 
normal Human frame in the low tunnels and 
cramped machine-rooms. Thus developed the 
two main features which distinguish Squats 
from normal Humans: their mechanical 
aptitude and their short, powerful build. 

The History of the Squats 
Despite the fact that the Home Worlds were 
cut off for millennia, an almost complete 
history of the Squats survives, thanks to the 
painstakingly-maintained records and 
chronicles of each Squat stronghold. Scholars 
of the Administratum are still engaged in 
analysing the millions of individual records 
from the Squat Home Worlds and assessing 
their significance to the Imperium, but the 

broad history of the Squats, divided into five 
ages, is common knowledge.  

The earliest of the Squat ages is the Age of 
Founding, which corresponds roughly to the 
Imperial Dark Age of Technology. During this 
period, the Squats had not emerged as a 
distinct race, and indeed some scholars argue 
that the Age of Founding should not be 
counted as part of Squat history. This is the 
age, some twenty millennia before the 
present day, when the first mining colonies 
were established on the Home Worlds. 
Contact with Terra was almost constant, and 
the Home Worlds were well-supplied for their 
task of winning mineral wealth from the bleak 
planets.  

The first age of Squat history proper is the 
Age of Isolation which corresponds to the 
earlier phase of the Imperial Age of Strife, 
some eighteen millennia before the present. 
The mining colonies which would later 
become the Squat Home Worlds were 
isolated from the rest of the Imperium by 
terrible warpstorms. So close, indeed, did 
these storms come to the mining colonies 
that some planets and small systems were 
sucked into the seething Chaos and never 
seen again. The severing of contact with 
Terra led to continual shortages of fuel and 
foodstuff, and the miners were forced to 
become self-sufficient, developing 
considerable technical expertise in the 
process. The mining colonies became 
independent strongholds, trading amongst 
themselves and sharing resources and 
discoveries. It was during the Age of Isolation 
that the Engineers Guild first developed as a 
social and political power within Squat 
society, and strongholds began to group 
together in Leagues formed by complex 
political and trading agreements.  

A slight abating in the warp storms led to 
encounters with alien races in the Age of 
Trade. While the rest of the Imperium was 
still locked in the wars of the Age of Strife, 
the Squats made contact with both Orks and 
Eldar. At the beginning of the Age of Trade, 
some strongholds were attacked, but the 
aliens quickly realised that the Squats were 
determined and tenacious fighters, and that 
trade was a more practical arrangement. The 
Squats took full advantage of their 
tremendous mineral wealth, which they 
traded for weapons, foodstuffs and high-
technology systems. To this day, Squat 



 

6 

hydroponic plants, developed with Eldar help, 
are among the most efficient food sources in 
the Imperium. The Squats remained carefully 
neutral in the numerous conflicts between 
Eldar and Orks, maintaining trade links with 

both sides. There were inevitably small wars 
from time to time, but for the most part the 
Squats' complex structure - of treaties and 
trade agreements maintained a stable peace.  

The Age of Trade lasted for nearly three 
millennia, but finally collapsed when an 
enormous Ork battle-fleet, under the 
command of Grunhag the Flayer, attempted a 
full-scale invasion of the Home Worlds. 
Losses on both sides were astronomical, with 
vicious tunnel-fights through the mine 
workings and bloody pitched battles in the 
Squats' underground settlements. The Squats 
appealed to their Eldar trading partners for 
help against the invading Orks, but none was 
received.  

The Age of Wars, as it became known, is 
regarded by the Squats as the blackest 
chapter in their history, and the double 
betrayal by Orks and Eldar gave rise to a 
cultural enmity which still persists. Many 
strongholds were wiped out by the Orks, and 
the traditional epic ballad known as The Fall 
of Imbach commemorates one such 
destruction. Even today expeditions are 

mounted from the Squat Home Worlds in 
search of lost strongholds, and these 
expeditions are often accompanied by 
Adeptus Mechanicus personnel, eager to 
rediscover lost Squat technology.  

The final phase of Squat history is the Age of 
Rediscovery, which continues during the 
present day. As the Imperium recovered from 
the Age of Strife and began to re-unite the 
scattered worlds of Humanity the Squat 
Home Worlds were rediscovered and contact 
with the Imperium was re-established.  

The Imperium found that a distinct culture 
had developed on the Home Worlds, and that 
the Squats had moved outwards through the 
galaxy, extending their domains. Often they 
settled harsh planets similar to their own 
Home Worlds, but they also occupied more 
conventional worlds able to support normal 
Human civilization.  
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The Fall of Imbach 
So Grunhag led his host to Wyss, 
Encamped upon the plain of Swend. 
Pround Hargan and rich Erlach fell, 
Destroyed and ravaged and defiled. 
‘‘You see my power’’ Grunhag quoth, 
‘‘Let Imbach see and quake in fear, 
‘‘And pay me treasure, wealth and slaves. ’’ 
He added with a sneer. 
 

Lord Uri sat in Imbach’s hall, 
His brown as hard as knotted flint. 
‘‘No Ork shall take our folk as slaves, 
‘‘Nor what we win from laden rock, 
‘‘While one in Imbach still draws breath.’’ 
He told pround Grunhag ‘‘Nothing here 
‘‘Is yours except an Ork-shaped hole, 
‘‘And headstone with your name.’’ 
 

Called Imbach to the vain Eldar, 
‘‘Your enemy is at our gates. 
‘‘Come to our aid against your foes, 
‘‘Together let us lay them low.” 
The Eldar never made reply, 
But left fair Imbach to the Orks. 
‘‘We fight alone, then.’’ Uri said, 
‘‘Our friends leave us to die.” 

 

Squats and the Imperium 
The Squat Home Worlds are almost unique in 
the Imperium, as they are not directly 
controlled by the Administratum. Instead, 
they are allowed a certain amount of 
autonomy, being ruled by their strongholds 
and Leagues just as they were before the Age 
of Rediscovery. The experiences of the 
previous millennia has left the Squats with a 
strong sense of cultural unity and a fiercely 
independent nature, and instead of rejoining 
the Imperium as subject worlds, the Home 
Worlds negotiated a series of treaties which 
enabled them to keep their independence. 
The racial character of the Squats - hard-
working, tenacious, honourable, and inimical 
to alien races - is almost perfect from the 
Imperial point of view, and the Imperium is 
content to allow them a great degree of self-
government.  

In exchange for their comparative freedom, 
the Home Worlds provide troops for the 
Imperial forces, and trade their mineral 
wealth exclusively with the Imperium - trade 
that has made the Squats a wealthy race. 
They also undertook at the start of the Age of 



 

8 

Rediscovery to allow the Adeptus Mechanicus 
unrestricted access to their technology; it is 
significant that the Squat Home Worlds have 
a higher incidence of working Standard 
Template Construct equipment from the Dark 
Age of Technology than any other group of 
worlds known to Humanity.  

The Squats rule themselves in all internal 
affairs, but are expected to follow Imperial 
policy on wider matters. There has never 
been any conflict on this point, largely 
because Squats as a race are not greatly 
interested in what goes on beyond their 
strongholds and Home Worlds - their long 
period of isolation has made them an inward-
looking race.  

Perhaps the most surprising aspect of the 
relationship between Squats and the 
Imperium is that Squats do not follow the 
Imperial cult, Instead, they practise a form of 
ancestor-worship, venerating the dead of 
their clan and their family. Every Squat joins 
his ancestors on his death, adding his honour 
to that of his forebears, but a part of his 
name and his honour remains with his living 
descendants, forming a constant link between 
the living and the dead. Squats are very 
careful to ensure that their deeds in life will 
add to the glory of the clan and its ancestors; 
they guard their reputation fiercely, and will 
go to great lengths to blot out a disgrace to 
their honour or the honour of their clan.  

When Squats serve alongside the Imperial 
Guard, they adopt certain aspects of the 
Imperial cult, incorporating them into their 
own ancestor-worship. The Imperial line, as 
preached by the Imperial Guard Commissars 
who come into contact with Squat forces, is 
that the ancestor-spirits of the Squats are 
watched over by the Emperor, and Squats 
are happy to accept this idea and participate 
in the rituals of Emperor-worship on those 
terms.  

 

Do not underestimate the Squats. They 
survived for millennia cut off from the 
Imperium and assailed from all sides. Their 
determination and resilience is an example to 
all. 

-Leman Russ, 
Meditations on Imperial Command, Book XVI 

 
Commit to: Imperial Record SQWI7/251 

Inquisition INR 42/309  

Cross file to: Early Colonies AE 
Human Mutation RC 
Lost Technology AM  

Planetary Ref: Terlaken B3 Svyz system 

Input Ref: Inquisitor Keeler 32/4701 

Input dated: 5709722.M34 

Input clearance: Rogue flader Dausen 

Thought for the Day: Watch for the Mutant 

We have made contact with descendants of Human mining colonies 
lost in the Age of Strife. The whole population shows mutation, 
namely reduced height and powerful build. Orders for termination 
arc suspended pending your reply. I respectfully submit the 
following points for consideration:  

1. The colonies have, and continue to produce, 
considerable mineral wealth. Detailed turnover reports 
are enclosed: ref 32/4711.  

2. Local records mention several other systems nearby and 
identically populated. Astrographical data and facsimile 
records: ref 32/4722.  

3. Widespread survival of Dark Age technology; indications 
are that this is a general trend. Recovered STC material: 
ref 32/4737.  

4. Mutation is stable and breeding is true. Interim 
assessments of genetic damage: ref 32/4766.  

Request a full Inquisition research team to evaluate these worlds 
and advise on what is to be done with them.  

- the historic communication which heralded 
the rediscovery of the Squat Homeworlds.  

Squats and Chaos 
To the shame of the Squat race, there are 
many strongholds and Brotherhoods who 
have sided with Chaos. During the wars of 
the Horns Heresy, Squat forces fought on 
both sides, and inevitably some fell prey to 
the corruption of Chaos. Like the other 
followers of Horus, these have now largely 
been banished to the Eye of Terror, but there 
are always rumours of isolated groups of 
Chaos Squat raiders in various parts of the 
Imperium.  

It has even been rumoured that some of the 
strongholds which were lost to the 
warpstorms in the Age of Isolation may have 
survived, their horribly-mutated inhabitants 
raiding into the Imperium from time to time.  

Squat physiology  
The Squats are the most Human-like of the 
Abhuman races, standing about two-thirds 
the height of a normal Human with a stocky, 
powerful build. Their hair is very strong and 
fast-growing, and most Squats cultivate 
short-pointed beards, or at least moustaches 
and sideburns. Despite their short, thick-
fingered hands, Squats have a very high 
degree of manual dexterity, and are able to 
operate the most intricate machinery with 
ease.  
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Squats are extraordinarily long-lived by 
normal Human standards. A lifespan of three 
hundred years is normal, and some Squats, 
known as Living Ancestors, are often so 
ancient that their true age can only be 
guessed at.  

In character, Squats are an honourable race, 
but they are also irascible and often short-
tempered. In battle they are renowned for 
their doughty resolve and tenacity as 
warriors. Coupled with their amazing abilities 
as miners and workers of metals, this has 
made them a valuable asset for the 
Imperium.  

Squat society 
Squat society is based on the stronghold. A 
stronghold may be a surviving mining 
community from the original colonisation, or 
a so-called newbold, founded when the race 
expanded during the latter part of the Age of 
Isolation and the early part of the Age of 
Trade.  

Strongholds are self-contained, autonomous 
communities, ruled by a hereditary Squat 
Lord and an aristocratic class known as the 
Heartbguard. They are comparable to the 
city-states of early Terran cultures, and a 
great number of strongholds may coexist 
close together.  

Strongholds join together into Leagues for 
mutual defence, trade and other dealings 
with the Imperium. A League may vary in 
size considerably; the League of Emberg, for 
instance, consists of four strongholds, while 
the powerful Kapellan League is made up of 
over three thousand. Each League is ruled by 
a High Council, comprising the Lords of each 
member stronghold. The High Council 
debates all matters which affect the League 
as a whole, and ratifies trade and other 
agreements on behalf of its member 
strongholds; it also serves as a court of 
appeal for cases which involve the death 
sentence.  

There is no formal organisation between the 
Leagues on any Home World, although they 
maintain constant communications and act 
together In time of war.  

Strongholds 
Traditionally, each stronghold centres around 
a mine and the underground settlement 
associated with it, although as the race 
expanded in the Ages of Isolation and Trade, 

different types of world were colonised by the 
Squats and some strongholds are not 
associated with mining activity.  

Each stronghold is ruled by a hereditary Lord, 
who is supported by a powerful body of 
retainers known as the Heartbguard. It is the 
Hearthguard which provides the elite core of 
a Squat military force, as well as providing 
servants and advisors to the Lord himself. 
When the Lord takes to the battlefield in 
person, the Hearthguard fights as a unit 
under his command. In most strongholds, the 
Hearthguard has become an aristocracy, 
composed of a limited number of families or 
clans.  

The principal military force of a Squat 
stronghold is its Brotherhood or War-
Brethren. Each Squat has an obligation of 
military service to his stronghold, and can be 
called to serve for a period of 30-70 years in 
the Brotherhood. However, because Squats 
live long and breed slowly, a tradition 
requires that a Squat may not be called to 
the Brotherhood until he has sired and raised 
two sons to maturity, which in Squat terms is 
the age of 70 Terran Standard years. Thus, 
the continuity of the race is not threatened 
by its military activities.  

When his period of service has expired, a 
Squat returns to his stronghold with honour 
(and hopefully not a little wealth). He then 
takes up a position of responsibility in his 
family's business, having reached full 
adulthood by virtue of his military 
experience.  

Although the Brotherhoods are the main 
defence forces of the strongholds, they are 
far better known for their mercenary 
activities. In time of peace a stronghold's 
military forces are traded in the same way as 
its other resources, either to fight for the 
Imperium or to other strongholds. As war is 
an honourable profession for a Squat, these 
mercenary adventures are rarely resented - 
indeed, they are regarded as an integral part 
of every Squat's life.  

On occasion, unscrupulous or incompetent 
Squat Lords have sent Brotherhoods into 
impossible situations, especially in the inter-
League squabbles which were widespread 
during the Ages of Isolation and Trade. This 
problem has been largely resolved by the 
practice of placing one of the Lord's close 
relatives - known as a Warlord - in command 
of the Brotherhood, ensuring that no undue 
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risk is taken and that the honour of the 
stronghold is not compromised.  

Some particularly adventurous Lords may 
send out their stronghold's Brotherhood on 
expeditions, regarding these as little more 
than an extension of their other business 
activities. The term expedition' is rather 
loosely defined, and these ventures can 
range from a search for a stronghold that 
was wiped out in the Age of Wars, to an 
expansionist action against alien races, to a 
full-blown campaign of piracy. Some 
Brotherhoods have turned to buccaneering as 
a profession, amassing wealth for an 
honourable return home, the booty being 
distributed between the pirates themselves 
and the Lord of their stronghold. Squat 
Reavers, as they art known, are strange by 
normal Human standards - their single-
minded attention is directed purely on 
financial gain, and they will attack any 
worthwhile target with grim and implacable 
resolve, but completely without prejudice or 
malice.  

