




Hi friends, 
these are home rules for Harlequins. 

I made them to be able to keep playing with my lovely clowns. 

My name is Martin and I make games 
(board games, tabletop games and video games) for over 20 years now. 
I never worked at Games Workshop, nor am I in any contact with them. 
I don‘t know how they balance Warhammer 40K, I just try to make I don‘t know how they balance Warhammer 40K, I just try to make 
Harlequins playable as a solo-faction in 10th edition. 

With these rules I was not aiming to make Harlequins strong by any 
means, I just wanted to give them some of their identity back. 

I hope you enjoy these and gl hf <3



HARLEQUINS - GREAT PERFORMANCE 

ENHANCEMENTS 

C EGORACH CHOSEN (15pts) 

Cegorach chose this warrior, he manipulated 

the paths of destiny to keep themfrom harm 

so that they might strike back at their foes. 

Harlequin model only. Once per turn, just 

after making a Hit roll, a Wound roll or a 

saving throw for a model in the bearer's unit, 

you can treat the result as an unmodified 

roll of 6 instead. 

COMPLETELY DEVOTED (2opts) 

These players do include everyone in this 

deadly play. 

Harlequin model only. You can select the 

bearer's unit for the Heroic Intervention 

Stratagem for oCP, and can do so even if you 

have already targeted a different unit with 

that Stratagem this phase. 

TH E V EILED KING (1opts) 

And so the King vanished, before plunging 

his blade into his unsuspecting foe's back. 

None could stand before this unseen killer 

as he went about his bloody work. 

Troupe Master model only. The melee 

weapon of this model gains 2 extra attacks 

and the [ANTI INFANTRY 2+] ability. 

AG ENTOF PANDEMONIUM 

(AURA) (2opts) 

The enemy's senses were overwhelmed by the 

madness of the Agent of Pandemonium. 

At every turn they were confronted with 

mayhem con;ured to baffle the senses, 

lost in a kaleidoscope of colour and sound. 

Shadowseer model only. While an enemy unit 

is within 6" of this model, subtract 1 from the 

attacks characteristic of models in that unit. 



STRIKE AND FADE

HARLEQUIN FIGHTER – EPIC DEED STRATAGEM

............................................................
The Harlequins are masters of blades, engaging a 
target with a flurry of strikes before quickly 
maneuvering into cover or out of sight.
........................................................................................................................
WHEN: End of your shoot phase or 
any fight phase.
TARGET: One Harlequin unit from 
your army.
EFFECT: Your unit can immediately 
make a 6“ normal move. 
........................................................................................................................

CEGORACH PROTECTION

HARLEQUIN FIGHTER – EPIC DEED STRATAGEM

............................................................
Some performers are essential for future acts.
............................................................
WHEN: Your opponent’s Shooting 
phase or the Fight phase, just after an phase or the Fight phase, just after an 
enemy unit has selected its targets.
TARGET: One Harlequin unit from your 
army that was selected as the
target of one or more of the attacking 
unit’s attacks.
EFFECT: Until the end of the phase, 
each time an attack targets your unit, each time an attack targets your unit, 
subtract 1 from the Wound roll.
............................................................

HARLEQUINS - GREAT PERFORMANCE

STRATAGEMS





Jester's blade Melee 4 2+ 4 

KEYWOROS: INFANTRY, CHARACTER, HARLEOUINS, D EATH JESTER 

WARGEAR OPTIONS 

• None 

KEYWOROS: INFANTRY, (HARACTER, HARLEQUINS, DEAT H JESTER 

0 

ABILITIES 

CORE: Lone Operative, lnfiltrator 

FACTION: Luck of the laughing god 

Death is Not Enough: In your Shooting phase, after this model 
has shot, if one or more of those attacks destroyed an enemy 
model, that enemy model's unit musttake a Battle-shock test. 

CruelAmusement: In your Shooting phase, one model from 
your army with this ability can use it. lfthey do, until the end 
of the phase, select one of the followingabilities to apply to 
that model's shrieker cannon: 

• [IGNORES COVER)

• [PRECIS ION) 

• [SUSTAINED HITS 3) 

UNIT COMPOSITION 

• 1 Death Jester 

This model is equipped with: shrieker cannon;Jester's blade. 



� MELEE WEAPONS RANGE A WS S AP D 

Miststave [PSYCHIC) Melee 4 2+ 5 -1 D3 

KEYWOROS: INFANTRY, CHARACTER, PSYKER, GRENADES, HARLEOUINS, SHADOWSEER 

WARGEAR OPTIONS 

■ This model's shuriken pistol can be replaced with 1 neuro disruptor. 

KEYWOROS: INFANTRY, CHARACTER, PSYKER, GRENADES, HARLEOUINS, SHADOWSEER 

ABILITIES 

CORE: Leader, Stealth 

FACTION:  Luck of the laughing god 

Fog of Dreams (Psychic): While this model is leading a unit, 
models in that unit have the Stealth ability. 

