-----------TYRANID-----------

ORBITAL BIO-BARRAGE

An enemy detachment is hit by fire from orbiting bio-ships.  The detachment is hit by 3d6 firepower.  Work out blast markers and damage normally. 

Play this card on an enemy detachment at any time.

OR

COUNTERATTACK

This card allows you to reroll a single close combat or firefight dice roll.  No dice may be rerolled more than once. 

Play this card after dice roll for a close combat or firefight.
-----------TYRANID-----------

DRIFTING SPORE MINES

An enemy detachment has run into a swarm of drifting spore mines. The detachment takes 1D3 blast markers as Spore mines begin to detonate. 

Play this card on an enemy detachment at any time.

OR

PSYCHIC SCREAM - 3

Play on a Tyranid psyker at any time.  Any enemy psykers within 45cm of the unit take a hit as they are exposed to the full might of the Hive Mind.  This card may be nullified if the enemy psyker plays a fate card of equal or higher value than the psychic scream itself.
-----------TYRANID-----------

INFESTATION

Play on an area of dangerous terrain anywhere on the table.  All dangerous terrain tests for that area become rolls of 1 or 2 for the rest of the battle.  So a unit entering it must halt on a 1- 2, and take a hit on a 1- 2.

Play this card at any time.

OR

COUNTERATTACK

This card allows you to reroll a single close combat or firefight dice roll.  No dice may be rerolled more than once. 

Play this card after dice roll for a close combat or firefight.
-----------TYRANID-----------

REGENERATION

Play on a single Tyranid war engine.  Roll a dice for each point of damage it has taken.  On a 4+ the damage is regained.

Play this card in the rally phase.

OR

PSYCHIC SCREAM - 2

Play on a Tyranid psyker at any time.  Any enemy psykers within 45cm of the unit take a hit as they are exposed to the full might of the Hive Mind.  This card may be nullified if the enemy psyker plays a fate card of equal or higher value than the psychic scream itself.

-----------TYRANID-----------

BRILLIANT STRATEGY
The threads of your plan come together now, outwitting your opponent at every turn and foiling his desperate attempts to out-manoeuvre your army.

Your army automatically wins the Initiative in this phase, do not draw an intitive counter
Play this card at the start of any phase before initiative is decided.

-----------TYRANID-----------

ORBITAL BARRAGE
Vessels orbiting the planet rain down a salvo of fire against the enemy.

You may make a single attack against one enemy detachment anywhere on the table.  Roll 3D6 to determine the firepower of the attack.  Any hits are allocated by your opponent.

Play this card in the shooting phase, instead of nominating a detachment to fire.

-----------TYRANID-----------

DIVINE INSPIRATION
Your troops are filled with heroic courage and throw themselves into the fray with no regard for their own lives.

You may immediately remove D3 Blast markers from a single detachemnt in your army.

Play this card at any time.

-----------TYRANID-----------

FORCE MARCH

Speed is vital and your troops push themselves and their vehicles to the limit to reach their objective.

You may add 10cm to the Speed of all units in a single detachment for the rest of the turn.

Play this card at any time.


-----------TYRANID-----------

CURSES, FOILED AGAIN

By some amazing means, you have managed to turn the tables on your opponent.

This card cancels a Fate card played by your opponent and allows you to immediately use it yourself.  If you do not or cannot use the card straightaway, it is discarded.

Play this card after your opponent uses a Fate card.

-----------TYRANID-----------

COUNTERATTACK

This card allows you to reroll a single close combat or firefight dice roll.  No dice may be rerolled more than once. 

Play this card after dice roll for a close combat or firefight.
OR

PSYCHIC BLAST – 1

Pick one enemy unit within 30cm of one of your psykers.  The unit takes a hit unless the opposing player nullifies the attack by playing a Psychic blast with a higher value. 

Play this card at any time.
-----------TYRANID-----------

COUNTERATTACK

This card allows you to reroll a single close combat or firefight dice roll.  No dice may be rerolled more than once. 

Play this card after dice roll for a close combat or firefight.
OR

PSYCHIC BLAST – 1
Pick one enemy unit within 30cm of one of your psykers.  The unit takes a hit unless the opposing player nullifies the attack by playing a Psychic blast with a higher value. 

Play this card at any time.
-----------TYRANID-----------

COUNTERATTACK

This card allows you to reroll a single close combat or firefight dice roll.  No dice may be rerolled more than once. 

Play this card after dice roll for a close combat or firefight.
OR

PSYCHIC BLAST – 2

Pick one enemy unit within 30cm of one of your psykers.  The unit takes a hit unless the opposing player nullifies the attack by playing a Psychic blast with a higher value. 

Play this card at any time.

-----------TYRANID-----------

COUNTERATTACK

This card allows you to reroll a single close combat or firefight dice roll.  No dice may be rerolled more than once. 

Play this card after dice roll for a close combat or firefight.
OR

PSYCHIC BLAST – 2
Pick one enemy unit within 30cm of one of your psykers.  The unit takes a hit unless the opposing player nullifies the attack by playing a Psychic blast with a higher value. 

Play this card at any time.
-----------TYRANID-----------

COUNTERATTACK

This card allows you to reroll a single close combat or firefight dice roll.  No dice may be rerolled more than once. 

Play this card after dice roll for a close combat or firefight.
OR

PSYCHIC BLAST – 2

Pick one enemy unit within 30cm of one of your psykers.  The unit takes a hit unless the opposing player nullifies the attack by playing a Psychic blast with a higher value. 

Play this card at any time.
-----------TYRANID-----------

COUNTERATTACK

This card allows you to reroll a single close combat or firefight dice roll.  No dice may be rerolled more than once. 

Play this card after dice roll for a close combat or firefight.
OR

PSYCHIC BLAST – 3
Pick one enemy unit within 30cm of one of your psykers.  The unit takes a hit unless the opposing player nullifies the attack by playing a Psychic blast with a higher value. 

Play this card at any time.
-----------TYRANID-----------

COUNTERATTACK

This card allows you to reroll a single close combat or firefight dice roll.  No dice may be rerolled more than once. 

Play this card after dice roll for a close combat or firefight.
OR

PSYCHIC BLAST – 3

Pick one enemy unit within 30cm of one of your psykers.  The unit takes a hit unless the opposing player nullifies the attack by playing a Psychic blast with a higher value. 

Play this card at any time.