In the Age of Rediscovery, the Squat Home 
Worlds have undertaken to provide the 
Imperium with a tithe, which takes the form 
of Brotherhoods being sent to serve with the 
Imperial Guard, or indeed as complete Squat 
forces under the Imperial banner. Space 
Marines are noted for their intolerance to 
Abhuman races, whom they see as tainted 
and genetically impure, and the Admiistratum 
will not generally post Squat troops to areas 
where they will be in close contact with 
Marines.  

 

The Engineers Guild 
Like so much of Squat culture, the Engineers 
Guild traces its origins back to the Age of 
Isolation. Squats as a whole developed a 
considerable technical expertise in order to 
survive without support from Terra, and there 
was a regular traffic between strongholds in 
mechanical supplies and techniques. From 
this traffic arose a distinct class of travelling 
engineer, moving constantly between 
strongholds, spreading knowledge and 
solving technical problems. The Guild arose 
to protect these individuals, who often found 
themselves caught up in inter-League wars a 
long way from their native strongholds.  

The Guild soon developed into a real power 
throughout Squat society, and Engineers 
enjoy a considerable prestige. The most 
gifted offspring of each stronghold are 
inducted into the Guild at an early age, and 
intensively trained in all aspects of 
technology, engineering and machine 
maintenance. Although a Squat is not 
deemed to have reached maturity until the 
age of 70, gifted youngsters may join the 
Guild at 40 or even 30 years of age, though 
in doing so they must renounce all family ties 
and rights to inheritance.  

The Guild is by no means as rigidly structured 
as the mainstream of Squat society. Ability 
counts for everything, and age, birth and 
background are of no account. The Engineers 
see themselves as unencumbered by petty 
traditions, while most stronghold Squats 
would describe them as disorganised and 
anarchic.  

The Engineers Guild is sub-divided into a 
number of Lodges, each with its own 
leadership, symbols, customs and rituals. 
Clothing, equipment and vehicles tend to be 
marked with the symbol of the Lodge rather 
than that of the Guild, although all Squat 
Engineers wear the Guild symbol of a 
hammer as a pendant. The technical jargon 
of the Engineers Guild varies slightly from 
Lodge to Lodge; an Engineer from one Lodge 
can make himself understood by a member of 
another Lodge if he wishes, or can make use 
of his Lodge dialect so that an outsider 
cannot understand him when he discusses 
technical matters.  
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Each Squat stronghold has an enclave of 
Guildsmen, even though individual Engineers 
come and go as they please or as the Guild 
orders. The Engineers renounce all 
stronghold allegiances on joining the Guild, 
and do not mix a great deal with the other 
Squats of a stronghold. Sometimes, an 
Engineer may leave the Guild and join a 
stronghold through marriage - even so, his 
sons will almost certainly join the Guild in 
their turn. And while Guild members may 
attach themselves to a particular stronghold 
for years or even generations, they move on 
at will, and owe their true allegiance to the 
Guild alone.  

Squat Engineers have a very characteristic 
appearance, which to Human eyes seems to 
contradict the high esteem in which they are 
held by the rest of their race. They wear no 
helmets and their hair is grown long, being 
either tied or greased back. They favour well-
worn leathers and other hard-wearing 
working clothes, with tough monkey boots, 
usually scuffed by the constant knocks and 
battering they take. Many Engineers add 
bandanas and mirror shades or goggles to 
their outfit, often jauntily pushing their 
goggles up onto their foreheads. They travel 
light, not generally bothering with anything 
they cannot carry on the bikes and trikes 

which are as much a status symbol as a 
means of transport.  

Because of their wandering lifestyle, 
Engineers are more adventurous than the 
bulk of Squats, are often found serving with 
Brotherhoods on the battlefield, or even 
hiring themselves and their machines out on 
a mercenary basis, working throughout 
Imperial space and beyond. Individual Squat 
Engineers with impressive reputations may 
be directly recruited by the Imperium, and 
some have been known to reach senior 
positions within the Adeptus Mechanicus.  

Living Ancestors 
The typical lifespan for a Squat is about 300 
years. A small proportion of the population, 
however, reaches the age of 400, and once a 
Squat has lived this long, his chance of 
longevity is drastically increased - lifespans of 
800 years are common among this group, 
and there are some individuals whose true 
age can only be guessed at.  

This small proportion of the Squat population 
which lives to great old age is treated with 
enormous respect, being known as Living 
Ancestors or Spirit Lords; they are treated as 
living members of the ancestor group which 
forms the basis of Squat religion. Their long 
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lives have filled them with wisdom, and they 
are their Lord's most respected and trusted 
advisors.  

Also, at about the age of 500, certain 
physiological changes begin to occur. As age 
begins to sap their speed and strength, they 
develop an incredible degree of mental and 
physical resilience, along with certain psychic 
powers. The fact that psychic powers are 
practically unknown amongst other Squats 
makes the Living Ancestors doubly 
venerated. These psychic powers come from 
their spiritual closeness to the dead ancestors 
of their clan, which they tap as a source of 
psychic energy. Their strength as psykers is 
directly related to the prestige and honour of 
the stronghold's ancestors, and the higher 
the status of the ancestors the more powerful 
are the Living Ancestors.  

When a Squat reaches Living Ancestor status, 
he surrenders his name and his goods to his 
descendants, just as if he had actually passed 
on. A funeral ritual is held by his clan, and 
the new Living Ancestor goes to live with 
others of his kind.  

As well as advising the Lord of their 
stronghold, the Living Ancestors often 
accompany the Brotherhood in battle 
providing defensive psychic support and 
advising the Warlord.  

The young Warlord turned to the ancient Squat 
beside him. 
“Revered Ancestor”, he said, “What is our best 
course in this situation?” The Living Ancestor 
half-closed his rheumy eyes. 
“I have seen this but once before,” he began. 
“Six hundred years befor your birth, your 
revered ancestor Lord Thyngrim, whose name 
you bear in your turn, was on the world of 
Dioscis Theta. I was younger then, 
undistinguished amongst the mass of the 
Brotherhood.” 
“And how did Lord Thyngrim win the day?” 
asked the Warlord, with some impatience. The 
Orks were getting closer. 
The Living Ancestor shook as he chuckled, a 
sound like pebbles clacking together. 
“I cannot tell you how to win as he did,” he 
said, “But if you don’t mind uncomfortable 
truths I can tell you how to avoid losing as he 
did.” 

On the battlefield 
Squat forces may be found on the battlefield 
in a number of circumstances.  

They may be serving with Imperial Guard 
forces or the forces of a Rogue Trader, to 
take part in an Imperial conflict as part of 
their Home Worlds' tithe of service to the 
Imperium. As well as using single 
Brotherhoods to fight alongside other Human 
and Abhuman troops, the Imperium uses 
complete Squat armies to impose its will.  

Squats may be fighting on their own account, 
defending their stronghold or taking part in 
an inter-League dispute or other local conflict 
- given the volatile temperament of most 
Squats, it is not unusual for Brotherhoods of 
adjacent strongholds to go to war, fighting 
for territory, mineral wealth or over some 
slight to the honour of the stronghold.  

They may have been hired out by their Lord 
as a mercenary force to serve in some 
foreign conflict, although they will not 
generally serve alongside Orkoids or Eldar 
unless they have turned to Chaos. Squat 
mercenaries can also be found serving with 
Imperial forces, or with other Squats - it is 
traditional for Lords to hire their forces back 
and forth to serve in each others' conflicts.  

They may have been sent out as Reavers by 
their Lord, or may have taken to 
buccaneering of their own accord.  

Regardless of the circumstances, the 
Brotherhood organisation remains the same.  

There are four main troop types in any Squat 
force: the Hearthguard, the Brotherhood, the 
Engineers Guild and Living Ancestors. 
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Brotherhood 
The bulk of a Brotherhood's troops are those 
who are referred to simply as 'Brotherhood'. 
These troops lack the individuality of the 
Hearthguard, wearing the colours and 
insignia of the Brotherhood as a uniform. 
Squats prefer muted colours reminiscent of 
the rocks and sands of their Home Worlds: 
browns, greys and greens are popular in 
varying shades and mixtures, as are black, 
white and deep red - it is common for seams 
and piping to be picked out in a contrasting 
colour.  

Those Brotherhoods who are sent out reaving 
tend to be more individual in their dress; in 
most cases they wear their own clothing 
rather than a uniform, so that their home  
stronghold cannot be identified. However, 
Squats who have made a career out of piracy 
are as flamboyant, in their own way, as the 
most ostentatious Hearthguard. Often they 
will adopt distinctive uniforms and colours, so 
that they are immediately recognisable; in 
this way, their fearsome reputation does half 
their work for them.  

Brotherhood troops are generally armed with 
lasguns, but the Squats have a characteristic 
fondness for heavy firepower, and heavy 
bolters are a favourite weapon. Most squads 
will have at least one heavy weapon, and 
sometimes an entire squad may be equipped 
with heavy weapons. Since no Squat would 
consider himself fully dressed without at least 
one sidearm, it is not unusual for Squats to 
go about armed to the teeth as a matter of 
course. Most citizens of the Imperium carry a 
sidearm and a blade weapon as part of their 
standard dress, but Squats are renowned as 
particularly fond of weaponry. This fondness 
is reinforced by the hostile environments in 
which they are usually raised, where 
dangerous flora and fauna, and the constant 
threat of Ork and Eldar raids, encourages 
even the youngest of Squats to pack a few 
hand guns and something loud and heavy on 
his bike.  

 

You people do well at war because you treat it 
as a religion. We do well because we treat it as a 
business. It is just a matter of outlook. 

- Warlord Hargir son of Brond, 
Gruben Stronghold. 

 

Engineers Guild 
Just as the Engineers Guild has a constant, if 
shifting, presence in each Squat stronghold, 
so most Brotherhoods are accompanied by 
some Engineers Guild troops. Engineers wear 
a personalised uniform' of leathers over T-
shirts or singlets, with individual decoration 
such as fringes and studs. Lodge symbols, 
and the universal hammer symbol of the 
Engineers Guild, are worn instead of 
stronghold and Brotherhood badges. 
Guildmasters are more elaborately dressed, 
usually wearing heavy and ornate chains of 
office.  

Apart from their dress, the other most 
distinctive feature of Squat Engineers is their 
motorbike and trikes. These are universally 
favoured by Engineers as a personal 
transport, and some have been adapted for 
battlefield use by the addition of weapon 
mounts. The Engineers make more extensive 
use of bikes on the battlefield than almost 
any other troop type.  

Tyranids invasion 
The Squat Home Worlds have been attacked 
and devoured by the Tyranids of a hive fleet. 
The few remaining homeworlds were annexed 
by the Imperium over the hundreds of years 
after the attacks. Only a few scattered and 
embittered remnants of Squats survive, 
typically as either pirates or members of the 
Imperium's armies. 
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SQUAT FORCES 
This section of the book details the forces 
used by the Squats – their weapon and their 
units. Each entry describes the unit and gives 
the specific rules you will need to use them in 
your games of Warhammer 40,000. The army 
list given later refers to the page numbers of 
these entries, so you can check back as you 
pick your force. 

Squat Forces section is sub-divided into two 
parts. The first part describes all of the troops 
and vehicles fielded by the Squats, while the 
second part details the Squat armoury of 
weapons and equipment. 

Special Rules 
The models in a Squat army use a number of 
special rules. Where those rules are unique to 
a particular troop type, they are detailed in 
that unit’s bestiary entry. Any special rules 
that are not explained in the unit’s bestiary 
entry can be found in the Warhammer 40,000 
rulebook. 

Unique Equipment 
The army list at the back of the book shows 
all the standard and optional wargear 
available to a particular model. You will find 

some items of equipment are unique to 
particular characters or units, while others 
are used by more than one unit. When an 
item is unique, it is detailed in the entry for 
its owning unit; otherwise it is detailed in the 
wargear section. 

Heavy Weapons Teams 
The army list at the back of the book refers 
to models known as Heavy Weapons Teams. 
Several squat heavy weapons (as Mole 
mortar and Rapier Laser Destroyer) are 
crewed by a team of two men. Generally 
speaking, one crewman carries and fires the 
weapon while the other carries the 
ammunition. A Heavy Weapons Team counts 
as two models for the purposes of transport 
capacity but otherwise is treated as a single 
model. 

Vehicle Squadrons 
Squat army can field a number of vehicles in 
squadrons. Such units follow all the rules for 
vehicle squadrons as detailed in the 
Warhammer 40,000 rulebook.  
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WARLORD AND HEARTHGUARD 
To guard against dishonourable use of 
Brotherhood troops by unscrupulous or 
avaricious Stronghold Lords, a Brotherhood is 
always led by a trustworthy relative of the 
Lord, known as the Warlord. A Warlord is 
trained from infancy to be a leader and act as 
a source of great inspiration to the Squat 
warriors he commands, constantly reminding 
them of their duty to their ancestors. Under 
his personal command is a unit of the 
Hearthguard, drawn from the Lord's loyal 
retainers, who form an aristocratic class in 
the stronghold.  

The Hearthguard is a warrior elite, and their 
status is reflected in their fondness for 
lavishly-ornamented gold jewellery. Belts, 
buckles, chains, pieces of armour and even 
weapons are decorated with traditional 
designs in gold and other precious metals, 
and a Hearthguard's prowess is displayed in 
the form of these decorative items.  

It is traditional for a Lord to present a 
Hearthguard with a gift in recognition of 
valour and loyalty, which is nearly always 
specially made - sometimes by the hand of 
the Lord himself, the highest of honours - 
and is often decorated with scenes of the 
event which it commemorates. These 
trophies are handed down from father to son, 
and a leading member of a long-established 
Hearthguard family can be expected to take 
the field resplendent with priceless antique 
jewellery. Unlike the normal Squat principle 
of succession, where everything passes to the 
heirs on a Squat's death, a Hearthguard 
cannot inherit his dead father's jewellery and 
trophies until he has won his first trophy on 
his own account; he then inherits his father's 
name, along with his full panoply of jewellery 
and equipment. The adopted name of a 
Hearthguard commemorates the greatest 
deed of his father, and will remind him and 
his companions of his ancestor's fame.  

Because of their richly decorated equipment 
and other trophies, the Hearthguard are very 
individual in their appearance, and do not 
wear any kind of uniform. Each Squat's 

equipment and jewellery tells of his own 
deeds and those of his forebears and the 
Hearthguard vie with each other in the 
distinctiveness and splendor of their 
appearance. Archaic and mediaeval styles are 
very popular, with lavish decoration in 
traditional patterns. It has often been 
remarked that a Warlord and his Hearthguard 
on their motorbikes bear more than a passing 
resemblance to the armoured knights on 
horseback who may be found in many 
mediaeval cultures.  

Rather like the knights of mediaeval worlds, 
Warlords and Hearthguard often have 
magnificent suits of exo-armour, all-
enclosing, sealed and self-powered 
environment suits built for them by the 
Engineers Guild. Like other Hearthguard 
equipment, exo-armour is handed down from 
father to son, and is perhaps the proudest 
status symbol of the Squat military 
aristocracy.  