Twilight Pathways (Psychic): 

Each time an attack is made against models in this unit 
with a strength characteristic of 7 or more, this unit has a 
4+ [feel no pain] against this attack. 

UNIT COMPDSITION 

• 1 Shadowseer 

This model is equipped with: shuriken pistol; miststave . 

LEADER 

This model can be attached to the following unit: 

• TROUPE 



Shuriken cannon (SUSTAINED HITS 1) 24" 
3 3+ 6 -1 2 

Star bolas 12" 
D3 3+ 7 -2 2 

Skyweaver haywire cannon 
24" 2 3+ 3 -1 3 

(ANTI-VEHICLE 4+, DEVASTATINGWOUNOS) 

� MELEE WEAPONS RANGE A WS S AP D 

Close combat weapon 
······················ ·······················

Zephyrglaive 
................. ........... 

Melee 

Melee 

4 

4 

KEYWOROS: MOUNTED, FLY, SMOKE, HARLEOUINS, SKYWEAVERS 

WARGEAR OPTIONS 

3+ 

3+ 

3 

5 

• Any number of models can each have their shuriken cannon replaced with 1 Skyweaver 
haywire cannon. 

• Any number of models can each have their star bolas replaced with 1 zephyrglaive. 

KEYWQROS: MOUNTED, FLY, SMOKE, HARLEOUINS, SKYWEAVERS 

D 

-1 2 

ABILITIES 

CORE: Scout 9" 

FACTION: Luck of the laughing god 

Scything Swipes: Each time this unit ends a Normal move, 
you can select one enemy unit (excluding MONSTER and 
VEHICLE units] that it moved over du ring that move. lf you 
do, roll one 06 for each model in this unit: for each 4+, that 
enemy unit suffers 1 mortal wound. 

UNIT COMPOSITION 

• 2-4 Skyweavers 

Every model is equipped with: shuriken cannon; star bolas; 
close combat weapon. 



Solitaire weapons (PRECISION, LETHAL HITS] Melee 9 2+ 
............................................................................ 

KEYWORDS: IHFAHTRY, CHARACTER, EPIC HERD, HARLEOUIHS, SDLITAIRE 

WARGEAR OPTIONS 

• None 

KEYWORDS: IHFAHTRY, CHARACTER, EPIC HERD, HARLEOUIHS, SDLITAIRE 

6 -2 2 

ABILITIES 

CORE: Fights First, Lone Operative 

FACTION:  Luck of the laughing god 

Blitz: Once per banle, in your Movement phase, this model 

can use this ability before it makes a Normal move. lf it 

does, until the end ofthe turn, add 2D6" to this model's Move 

characteristic and add 3 to this model's Anacks characteristic. 

Blur of Movement: This model is eligible to declare a charge in 

a turn in which it Advanced. 

UNIT COMPOSITION 

• 1 Solitaire - EPIC HERO 

This model is equipped with: Solitaire weapons. 

PATH OF DAMNATION 

This model cannot be yourWARLORD. 



Close combatweapon Melee 4 3+ 3 0 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  

KEYWOROS: VEHICLE, TRANSPORT, □EDICATED TRANSPORT, SMOKE, FLY, HARLEOUINS, 

STARWEAVER 

WARGEAR OPTIONS 

■ None 

KEYWOROS: VEHICLE, TRANSPORT, □EDICATED TRANSPORT, SMOKE, FLY, HARLEOUINS, 

5TARWEAVER 

ABILITIES 

CORE: Deadly Demise 1, Firing Deck 6 

FACTION:  Luck of the laughing god 

Rapid Embarkation: At the end of the Fight phase, if there are 

no models currently embarked within this TRANSPORT, you 
can select one friendly HARLEOUINS IN FANTRY unit that has 

6 or fewer models that is wholly within 6" ofthis TRANSPORT. 
Unless that unit is within Engagement Range of one or more 

enemy units, it can embarkwithin this TRANSPORT. 

UNIT COMPOSITION 

• 1 Starweaver 

This model is equipped with: 2 shuriken cannons; close 
combat weapon. 

TRANSPORT 

This model has a transport capacity of 6 Harlequin lnfantrymodels. 
Before the battle, at the start of the Declare Sattle Formations step, 
you can select one Troupe unit from your army. lf you do, that unit 
is split into two units, each containing as equal a number of models 
as possible (when splitting a unit in this way, make a note ofwhich 
models form each of the two new units). One of these units must 
start the battle embarked within this Transport; the other can start 
the battle embarked within anotherTransport, or it can be deployed 
as a separate unit. 



� MELEE WEAPONS RANGE A WS S AP D 

Aeldari power sword 
. .. .. .. .. .. .. .. ... .. .. .. .. ............... 

Harlequin's blade 
..................................... 

Harlequin's special weapon 
............. . . . . . . ......... .............. . .. .. .. . . . . . .  

