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Hi	Battle	Brothers,	now	the	Deathwatch	supplement	was	out	for	about	6	months.	Each	of	us	had	the	opportunity	to	study	and	use	it.	There	have	been	numerous	events	(despite	the	health	emergency)	that	have	shown	the	effectiveness	of	our	codex	even	in	the	competitive	arena.	Unfortunately	the	results	are	not	comforting.	I'm	not	a	player	who	prefers
the	tournament	environment,	but	a	player	who	loves	a	game	that	is	the	most	open	and	balanced	possible.	Recently	a	goaonhammer	(very	large)	boys	analysis	showed	sub-optimal	results	(and	for	optimal	I	mean	sufficient)	for	the	Deathwatch	relegated	to	Tier	4	of	the	competitive	destination.	https:	//www.goonhamm...021/#deathwatch	My	experience
with	the	new	supplement	is	based	on	about	25-30	games	(against,	if,	Orks,	Harly,	Eldar).	I	experienced	many	units	and	combinations	and	try	to	get	the	most	out	of	the	supplement	resources.	I	admit	that	being	able	to	choose	between	the	codex	marine	is	splendid,	it	allows	a	wide	range	of	options	for	which	we	were	not	used	to.	But	in	an	attempt	to	play
Deathwatch	I	found	that	many	of	the	choices	I	had	access	were	often	discarded.	This	because	in	reality	Deathwatch	is	an	army	that	is	mainly	based	on	infantry.	I	also	consider	our	army	as	a	firearm,	and	on	this	I	would	symbolize	it	to	discuss	the	points	that	do	not	convince	me.	1	-	What	is	working	at	Supplement:	DW	-	Reliquity:	We	have	an	exceptional
choice	of	relics,	much	higher	than	many	other	supplements.	Dominus	Aegis	and	Beacon	Angelis	are	extremely	competitive	(the	first	allows	you	to	increase	the	duration	of	models	like	the	Dreadnought).	Others	like	the	ectoclastic	tome	and	the	good	Husperator	of	the	Vorkan	model	are	great	choices.	-	Traits	of	the	Warlord:	we	have	a	great	selection,
very	useful	and	versatile.	Actually	they	represent	how	DW	should	be	as	an	incredible	versatility.	-	Psychi:	our	discipline	is	very	strong,	even	here	continues	the	ubiquitous	theme	of	the	DW	that	is	versatility.	Some	powers	are	extremely	efficient,	which	is	why	we	always	find	points	for	a	librarian.	-	Strapsams	(30%):	Some	are	extremely	strong,	such	as
teletrative	that	allows	incredible	versatility	of	play	and	deployment,	as	well	as	various	tactics.	2	-	What	is	not	subluric	Wotking:	DW	-	Kill	Team:	they	should	be	the	center	of	our	army,	the	true	diversity	and	force	of	the	army.	In	my	opinion,	the	advent	of	the	new	supplement	has	reduced	its	efficiency.	In	addition	to	bringing	some	soldiers	troops	of	units
(splitters,	turpies,	aggressors,	eliminators,	inceptors)	and	allowing	them	to	implement	larger	ones	than	the	usual	limits	(further	limits	(eliminators)	there	are	actually	advantages	in	forming	a	Kill	team.	In	the	old	codex,	adding	a	member	to	the	main	troop	(intercessor,	veterans)	allowed	you	to	unlock	always	active	ability.	Now	those	skills	have	been
rewritten	and	turned	into	layers.	The	ballast	of	a	troop	unit	is	not	paid	for	this	,	the	investment	in	terms	of	CP	is	too	much	for	what	you	actually	get.	-	Special	emissions	Ammunition	(both):	The	most	important	rule	of	our	troops	has	been	greatly	changed	in	the	transition	to	the	supplement.	Most	likely	in	an	attempt	to	balance	the	Primaris	was	decided
to	reduce	access,	allowing	only	an	expensive	and	inefficient	strategy	to	use	the	SIAS.	This	is	drastic.	Reduced	mind	the	effectiveness	of	many	units,	making	them	simple	normal	marines	and	completely	removing	the	iconic	narrative	DW.	-	Strapsams	(70%):	Many	do	not	work.	In	any	codex	or	supplement	there	are	suck	tricks,	unfortunately	for	DWs
most	are	of	little	use.	Even	the	specific	Xenon	strange	fails	to	balance	the	CP	investment.	Not	to	mention	the	stratagem	that	guarantees	Sias	to	an	infantry	unit,	which	is	in	fact	(if	not	with	an	intercessor	on	the	stalker	unit).	-	Tactical	and	superdoctrina	chapter:	not	always	the	best	among	those	available,	however,	has	its	utility.	Unfortunately,	the
superdoctrine	of	our	CODEX	does	not	confer	bonuses	that	are	able	to	give	an	important	important	In	the	moments	of	the	game	such	as	it	happens	with	the	Either	BA	(from	it	has	3	superdoctrins).	It	is	certainly	useful	to	choose	the	sequence	of	doctrines,	but	not	as	effective	for	a	codex	already	nerphate.	Secondary	objective:	really	bad	choice.	I	tried
every	single	and	I	have	never	been	able	to	acquire	the	most	out	of	them.	Overall	-	we	lack	rough	power	as	a	shooting	army.	-	Most	of	our	supplement	is	ineffective.	Killing	TEMs	need	a	rework.	-	The	super	doctrine	must	change,	a	bonus	is	needed	to	balance	the	tactics	of	the	chapter.	-	Primaris	needs	either.	Let	it	cost	more,	mineral	gives	both	Trough
Super	Doctrine	(in	tactical	doctrine	you	can	use	both	with	all	the	bolter	weapons).	-	Remove	the	stratagies	that	replace	the	ability	to	kill	the	capacity	to	add	new	ones.	I	am	happy	with	DeathWatch,	but	I	prefer	to	be	able	to	fight	against	each	army.	In	the	last	3	games	again	he	was	not	able	to	do	anything.	It's	really	depressing.	What	is	your	feedback?