One detail which is common to the whole of 
the Hearthguard is the stylised image of a 
Squat face, which appears on armour, 
helmets, pendants and other pieces of 
jewellery. This is an image associated with 
Squat ancestor- worship, representing the 
spirits of the ancestors watching over their 
descendants. 
 

 
 
 

 

 

SPECIAL RULES 
Preferred Enemy: Orks, Independent Character 
(Warlord only) 
 

 WS BS S T W I A Ld Sv
Warlord 5 4 3 4 3 3 3 10 4+

Hearthguard 4 3 3 4 1 3 2 9 4+
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 GUILDMASTER  
The Engineers Guild is divided up into many 
different ‘Lodges’, each based in a different 
Stronghold. Each Lodge is ruled by the oldest 
and most respected Engineer in the 
Stronghold who is known as the Guildmaster. 
 
Guildmasters are privy to many of the secrets 
of a Stronghold’s construction – its secret 
tunnels and hidden defences. They are 
responsible for coordinating the maintenance 

and repair of a Stronghold as well as leading 
the Lodges in times of war. For combat the 
Guildmaster could don ancient exo- armour 
which has been passed down through the 
Lodge over the centuries and roars into battle 
mounted on a heavily-reinforced trike. 
 
Guildmasters lead squadrons of Guild trikes 
or bikers in battle.  

 

  

 
 

SPECIAL RULES 
Preferred Enemy: Orks, Independent 
Character  
 
Technical Proficiency 
The Guildmaster may repair Immobilized or 
Weapon Destroyed results instead of moving. 
A Squat Guildmaster must be in contact with a 

vehicle. Roll a D6. A 6 is required to make the 
repair.  
 
Squadron Leader  
The inspirational effect of having such an 
honoured leader as a Guildmaster, is that 
Guild Bike Squads count as Troops units in 
your army choice. 
 

 
WS BS S T W I A Ld Sv 

Guildmaster 4 4 3 4 2 2 2 10 5+ 
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LIVING ANCESTOR 
Living Ancestors take the field in small 
numbers with Squat forces, drawn from 
either the stronghold or from the Engineers 
Guild, to provide sage advice for the leaders 
and psychic support for the warriors. Their 
psychic abilities concentrate on defence, but 
they are by not entirely incapable of attack. 
Living Ancestors are distinguished by their 

high-collared robes, with collars rising above 
their heads, and their ornate neck-chains.  
 
Living Ancestors from the same stronghold 
always have the same level of power. Their 
psychic energy is directly tapped from the 
stronghold's ancestor spirits, and their power 
varies with the prestige and status of these 
spirits.  

 
 

 
 
 
 

 
SPECIAL RULES 
Preferred Enemy: Orks, Independent Character, Hit & 
Run (Sidecar only) 
 
WARLORD TRAIT  
Strategic Genius. 
 
Psyker: Some Living Ancestors are Psykers. If 
this upgrade is taken, they generate their 
powers from the Telekinesis and the 
Telepathy disciplines.  
 
WARGEAR 
Force weapon: Living Ancestors wield force 
weapon (sword or road) see Warhammer 
40,000 rulebook.  

 
 
 
 

 
 
 

 
 

 

 

 
WS BS S T W I A Ld Sv 

Living Ancestor 5 4 3 4 3 3 1 10 4+ 
Living Ancestor  

on Sidecar 
5 4 3 4(5) 4 3 2 10 4+ 
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BERSERKERS 
 
 
Berserker units are made up from attack 
squads of the most ferocious hand to hand 
fighters in the Stronghold. Attack squads are 
armed with bolt pistols, power axes or 
chainswords and a variety of grenades. They 
are expert tunnel fighters and excel at 
clearing buildings and fortifications ahead of 

the Brotherhood’s advance. All Squats are 
doughty fighters in close combat but Squat 
berserker units are renowned for their 
tenacity and courage against the most 
impossible odds, battling fearlessly against 
even the mightiest of opponents without 
thought for their own losses.

  
 
 

 

 
SPECIAL RULES 
Preferred Enemy: Orks, Fearless 
 
 

 
 
 

 
 
 

 
 
 

 
 
 

 

 
WS BS S T W I A Ld Sv 

Leader 4 3 3 4 1 2 1 9 5+ 
Berserker 4 3 3 4 1 2 1 9 5+ 
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IRON CLAWS 

Easily the most numerous of the abhuman 
races, Squat clans and individuals may be 
found throughout the galaxy. Renowned for 
their ferocity, courage and hardiness, they 
form the backbone of many Imperial forces. 
Nevertheless, Squat rebellions are not 
infrequent events. The oppressed masses 
have been incited by belligerent clan leaders 

and manipulated by scheming renegade 
Imperial Commanders. Criminal Squats are 
even found amongst the piratical and bandit 
armies of the less salubrious regions of 
Imperial Space. But whatever their 
allegiance, it is universally agreed that they 
doughty warriors indeed!  

 
 
 
 
 

 
SPECIAL RULES 
Preferred Enemy: Orks, Infiltrate 
 

 

 

 
WS BS S T W I A Ld Sv 

Captain 4 3 3 4 1 2 1 9 5+ 
Adventurer 4 3 3 4 1 2 1 9 5+ 
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SQUAT TECHPRIEST 
The Techpriest is present purely as an 
advisor and to observe how the Squats 
maintain and use their equipment, a matter 
which greatly interests the Imperium. All 
Squats can adequately maintain their own 

equipment and Squat Engineers are able to 
repair damaged equipment and vehicles. The 
Techpriest advisor can either be a Human or 
a Squat Adeptus Mechanicus. 

 
 
 
 
 

SPECIAL RULES 
Preferred Enemy: Orks, Independent Character 
 
Blessing of Omnissiah 
The Techpriest may repair Immobilized or 
Weapon Destroyed results instead of moving. 
A Squat Techpriest must be in contact with a 
vehicle. Roll a D6. A 6 is required to make 

the repair. Add +1 to the roll for each 
servitor equipped with a servo-arm in the 
TechPriest’s unit. 
 
WARGEAR 
Power Armour, Power Axe 

SQUAT SERVITOR 
Techmarines often take the field of the battle 
accompanied by heavily augmented servitors 
from the Chapter forge. They most commonly 
are Technical Servitors. A relatively common 
sight in the Imperium, these Servitors are 
not intended for combat, but are very useful 
in helping in the repair of damaged vehicles. 

For each Technical Servitor in the 
Techmarine’s retinue add +1 to the dice 
when rolling to repair damaged Squat 
vehicles, to a maximum score of 6 (see 
Blessing of the Omnissiah special rule). 
Technical Servitors are armed with Servo-
Arm.  

 
 

 
 
SPECIAL RULES 
Preferred Enemy: Orks 
 
WARGEAR 
Servo-Arm: Servo-arms are capable of lifting 
incredible loads or crushing those that get too 
close. 

 
A servo-arm grants a model an additional 
close combat attack that strikes at Initiative 
1, Strength 8 and ignores armour saves. 

IMPERIAL COMMISSAR  

The Commissar is present as an advisor to 
the Warlord of a Squat Brotherhood, rather 
than to enforce Imperial discipline. The 

Commissar will not shoot any Squat 
personnel while acting in a advisory role. 

 
 
 
 
 

SPECIAL RULES 
Independent Character,  
 

Stubborn: Commissars bestow the Stubborn 
special rule on any unit they have joined. 
 
 

 
WS BS S T W I A Ld Sv 

Squat Techpriest 4 3 3 4 1 2 1 9 3+ 

 
 WS BS S T W I A Ld Sv 
Squat Servitor 4 3 3 4 1 2 1 9 4+ 

 
WS BS S T W I A Ld Sv 

Commissar 4 4 3 3 1 3 2 9 5+ 
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ROBOTS 
Robots make solid if somewhat limited troops 
because they rely on a program which 
determines what they do on the battlefield. 
Despite this they have many advantages over 
ordinary troops, as they are stronger, better 

armed and do not need to check morale. The 
technical expertise of the Squat Engineers 
Guild has enabled them to maintain a 
substantial force of robots, some of which 
date back to the Age of Strife.  

 
SPECIAL RULES 
Robot detachments operate independently 
according to their program. 

Programs:  

Before starting to play Squat player must 
give each robot a program which it will follow 
for the duration of the game. The program 
consists of a list of a command for each turn 
of the game. 

To make a program write down the seven 
turns and choose a command which applies 
for each. Write down the command next to 
the turn. You may choose any of the 
following commands: 

Advance: Advance towards nearest enemy unit. 
Robot must move at between half and full 
normal move distance towards the nearest 
enemy unit during the Moving phase and may 
fire upon it in the shooting phase. Robot 
doesn’t make assault during Assault phase. 

Strategic Move: Robot must move at full normal 
move distance towards the enemy table edge 
during Moving phase and sprint in the same 
direction during Shooting Phase. Robot 
doesn’t make assault during Assault phase. 

Fire: Fire without move, on any enemy in 
shooting phase. Robot doesn’t make assault 
during Assault phase. 

Charge: Charge nearest enemy unit. Robot 
must move, fire and assault toward the 
nearest enemy. 

Fall Back: Move directly towards Squat table 
edge. Robot will not approach closer to 
enemy as it falls back. 

 
 
SQUAT ROBOTS 
The five most common Squat battle Robots are described below with lists of common weapon 
variants. 
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CRUSADER  
The Crusader is a light, agile, lightly-
armoured Robot, designed to move in quickly 
and deliver a telling blow. It is generally used 
in anti-personnel mode, and is very popular 
with the Inquisition and other groups, having 
proved it self to be very effective in mutant-
hunter/killer operations. The Crusader is not 
generally used where heavy resistance or 
strong concentrations of enemy armour are 
expected. 

WARGEAR 
Lascannon, 2 Power Swords 

 

 

 
 
 
 

 
 

COLOSSUS  
The Colossus is primarily a siege Robot; the 
standard configuration combines a siege 
hammer for attacking fortifications with 
lighter weapons for use against defending 
troops. It is widely used by the Empire as a 
cheaper alternative to the siege 
Dreadnought, and a few Colossus class 
Robots are maintained by the Ordo Reductor 
of the Adeptus Mechanicus, mainly for testing 
new and experimental siege weaponry. 

WARGEAR 
Boltgun, Meltagun, Siege Hammer 

 

 
 

 

ROBOT CLOSE COMBAT WEAPONS 

Robot Power Swords, Power Gloves and Siege 
Hammer count as Dreadnought Close Combat 
Weapons. See the Warhammer 40,000 rules 
book for details. 
 

 

 

 

 

 

    ⎡   Armor   ⎤    
 WS BS S F S R I A HP

Crusader 5 2 5 (10) 11 11 10 4 2 (3) 3 

    ⎡   Armor   ⎤    
 WS BS S F S R I A HP

Colossus 3 5 5 (10) 12 12 10 2 1 3 
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CATAPHRACT  
The Cataphract class is a heavily-armoured 
general-purpose battle Robot designed for 
use in almost all battlefield situations. It 
mounts a range of weapons for various 
purposes, and although it is regarded by 
some commanders as a jack of all trades and 
master of none, its versatility in a wide range 
of roles makes it a highly-deployable and 
popular machine. 

WARGEAR 
Lascannon, Boltgun, Flamer           

 

 

CASTELLAN  
The Castellan class is a general-purpose 
combat and assault Robot developed for use 
in a wide range of battlefield situations. The 
two power gloves in the standard 
configuration make it particularly effective in 
siege and anti-vehicle roles, and provide an 
effective complement to the heavy weapon 
armament. 

WARGEAR 
2 Power Gloves, Heavy Bolter               

 

CONQUEROR  
The Conqueror class Robot is designed for 
use in battlefield situations where heavily-
armed resistance is expected. A major point 
of its design is the combination of fire power 
with heavy armour, and it is widely used in 
assault, anti-vehicle and anti-Dreadnought 
roles. 

WARGEAR 
Heavy Bolter, Autocannon, Power Glove 

 

           

 

 

 

    ⎡   Armor   ⎤    
 WS BS S F S R I A HP

Cataphract 4 4 6 12 12 10 4 2 3 

    ⎡   Armor   ⎤   
 WS BS S F S R I A HP
Castellan 5 4 5(10) 12 12 10 4 2(3) 3 

    ⎡   Armor   ⎤   
 WS BS S F S R I A HP

Conqueror 2 4 6(10) 12 12 10 4 1 3 
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WARRIORS 
 
Warrior units make up the bulk of Squat 
Brotherhoods, comprising the younger 
members of the Stronghold’s War-brethren. 
They are formed from standard combat 
squads armed with lasguns and sidearms, 
with one Squat in every height-man squad 
carrying a heavy or special weapon such as a 

missile launcher or heavy bolter. A Warrior 
unit is normally led by the Warlord of the 
Stronghold if the entire Brotherhood is 
present, or a squad of select Hearthguard if 
the Warrior unit is fighting separately from 
the rest of the Brotherhood. 

 
 
 

 
SPECIAL RULES 
Preferred Enemy: Orks 
 
 
 

 
 
 

 

 
WS BS S T W I A Ld Sv

Leader 4 3 3 4 1 2 1 9 5+
Hearthguard 4 3 3 4 1 3 2 9 4+

Warrior 4 3 3 4 1 2 1 9 5+
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RHINO 
The Rhino armoured troop carrier is the most 
widely used transport vehicle in the 
Imperium, in service with the Space Marines, 
the Imperial Guard and the Titan Legions. 
Huge numbers of Rhinos are supplied to the 
Squats as part of the exchange of material 
between the Imperium and the Squat Home 
Worlds. In addition the Squats build large 
numbers of their own Rhinos in the 
workshops of many Strongholds. The Rhino’s 
enduring popularity is due to the ready 
adaptability of the vehicle’s basic design, and 
the fact that it can be built from a wide range 
of materials, from steel to high-tech thermo-

plasteen. It can be modified to suit local 
climates or to fulfil different military roles. 
The Rhino carries two bolt guns mounted in 
small flat turrets (called cupolas) on its upper 
surface. Because of the cupolas’ restricted 
vision and movement the bolt guns only have 
a short effective range, but this is enough to 
enable the Rhino to advance with its infantry 
and fight alongside them in close combat, 
blasting away at extremely short range. This 
can make all the difference to the infantry 
with the Rhinos, especially if you can use the 
Rhinos to gang up on enemy pieces to 
outnumber them. 

 
 
 

 
TRANSPORT 
The Rhino has a transport capacity of ten 
models. It cannot carry models in exo-armour. 
 
Fire Points: Two models can fire from the Rhino’s 
top hatch. 
 
Access Points: Rhinos have one access point on 
each side of the hull and one at the rear. 
 

SPECIAL RULES 
Repair: Rhinos are exceptionally resilient vehicles 
and can often be repaired by their crew in the 
heat of battle. If a Rhino is immobilised for any 
reason, then in subsequent turns the crew can 
attempt a temporary repair instead of the 
vehicle shooting. Roll a D6 in the Shooting 
phase, and on a 6 the vehicle is no longer 
immobilised. 
 

