Harlequin's in Space Hulk

Action Points: Harlequin's have 6 Action points to spend per model

AP Costs:
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1 square forward 1

1 square backward 1

1 square sideways 1

Turn 90 deg 0

Turn 180 deg 1

2

Set guard 2

Clear jam 1

Close assault 1

Open/close door 1

3

Leap 2

Set overwatch

Deathdance


Close Assault:

[image: image2.emf]Model Close assault Special Bonus

D6+1 Parry

D6+2 Parry

D6+2

D6-1

D6+1 Psi-points

Harlequin with ccw and shuriken/fusion pistol

Troupe Master with power sword and shuriken pistol

Harlequin with harlequins kiss and shuriken pistol

Death Jester with shuriken cannon

Shadow seer with shuriken pistol and Force weapon


Special Rules:

1. Deathdance – This cost 3 AP to use, it gives the harlequin an extra +1 to the close assault roll. The Harlequin can now attack a Genestealer in an adjacent square in close combat for free. If the Harlequin wins the close combat then the Harlequin may follow up and move into the recently vacated square. The Harlequin may now attack another target in an adjacent square and follow up for free. This process continues until either a combat is drawn, the Harlequin is killed or there are no targets left to close assault

2. Harlequin's kiss – The weapon while deadly has drawbacks. On a roll of one the weapon becomes 'jammed' and the model will lose guard stance

3. Leap – Costs 2 AP to use but allows a harlequin to jump over an obstacle (not an enemy model!) provided the next square is free

4. Close assault defence – All Harlequin's if assaulted from the rear or side can turn and face the attacker before combat begins without penalty or expending action points.

5. Solo actions - Harlequins do not have command points like Space Marines. In battle Harlequins fight in a very open, flowing style, more a linked series of individual actions than a cohesive attack. In the confined corridors of Space Hulks this becomes even more extreme. This is reflected in the game by the Harlequin player’s ability to choose one model per turn to perform a solo action, giving that Harlequin an additional 3 APs. The harlequin that’s performing a solo action gets a total of 9 APs for their turn. At least 1 AP must be used to attack the enemy player by engaging an enemy in close assault; you cannot simply move the model nine squares or stand and fire nine times. The Harlequin may not end a Solo on overwatch or guard stance. A Harlequin may not perform a Solo in two consecutive turns. Obviously the player doesn't have to use all three of the points and may opt to use none at all. Any points not used are lost.

Squad size and formation:

Each squad must contain 1 Troupe Master as a leader and five Harlequins armed with shuriken pistols and close combat weapons. Two Harlequin's PER SQUAD can swap their shuriken pistols for fusion pistols OR their ccw for a harlequin's kiss. One Harlequin PER TWO SQUADS may be replaced for a Death Jester with a shuriken cannon. 

A Shadow Seer is a psyker and used in missions when one is required or with the other players permission.

Ranged Weapons:
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12 1 6

fusion pistol 6 1 2 destroys doors, 6 shots, move & fire

Unlimited 3 5

shuriken pistol Sus-fire, move & fire

Shuriken cannon Sus-fire, Jams
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