Are	the	only	one	to	have	these	problems?	It	seems	that	Kill	Teams	has	been	"demotato"	from	the	decisive	battle	units	for	the	Kill	Team	skirmish	units.	Considering	that	Deathwatch	is	now	scheduled	for	the	field	more	conventional	units	on	the	largest	battlefields.	Put	the	toys	on	the	table	and	throw	the	dice.	Everything	else	is	only	noise.	...	unless	you
are	not	only	in	this	for	modeling.	In	which	case,	show	your	work.	Your	probable	seems	better	than	mine,	however.	Eh	while	I	don't	think	DW	is	strong,	I	don't	think	they	are	weak	only	in	virtue	of	being	Marines.	I	had	a	rather	positive	success	with	them	personally,	although	I	certainly	didn't	play	a	high-level	tournament	armies	with	them.	I	beat	what	I
would	expect	to	beat,	Nids,	Tau,	Chaos,	but	I	also	removed	some	armies	that	are	not	considered	bad,	Ravenwing,	DG,	Salamandres	and	Demons.	He	was	successful	with	killers,	but	I	build	them	a	lot	to	survive	and	fist,	despite	being	able	to	take	some	pitch	ok.	They	are	not	an	easy	army	to	use,	and	most	people	prefer	Marines	that	are	the	point	of	click,
DW	Aren	That.Ã	¢	If	you	are	going	to	build	DW	as	normal	marine	armies	to	play	them,	then	you	are	really	playing	in	lower	Marines	Because	there	is	very	little	deathwatch	can	do	better	than	another	chapter	using	normal	things.	While	Killteams	may	not	be	incredible,	you	can	at	least	build	in	a	distinguished	playstyle,	unlike	Just	Playi	NG	worst	SM
Codex.	While	I	agree	that	it	would	be	nice	to	have	more	prolific	in	DW,	I	don't	even	want	it	on	everything,	I	don't	want	the	whole	DW	Gameplan	both	sb	/	ss,	like	people	gravitated	from	before.	I	accept	DW	you	need	a	round	of	super	doctrines	bonuses,	collecting	your	round	is	nice,	so	it	doesn't	need	to	be	massive,	but	you	should	probably	have	a	kind	of
tactical	bonus,	like	our	rolls	of	the	target	battlefield	role	Chosen	to	get	to	Rerell	Hits	of	1.	Some	of	our	secondary	choices	are	OK,	some	are	bad,	par	for	the	course	in	codes'	codes,	at	least	we	can	also	choose	normal	marines.	I	think	this	is	going	to	really	say,	though,	I	don't	see	GW	really	doing	anything	for	us	up	to	10	Â	°,	or	a	surprise	inclusion	in	a
country	book.	They	are	so	far	with	only	the	relationships	of	Codex	will	not	be	addressed,	and	with	our	units	being	in	the	marine	codex,	I	would	not	expect	anything	about	a	book	of	type	approved	chapter	either.	I'm	sure	it's	not	what	you	want	to	hear,	but	it's	almost	certainly	like	it's.	Ã,	you	can	win	with	DW,	I	don't	have	any	correspondence	I	look	and	I
say	I	can't	beat	it.	Now	high-level	competitive	could	be	another	story,	but	most	of	us	do	not	deal	with	a	regular	basis.	I'm	pretty	sure	I	could	go	to	a	tournament	and	break	even	at	least	even	if	with	the	way	they	feel	in	my	games.	First	thing	first:	I'm	new	to	DW,	building	an	army	currently,	I	didn't	play	a	9th	game.	I	had	conversations	on	DW,	tend	to
follow	the	logic	along	several	lines:	1)	they	really	have	a	Tier	4	code,	the	9th	edition	will	be	hard.	2)	Players	still	have	to	adapt	to	the	Al	of	9	Â	°	Codex	Edition.	The	lists	still	seem	to	be	made	for	the	8th	edition.	3)	You	can't	really	buy	all	the	models	for	a	team	of	Kill	Indomitor.	Difficult	to	judge	an	army	when	you	can't	camp	are	more	powerful	units.	4)
The	codex	is	massively	underestimated.	The	army	is	under-represented	in	tournaments	and	in	the	end	we	will	take	to	the	top	3.	For	my	part,	I	am	somewhere	between	2	and	3.	I	do	not	think	it	is	hopeless	nor	I	think	there	is	an	ultra-competitive	list	waiting	To	be	discovered.	They	can	do	well	to	friendly	games	and	probably	win	some	tournaments.