 

 
 ⎡   Armor   ⎤  

 BS F S R HP 
Rhino  3 11 11 10 3 
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MOLE 
The Mole is a tunnelling troop transporter of 
the type known collectively as tunnellers or 
miners. These mining machines tunnel their 
way underground while the battle rages 
above, bypassing enemy troops and 
fortifications and emerging behind their lines. 
 
Squats appreciate the value of tunnellers as 
assault vehicles for overcoming both surface 
defences and subterranean strongholds, 

using them in large numbers. A massed 
attack involving over six hundred tunellers 
was a decisive factor in breaking the siege of 
Marbach, a feat few other races could equal. 
 
Tunnellers can move over the ground surface 
as well as underground, but as they only 
move slowly overland it is usual to move 
them to battlefields on transporter vehicles. 

  

 
 

 

 
TRANSPORT 
The Mole has a transport capacity of ten 
models. It can transport a single Robot. 
 
Once the Mole has surfaced, the hatches are 
blown and all passengers must immediately 
disembark, as normal. Once passengers have 
disembarked, no models can embark on the 
Mole for the remainder of the game. 
 
SPECIAL RULES 
Underground Assault: Mole always enter play 
using the deep strike rules from the Mission 
Special Rules section of the Warhammer 
40,000 rulebook. At the beginning of your 
first turn, you must choose half of your Mole 
(rounding up) to make an ‘Underground 
Assault’. Units making a Underground Assault 

arrive on the player’s first turn. The arrival of 
the remaining Mole is rolled for as normal. A 
unit that Deep Strikes via Mole may not 
assault in the turn it arrives. 
 
Inertial Guidance System: Should a Mole scatter 
on top of impassable terrain or another 
model (friend or foe!) then reduce the scatter 
distance by the minimum required in order to 
avoid the obstacle. 
 
Immobile: A Mole cannot move once it has 
entered the battle, and counts in all respects 
as a vehicle that has suffered an immobilized 
damage result (which cannot be repaired in 
any way).  
 

THUNDER-FIRE CANNON 
The Thunder-Fire is armed with a battery of 
three very high-velocity battlecannon. The 
high-velocity of the Thunder-Fire’s attacks is 
achieved by the use of gravitic accelerators 
built into the weapons’ gun barrels, which 
carry on accelerating the shells that are fired 
as they travel along the barrel. By the time 
the shell explodes from the end of the barrel 
it is travelling so fast that air friction causes it 
to start to burn up. The shells burn through 
the air like meteors, and their unique 

appearance is what gives the Thunder-Fire 
cannon its name. 
The terrific recoil generated by the high-
velocity battle cannon shells mean that the 
Thunder-Fire must be firmly fixed in place 
before it is fired otherwise it will flip over. 
Thunder-Fire cannon are moved about by 
large tractors, and then fixed in place with 
pylons that are driven into the ground by 
huge pneumatic hammers. This takes some 
considerable time and so has to be done 
before the battle starts. 

 
 

 

 
 
 
 

SPECIAL RULES 
Immobile 
Shooting at Aircraft 
See the aircraft rules for shooting at flyers. 

Thunder-fire battlecannon 
Range   Strength      AP          Type  

60"            8          3          Heavy 1, Skyfire, 
Interceptor,  

Auto-targeting                          

  ⎡   Armor   ⎤  
 BS F S R HP 

Mole  3 12 12 12 3 

  ⎡   Armor   ⎤  
 BS F S R HP 

Thunder-fire 
cannon 

3 10 10 10 3 
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GUILD BIKERS 
Squats use bikes and small trikes extensively 
for personal transportation across the bleak 
and inhospitable landscape of the Squat 
Homeworlds. A number of younger Squats 
get so attached to the idea of roaring around 
at high speed that they mount weapons on 
their bikes and take them out onto the 
battlefield. The Engineers Guild is most 
renowned of all for its love of bikes and 
trikes. The Guild often fields entire squadrons 

of Guild Bikers in support of the Warrior 
Brotherhoods or forms their own Guild Biker 
forces to fight their style of mobile warfare 
against the enemy. 
 
Guild bikers can ride either bikes or trikes. 
These trikes use the same profile as bikes – 
they are not the same as the Guild’s Heavy 
Weapon Trikes. 
 
 

SPECIAL RULES 
Preferred Enemy: Orks 
 
 
 

 
 

GUILD HEAVY TRIKES 

The Guild Trike is used exclusively by the 
renowned Squat Guild of Engineers. It is a 
large, reinforced trike carrying a driver and a 
gunner who aims a suitably devastating 
heavy weapon from the back of the speeding 

vehicle. Guild trike trams are famed for their 
fearless leaps and daredevil skid turns, 
evading enemy fire as they make their hit 
and run attacks with stunning bravado. 

 
 
 

 
SPECIAL RULES 
Preferred Enemy: Orks, Hit & Run. 
 
 
 

 
 

 
WS BS S T W I A Ld Sv 

Leader 4 3 3 4(5) 1 2 1 9 4+ 
Biker 4 3 3 4(5) 1 2 1 9 4+ 

 
WS BS S T W I A Ld Sv 

Trike  4 3 3 4(5) 2 2 2 9 4+ 
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THUNDERER 
Thunderer units are the most heavily armed 
units in a Squat Brotherhood, consisting of 
heavy squads of hardened veterans carrying 
heavy weapons. Squat heavy squads are 
exceptional because every Squat in the unit 
carries a heavy weapon – either a heavy 

bolter, a missile launcher or a lascannon. 
Thunderers supply withering support fire for 
the Brotherhood on the battlefield, 
devastating concentrations of enemy troops 
or tanks and forming strongpoints to hold the 
battleline.  

 
 

 
 
 

 
SPECIAL RULES 
Preferred Enemy: Orks 
 
 
 

MOLE MOTAR 
The Mole Mortar was actually developed by 
the Squats to overcome the problems of 
fighting on their rocky, barren Home Worlds 
where most habitations and fortifications are 
built underground. 
 
The Mole Mortar has a crew of two operators 
who can also dismantle and move the 

weapon if needed. The Mole Mortar fires a 
burrowing subterranean shell called a tunnel 
torpedo. This travels rapidly underground 
before burrowing to the surface and 
exploding underneath its target. This causes 
the ground to collapse beneath the target 
engulfing infantry or tanks, and sometimes 
trapping vehicles or tanks. 

 
 
 

 
SPECIAL RULES 
Preferred Enemy: Orks 
 
Mole Mortar 
Mole Mortars fire a burrowing subterranean 
shell called a tunnel torpedo. This travels 
rapidly underground before burrowing to the 
surface and exploding underneath its target. 
This causes the ground to collapse beneath 
the target engulfing infantry, and sometimes 
trapping tanks.  
  
 
 

 
 
Range Strength      AP Type  
  60"            4              -       Heavy 1, Blast, Tremor* 
 

*Tremor: Any unit hit by a subterranean blast 
will move as if in difficult terrain in its 
following Movement phase. If the unit is 
actually moving through difficult terrain, it 
rolls one less dice than normal to determine 
its maximum move. A vehicle hit by a Tremor 
shell must take a dangerous terrain test if it 
moves in the following Movement phase. This 
even applies to skimmers, whose delicate 
grav-engines are pummelled by shockwaves. 
   

 
WS BS S T W I A Ld Sv 

Leader 4 3 3 4 1 2 1 9 5+ 
Thunderer 4 3 3 4 1 2 1 9 5+ 

 
WS BS S T W I A Ld Sv 

Mole mortar 
team 

4 3 3 4 2 2 1 9 5+ 
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THUDD GUN 
The Thudd Gun is a light artillery piece which 
fires explosive shells. It shoots rapidly, its 
multiple barrels pumping in and out as each 
shell fires in succession with a distinctive 

‘thud-thud-thud’ noise, hence the common 
name of Thudd Gun. The Thudd Gun is used 
in large numbers by the Squats to provide 
close range support for their infantry.

 
 
 
 
 

 
 
SPECIAL RULES 
Preferred Enemy: Orks, Slow Rate of Fire, Battery, 
Immobile 
 
Range Strength AP Type  
12-60"     5        5      Heavy 4, Blast, 

                                      Barrage, Shell 
Shock   

 
Shell shock: 
The Thudd gun is fired as a multiple barrage 
and, as a barrage weapon, causes pinning. 
Due to the repeated impact of shells, Pinning 
tests against Thudd gun attacks are at -1 to 
the target’s Leadership. 
 
 
Slow Rate of Fire:  
It takes time to reload each quad gun 
between volleys. The Thudd gun can fire for 
two turns but must then miss a turn whilst it 
reloads, ie, it can fire for two turns in 
succession in a game before it must spend a 
turn reloading and may not fire. The Thudd 
gun can however be reloaded on a turn when 
it is being towed.  
 
The Thudd gun counts as a vehicle with an 
armour value of ten. Any glancing or 
penetrating hit destroys the gun. 
 
Battery:  
Although bought as a single battery, Thudd 
guns may deploy and act independently.  
Treat each gun, crew as a single unit. This 
also applies when adding up Victory points. 

Immobile: Unless towed by an appropriate 
vehicle, the Thudd gun may not move during 
the game, but may pivot on the spot to 
target enemies. 
 
 

 

  WS BS S T W I A Ld Sv 
Thudd gun crew 4 3 3 4 1 2 1 9 5+ 

Quad launcher - - - 7 3 - - - 3+
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TARANTULA 

The Tarantula weapon system is a robotic 
point-defence installation which can recognise 
the enemy and eliminate suitable targets 
using its two lascannons. It is especially 
useful for defending fixed sights where many 
Tarantula can be controlled remotely from an 
underground bunker or other command 
centre away from the battlelines. The 

Tarantula can move under its own power, 
using its gravitic-reaction motors to hover. It 
can therefore be used to support an attack or 
help defend a battlefield position.  
 
On the battlefield the Tarantula can be 
controlled from a position behind the front 
lines or from an orbital ship. 

 
 
 
 
 
 

SPECIAL RULES 
Immobile, 
 
Firing Modes: A Tarantula can fire in one of two 
modes. You must decide which mode the 
sentry gun will be set in before the start of 
the game. You cannot change the mode once 
you have decided, it remains in that mode for 
the rest of the game. 
• Point Defence Mode: The Tarantula is set up 

with a fixed fire arc, usually to provide 
covering fire over a particular area. In 
this mode, the fun will engage enemy 
targets up to 24’’ away which are within a 
fixed 90) arc. 

 
• Sentry Mode: In this mode, the gun is set 

up to fire at any enemy which comes 
near, and will always turn to fire at the 
nearest enemy target within 12’’ to which 

it can draw a line of sight. It can fire all 
around. 

 
Targeting: Which enemy unit a Tarantula will 
target is dictated by its armament. A heavy 
bolter equipped Tarantula will fire at the 
nearest non-vehicle within its firing mode. 
Lascannon or multi-melta equipped sentry 
guns will fire at the closest enemy vehicle or 
large monster within its firing mode. If there 
is no preferred target then the nearest other 
target will be engaged. Only destroyed 
vehicles are ignored, immobilised vehicles will 
still continue to be targeted. 
 
Damage: As it is a remote vehicle a sentry gun 
is destroyed by any glancing or penetrating 
hit. 
 
WARGEAR 
Twin-linked Lascannon, Twin-linked Heavy Bolter or 
single multi-melta. 

 

RAPIER LASER DESTROYER 
The Rapier Laser Destroyer is a slow moving 
but potent support vehicle. It carries a 
modified lascannon with four separate 
barrels. Because the laser blast is diffused 
through four barrels the weapon is shortened 
and the blast spread slightly. As a result the 
Rapier is shorter ranged than a normal 

lascannon but more likely to hit dispersed 
targets such as infantry. It is designed to 
support advancing infantry and protect them 
from attack. The Rapier Laser Destroyer has 
a crew of two operators who can also 
dismantle and move the weapon if needed.

 
 
 
 

 
SPECIAL RULES 
Preferred Enemy: Orks  
 
 

WARGEAR 
Multi laser 
 Range Strength   AP Type  
   36"         6       6      Assault 3   

 
 ⎡   Armor   ⎤  

 BS F S R HP 
Tarantula 4 10 10 10 3 

 
WS BS S T W I A Ld Sv 

Rapier team 4 3 3 4 2 2 1 9 5+ 
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IRON EAGLE ATTACK GYROCOPTER 
Iron Eagle attack gyrocopters are armoured 
flying machines used to mount high speed 
attacks on enemy forces. By using dense 
terrain to cover their approach, daring Guild 
aeronauts can spring upon enemy artillery 
and HQs in lightning fast raids, swooping 
through them with their cannon blazing. 
Using its speed and manoeuvrability an Iron 
Eagle gyrocopter wing can strike 
unexpectedly almost anywhere. 
 
The gyrocopter achieves its unprecedented 
manoeuvrability by combining traditional 

gravitic thrusters with high-powered 
turbofans which give it extra power and lift. 
Two aeronauts act as crew, one flying the 
machine and firing the main battlecannon 
armament while the other navigates and fires 
the tail-mounted autocannons. 
 
Brotherhood Warlords are always more than 
happy to have support of Iron Eagles to 
offset their slower moving ground forces and 
take the foe off-guard.  

 

 
 

SPECIAL RULES 
Deep Strike, Scout 
 
WARGEAR 
Gyrocopter Battlecannon 
Range Strength AP Type  
  72"      7          4      Ordnance 1, Blast  
 

 
 
 
 
Turret-mounted Autocannon  
Range Strength AP Type  
  48"      7          4      Heavy 2, Twin-linked  
 

 

 
 

 
⎡   Armor   ⎤   

 BS F S R HP 
Gyrocopter  3 12 12 10 3 
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WARLORD BARLGIN  

& COMMISSAR FARD
During the Trillians World campaign of 987-
988.M41, the Imperium called upon the 
Volskheim Stronghold for support in quelling 
the rebellion that had broken out on the 
northern continent. Although the strongholds 
were offered lucrative mining rights as a 
reward for their participation, they were 
initially reluctant. The Imperium, 
responding to their hesitation, threatened 
to suspend trading with the stronghold. 
The Lord of Volskheim consulted his 
Living Ancestors – they cast their minds back 
across the centuries and recited to their Lord 
the epic tales of Imperial wrath and the 
stronghold’s first oath of allegiance. He 
returned to the war-council convinced by 
their wisdom and agreed to send his War-
Brethren to aid the beleaguered Imperial 
forces. 

Under the circumstances, the Imperial 
Commander on Trillians World despatched 
Commissar Fard to oversee the Brotherhood. 
His first reports showed him to be a little 
uncomfortable with the situation – the 
Squats, although nominally under the 
instructions of the Imperial Commander, 
were loyal only to Barlgin, their Warlord, and 
turned to him for all their instructions. 
Despite a feeling of unease, exacerbated by 
the Squats disregard fir the Imperial cult, the 
Commissar could find no real reason to doubt 
the Brotherhood’s commitment and the Squat 
warriors were sent into action against the 
fortress of Gaerlugh. 