Melee 

Melee 

Melee 

KEYWORDS: INFANTRY, GRENADES, HARLEOUINS, TROUPE 

WARGEAR OPTIONS 

s 

6 

4 

3+ 

3+ 

3+ 

4 

3 

4 

• Any number of models can each have their Harlequin's blade replaced with 1 Harlequin's 
special weapon. 

■ The Lead Player's Harlequin's blade can be replaced with 1 Aeldari power sword. 

• lf this unit contains 10 or fewer models: 
0 Up to two models can each have their shuriken pistol replacedwith 1 neuro disruptor 

• Up to two models can each have their shuriken pistol replaced with 1 fusion pistol 

• lf this unit contains 11 or more models: 

0 Up to four models can each have their shuriken pistol replaced with 1 neuro disruptor 

0 Up to four models can each have their shuriken pistol replaced with 1 fusion pistol 

KEYWORDS: INFANTRY, GRENADES, HARLEOUINS, TROUPE, BATTLELINE

-2 

0 

-2 

1 

1 

2 

ABILITIES 

FACTION:  Luck of the laughing god 

Harlequin Assault: Each time this unit makes a Charge move, 
until the end of the turn, each time a model in this unit makes 
a melee anack, add 1 to the Wound roll. 

BloodyTricks: After a Harlequins unit from your army 
makes a charge move or performs a Heroic Intervention . 
Select one enemy unit within the Engagement Range of 
that unit and roll one D6 for each model in that Harlequins 
unit. For each 3+

1 
that enemy unit suffers 1 mortal wound . 

UNIT COMPOSITION 

• 1 Lead Player 

• 4-11 Players

Every model is equipped with: shuriken pistol; 
Harlequin's blade. 



Neuro disruptor (AHT>INFANTRY Z+,ASSAULT, PISTOL] 
········ ························· ········· ··········································· 

� MELEE WEAPONS RANGE A WS S AP 0 

Troupe Master 's weapon * Melee 6 2+ 4 -2 3 
···················· *Ädd �tt��k� �q��11:.;1:i:;��·��b�i.;it����; i.;ti:;��tt��k�.;fthi;·�·�·�P.;�: ···· ·· 1 

+1 to wound and [TWIN LINKED] 

KEYWOROS: INFANTRY, CHARACTER, GRENADES, HARLEOUINS, TROUPE MAS TER 

WARGEAR OPTIONS 

■ This model's shuriken pistol can be replaced with one of the following: 

• 1 fusion pistol 

• 1 neuro disruptor 

■ This model's Troupe Master 's blade can be replaced with 1 Harlequin's special weapon. 

KEYWOROS: INFANTRY, CHARACTER, GRENADES, HARLEOUINS, TROUPE MASTER 

ABILITIES 

CORE: Leader 

FACTION:  Luck of the laughing god 

Choreographer of War: While this model is leading a unit, 
melee weapons equipped by models in that unit have the 
[DEVASTATINGWOUNDS) ability. 

Cegorach's Favour: 

While this model is leading a unit, add 1 to the charge 

roll and 1 to the advance roll made by this unit. 

UNIT COMPOSITION 

■ 1 Troupe Master 

This model is equipped with: shuriken pistol; Troupe 
Master's blade. 

LEADER 

This model can be attached to the following unit: 

■ TROUPE 

TROUPE MASTER 

lf this model is yourWARLORD, TROUPE units from your army 
have the BA TTLELI NE keyword. 



.. Prismatic cannon - dispersed pulse (BLAST] 36" 206 3+ 4 D 1 

.. Prismatic cannon - focused lances 10,v,sr,r1NGwouNos1 36" 2 3+ 12 -3 4 

Shuriken cannon [susTAINED HITS 11 24" 3 3+ 6 -1 2 

Voidweaver haywire cannon 
24" 3 3+ 4 -1 3 

(ANTI-VEHICLE 4+, DEVASTATING WOUNDSJ 

� MELEE WEAPONS RANGE A WS S AP D 

Close combat weapon Melee 4 3+ 3 0 
............................................. 

• Beforese/ecring rorgeis fOrlhis weopon, se/ec1 oneof ilS profi/es ro makearrocl<s wirh. 

KEYWQROS: VEHICLE, FLY, SMOKE, HARLEOUINS, VOIDWEAVER 

WARGEAR OPTIONS 

• This model's Voidweaver haywire cannon can be replaced with 1 prismatic cannon. 

KEYWOROS: VEHICLE, FLY, SMOKE, HARLEOUINS, VOIDWEAVER 

ABILITIES 

CORE: Deadly Demise 1 

FACTION:  Luck of the laughing god 

DevastatingAssault: In your Shooting phase, after this model 
has shot, select one enemy unit hit by one or more ofthose 
attacks. That enemy unit must take a Battle-shock test. 

UNIT COMPOSITION 

• 1 Voidweaver 

This model is equipped with: 2 shuriken cannons; Voidweaver 
haywire cannon; close combat weapon. 
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