Traditionally,	I	play	the	chaos	(CSM	and	Demons).	These	armies	are	hungry	for	shooting.	The	great	competitive	CSM	list	at	this	time	is	a	bomb	owned,	the	great	list	of	competitive	demons	is	Slaanesh	Daemons	with	triple	guardian	of	the	secrets.	I	am	pure	fray	and	part	of	why	they	work	is	their	capacity	to	close	the	ground	quickly.	The	efficiency	of	the
points	of	5	heavy	intercessors	compared	to	3	heavily	DW	favors	obliterators.	And	they	have	a	range,	some	of	their	guns	shoot	almost	until	they	leave.	5	veterinarians	with	BOLTER	/	SS	+	5	Veterinarians	with	frag	the	cannons	compared	to	the	obliterators	are	still	better,	in	most	parties.	They	can	also	take	the	fall	pods	-	with	down	doors,	the
accusations	are	interrupted	without	penalties	to	shoot.	Positioned	correctly,	2	fall	pods	could	turn	off	a	Slaanesh	army	for	a	turn	in	a	game	that	goes	5	rpm	(which	is	a	big	problem,	which	eliminates	up	to	20%	of	their	offensive	output).	So	I	see	a	heavy	force	infantry	that	is	about	to	go	out	of	a	strong	chaos	army.	What	I	don't	see	is	the	people	who
share	the	dw	lists	with	10	bolter	both,	10	frag	guns	and	10	-	20	heavy	intercessor.	These	units	would	be	incredibly	efficient	than	the	best	CSM	lists	and	there	are	many	others	to	fill	out	an	army.	So	something	is	off.	My	way	is	that	people	are	blocked	in	their	lists	of	8	Â	°	edition	or	are	not	min	/	maximum	against	other	codes.	Do	not	look	after	my
previous	post,	but	look	at	40kstats.ã,	Deathwatch	currently	has	~	80	recorded	games,	accounting	for	less	than	1%	of	competitive	results.	They	won	41%	of	their	9th	edition	game,	which	puts	them	close	to	the	fund	of	the	rankings.	I	am	not	sure	that	it	is	not	wise	to	draw	conclusions	from	a	sample	dimension	so	small.	Two	players	with	weak	lists	could
explain	most	of	the	difference	of	W	/	L.	Another	question	in	which	it	came	to	mind:	Are	people	really	optimizing	their	DW	lists	right	now?	Asking	why	I	had	to	buy	a	lot	of	bit	for	my	army	and	I	noticed	how	difficult	it	is	to	get	some	things	(frag	cannons,	heavy	dw	boots,	etc.)	my	understanding	(please	correct	me	if	they	are	out)	these	options	were
undesirable	in	8	Â	°.	Have	difficulty	finding	more	than	shoulders	on	Bitz	sites.	Black	Blow	Fly	like	this	to	not	take	the	point	from	my	previous	post,	but	look	at	40kstats.ã,	Deathwatch	currently	has	~	80	recorded	games,	accounting	for	less	than	1%	of	competitive	results.	They	won	41%	of	their	9th	edition	game,	which	puts	them	close	to	the	fund	of	the
rankings.	I	am	not	sure	that	it	is	not	wise	to	draw	conclusions	from	a	sample	dimension	so	small.	Two	players	with	weak	lists	could	explain	most	of	the	difference	of	W	/	L.	Another	question	in	which	it	came	to	mind:	Are	people	really	optimizing	their	DW	lists	right	now?	Asking	why	I	had	to	buy	a	lot	of	bit	for	my	army	and	I	noticed	how	difficult	it	is	to
get	some	things	(frag	cannons,	heavy	dw	boots,	etc.)	my	understanding	(please	correct	me	if	they	are	out)	these	options	were	undesirable	in	8	Â	°.	Have	difficulty	finding	more	than	shoulders	on	Bitz	sites.	I	don't	think	I	they	are	popular	now,	honestly	they	were	much	better	in	the	8th,	losing	the	automatic	blow	and	go	from	2d6	to	2d3	is	a	rather	heavy
nerf,	their	cost	fell	but	also	their	slug	is	worse	as	it	was	s9	at	the	closest	ranges	that	make	it	a	usable	AV	weapon,	unlike	basically	an	AC.	Even	overvalued	in	8	years	I	still	have	a	frag,	sometimes	just	because	they	would	have	done	some	crazy	things	for	you	sometimes.	Owe,	hell	would	be	the	IL	Hotness	If	you	wanted	a	heavy	weapon,	since	©	heavy
Boltri	are	good,	and	5	points	more	because	©	not	get	a	flamer	hvy	tied	to	it?	In	infermerno	was	a	little	'bad,	then	those	are	not	things	that	people	have	many,	but	even	then	not	many	would	run,	2-4	as	the	maximum	that	I	would	expect	that	any	army	DW	is	never	over.	Not	toccierei	the	frag	cannon	at	the	time,	and	I	modeled	4.	Currently	the	best
options	on	the	marines	of	the	old	school	are	Boltgun	/	ssa	¢	Combiflaner	/	SS	hell,	or	chain	of	Boltgun	chain	to	keep	them	cheap	and	have	become	best	intercessor	barebones,	assuming	that	is	uploading	the	team	for	a	little	'	combat,	in	which	case	the	purchase	of	a	black	shield	and	/	or	SGT	Some	combat	gear	would	be	good.	Edited	by	Grinnfool,	April
6,	2021	-	21:22	PM.	I	do	not	think	that	the	frags	are	popular	now,	honestly	nell'8sima	were	much	better,	losing	automatic	hit	and	going	from	2d6	to	2d3	is	a	pretty	hefty	nerf,	their	cost	has	come	down	but	also	their	worst	slug	is	as	S9	was	more	close	to	the	ranges	that	make	it	usable	weapon	Av,	unlike	basically	a	AC.Ã	¢	also	overestimated	in	8	years	I