The first assault on the fortress was made by 
bikers of the Engineers Guild who breached 
the walls with vortrex grenades, supported by 
missile fire from Guild trike weapon teams. 
The main force of the Brotherhood then 
advanced in Rhinos, disembarking at the foot 
of the breached walls to battle their way on 
foot to the keep at the center of Gaerlugh. 

The surviving rebels were forced to retreat to 
the underground installations carved from the 
rock beneath the keep. The final attack was 
led by exo-armoured Hearth-guards following 
their Warlord into the darkness. At home in 
the dark tunnels and twisting corridors, the 
Squats fought fearlessly – three days later 
the last of the rebels surrounded to Warlord 
Barlgin and were handed over to the Imperial 
Commander for trial and execution. 

Commissar Fard later reported that the 
Brotherhood’s conduct was exemplary and 
recommended that they be allowed to 
assume all rights to the mines in the 
Gaerlugh sector in perpetuity. 

 

 
BARLGIN SPECIAL RULES 
Preferred Enemy: Orks, Independent Character, 
Relentless 
 
FARD SPECIAL RULES 
Independent Character, Stubborn 
 

 

 WS BS S T W I A Ld Sv 
   Barlgin 5 4 3 4 3 3 3 10 4+ 

Commissar 
Fard

4 4 3 3 2 3 2 10 5+ 
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GROMBRINDAL 
No one knows where Grombrindal will 
appear. He turns up wherever and whenever 
his folk are hard pressed. 

When the odds are against the Squats, he 
comes. He has been seen many times 
throughout the long history of the Squats, his 
strange and unexpected appearance in the 
darkest hour of battle is recorded in many 
sagas. Each time he appears, the tide has 
turned back in the Squats’ favour. There was 
the time when Umthi the Doomed and his 
folk were surrounded by Orks. When all 
seemed lost, the Ork Horde shrank back in 
dismay. Umthi’s Brotherhood was heard to 
whisper in awe “Grombrindal”. 

Deep in the midst of the foe the Ancestor one 
could be seen swinging his mighty hammer, 
crushing a swathe through the ranks of the 
enemy. Inspired by the sight, Umthi’s folk, 
though bleeding and exhausted, took heart 
and surged forward one last time in a 
desperate effort to reach Grombrindal, who 
stood alone amid the Orks. When the victory 
was won, and Umthi gazed across the 
stricken field, Grombrindal was gone and no 
trace of him was found, except for the heaps 
of slain enemies. A shrine to Grombrindal 
now stands in this place, one of many 
throughout the Squat systems. 

Some say that Grombrindal is none other 
than Snorri Whitebeard, the Squat Warlord of 
Kalak-Karak Brotherhood, who was the only 
Squat to receive the due and proper respect 
of Eldrad Ulthuan. That was a long, long time 
ago though – before the War of the Beard – 
and if it is true, then Grombrindal is truly an 
Ancestor, and in some uncanny way must 
surely have crossed the bounds of mortality. 

Many are the times when a strange lone 
Squat of this very description has been seen 
in the Squat camp on the eve of a great 
battle, keeping his own company. Sometimes 
such a figure has been seen walking the 
ramparts of a besieged stronghold and this is 
held as an omen of victory and hope. In the 
battle the following day Grombrindal has 
appeared, bedecked in all his regal panoply of 
war, like some ancient heroes of legend, a 
true Ancestor, a figure come to life from the 
old Squat carvings. 

 
SPECIAL RULES 
Preferred Enemy: Orks, Independent Character, Eternal 
Warrior, Fearless. 
 
WARGEAR 
Rune Helmet of Zhufbar : 
Those Squats who have glimpsed the 
awesome helmet worn upon Grombrindals 
troubled brow have described the sight they 
beheld. Guild Masters have identified this 
magnificent helmet as the Lost Rune Helmet 
of Zhufbar, which vanished many years ago 
when that particular stronghold was overrun 
by greenskins. 
Any fleeing unit of Squats will always rally 
automatically if they are attempting to rally 
within 12" of the Rune Helm of Zhufbar. 
 
Space Suit of Glimril  
After the Siege of Thraag, in which 
Grombrindal slew 10,000 Space Marines of 
Chaos to rescue the foolhardy Ungi No-
Chance and his brotherhood, a Space Suit 
was found clenched in the teeth of the Lord 
of Chaos. It was a material totally unknown 
by the Squat folk. The Guild Masters were 
completely mystified and called it Glimril and 
believed that perhaps it had been made by 
the Omnissiah himself! 
This gives Grombindal a 4+ invulnerable 
save. 
 
Rune Hammer of Grimnir 
This Hammer gives the wielder +2 Strength 
and requires two hands to use. The Rune 
Hammer of Grimnir allows the White Dwarf to 
re-roll any failed rolls to hit, and any failed 
rolls to wound. In addition, opponents must 
re-roll any successful Armour saves. 
 
Servo-Arm: See page 20. 
 
 

 

 
 WS BS S T W I A Ld Sv 
Grombrindal 7 4 4 5 4 4 4 10 4+ 
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VOLLMER ADAMS 
Crangor’s Buccaneers are a typical group of 
semi-military hooligans operating from the 
notorious Claw Nebula, a large area in the 
Third Quadrant with a very high 
concentration of interstellar dust and asteroid 
belts. 

The Nebula is not hazardous of itself, but 
since the systems within the Claw Nebula are 
“border” types, where the full weight of 
Imperial influence is not often felt, it is the 
perfect breeding-ground for rebellion and 
other criminal activity. The Imperium is in an 
almost permanent state of war with various 
Claw Nebula factions, including a string of 
minor Pirate nations. In the last millennium, 
the Ork Warlords of Mordred made a 
concerted but ultimately unsuccessful effort 
to subjugate the Claw Nebula, leaving behind 
them the legacy of numerous scattered Ork 
colonies. These have largely forgotten their 
past masters, and are now content to fight 
each other or to hire out as mercenaries. 
Other alien mercenaries are also common in 
the Claw. Crangor, the Pirate Captain, makes 
use of a large contingent of Eldars.  

He has a reasonably wide range of troops and 
equipment at his disposal. This is parly luck, 

an partly because he has managed to extract 
an oath of fealty from a Squat Clan leader of 
Kalak-Azrul system. This has provided him 
with access to a range of contraband Imperial 
equipment and a sizeable contingent of Squat 
warriors. The Clan leader’s third son, Vollmer 
Adams, is now Crangor’s Bosun and the 
Squats are unswervingly loyal to both him 
and Crangor, even to the point of fighting 
alongside Eldar. 

Thus far, the Buccaneers have had only 
minor clashes with the Imperium, but their 
influence within the Claw is spreading 
quickly. It will not be long before the 
Administratum decide that the group is too 
strong and take some action. Until then, 
Crangor is happy to continue his battles for 
total dominance of the Claw. 

Vollmer and the Squat buccaneers come back 
sometimes to serve under his command 
against squat enemies. 

 
SPECIAL RULES 
Preferred Enemy: Orks, Infiltrate. 
 
Crangor’s buccaneers: Vollmer and his squad have 
the Infiltrate, Stealth and Move Through 
Cover universal special rules. 

 
 WS BS S T W I A Ld Sv 
Vollmer Adams 4 3 4 4 1 3 2 10 5+ 
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WARGEAR 
This section of Codex: Squat lists the weapons and equipment used by the Squat armies, 
along with the rules for using them in your games of Warhammer 40,000. 

Weapons and equipment that can be used by 
one type of model or unit are detailed here, 
while equipment that is unique to a single 

model or unit is detailed in the appropriate 
entry in the Forces section. We have included 
page numbers for quick reference.  

 
WEAPONS 
 
Autogun: The universal name for standard 
projectile firing assault rifles. They have the 
following stats: 
 
 Range Strength    AP Type  
  24"      3         -      Rapid Fire  
 
 
Boltgun: The boltgun or ‘bolter’, is a rare 
and devastating weapon amongst the ranks 
of the Squats. It fires self-propelled missiles 
or ‘bolts’ that explode upon penetrating its 
target, blowing it apart from the inside. 
 
 Range Strength    AP Type  
  24"      4         5      Rapid Fire  
 
 
Bolt Pistol: Bolt pistols are smaller versions 
of bolters. Favoured amongst the ranks of 
officers and Commissars, they are a potent 
symbol of status as well as a lethal side arm. 
 
Range Strength    AP Type  
  12"      4         5      Pistol  
 
 
Flamer: Flamers spew out gouts of volatile 
promethium that instantly ignites and 
immolates those caught in the superheated 
conflagration. 
 
Range Strength    AP Type  
Template    4         5      Assault 1  
 
 
Force sword: See the Warhammer 40,000 
rulebook. 
 
 
Frag Grenades: See the Warhammer 40,000 
rulebook. 
 

Grenade Launcher: Grenade launchers are 
versatile, man-portable weapons capable of 
firing a range of deadly rounds. 
 
Each time the grenade launcher fires, the 
controlling player can decide which round is 
being used. 
Frag Grenade 
 Range Strength    AP Type  
    24’’         3        6      Assault 1, Blast  
 
Krak Grenade 
 Range Strength    AP Type  
    24’’         5        4      Assault 1  
 
 
Heavy Bolter: An enormous version of the 
bolter, the heavy bolter fires fist-sized bolts 
at the enemy with a staggering rate of fire. 
Range Strength    AP Type  
    36’’         5        4      Heavy 3  
 
Krak Grenades: See the Warhammer 
40,000 rulebook. 
 
Lascannon: The massive power cells 
required to fire a mighty lascannon is an 
indication of the destructive power of the 
weapon. The focused energy blast unleashed 
by this anti-tank weapon can cut through 
even the thickest armour. 
 
Range Strength    AP Type  
    48’’         9        2      Heavy 1  
 
Lasgun: The ubiquitous lasgun is easy to 
replicate and is therefore the most common 
weapon in the entire Squat armies. There are 
many subtle variations to the humble lasgun, 
but all are reliable and simple to maintain. 
Many experienced fighters prefer these 
trustworthy weapons to more destructive 
weapons for these very reasons.  
 
Range Strength    AP Type  
    24’’         3        -      Rapid Fire  
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Laspistol Boltpistol 
 

Lasgun Boltgun 

 

Lascannon Heavy bolter 

Plasmapistol Autogun 
 

 

Meltagun Flamer 

 

Multi-melta Missile launcher 
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Laspistol: Typically reserved for officers, the 
unassuming laspistol is based upon the same 
technology as the lasgun. The standard 
power packs for these weapons can be 
recharged from a standard power source or 
by exposing the cell to light or heat.  
 
Range Strength    AP Type  
    12’’         3        -      Pistol 
 
Melta Bomb: See the Vehicles chapter of the 
Warhammer 40,000 rulebook for details of 
using meltabombs. 
 
Meltagun: Meltaguns are short-ranged but 
lethal anti-armour weapons that fire a 
superheated stream of pure destruction. Even 
the thickest armour vapourises under the 
sub-atomic blast.  
 
 
Range Strength    AP Type  
    12’’         8        1      Assault 1, Melta  
 
 
Missile Launcher: The missile launcher is a 
favoured weapon amongst heavy weapons 
teams due to the tactical flexibility afforded 
by a range of warheads. 
Each time the missile launcher fires, the 
controlling player can decide which round is 
being used. 
 
Frag missile 
 Range Strength    AP Type  
    48’’         4        6      Heavy 1, Blast  
 
Krak missile 
 Range Strength    AP Type  
    48’’         8        3      Heavy 1  
 
 
Mole Mortar:…………………………….See page 28  
 
Multi-melta: A larger, more destructive 
version of the meltagun, perfect for reducing 
armoured tanks and reinforced bunkers to 
molten slag.  
 
Range Strength    AP Type  
    24’’         8        1      Heavy 1, Melta  
 
Plasma Cannon: The Guild has succeeded in 
developing several technologies which are 
exclusive to the Squats, and are not even 
understood by the Technomagi of the 
Adeptus Mechanicus of Mars. These include 
the neoplasma reactor powered by a warp-
core and held a thrall by a zero-energy 
containment field. No other race has 
developed this technology, and the Adeptus 
Mechanicus gave up their experiments with 

warp-cores after the infamous Contagion of 
Ganymede. 
 
Range Strength    AP Type  
    36’’         6        2      Heavy 1, Blast  
 
 
 

Note that Squat plasma weapons never have 
the ‘Get hot’ rule due to their exclusive 
technology.  
 

  
 
Plasma Gun: It is rare ‘honour’ to serve as a 
squad’s plasma gunner. ‘Bolts’ of pure 
plasma explode upon impact with the fury of 
a supernova scything through steel, flesh and 
bone as if it were nothing. 
 
Range Strength    AP Type  
    24’’         6        2      Rapid Fire  
 
Plasma Pistol: Perhaps the most destructive 
sidearm in common use in the Squat armies, 
a warrior with a plasma pistol wields the 
power of a small sun in his hands. 
 
Range Strength    AP Type  
    12’’         6        2      Pistol 
 

 
 
Power Fist: See the Warhammer 40,000 
rulebook. 
 
Power Weapon: See the Warhammer 
40,000 rulebook. 
 
Servo-Arm:………………………………See page 20 
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VEHICLE ARMOURY 
 
Autocannon: Autocannons fire large calibre, 
high velocity shells at prodigious rate. They 
are the heavy weapon of choice for 
commanders facing large infantry formations 
and lightly armoured vehicles. 
 
 Range    Strength        AP Type  
   48"         7       4 Heavy 2  
 
 
Dozer Blade: Dozer blades are heavy, 
reinforced ploughs, blades, rams pr scoops 
that are used to clear obstacles from the 
vehicle’s path. Many dozer blades are used to 
help the vehicle traverse minefields that 
would otherwise damage the vehicles’ track 
units. 
 
Vehicles equipped with a dozer blade can re-
roll a failed difficult terrain test. 
 
Extra Armour: Some Squat vehicle crews 
add additional ablative plating to their 
vehicles to provide extra protection from 
enemy attacks. 
 
Vehicles equipped with the extra armour 
upgrade count crew stunned results on the 
Vehicle Damage table as crew shaken results 
instead. 
 
 
Gyrocopter Battlecannon:…….See page 31  
 
 
Multi laser:……… …………………….See page 30 

 
 
Power Glove:…………………………….See page 22 
 
Searchlight: Searchlights are often fitted to 
Squat vehicles to cut through the darkness, 
so that the foe may not cower from the 
vehicle’s sights. 
 
Searchlights are used when the Night 
Fighting rule is in effect. If a vehicle has a 
search light it must still use the night fighting 
rules to pick a target but, having acquired a 
target, will illuminate it with the searchlight. 
For the rest of the Shooting phase, any other 
unit that fires at the illuminated unit does not 
use the Night Fighting rule. However, a 
vehicle that uses a searchlight can be 
targeted during the following enemy turn, as 
if the Night Fighting rules were not in effect, 
as the enemy can see the searchlight. 
 
Siege Hammer: ……………………….See page 22 
 
Smoke Launchers: See the Warhammer 
40,000 rulebook.  
 
