DEJSERT N2MAD TRIBEJS

ARMY LIST FOR
STRIKE LEGION TACTICAL

UNIT ORGANIZATIONS

Infantry Platoor. 4x Nomad Warrior or 4x Nomad Civilian Squads, plus 2 Leader Teams.
Infantry Company. 4x Nomad Warrior Platoons and 1x 7ribal Leader Personality.
Defense Cormpany. 4x Nomad Civilian Platoons and 2x Leader Teams.

Transports. any Platoon may be mounted on Lesseror Greater |/V/urm transports.

C2 and CG any Desert Nomad and/or Wurm unit may (and should) be given Veteran CQ and Superior C2 ratings.
7L: 7; Strict TL Design Method.

SPECIAL RULES
¢ The Tribal Council Leader and The Chosen One Personalities are unique; only one of each may be fielded in any game. If 7he Cho-
sen One Personality is in play, he must be attached to a platoon of 4x Death Guard squads.

¢ Desert Nomads add +1 to all CC and CA attacks against House of the Gryphon units.

¢ Up to 25% of the point total of a Desert Nomad force may be composed of units chosen from the House of the Hawk army list.
Desert Nomads may use the Leadership bonuses of House of the Hawk Leader Teams and Personalities with the Leader Team
trait.

¢ Combat Shields may not be used when fighting in open desert terrain against Houses of the Hawk, Gryphon, or Lion.

¢ Lesserand Greater Wurm elements may only move into or through terrain designated as Sand. These elements never take Mo-
rale tests and never suffer the effects of Suppression.

¢ No Desert Nomad Personnel element or Wurm transport is assessed mounting or dismounting movement penalties.

¢ Wurms [either type] may never be captured via the Kleptormaniac trait, nor may non-Desert Nomad units be transported by
them. House of the Hawk Personalities are considered to be Desert Nomads for purposes of this rule.
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