still	have	a	frag	sometimes	just	because	©	would	have	done	some	crazy	things	for	you	to	volte.Ã	In	infermerno	would	be	if	the	current	heat	were	wanting	a	heavy	weapon,	since	©	heavy	Boltri	are	good,	and	5	points	for	more	because	©	not	get	a	hvy	flamer	tied	to	it?	In	infermerno	was	a	little	'bad,	so	those	are	not	things	that	people	have	many,	but
then	would	not	run	even	many,	2-4	as	the	maximum	that	I	would	expect	that	any	army	ever	DW	functions.	Not	toccherÃ²	the	frag	cannon	at	the	time,	and	I	modeled	4.	Currently	the	best	of	old	options	Scholastic	Marines	Boltgun	/	ssa	¢	Combiflamer	/	SS	hell	or	chain	of	Boltgun	chain	to	keep	them	cheap	and	have	become	b	The	intercessor	of	Etter
Barebones,	assuming	you're	not	charging	the	team	for	a	bit	'of	combat,	in	which	case	the	purchase	of	a	black	shield	and	/	or	SGT	is	a	bit'	of	combat	gear.	I	appreciate	the	perspective.	'Popular'	is	different	from	"efficient."	Despite	how	can	the	cannons	wonderful	fragri	may	have	been	in	the	past,	2D3	S6	assault	weapon	for	10	points	is	not	bad	compared
to	other	guns.	I	could	see	a	case	for	spamming	them.	I	will	not	really	discuss	the	ideal	load	for	a	killing	team	-	interesting	topic,	we	could	create	a	separate	thread	to	discuss.	The	reason	I	took	it	is	because	©'m	skeptical	that	we	saw	a	list	DW	fully	optimized	in	a	tournament	environment.	By	TechssoDaten,	April	7,	2021	-	24:55	AM.	Unexpected
Goonhammer	of	the	same	guys	he	put	out	today	a	review	of	Tier	4	Army.	DeathWatch	is	covered	here:	https:	//www.goonhamm...r-4-blues-pt-1/	A	lot	of	what	has	been	discussed	in	our	wire	is	also	shown	in	their	analysis.	Interesting.	Thank	you	all	for	your	insight,	I	admit	I	am	a	bit	'more	skeptical	about	the	profitability	of	our	supplement.	Of	course	not
arrenderÃ²	me	and	probably	I'll	try	to	be	shot	as	possible.	I'm	planning	to	go	to	everything	with	Gravis	Armor,	to	show	that	Thugheher	is	the	key.	However	I	am	a	bit	'more	concerned	about	the	secondary	objective.	In	your	games	what	has	proven	to	be	effective	with	DeathWatch?	This	thread	from	reddit	was	quoted	in	the	article	by	Goonhammer.	It
https:	Author	//www.reddit.c...nes_if_you_are/	It	describes	what	he	considers	the	best	units	and	shares	the	following	list.	It	Spoiler	++	Battaglion	Detachment	0CP	(Imperium	-	Adeptus	Astartes	-	DeathWatch)	[PL	104,	1,998PTS,	7CP]	++	Setup	+	battlefield	size	[12CP]:	3.	Strike	Force	(PL	101-200	Points	/	1001-	2000)	detachment	Command	Cost
Stratagems	+	relics	of	the	chapter	[-2CP]:	2x	Number	of	extra	relics	No	Org	Slot	+	Apothecary	[5	PL,	90PTS,	-1CP]:	Chapter	Command:	Apothecary	chief,	disinterested	healer,	stratagem:	hero	of	the	chapter,	the	veterans'	tome	of	the	Ectoclasdi	company	[3	PL,	48pts].	Company	veteran:	Astarstsword,	storm	shield.	Veteran	company	Sergeant:	Astarts
Chainsword,	Storm	Shield	HQ	+	Captain	on	Bike	[6	PL,	110pts,	-1CP]:	3.	anywhere	to	hide	(aura),	Astartes	Astartes	Dominus	aegis,	storm	shield,	stratagem:	hero	of	the	librarian	chapter	[6	pl,	115pts]:	1.	premmorphic	resonance,	2.	fortified	with	contempt,	5.	mantle	of	shadow,	boltgun,	chapter	command:	librarian	cape,	spade	strength	primaris
chaplain	on	bike	[7	PL,	140pts,	-1CP]:	2.	Fire	catechism,	3.	Exhortation	of	Rage,	Chapter	Command:	Santità	Master,	Litanie	of	Hate,	Stratagemmma:	an	unparalleled	vigil,	the	Angelis	lighthouse,	Warlord,	sage	speaker.	2.	Paragon	of	their	chapter:	Ultramarines:	Adept	of	Codex	+	Fortis	troops	kill	team	[15	PL,	320pts].	Sergeant	Interceptor:	chain
astartes,	bolt	rifle.	5x	Interceptor	W	/	Auto	Bolt	Rifle:	5x	Auto	Bolt	Rifle,	5x	Bolt	Gun,	5x	to	Fragmentation	and	Krak	Grenate.	4x	utrider:	4x	chain	astartes,	4x	frag	&	krak	grenades,	4x	heavy	gun	Requiem,	4x	double	bolt	rifle	Fortis	kill	team	[17	PL,	285pts]:	eagle.	5x	hellblaster	w	/	assault	plasma	incinerator:	5x	assault	plasma	incinerator,	5x	bolt	gun,
5x	fragmentation	and	krak	grenate.	Sergeant	Interceptor:	Chain	Astartes,	Auto	Bolt	Rifle.	Intercessor	w	/	astartes	launcher:	Astartes	launcher,	car	bolt	rifle.	3x	Interceptor	W	/	Auto	Bolt	Rifle:	3x	Auto	Bolt	Rifle,	3x	Bolt	Gun,	3x	Frag	&	Krak	Granate	Indomitor	Kill	Team	[20	PL,	390pts]:	Dominatus.	3x	AGRESSOR	W	/	Flamestorm	Gauntlets:	6x