Storm Bolter:  A storm bolter is a pair of 
linked bolters that can cut down ranks of 
enemies in an explosive hail of bolts. 
 
Range    Strength        AP Type  
   24"         4       5 Assault 2  
 
Thudd gun: ……..……………………….See page 29 
 
Turret-mounted Autocannon: See page 31 

 

ARMOUR 
 
Carapace Armour: Squat Warlords and their 
Hearthguards have from time immemorial 
worn finely-wrought breastplates and helms, 
decorated with ancestral faces. In ancient 
times, breastplates would have been crafted 
from simple beaten metal plate. These much-
cherished items of war panoply have 
continued in favour in the more technically 
advanced form of carapace breastplates, still 
decorated with traditional ancestor images. 
 
A model with carapace armour has an armour 
save of 4+. 
 
 
Exo-amour: Exo-armour combines features 
of both power armour and dreadnought 
armour. The extensive protection it affords 
the wearer is especially useful when fighting 
in confined spaces where movement 
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is restricted and it is difficult to avoid 
concentrated enemy fire. Exo-armour is thus 
greatly favoured by the Squats, who often 
find themselves in combat in subterranean 
tunnels or chambers and who are not noted 
for their agility. Exo-armour also serves as a 
hostile environment suit, and the barren 
surface of the Home Worlds has certainly 
stimulated the development of this form or 
armour by the Squats. Squat armourers are 
adept at forging rather striking exo-armour, 
usually embellished with the visage of a 
Squat Ancestor Spirit. The se finely wrought 
suits of exo-armour become the prestigious 
war panoply of great Lords and their 
Hearthguards. 
 
A model with exo-armour has an armour save 
of 2+ and an invulnerable armour save of 5+. 
When warring an exo-armour, except when 
mounted on trike, a model received the ‘Slow 

and Methodic’ rule; see in the Warhammer 
40,000 rulebook. 
 
 
Flak Armour: Cheap and easy to produce, 
flak armour comprises several layers of 
ablative thermoplast materials and impact 
absorbent carbifibres. 
 
A model with flak armour has an armour save 
of 5+. 
 
 
Power Armour: Made from thick ceramite 
plates and electronically motivated fibre 
bundles, power armour is one of the best 
protective armour available to the squat 
techpriest. 
 
A model with power armour has an armour 
save of 3+. 
 

OTHER EQUIPMENT 
 
Medi-pack: Medi-packs contain all the 
necessary drugs, dressings and surgical tools 
a field-medic requires to treat battle wounds 
and injuries. 
 
Whilst the medic is still alive, his squad has 
the Feel No Pain universal special rule. 
 
 
Refractor Field: This is an all-enclosing 
energy field that partially refracts energy 
around the bearer, protecting him from 
otherwise fatal damage. 
 
A refractor field grants the bearer a 5+ 
invulnerable save. 
 
 
Stronghold Banner: Stronghold banners are 
largely heraldic, bearing the symbol of the 
stronghold and sometimes a motto or slogan. 
Brotherhood banners tend to be more 
elaborate, with a central picture surrounded 
by ornate borders containing battle honours 
and slogans. The picture may be of the 
Brotherhood's most famous exploit, or a 
design such as a Squat braining an Ork or 
Eldar with a hammer.  
 
Brotherhoods in Imperial service may be 
presented with Imperial banners like those of 
the Imperial Guard. They may use the 
Imperial banner instead of, or as well as, 
their stronghold banner - but are unwilling to 
part with their Brotherhood banner.  
 

The Engineers Guild has its own standards, 
which feature the central motif of the Guild 
hammer or a Lodge symbol. Guild banners 
are decorated to a lesser degree, and tend 
not to be as elaborate as those of the 
Brotherhoods.  
 
Whilst the standard bearer is still alive, the 
unit he is with counts as scoring one 
additional wound for the purposes of 
calculating close combat results. In addition, 
any friendly units within 12’’ re-roll failed 
Morale and Pinning tests. 
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SQUAT HERALDRY 
Brotherhood uniform 

Each Squat Stronghold has several Warrior 
Brotherhoods. The Brotherhood have their 
own distinctive uniforms which use different 
combinations of Strongholds colours. For 
example, Warrior Brotherhood from the 
Mjolna Stronghold use the Stronghold 
traditional colours of red, green and yellow, 
for body armour, uniform and helmets 
respectively. Other Brotherhoods from Mjolna 
would use different combinations, red 
helmets and yellow body armour for 
example. 

One of the most characterful features of 
Squat Warriors is their use of gold and 
bronze decoration on their weapons and 
armour. 

Engineers’ Guild uniform 

Every Squat Stronghold contains a lodge of 
the Engineers’ Guild. In times of war the 
Engineers take to the battlefield on bikes and 
trikes to supply fast attack forces to support 
the Brotherhoods. The Mjolna’s Engineers 
wear red and green uniforms. To distinguish 
themselves from the Brotherhoods, the Lodge 
members wear blue caps rather than the 
Brotherhood’s yellow helmets. 

While the Guild are a part of the Stronghold 
they are fiercely proud of their engineering 
skills and display the Guild’s symbol, the 
winged hammer, on their uniforms and 
equipment. 

 

     BROTHERHOOD COLORS

 
      BRUGGEN            GOTREK            GRINDEL          GRUNHAG 

 
          IMBACH           KELEKAN                MJOLNA        THUNGRIM

    

 UNIT  MARKING  

 
IRONBREAKER WARRIOR ENGINEER GUILD 

 
THUNDERER UNIT   GUILD AERONAUTIC 
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The advance of the Mjolnir 
Brotherhood on Stronheim, 

Betalis IV campaign. 

The Brotherhood was raised from Mjolna 
Stronghold on the Homeworld of Valskalf, 
and served with distinction alongside the 
14th Borodian Regiment of the Imperial 
Guard in the pacification of Betalis IV. 

In the picture, F Company (denoted by the 
right side of the Squat F-rune on the right 
side of their helmets) advances under heavy 
fire towards the west gate of the city, while 
the warlord and Hearthguard look on from 
the captured communications complex where 
the Squat command point remained for most 
of the action. 

In the centre of the picture can be seen the 
banner of the Brotherhood. Note how 
lightning-strokes from the Brotherhood 

banner are repeated in the unit badges of the 
squad in the foreground; it is a common 
practice among Brotherhood troops for each 
squad to take an element of the Brotherhood 
banner as their unit symbol. 

Helmets are issued as standard to 
Brotherhood troops; but some prefer to wear 
soft caps, or no headgear at all. As with most 
Squat Brotherhoods, there are no strictly-
enforced uniform rules and personal 
decoration of equipment is common. Personal 
motifs can be seen on most of the helmets in 
the picture, and the squad leader in the 
centre foreground has had his head tattooed 
– a common practice among veteran Squats. 

The red flak jackets and dark green coveralls 
with yellow piping are the standard uniform 
of the Mjolnir Brotherhood – note the cuff 
detail on those figures who are not wearing 
gauntlets – but again, personal details such 
as gauntlets and knee and elbow pads vary 
from Squat to Squat. 
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SQUATS BANNERS 

Squats use typical Squat heraldic devices for their Stronghold banners. Note the frequent 
use of the Guild’s hammer symbol on the Engineers’ Guild Lodge banners, and the central 
picture surrounded by mottoes and other decoration on the Brotherhood banners. 

 

      STRONGHOLD BANNERS 

         
 

   ENGINEERS’ GUILD LODGE BANNERS 

           

 

 

    BROTHERHOOD BANNERS 
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SQUAT ARMY LIST 
The following army list enables you to field an army of Squats and fight battles using the missions included in the 
Warhammer 40,000 rulebook. 
 
USING THE ARMY LIST 
The Squats army list is split into six sections: HQ, 
troops, dedicated transports, elites, fast attack and heavy 
support. All of the squads, vehicles and characters in the 
army are placed into one of these categories depending 
upon their role on the battlefield. Each model is also 
given a points value, which varies depending on how 
effective that model is in battle. 
Before you choose an army, you will need to agree with 
your opponent upon the type of game you are going to 
play and the maximum total number of points each of 
you will spend. 

Then you can proceed to pick your army following the 
guidelines given in the Warhammer 40,000 rulebook. 
 
ARMY LIST ENTRIES 
Each entry in the army list represents a different unit. 
More information about the background and rules for 
the Squats and their options can be found in Squat Forces 
section, while examples of the Citadel miniatures you 
will need to represent them can be found in the colored 
section. 

 

0-1  SQUAT TECHPRIEST            90 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 

Squat Techpriest 4 3 3 4 1 2 1 9 3+  Infantry(Character) 1  Squat Techpriest 20 

  
Wargear: 
• Laspistol 
• Power Axe 
• Power Armour 
 

Special Rules: 
• Preferred Enemy: Orks 
• Independent Character 
• Blessing of Omnissiah 
 

Options: 
• Techpriest may be accompanied by 

up to four Servitors armed with a 
servo-arm. (See below) 

 

Each unit entry in the Squat army list contains the 
following information: 
1. Unit Name: At the start of each army list entry you will find 
the name of the unit alongside the points cost of the unit without 
any upgrades. ‘0-1’ means that you may only include one of this unit 
in your army. 

 
2. Unit Profile: This section will show the profile of any models 
the unit can include, even if they are upgrades. 

 
3. Unit Type: This refers to the unit type rules in the 
Warhammer 40,000 rulebook. For example, a unit may be classed 
as Infantry, Cavalry or Vehicle, which will subject it to a number of 
rules regarding movement, shooting, assaults, etc. 

 
4. Unit Composition: Where applicable, this section will show 
the number and type of models that make up the basic unit, before 
any upgrades are taken. If the Unit Composition includes the word 
‘Unique’, then you may only include one of this unit in your army. 

 
5. Wargear: This section details the weapons and equipment the 
models in the unit are armed with. The cost for all these models and 

their equipment is included in the points cost listed next to the unit 
name. 

 
6. Special Rules: Any special rules that apply to the models in the 
unit are listed here. These special rules are explained in further detail 
in either Squat Forces section of this book or the Special Rules 
section of the Warhammer 40,000 rulebook.  

 
7. Options: This section lists all of the upgrades you may add to 
the unit if you wish to do so, alongside the associated points cost 
for each. Where an option states that you may exchange one weapon 
‘and/or’ another; you may replace either or both, provided you pay 
the points cost for each. The abbreviation ‘pts’' stands for ‘points’' 
and ‘pts/model’ stands for ‘points per model’. 
 
Dedicated Transport: Where applicable, this option refers to any 
Transports the unit rnay take. These have their own army list entries. 
Dedicated Transports do not use up any Force Organisation chart 
selections, but otherwise function as separate units. The Transports 
section of the Warhammer 40,000 rulebook explains how 
Dedicated Transports work. 
 
Warlord Traits: Sometimes an entry will have a specific Warlord 
Trait, in which ca.se it will be listed here in its army list entry. 

 

 

 

1 

2 3 4 

5 6 7 
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HQ 
0-1 WARLORD AND HIS HEARTHGUARD SQUAD        115 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 

Warlord 5 4 3 4 3 3 3 10 4+  Infantry(Character) 1 Warlord 15 
Hearthguard 4 3 3 4 1 3 2 9 4+  Infantry 4 Hearthguard  

  
Wargear: 
• Frag grenades 
• Krak grenades 
• 2 Laspistols 
• Close Combat Weapon 
• Carapace Breastplate 
 
Special Rules: 
• Preferred Enemy: Orks 
• Independent Character 
(Warlord only) 
 

Options : 
• Any member of the squad may replace one 

or two Laspistols by one of the following 
weapons: 

   - Lasgun........................................................free  
   - Bolt pistol............................1 pt per model  
   - Bolter.................................5 pts per model  
   - Plasma pistol….............15 pts per model  
   - Power Axe…….............15 pts per model  
   - Power Fist……............25 pts per model  
   - Combi-weapon..............10 pts per model 

• Any member of the squad may received  
   - Meltabombs.......................5 pts per model 
• The entire squad may have 
   - Squat Bike............................................110 pts 
• The entire squad may replace all wargear 

by: 
    - Exo-amour, Bolter and Power 

Weapon………..…................................85 pts 
 
Transport: 
• Warlord squad may take a Squat Rhino or 

a Mole as a dedicated transport (see page 
48 for pts cost). 

WARLORD BARLGIN                            40 Points 
Warlord Squad may replace its Warlord with Warlord Barlgin. 

 WS BS S T W I A Ld Sv Unit Type Unit composition Page 
Barlgin 5 4 3 4 3 3 3 10 4+  Infantry(Character) 1  (Unique) 32

  
Wargear: 
• Close Combat Weapon 
• Carapace Breastplate 
• Multi-Melta  

COMMISSAR FARD                            55 Points 
Warlord Barling Squad may be joined by Commissar Fard. 

 WS BS S T W I A Ld Sv Unit Type Unit composition Page 
Fard 4 4 3 3 2 3 2 10 5+  Infantry(Character) 1  (Unique) 32 

  
Wargear: 
• Flak armour 
• Bolt pistol 
• Power Weapon 
• Frag grenades 
 

Special Rules: 
• Independent Character 
• Stubborn 
 
 

GROMBRINDAL                             250 Points 
Grombrindal may be joined any Squat army. 

 WS BS S T W I A Ld Sv Unit Type Unit composition Page 
Grombrindal 7 4 4 5 4 4 4 10 4+  Infantry(Character) 1  (Unique) 33 

  
Wargear: 
• Rune Helmet of Zhufbar 
• Space Suit of Glimril 
• Rune Hammer of Grimnir 
•  Servo-Arm 

Special Rules: 
• Preferred Enemy: Orks 
• Independent Character 
• Eternal Warrior 
• Fearless 
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HQ 
0-1 GUILDMASTER             50 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 

Guildmaster 4 4 3 4 2 2 2 10 5+  Infantry(Character) 1  Guildmaster 16 

  
Wargear: 
• Frag grenades 
• Krak grenades 
• Laspistol 
• Close combat weapon 
• Flak Armour 
• Refractor field 
 
Special Rules: 
• Preferred Enemy: Orks 
• Independent Character 

• Technical Proficiency 
• Squadron Leader 
 
Options : 
•  May exchange his laspistol and/or Close-

combat weapon for: 
   - Bolt pistol................................................1 pt 
   - Plasma pistol .....................................15 pts 
   - Power Axe.........................................15 pts 
   - Power Fist............................................25 pts 
   - Lasgun................................................. free 
   - Bolter..................................................5 pts 

• May have a Guild Squat Bike 
for......................................................30 pts 

 
• May take a Meltabombs 

for.......................................................5 pts 
 
• May replace all wargear with an exo-

amour, a Bolter and a Power Weapon 
for.....................................................25 pts 

   
 
 

0-1 LIVING ANCESTOR                      60 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 

Living Ancestor 5 4 3 4 3 3 1 10 4+  Infantry(Character) 1  Living Ancestor 17 
Living Ancestor 

on Sidecar 
5 4 3 4(5) 4 3 2 10 4+  Bike (Character)   

  
Wargear: 
• Laspistol 
• Force sword 
• Carapace Breastplate 
 
Special Rules: 
• Preferred Enemy: Orks 
• Independent Character 
 

 
Warlord Trait : 
• Strategic Genius 
 
Options : 
• May exchange his Laspistol for: 
   - Bolt pistol..............................................1 pt 
   - Plasma pistol .....................................15 pts 
• May take a Sidecar for........................30 pts 

• May take a Meltabombs for.................5 pts 
• May take a Medi-pack.........................5 pts 
 
Psychic Power: 
• A Living Ancestor may take up to 3 

Mastery Levels*.................................25 pts 
*A Living Ancestor with a Mastery Level 

has the Psyker special rule. 