Flamestorm	gloves.	Heavy	Intercessor	Sergeant:	Hellstorm	Bolt	Rifle.	4x	Heavy	Intercessor	W	/	Hellstorm	Bolt	Rifle:	4x	Requiem	Gun,	4x	Frag	&	Krak	Granate,	4x	Hellstorm	Bolt	Rifle.	2x	INCEPTOR	W	/	AL	Plasma	SterMinatori:	2x	2x	Plasma	ELITE	+	REDEMPTOR	DREADNOUGHT	[9	PL,	185PTS]:	2X	FRAGSTORM	Grenade	Launcher,	Icarus	Rocket
Pod,	Macro	Plasma	Incinerator,	Onslaught	Gatling	Cannon	Servers	[2	PL,	30PTS]:	4x	servo	storage	Vanguard	Veteran	Squad	[14	PL,	285PTS]:	Go	package.	Vanguard	Veteran:	Lampo	claw,	storm	shield.	Vanguard	Veteran:	Lampo	claw,	storm	shield.	Vanguard	Veteran:	Lampo	claw,	storm	shield.	Vanguard	Veteran:	Lampo	claw,	storm	shield.	Vanguard
Veteran:	Lampo	claw,	storm	shield.	Vanguard	Veteran:	Lampo	claw,	storm	shield.	Vanguard	Veteran:	Lampo	claw,	storm	shield.	Vanguard	Veteran:	Lampo	claw,	storm	shield.	Vanguard	Veteran:	chain	astartes,	storm	shield.	Vanguard	sergeant	veteran:	heavy	thunder	hammer	++	total:	[104	PL,	7CP,	1.998PTS]	++	is	a	bit	skeptical	of	the	affirmation	of
him	that	DW	can	be	level	1	with	the	right	units.	For	HQ,	he	is	taking	a	captain	on	a	bicycle,	a	chaplain	on	a	bicycle,	a	librarian,	and	a	pharmacist.	He	is	telling	the	right	combination	of	WLTS	/	Reliquie	/	Straptems	/	Secondari	increase	the	resilience	of	the	units	to	the	point	where	they	are	very	difficult	to	remove.	The	main	units	he	highs	are	the
following:	-	Fortis	KT:	6x	Intercessors	at	ABR	+	4x	tread	-	Indomitor	KT	w	/	Dominatus	specialization:	5x	heavy	intercessors	w	/	hellstorm	bolt	rifles	+	3x	attackers	w	/	flame	storm	protection	gloves	+	2x	Inceptors	Plasma	-	Fortis	KT	W	/	Aquila	Specialization:	5x	Intercessors	w	/	car	rifles	bolt	+	5x	hellblasters	w	/	assault	plasma	incinerators	-	veterinary
vanguard:	sergeant	w	/	heavy	thunder	hammer,	storm	shields	9x,	8x	Lightning	and	1x	chain	claws	while	I	can	see	These	guys	get	a	certain	job	done,	I	feel	the	feeling	is	playing	the	missions.	This	quote	from	the	article	seems	important.	Remember,	the	idea	is	that	you	start	with	15	secondary	points	and	ita	s	your	opponents	work	to	recover.	Against	the
armies	like	DG,	who	have	a	crazy	gunline	and	awaiting	enemies	to	come	to	you	or	lose	5	points	in	turn	from	the	long	waking	is	only	debilitating.	Apothecary	will	be	filled	the	loss	of	losses	from	any	shooting	shooting.	Thank	you,	I	missed	that.	It's	a	great	guide	for	DW,	but	I'm	a	little	worried	about	Obj's	long	vigil.	In	this	environment	of	armies	(from,
de,	b	A)	It	is	really	difficult	that	no	enemy	unit	will	be	6	from	our	area	of	deployment	in	the	command	phase.	I	agree	that	it's	a	good	bait	to	induce	enemy	to	advance	closer,	but	probably	won't	be	as	easy	as	the	reported	guide.	What	is	the	secondary	obj	usually	takes	it	takes	DW?	Thank	you,	I	missed	that.	It's	a	good	guide	for	DW,	but	I'm	a	little
worried	about	the	Vigil	Obj.	In	this	context	of	armies	(from,	de,	ba)	is	really	difficult	that	no	enemy	unit	is	6	from	our	distribution	area	in	the	command	phase.	I	agree	that	it	is	a	good	decoy	to	induce	the	enemy	to	progress	closer	but	probably	won't	be	as	easy	as	the	guide	reported.	What	is	the	secondary	obj	that	usually	take	with	DW?	I	have	not	yet
played	a	match	of	9	Â	°,	so	I	can't	tell	you	what	secondary	I	would	normally	want.	The	author	of	the	post	reddit	mentions	¢	while	we	are	fighting	how	the	most	important.	He	also	mentions	the	domination,	raises	high	banners,	and	the	long	watchful	is	good.	On	the	subject	of	the	super	doctrine	and	primaris	who	do	not	earn	both	...	I	wonder	almost	if
there	are	a	"two	birds	with	an	esteem"	here?	That	tell	me	if,	in	a	tactical	doctrine,	it	is	unlocked	for	the	army.	This	would	represent	his	scarcity	and	also	tie	well	to	the	TAC	Doc	being	"approaching	Bolters".	Thoughts?	Nkirkham24	and	quasistellar	like	this	ã,	Horus	wip	threadÃ,	ã,	ã,	40ka	wip	discussion	of	super	doctrine	and	primaris	not	gaining	both
...	I	almost	ask	if	there	is	no	"two	pigeons	with	a	bean"	application	here	?	That	tell	me	if,	in	a	tactical	doctrine,	it	is	unlocked	for	the	army.	This	would	represent	his	scarcity	and	also	tie	well	to	the	TAC	Doc	being	"approaching	Bolters".	Thoughts?	I	totally	agree,	I	also	suggested	this	in	the	original	post.	I	would	be	limited,	powerful	enough	to	let	some
units	work	greatly	and	will	be	able	to	balance	the	tactics	of	the	mediocre	chapter.	Unit	like	the	aggressor,	the	excess	of	Bolter,	the	intercessor	with	assault	weapons	could	be	very	strong	and	useful	but	for	a	limited	amount	of	time.	Furthermore,	the	stratagem	that	lets	a	unit	to	be	in	a	different	doctrine	will	be	a	better	version	of	both	current	stratags.
Unfortunately	this	is	a	desire	...	we	have	to	play	with	our	current	supplement.	Edited	by	ThinkerofuselessThings,	11	April,	2021	-	05:50.	Some	warnings	before	giving	my	opinion:	I	have	not	yet	played	a	game	with	the	new	codex	supplement,	so	take	this	in	mind.	I'm	not	a	competitive	player,	game	for	fun	with	friends.	My	army	is	100%	firstborn,	no
primaris.	(I	have	a	way	for	many	unpainted	firstbornitis,	you	don't	need	to	add	more	to	the	stack!)	The	biggest	take	away	I	got	from	the	reading	of	the	codex	and	the	lists	on	the	lists	is	that	the	army	does	not	seem	fun	by	Play	for	me.	Unless	you	like	a	skiing	battle,	the	book	keeping	and	fight	more	than	playing	any	other	form	of	spatial	marines.	Or	you
really	like	rollers,	like	how	really	rollers,	because	it	is	basically	our	super	tactical	mega	chapter.	I	have	enough	of	this	in	8	Â	°	ed.	You	can	call	me	a	crazy	for	the	collection	of	this	army.	I	returned	to	the	hobby	just	before	8th	and	was	released,	I	hadn't	played	since	before	and	didn't	know.	I	love	my	men	in	black	from	a	prospective	modeling	/	painting,
they	are	the	coolest	coool	marines	of	the	army	at	40k	in	my	opinion.	For	me	the	codex	is	a	casino	twisted	with	some	strange	restrictions.	Because	the	black	shield	replaces	a	veteran,	because	we	cannot	attack	bicycle	squads,	because	I	can't	cycle	to	have	a	xenophase	blade	etc.	Etc	...	there	are	some	fresh	relics	and	stratagies,	some	of	them	even	fluffy,
like	the	comparison	of	the	chapter.	But	the	restriction	against	either	is	a	bit	very	imho.	Techsoldaten	and	Nkirkham24	As	this	this	thread	from	Reddit	was	quoted	in	the	Goonhammer	article.	Ã,	https:	//www.reddit.c...nes_if_you_are/	Ã,	author	describes	what	considers	the	best	units	and	shares	the	following	list.	Ã,	Spoiler	++	Battaglion	Detachment
0cp	(Imperium	-	Adeptus	-	DeathWatch)	[104	PL,	1.998PTS,	7CP]	++	Configuration	+	Battle	size	[12CP]:	3.	Strike	force	(101-200	Points	PL	/	1001-2000)	Cost	detachment	stratagems	+	relics	of	chapter	[-	2cp]:	2x	Number	of	extra	no	Force	Org	Slot	+	Apothecary	[5	PL,	90PTS,	-1CP]:	Chapter	Command:	Apothecary	chapter,	disinterested	healer,
stratagem:	hero	del	del	del	del	del	del	The	tome	of	the	veterans	of	the	Ectoclasdi	company	[3	PL,	48pts].	Company	veteran:	Astarstsword,	storm	shield.	SERGEANT	VETERAN	COMPANY:	Astarts	Chainsword,	Storm	Shield	HQ	+	Captain	on	Bike	[6	PL,	110pts,	-1CP]:	3.	anywhere	to	hide	(Aura),	Astartes	Chainsword,	Dominus	Aegis,	Storm	Shield,
Straptagism:	Hero	of	the	Chapter	Library	[6	PL,	115PTS]:	1.	Premory	resonance,	2.	Fortified	with	contempt,	5.	Shadow	cloak,	Boltgun,	Chapter	command:	Library	cape,	Spada	Primaris	Chaplain	on	bike	force	[7	PL,	140pts,	-1CP]:	2.	Fire	catechism,	3.	Exhortation	of	anger,	command	chapter:	master	of	sanctity,	hatred	litany,	stratagem:	an	unparalleled
vigil,	the	beacon	angelis,	war,	the	essay	speaker.	2.	Paragon	of	their	chapter:	Ultramarines:	Adept	of	the	Codex	troops	+	Fortis	Kill	Team	[15	PL,	320pts].	Intercessor	Sergeant:	Astarts	Chainsword,	bolt	rifle.	5x	Interceptor	w	/	car	rifle	bolt:	5x	automatic	bolt	rifle,	5x	bolt	gun,	5x	frag	and	krak	grenades.	4x	utrider:	4x	Astarts	Chainsword,	4x	Frag	&
Krak	Granates,	4x	Pistol	Bolt	Bolt,	4x	Twin	bolt	Rifle	Fortis	Kill	Team	[17	PL,	285PTS]:	Eagle.	5x	hellblaster	w	/	assault	plasma	incinerator:	5x	assault	plasma	incinerator,	5x	pistol	bolt,	5x	frag	&	krak	granates.	Intercessor	Sergeant:	Astarts	Chainsword,	car	bolt	rifle.	Intercessor	w	/	astartes	Grenade	Launcher:	Astartes	Grenade	Launcher,	car	bolt	rifle.
3x	Interceptor	w	/	car	rifle	bolt:	3x	rifle	bolt	car,	3x	pistol	bolt,	3x	frag	&	krak	grenades	indomitor	kill	kill	team	[20	pl,	390pts]:	dominatus.	3x	aggressor	w	/	Flamestrorm	Guantot:	6x	Flamestrorm	clovers.	Heavy	Sergeant	Intercessor:	Hellstorm	bolt	rifle.	4x	Heavy	Intercessor	w	/	hellstorm	rifle	bolt:	4x	Pistol	Bolt,	4x	Frag	&	Krak	Granates,	4x
Shallstorm	rifle	bolt.	2x	Inceptor	w	/	plasma	exterminatorers:	2x	2x	plasma	exterminatori	elites	+	redeemer	dreadnought	[9	pl,	185pts]:	2x	fragstorm	grenade	launchers,	icarus	rocket	pod,	macro	plasma	incinerator,	asslaslaugh	gatling	cannon	stirors	[2	pl,	30pts]:	4x	servo-arm	Vanguard	Veteran	Squad	[14	PL,	285PTS]:	Jump	Pack.	VANGUARD	VAND:
Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.
VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Astarts	Chainsword,	Storm	Shield.	Vanguard	Veteran	Sergeant:	Thunder	Hamper	Hamper	++	Total:	[104	PL,	7CP,	1.998PTS]	++	Ã	¢	I	am	a	small	skeptical	of	the	affirmation	of	him	that	DW	can	be	Tier	1	with	the	right	units.	For	the	HQs,	he	is	taking	a	cycling	captain,	a
chaplain	on	a	bicycle,	a	librarian	and	a	pharmacist.	He	is	saying	that	the	right	combination	of	WLTS	/	relics	/	stratagiemi	/	secondary	increases	the	resilience	of	the	units	to	the	point	where	they	are	very	difficult	to	remove.	The	main	units	that	highlights	are:	-	Fortis	Kt:	6x	Intercessors	with	ABR	+	4x	Ultri	Ultri	-	Indomitor	KT	W	/	Dominatus
Specialization:	5x	Heavy	Intercessors	W	/	Hellstorm	Rifles	Bolt	+	3x	AGGRETTORS	w	/	Flame	Storm	Guantlets	+	2x	Plasma	Enctors	-	Fortis	KT	W	/	eagle	specialization:	5x	intercessors	w	/	car	bolt	reflects	+	5x	hellblasters	w	/	assault	plasma	incinerators	-	vivogue	vets:	sergeant	w	/	heavy	thunder	hammer,	9x	storm	shields,	8x	lightning	claws	and	1x
chainsword	while	I	can	see	these	guys	to	do	a	little	'Work,	I	have	the	sense	that	is	playing	the	missions.	This	quote	from	the	article	seems	important.	Remember,	the	idea	is	that	you	start	with	15	secondary	points	and	it's	your	opponent	job	to	recover.	Against	the	armies	like	DG,	who	have	a	crazy	gunline	and	awaiting	enemies	to	come	to	you	or	5	points
in	turn	from	the	long	waking	is	only	debilitating.	Apothecary	will	recharge	the	loss	of	losses	from	any	shot	of	the	whore	you	take.	I'm	trying	to	understand	how	that	list	is	almost	presented	by	turn	3	against	Drukhari	(although	to	be	right	I	think	the	post	reddit	was	First	Drukhari	Codex	release?).	In	any	case,	it	is	quite	obvious	for	me	what	the	real
problem	is:	ã,	both	the	tactical	chapter,	and	super	doctrine.ã,	in	exchange	for	being	able	to	take	a	little	bigger	objective	guaranteed	tread	teams	,	and	target	teams	guaranteed	aggressors,	inceptors,	and	eliminators,	Deathwatch	almost	effectively	obtaining	super	doctrine,	and	a	tactic	chapter	that	is	almost	completely	redundant	with	other	units	and
skills	available	for	the	army.	One	of	the	questions	you	need	to	ask	yourself	(if	we're	talking	competitive)	is:	a	"Why	should	I	play	Deathwatch	instead	of	another	chapter?"	Ã,	when	I	see	the	list	of	the	above	army,	I	think	between	me	and	me:.	Ã,	"Because	I	shouldn't	play	and	just	a	very	similar	list	like	bloody	or	white	angels?"	Ã,	I	tried	and	simply	can't
come	with	a	good	building	that	wouldn't	simply	be	white	scars,	blood	angles,	salamander,	or	hands	of	Iron,	but	worse.	I	really	like	the	suggestion	on	to	return	both	during	the	Doctrines	tactics.ã,	perhaps	limit	only	a	little	more	than	the	past	(ie	it	cannot	be	used	on	storm	requiem	or	heavy	weapons	intercessors)	.ã,	ã,	this	thread	from	Reddit	was	quoted
in	the	Goonhammer	article.	Ã,	https:	//www.reddit.c...nes_if_you_are/	Author	describes	the	one	that	considers	the	best	quotas	and	actions	the	following	list.	Ã,	Spoiler	++	Battaglion	Detachment	0CP	(Imperium	-	Adeptus	Astartes	-	DeathWatch)	[104	PL,	1.998PTS,	7CP]	++	Configuration	+	Battle	size	[12CP]:	3.	Strike	force	(101-200	points	PL	/	1001-
2000)	Command	of	Cost	StratageMs	+	Chapter	Relics	[-2CP]:	2x	Number	of	Extra	Relics	No	Force	org	Slot	+	Apothecary	[5	PL,	90PTS,	-1CP]:	Chapter	Command:	Chief	Apothecary,	Symbared	Healer,	StrapTack:	Hero	Del	Chapter,	the	Tomo	of	Veterans	of	the	Ectoclasdi	Company	[3	PL,	48pts].	Company	veteran:	Astarstsword,	storm	shield.	Veteran
Sergeant	company:	Astartes	in	Chain,	Storm	Shield	HQ	+	Captain	On	Bike	[6	PL,	110pts,	-1CP]:	3.	Nowhere	to	Hide	(Aura),	Chain	Astartes,	Dominus	Aegis,	Storm	Shield,	Stratagemma:	Hero	of	the	Chapter	Librarian	[6	PL,	115PTS]:	1.	Premorphic	Resonance,	2.	Fortified	with	contempt,	5.	Shadow	mantle,	Boltgun,	Chapter	Command:	Library	Head,
Spada	Force	Primaris	Chaplain	On	Bike	[7	PL,	140pts,	-1CP]:	2	.	Fire	Catechism,	3.	Exhortation	of	Rage,	Chapter	Command:	Santità	Master,	Litanie	of	Hate,	Stratagemma:	An	unparalleled	vigil,	the	Angelis	lighthouse,	Warlord,	Testor	speaker.	2.	Paragon	of	their	chapter:	Ultramarines:	Adept	of	Codex	+	Fortis	troops	kill	team	[15	PL,	320pts].	Sergeant
Interceptor:	chain	astartes,	bolt	rifle.	5x	Interceptor	W	/	Auto	Bolt	Rifle:	5x	Auto	Bolt	Rifle,	5x	Bolt	Gun,	5x	to	Fragmentation	and	Krak	Grenate.	4x	utrider:	4x	chain	astartes,	4x	frag	&	krak	grenades,	4x	heavy	gun	Requiem,	4x	double	bolt	rifle	Fortis	kill	team	[17	PL,	285pts]:	eagle.	5x	hellblaster	w	/	assault	plasma	incinerator:	5x	assault	plasma
incinerator,	5x	bolt	gun,	5x	fragmentation	and	krak	grenate.	Sergeant	Interceptor:	Chain	Astartes,	Auto	Bolt	Rifle.	Intercessor	w	/	astartes	launcher:	Astartes	launcher,	car	bolt	rifle.	3x	Interceptor	W	/	Auto	Bolt	Rifle:	3x	Auto	Bolt	Rifle,	3x	Bolt	Gun,	3x	Frag	&	Krak	Granate	Indomitor	Kill	Team	[20	PL,	390pts]:	Dominatus.	3x	AGRESSOR	W	/