 
 
 
 
0-1 STANDARD BEARER            30 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 
Standard Bearer 4 3 3 4 1 3 1 9 4+  Infantry(Character) 1  Standard Bearer 39 

  
Wargear: 
• Stronghold banner 
• Laspistol 
• Frag grenades 
• Krak grenades 
• Carapace Breastplate 
 

Special Rules: 
• Preferred Enemy: Orks 
• Independent Character 

Option: 
• May replace his Laspistol by: 
   - Bolt pistol................................................1 pt 
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 ELITE 
0-1  BERSERKER SQUAD            80 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 
Berserker leader 4 3 3 4 1 2 1 9 5+  Infantry 1  Berserker leader 18 

Berserker 4 3 3 4 1 2 1 9 5+  Infantry 7  Berserkers  

  
Wargear: 
• Frag grenades 
• Krak grenades 
• Laspistol 
• Close-combat weapon 
• Flak Armour 
 
Special Rules: 
• Preferred Enemy: Orks 
• Fearless 
 

Options: 
• Any member of the squad may replace his 

laspistol by a Bolt pistol 
for..........................................5 pts per model  

 • Any member of the squad may replace his 
close combat weapon by a Power Axe 
for......................................10 pts per model  

• One model may recieved: 
   - a Meltagun for......................................10 pts 
   - a Flamer for............................................5 pts 

• Leader may replace his laspistol by a 
Plasma pistol for..................................10 pts 

• Leader may replace his close combat 
weapon by a Power Fist for................15 pts 

• Leader may recieved Meltabombs 
for...........................................................5 pts 

 
Transport: 
• Berserkers squad may take a Squat Rhino 

or a Mole as a dedicated transport (see 
page 48 for pts cost). 

 
0-1  ADVENTURER (IRON CLAW) SQUAD         90 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 

Captain 4 3 3 4 1 2 1 9 5+  Infantry 1  Captain 19 
Adventurer 4 3 3 4 1 2 1 9 5+  Infantry 7 Adventurers  

  
Wargear: 
• Frag grenades 
• Krak grenades 
• Autogun 
• Close Combat Weapon 
• Flak Armour 
 
Special Rules: 
• Preferred Enemy: Orks 
• Infiltrate 
 

Options: 
• Any member of the squad may replace his 

Autogun by  
   - a Laspistol for..........................................free 
   - a Bolt pistol for.................2 pts per model 
   - a Lasgun for...........................1 pt per model  
   - a Bolter for…....................5 pts per model 
• One Adventurer replace his Autogun by        

- a Plasma Gun for................15 pts 
   - a Meltagun for....................10 pts 
   - a Flamer for….......................5 pts 
   - a Shuriken Catapult for..........5 pts 
 

• Captain may replace his Autogun by a 
Plasma pistol for...................................10 pts 

• Captain may replace his Close Combat 
Weapon by a Power Fist for..............15 pts 

• Captain may received Meltabombs 
for............................................................5 pts

VOLLMER ADAMS                                 60 Points 
Adventurers Squad may replace its Captain with Vollmer Adams. 

 WS BS S T W I A Ld Sv Unit Type Unit composition Page 
Vollmer Adams 

 
4 3 4 4 1 3 2 10 5+  Infantry(Character) 1  (Unique) 34 

  
Wargear: 
• Power Fist 
• Flak Armour 
• Bolter 
• Refractor Field 

Special Rules: 
• Preferred Enemy: Orks 
• Crangor’s  buccaneers 
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ELITE 
0-1  SQUAT TECHPRIEST            90 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 

Squat Techpriest 4 3 3 4 1 2 1 9 3+  Infantry(Character) 1  Squat Techpriest 20 

  
Wargear: 
• Laspistol 
• Power Axe 
• Power Armour 
 

Special Rules: 
• Preferred Enemy: Orks 
• Independent Character 
• Blessing of Omnissiah 
 

Options: 
• Techpriest may be accompanied by up to 

four Servitors armed with a servo-arm. 
(See below) 

 

 

SQUAT SERVITOR                                 15 Points 
You can include a Squat Servitor unit for each Squat Techpriest of your army. This unit doesn’t count as an Elite choice. 

 WS BS S T W I A Ld Sv Unit Type Unit composition Page 
Squat Servitor 4 3 3 4 1 2 1 9 4+  Infantry 1  Squat sertvitor 20 

  
Wargear: 
• Servo-Arm 
• Carapace Breastplate 
 

Special Rules: 
• Preferred Enemy: Orks 

Options: 
• Add up to four Servitors for15 pts per 
model. 

 
 

 
0-1  IMPERIAL COMMISSAR            35 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 

Commissar 4 4 3 3 1 3 2 9 5+  Infantry(Character) 1  Commissar 20 

  
Wargear: 
• Flak armour 
• Bolt pistol 
• Close Combat Weapon 
• Frag grenades 
 

Special Rules: 
• Independent Character 
• Stubborn 
 

Options: 
• May take melta bombs 

for..............................................................5 pts 
• May exchange his pistol and/or close-
combat weapon for: 

  - Lasgun................................................ free 
 - Power Weapon...............................10 pts  
  - Plasma pistol..................................10 pts 
  - Power Fist......................................15 pts 
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ELITE 
ROBOT MANIPLE             
Composition: Robot maniple composed of 1-4 of the following Robots, in any combination: 

CRUSADER                     95 Points par model 

COLOSSUS                             80 Points par model 

CATAPHRACT                      110 Points par model 

CASTELLAN                      110 Points par model 

CONQUEROR                    105 Points par model 

     ⎡   Armor   ⎤      
 WS BS S F S R I A HP Unit Type Unit composition Page 

Crusader 5 2 5 (10) 11 11 10 4 2 (3) 3 Vehicle(Walker)  1-4 Robots 21-23 

Colossus 3 5 5 (10) 12 12 10 2 1 3  Vehicle(Walker)   

Cataphract 4 4 6 12 12 10 4 2 3 Vehicle(Walker)   

Castellan 5 4 5(10) 12 12 10 4 2(3) 3 Vehicle(Walker)   

Conqueror 2 4 6(10) 12 12 10 4 1 3 Vehicle(Walker)   

  
Special Rules: 
• Programs 
 
Wargear: 
Crusader: 
• 2 Power Swords 
• Lascannon 
 
Colossus: 
• Siege Hammer 
• Boltgun 
• Meltagun 
 
Cataphract: 
• Lascannon 
• Boltgun 
• Flamer 
 
Castellan: 
• 2 Power Gloves 
• Heavy Bolter 
 
Conqueror: 
• Heavy Bolter 
• Autocannon 
• Power Glove 

Options: 
Crusader: 
• Any Crusader may exchange its Lascannon 

for: 
   - Heavy Bolter............................................free 
   - Meltagun....................................................free 
 
Colossus: 
• Any Colossus may exchange its Siege 

Hammer for: 
   - Flamer........................................................free 
   - Power Glove............................................free 
   - Autocannon...............................................free 
• Any Colossus may exchange its Boltgun 

for: 
   - Siege Hammer......................................15 pts 
   - Power Glove.........................................15 pts 
   - Autocannon............................................10 pts  
• Any Colossus may exchange its Meltagun 

for: 
    - Heavy Bolter...........................................free 
    - Lascannon..............................................15 pts 
 
Cataphract: 
• Any Cataphract may exchange its 

Lascannon for : 
    - Heavy Bolter...........................................free 
    - Meltagun..................................................free 
• Any Cataphract may exchange its Boltgun 

for: 
    - Siege Hammer.....................................15 pts  
    - Power Glove........................................15 pts 
   - Autocannon............................................10 pts  
• Any Cataphract may exchange its Flamer 

for: 
    - Siege Hammer.....................................15 pts  
    - Power Glove........................................15 pts 
   - Autocannon...........................................10 pts  
 

Castellan: 
• Any Castellan may exchange its Heavy 

Bolter for: 
    - Meltagun..................................................free 
    - Power Glove.......................................10 pts 
    - Lascannon.............................................15 pts 
• Any Castellan may exchange one of its 

Power Glove for: 
   - Siege Hammer.........................................free  
   - Flamer........................................................free 
   - Autocannon...............................................free   
 
Conqueror: 
• Any Conqueror may exchange its Heavy 

Bolter for: 
   - Meltagun...................................................free 
   - Lascannon..............................................15 pts 
• Any Conqueror may exchange its 

Autocannon for: 
   - Boltgun......................................................free 
   - Siege Hammer........................................5 pts  
   - Power Glove...........................................5 pts 
• Any Conqueror may exchange its Power 

Glove for: 
   - Autocannon...............................................free   
   - Siege Hammer.........................................free  
   - Flamer........................................................free
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TROOPS 
 
WARRIOR SQUAD                  65 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 

Leader 4 3 3 4 1 2 1 9 5+  Infantry 1  Leader 24 
Hearthguard 4 3 3 4 1 3 2 9 4+  Infantry 7  Troopers  

Trooper 4 3 3 4 1 2 1 9 5+  Infantry   

  
Wargear: 
• Frag grenades 
• Krak grenades 
• Lasgun 
• Flak Armour 
 
Special Rules: 
• Preferred Enemy: Orks 
 

Options: 
• Any member of the squad may exchange 

his lasgun for:  
   - Bolt pistol.............................1 pt per model  
   - Boltgun................................5 pts per model 
 
• One trooper may exchange his lasgun for: 
   - Plasma Gun ...........................................15 pts 
   - Meltagun ...............................................10 pts 
   - Flamer .....................................................5 pts 
   - Heavy Bolter ........................................10 pts 
   - Grenade Launcher..................................5 pts 
   - Lascannon..............................................20 pts 

• Leader may exchange his lasgun for:  
   - Laspistol and close combat weapon    

for................................................................free 
   - Power Fist and Bolter........................20 pts 
 
• Leader may be upgraded in Hearthgard and 

recieved a Carapace Breastplate 
for.............................................................10 pts 

 
• Leader may recieved Meltabombs 

for..............................................................5 pts 
 
Transport: 
• Warriors squad may take a Squat Rhino or 

a Mole as a dedicated transport (see page 
48 for pts cost). 
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DEDICATED TRANSPORT VEHICLES 
 
Certain Squat units have the option of selecting a dedicated transport vehicle. These vehicles do 
not use up any Force Organisation chart selections, but otherwise function as separate units. See 
the Vehicles section of the Warhammer 40,000 rulebook for details of how transport vehicles 
operate. 
 
 
SQUAT RHINO                       35 Points 
   ⎡   Armor   ⎤      

 BS F S R HP  Unit Type Unit composition Page 
Squat Rhino  3 11 11 10 3  Vehicle (Tank, Transport) 1  Rhino 25 

  
Wargear: 
• Storm bolter 
• Smoke launchers 
• Searchlight 
 

Special rules: 
• Repair 
 
Transport Capacity: 
• Ten models 
 

Options: 
• May take any of the following: 

- Storm bolter........................................10 pts 
- Dozer blade.........................................5 pts 
- Extra armour......................................15 pts 
 - Multimelta............................................15 
pts 
 

 
 
 
 
 
MOLE                        35 Points 
   ⎡   Armor   ⎤      

 BS F S R HP  Unit Type Unit composition Page 
Mole  3 12 12 12 3  Vehicle (Transport) 1  Mole 26 

  
Wargear: 
• None 
 

Special rules: 
• Immobile 
• Inertial Guidance System  
• Underground assault 
 
 

Transport Capacity: 
• Ten models 
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FAST ATTACK 
 

GUILD BIKER SQUADRON         160 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 

Guild Leader 4 3 3 4(5) 1 2 1 9 4+  Bike 1  Guild Leader 27 
Biker 4 3 3 4(5) 1 2 1 9 4+  Bike  7 Bikers  

  
Wargear: 
• 2 Laspistols  
• Reinforced Flak Armour 
 
Special Rules: 
• Preferred Enemy: Orks 
 
 

Options : 
• Any member of the squadron may 
exchange his laspistols for:  
  - Bolt pistol...............................1 pt per model 
  - Lasgun....................................1 pt per model 
 
• Any member of the squadron may take 
   - Twin-linked bolters..........5 pts per model 
 

• One model can exchange his laspistols for: 
   - Flamer..................................................5 pts 
 
• Leader may exchange one of his laspistol 

for: 
   - Plasma pistol.........................................15 pts 
 
• Leader may recieved Meltabombs 

for............................................................5 pts 

 

GUILD HEAVY TRIKE SQUADRON          50 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 

Trike 4 3 3 4(5) 2 2 2 9 4+  Bike 1  Trike 27 

  
Wargear: 
• Laspistol 
• Reinforced Flak Armour 
• Multi-melta 
 
Special Rules: 
• Preferred Enemy: Orks 
• Hit & Run 
 
 

Options : 
• The squadron may include up to two extra 

Guild Trikes for.........................50 pts each 
 
• Any member of the squadron may take  

twin-linked bolters for.....5 pts per model 
 

• Any member of the squadron may 
exchange its multi-melta for: 
     - Heavy bolter..........................................free 
     - Heavy plasma gun..............................10 pts  
     - Lascannon...........................................15 pts  
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HEAVY SUPPORT 
 
THUNDERER  SQUAD                     80 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 

Thunderer Leader 4 3 3 4 1 2 1 9 5+  Infantry 1  Thunderer leader 28 
Thunderer 4 3 3 4 1 2 1 9 5+  Infantry 7  Thunderers  

  
Wargear: 
• Frag grenades 
• Krak grenades 
• Lasgun 
• Flak Armour 
 
Special Rules: 
• Preferred Enemy: Orks 
 

Options: 
• Any member of the squad may exchange 
his lasgun for  
- Bolt pistol.................................1 pt per model   
- Bolter......................................5 pts per model 
 
• Each Trooper apart the Squad Leader may 
replace his lasgun by a Heavy Bolter 
for............................................10 pts per model 
 
• One Trooper may exchange his lasgun for  
- Multimelta................................................15 pts 
- Missile Launcher.....................................15 pts 
- Plasma Cannon........................................30 pts 
- Lascannon..................................................25 pts 
 

• Leader may replace his lasgun by : 
- laspistol and a close combat weapon  
for.....................................................................free 
- Power Fist and a Bolter for..................20 pts 
 
• Leader may received Meltabombs 
for...................................................................5 pts 
 
Transport: 
• Thunderrers squad may take a Squat Rhino 

or a Mole as a dedicated transport (see 
page 48 for pts cost). 

MOLE MORTAR SQUADS               75 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 

Mole mortar 
 team 

4 3 3 4 2 2 1 9 5+  Infantry 3 Mole mortar teams 28 

  
Wargear: 
• Frag grenades 
• Krak grenades 
• Lasgun  
• Mole mortar 
• Flak Armour 
 

Special Rules: 
• Preferred Enemy: Orks 
 

Option : 
• Any member of the squad may exchange 
his lasgun for laspistol................................free  

 
 
HEAVY QUAD LAUNCHER (THUDD GUN) BATTERY                70 Points 
  WS BS S T W I A Ld Sv Unit Type Unit composition Page 
Thudd gun crew 4 3 3 4 1 2 1 9 5+ Artillery 2 Thudd gun crews 29 

Quad launcher - - - 7 3 - - - 3+ Artillery  1  Quad launcher  

Wargear 
(Thudd gun crew only): 
• Frag grenades 
• Krak grenades 
• Lasgun  
• Flak Armour 
 

Special rules: 
• Preferred Enemy: Orks 
• Slow Rate of Fire 
• Battery 
• Immobile 

Options: 
• Add up to two Thudd Gun for70 pts per 
model with two crews 
• Any crew may exchange his lasgun for 
laspistol.......................................................free 
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HEAVY SUPPORT 
 
TARANTULA SENTERY GUN BATTERY                   15 Points 
   ⎡   Armor   ⎤      

 BS F S R HP  Unit Type Unit composition Page 
Tarantula  4 10 10 10 3  Vehicle  1  Tarantula Sentery Gun 30 

  
Wargear: 
• Twin-linked Heavy Bolters 

Special rules: 
• Immobile 
• Firing Mode 
• Targeting 
 
 

Options: 
• Add up to two Tarantulas 
for.........................................15 pts per model 
• May exchange its twin-linked heavy 
bolters for single multi-melta 
for.................................................................free 
• May exchange its twin-linked heavy 
bolters for twin-linked lascannons 
for................................................10 pts per gun

RAPIER LASER DESTROYER SQUAD             100 Points 
 WS BS S T W I A Ld Sv Unit Type Unit composition Page 

Rapier team 4 3 3 4 2 2 1 9 5+  Infantry 3 Rapier teams 30 

  
Wargear: 
• Frag grenades 
• Krak grenades 
• Lasgun  
• Rapier laser destroyer 
• Flak Armour 
 

Special Rules: 
• Preferred Enemy: Orks 
 

Option : 
• Any member of the squad may exchange 
his lasgun for laspistol................................free  

 
IRON EAGLE ATTACK GYROCOPTER SQUADRON                 140 Points 
   ⎡   Armor   ⎤      

 BS F S R HP  Unit Type Unit composition Page 
Gyrocopter  3 12 12 10 3  Vehicle (skimmer, fast). 1  Gyrocopter 31 

  
Wargear: 
• Gyrocopter Battlecannon 
• Turret-mounted Autocannon  
 

Special rules: 
• Deep Strike 
• Scout 
 
 

Options: 
• Add up to two Gyrocopter 
for...........................................140 pts per model

 
THUNDER-FIRE CANNON                         50 Points 
   ⎡   Armor   ⎤      

 BS F S R HP  Unit Type Unit composition Page 
Thunder-Fire 

cannon  
3 10 10 10 3  Vehicle (immobile). 1  Thunder-Fire cannon 28 

  
Wargear: 
• Thunder-Fire battlecannon 

Special rules: 
• Shooting at Aircraft 
• Immobile 
 

Options: 
• Add one Thunder-Fire cannon 
for...............................................................50 pts
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 JERVIS JOHNSON’S NOTES 

 

I know I shouldn't get drawn on this... but... 
can't... resist  

Seriously, a couple of points just so you can 
have an informed debate based on the real 
reasons that Squats are no longer available. 
Be warned, it is going to be hard reading for 
people that like the Squat background. 

First of all, Squats were *not* dropped 
because they were not selling well. There 
were then, and are now, plenty of other 
figure ranges that sell in the sort of % 
quantities that the Squats pulled down, 
especially when you look across all of the 
ranges produced by GW rather than just 
those for 40K. 

No, the reason that the Squats were dropped 
was because the creatives in the Studio 
(people like me, Rick, Andy C, Gav etc) felt 
that we had failed to do the Dwarf 'archetype' 
justice in its 40K incarnation. From the name 
of the race (Squats - what *were* we 
thinking?!?!) through to the short bikers 
motif, we had managed to turn what was a 
proud and noble race in Warhammer and the 
other literary forms where the archetype 
exists, into a joke race in 40K. We only fully 
realised what we had done when we were 
working on the 2nd edition of 40K. Try as we 
might, we just couldn't work up much 
enthusiasm for the Squats. The mistake we 
made then (deeply regretted since) was to 
leave them in the background and the 'get 
you by' army list book that appeared. With 
hindsight, we should have dropped the 
Squats back then, and saved ourselves a lot 
of grief later on. 

Anyway, the Squats made it into 2nd edition, 
and since we were doing army books for each 
of the races, we started to try and figure out 
what to do with them. Unfortunately we just 
couldn't figure out a way to update them and 
get them to work that we felt was good 
enough. The 'art' of working on an army as a 
designer is to find the thing that you think is 
cool and exciting about an army, and work it 
up into a strong theme. This 'muse' didn't 
strike any of us, and so, rather than bring out 
a second-rate product simply re-hashing the 
old background, we kept doing other army 
books instead, with stuff we did feel inspired 
by. 

Now, while this was all going on for 40K, we 
were actually doing some rather good stuff 
for the Squats in Epic. On this scale there 
was a natural tendency to focus on the big 
'hand-made' war machines the Squat artisans 
produced, and this created an army with a 
feel that was very different to the biker 
hordes in 40K. However, this tended to 
reinforce the problems we saw in the Squat 
background rather than alleviate them, 
underlining what we *should* have done with 
the Squats in 40K.  

In the end (and it took years to really get to 
the roots of the problem) this led to a 
realisation that we were going to have to 
drop the Squats in their 'Squat' form from the 
40K background. There was little point having 
a major race that we weren't willing to make 
an army book for, and their inclusion in the 
background meant that people kept asking us 
when we'd do a Squat Codex. Instead we 
decided that we'd write the Squats out of the 
background by saying that their Homeworlds 
had been devoured by a Tyranid Hivefleet. 
This would give us the option in the future to 
return to making a race based on the Squat 
archetype for 40K. This race was given the 
name of Demiurg, and a certain amount of 
preliminary work was done to get a 'feel' for 
what the race would be like. At present the 
only hint of the Demiurg in 40K is the 
Demiurg spaceship for BFG. However, we do 
have this race 'in our back pocket' as a 
possible new race for 40K, or an interesting 
character model in Inquisitor, or whatever. 
So far the Demiurg have lost out to other 
projects, and it may be that their time never 
actually comes, as they will have to win 
through on their merits, not simply because 
we once made some Squat models in the 
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past. At present, I have to say that it is more 
lilely that they *don't* make the cut than do, 
as there is a certain predudice these days to 
simply taking races from Warhammer and 
cross them over to 40K like we did in the 
early days, so it may be that the 
Squats/Demiurg end up remaining a footnote 
in the history of the 40K galaxy. Only time 
will tell... 

The second point I'd like to make is about 
'old moulds'. In the past, Mail Order in the UK 
and US used to be the place that we kept all 
of the retired moulds for Citadel Miniatures, 
and we used to offer a service where you 
could order any Citadel Miniature ever made 
from MO. However, there are now so many of 
these 'back catalogue' miniatures that it is 
simply impossible to keep all of the old 
moulds in Mail Order and offer this service. 
Instead, we pick and choose which back 
catalogue miniatures are kept available. At 
present we're still struggling to produce 
special catalogues for these ranges (in the US 
there is the 'Phone Book' catalogue with 
everything in it, while the UK has special 
'collectors guides' that are themed round a 
race). Once we've ironed out the kinks in the 
way we deal with the range of collectors 
models we want to keep permanently 
available, the plan is to offer up other parts 
of the back catalogue for limited periods of 
time. In effect this will divide the back 
catalogue into three parts: a range of classic 
models that are permenantly available, a 
range of classic models we dip into and bring 
out for a limited release, and a range of 
retired models that will no longer be sold 

either because we've decided that they are 
embarrassingly bad, or because we are no 
longer allowed to sell them due to licensing 
agreement changes. So far we're still slowly 
working on deciding which classic models we 
want to keep permanently available, and its 
going to take several years to work through 
just those. The old Squat range is most likely 
to end up as retired models, I have to say, 
though there is a good chance that the Squat 
war engines they could simply into the 
limited release classic range. Once again, 
only time will tell... 

I'll finish off by saying that whatever we 
decide to do 'officially', there is nothing 
stopping players with Squat armies from 
using them, either in Epic or 40k for that 
matter. There is no GW 'rule' against using 
old Citadel Miniatures, as long as you use 
them with existing army lists and in a way 
that won't cause confusion for other players. 
I recommend taking a positive stand by 
saying "Have you seen these cool old 
models? They're called the Squats and GW 
used to make them back in the late 
eighties/early nineties. I love 'em, so I count 
them as Imperial Guard and use them with 
the current rules..." Put like this I can't 
imagine that anyone would stop you from 
using your army. 

Best regards, 

Jervis Johnson,  

Head Fanatic 
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PROFILES 

 
 

 
 

 
 
 
 

 

WS BS S T W I A Ld Sv Unit Type Pg

Commissar Fard 4 4 3 3 2 3 2 10 5+ In(ch) 32
Grombrindal 7 4 4 5 4 4 4 10 4+ In(ch) 33
Guildmaster 4 4 3 4 2 2 2 10 5+ In(ch) 16
Hearthguard 4 3 3 4 1 3 2 9 4+ In 15
Living Ancestor 5 4 3 4 3 3 1 10 4+ In(ch) 17
Living Ancestor on Sidecar 5 4 3 4(5) 4 3 2 10 4+ In(ch) 17
Warlord 5 4 3 4 3 3 3 10 4+ In(ch) 15
Warlord Barlgin 5 4 3 4 3 3 3 10 4+ In(ch) 32

WS BS S T W I A Ld Sv Unit Type Pg

Adventurer 4 3 3 4 1 2 1 9 5+ In 19
Berserker 4 3 3 4 1 2 1 9 5+ In 18
Berserker Leader 4 3 3 4 1 2 1 9 5+ In 18
Captain 4 3 3 4 1 2 1 9 5+ In 19
Imperial Commissar 4 4 3 3 1 3 2 9 5+ In(ch) 20
Squat Servitor 4 3 3 4 1 2 1 9 4+ In 20
Squat Techpriest 4 3 3 4 1 2 1 9 3+ In(ch) 20
Vollmer Adams 4 3 3 4 1 2 1 9 5+ In 34

WS BS S T W I A Ld Sv Unit Type Pg

Leader 4 3 3 4 1 2 1 9 5+ In 24
Hearthguard 4 3 3 4 1 3 2 9 4+ In(ch) 24
Trooper 4 3 3 4 1 2 1 9 5+ In(ch) 24

WS BS S T W I A Ld Sv Unit Type Pg

Biker 4 3 3 4(5) 1 2 1 9 4+ Bk 27
Guild leader 4 3 3 4(5) 1 2 1 9 4+ Bk (ch) 27
Trike 4 3 3 4(5) 2 2 2 9 4+ Bk 27

WS BS S T W I A Ld Sv Unit Type Pg

Mole mortar team 4 3 3 4 2 2 1 9 5+ In 28
Rapier ‐ ‐ ‐ 5 1 ‐ ‐ ‐ 3+ Ar 30
Rapier crew 4 3 3 4 1 2 1 9 5+ Ar 30
Thudd gun ‐ ‐ ‐ 7 3 ‐ ‐ ‐ 3+ Ar(Im) 29
Thudd gun crew 4 3 3 4 1 2 1 9 5+ Ar 29
Thunderer 4 3 3 4 1 2 1 9 5+ In 28
Thunderer leader 4 3 3 4 1 2 1 9 5+ In 28

Armour
WS BS S F S R I A HP Unit Type Pg

Crusader 5 2 5 (10) 11 11 10 4 2 (3) 3 W 22
Castellan 5 4 5(10) 12 12 10 4 2(3) 3 W 23
Cataphract 4 4 6 12 12 10 4 2 3 W 23
Colossus 3 5 5 (10) 12 12 10 2 1 3 W 22
Conqueror 2 4 6(10) 12 12 10 4 1 3 W 23
Gyrocopter - 3 - 12 12 10 - - 3 F, S 31
Mole - 3 - 12 12 12 - - 3 T 26
Rhino - 3 - 11 11 10 - - 3 Tk, T 25
Tarantula - 4 - 10 10 10 - - 3 Im 30
Thunder-fire cannon - 3 - 10 10 10 - - 3 Im 26

FAST ATTACK

HEAVY SUPPORT

VEHICLES

HQ

ELITES

TROOPS

Weapon Range S AP Type

Autocannon 48'' 7 4 Heavy 2
Autogun 24'' 3 - Rapid Fire
Bolt pistol 12'' 4 5 Pistol
Boltgun 24'' 6 4 Rapid Fire
Flamer Template 4 5 Assault 1
Frag grenade 8'' 3 - Assault 1, Blast
Grenade launcher
- Frag grenade 24'' 3 6 Assault 1, Blast
- Krak Grenade 24'' 5 4 Assault 1
Gyrocopter Battlecannon 72'' 7 4 Ordnance 1, Blast
Heavy bolter 36'' 5 4 Heavy 3
Krak grenade 8'' 6 4 Assault 1
Lascannon 48'' 9 2 Heavy 1
Lasgun 24'' 3 - Rapid Fire
Laspistol 12'' 3 - Pistol
Meltagun 12'' 8 1 Asssault 1, Melta
Missile Launcher
- Flakk 48'' 7 4 Heavy 1, Skyfire
- Frag 48'' 4 6 Heavy 1, Blast
- Krak 48'' 8 3 Heavy 1
Mole mortar 60'' 4 - Heavy 1, Blast, Tremor
Multi laser 36'' 6 6 Assault 3
Multi-melta 24'' 8 1 Heavy 1, Melta
Plasma cannon 36'' 6 2 Heavy, Blast
Plasma gun 24'' 6 2 Rapid Fire
Plasma pistol 12'' 6 2 Pistol
Stormbolter 24'' 4 5 Assault 2
Thudd gun 12-60'' 5 5 Heavy 4, Blast, Barrage, Shell shock
Turret-mounted 48'' 7 4 Heavy 2, Twin-linked

Weapon Range S AP Type

Close combat weapon - User - Melee
Force sword - User 3 Melee, Force
Krak grenade - 6 4 -
Melta bomb - 8 1 Armourbane, Unwieldy
Power axe - +1 2 Melee, Unwieldy
Power fist - x2 2 Melee, Specialist Weapon, Unwieldy
Power sword - User 3 Melee
Servo-arm - x2 1 Melee, Specialist Weapon, Unwieldy

MELEE WEAPONS

RANGED WEAPONS