Flamestorm	Gauntlets:	6x	Flamestorm	gloves.	Heavy	Intercessor	Sergeant:	Hellstorm	Bolt	Rifle.	4x	Heavy	Intercessor	W	/	Hellstorm	Bolt	Rifle:	4x	Requiem	Gun,	4x	Frag	&	Krak	Granate,	4x	Hellstorm	Bolt	Rifle.	2x	INCEPTOR	W	/	AL	Plasma	SterMinatori:	2x	2x	Plasma	ELITE	+	REDEMPTOR	DREADNOUGHT	[9	PL,	185PTS]:	2X	FRAGSTORM	Grenade
Launcher,	Icarus	Rocket	Pod,	Macro	Plasma	Incinerator,	Onslaught	Gatling	Cannon	Servers	[2	PL,	30PTS]:	4x	servo	storage	Vanguard	Veteran	Squad	[14	PL,	285PTS]:	Go	package.	Veteran:	Lampo	claw,	storm	shield.	Vanguard	Veteran:	Lampo	claw,	storm	shield.	Vanguard	Veteran:	Lampo	claw,	storm	shield.	Vanguard	Veteran:	Lampo	claw,	storm
shield.	Vanguard	Veteran:	Lampo	claw,	storm	storm	.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Astarts	Chainsword,	Storm	Shield.	Vanguard	Veteran	Sergeant:	Thunder	Hamper	Hamper	++	Total:	[104	PL,	7CP,
1.998PTS]	++	Ã	¢	I	am	a	small	skeptical	of	the	affirmation	of	him	that	DW	can	be	Tier	1	with	the	right	units.	For	the	HQs,	he	is	taking	a	cycling	captain,	a	chaplain	on	a	bicycle,	a	librarian	and	a	pharmacist.	He	is	saying	that	the	right	combination	of	WLTS	/	relics	/	stratagiemi	/	secondary	increases	the	resilience	of	the	units	to	the	point	where	they	are
very	difficult	to	remove.	The	main	units	that	highlights	are:	-	Fortis	Kt:	6x	Intercessors	with	ABR	+	4x	Ultri	Ultri	-	Indomitor	KT	W	/	Dominatus	Specialization:	5x	Heavy	Intercessors	W	/	Hellstorm	Rifles	Bolt	+	3x	AGGRETTORS	w	/	Flame	Storm	Guantlets	+	2x	Plasma	Enctors	-	Fortis	KT	W	/	eagle	specialization:	5x	intercessors	w	/	car	bolt	reflects	+	5x
hellblasters	w	/	assault	plasma	incinerators	-	vivogue	vets:	sergeant	w	/	heavy	thunder	hammer,	9x	storm	shields,	8x	lightning	claws	and	1x	chainsword	while	I	can	see	these	guys	to	do	a	little	'Work,	I	have	the	sense	that	is	playing	the	missions.	This	quote	from	the	article	seems	important.	Remember,	the	idea	is	that	you	start	with	15	secondary	points
and	it's	your	opponent	job	to	recover.	Against	the	armies	like	DG,	having	a	crazy	and	waiting	cruise	that	the	enemies	come	to	you	or	forgive	5	points,	a	long-standing	turn	is	only	debilitating.	Apothecary	will	recharge	the	loss	of	losses	from	any	shot	of	the	whore	you	take.	I'm	trying	to	understand	how	that	list	is	almost	presented	by	turn	3	against
Drukhari	(even	if	to	be	right	I	think	that	Reddit	Post	has	been	written	before	the	release	of	Drukhari	Codex?).	However,	it	is	quite	obvious	to	me	what	the	real	problem	is:	it	is	the	tactic	of	the	chapter	and	super	doctrine.	In	exchange	to	be	able	to	take	slightly	larger	teams	of	guaranteed	appetizers,	and	mandatory	aggressor	teams	guaranteed,	inceptor
and	eliminator,	DeathWatch	do	not	almost	effectively	obtain	the	super	doctrine	and	a	tactic	of	the	chapter	that	is	almost	completely	redundant	with	other	units	and	ABILITY	available	for	the	army.	One	of	the	questions	you	need	to	ask	(if	we	speak	competitively)	is:	"Why	should	I	play	Deathwatch	instead	of	another	chapter?"	When	I	see	the	Army	list
above,	I	think	of	myself:	"Wouldn't	I	just	have	a	very	similar	list	like	angels	of	blood	or	white	scars?"	I	tried	and	simply	can't	come	with	a	good	build	that	would	not	simply	be	white	scars,	corners	Blood,	salamanders	or	iron	hands,	but	worse.	I	really	like	the	suggestion	of	which	to	give	to	both	back	during	tactical	doctrines.	Perhaps	limit	it	a	little	more
than	in	the	past	(ie	it	cannot	be	used	on	storm	bollars	or	weapons	from	heavy	intercessor).	"You're	right,	the	Reddit	tactics	has	been	written	before	the	Drukhari	codex	release,	and	probably	as	you	suggested	that	it	will	require	it	a	lot	to	update.	However,	since	the	new	codes	will	be	released,	the	effectiveness	of	previous	armies	of	the	9th	edition	will
change	and	it	is	not	impossible	that	our	supplement	could	have	a	new	life.	Despite	this	little	hope,	and	until	some	important	changes	(both,	super	doctrine,	chapter	tactics)	we	must	rely	on	our	strength.	I	am	working	on	To	be	used	with	a	secondary	goal	of	Vigil	long	and	I	must	admit	that	it	allows	you	to	build	all	around.	It	is	probably	not	the	strongest
goal,	but	helps	to	define	a	strategy.	We	have	great	defensive	skills	(Aegis,	psychic	fortress,	fortified	with	contempt,	bigger	serious	armor	team)	that	could	be	the	basis	for	a	winning	strategy.	I	recently	played	one	Against	the	imperial	fists	who	were	presented	by	the	Tre	Tre.	I	won	from	100	to	28	and	the	Vigil	length	helps	a	lot.	However	it	is	the	right
goal	against	the	armies	fired	or	static.	Against	those	with	great	maneuverability	(eg	from	Ravenwing	or	Deathwing	with	terminators	or	drukhari	in	crawling	depth	or	Drukhari)	is	less	attractive.	What	we	can	do	is	share	our	experiences	experiences	Games	secondary	and	played	goals.	We	must	maximize	any	chance	of	choice	against	each	code.
ADEPTUS	MECHANICUS	WILL	WILL	LIKE	THE	GROWER	ARMIT	OF	40K	that	could	help	you	change	your	destination	in	our	favor.	For	now	the	only	reason	to	play	Deathwatch	is	the	mellification	and	modeling	/	painting,	and	is	not	a	secondary	one.	For	what	is	worth	a	DW	list	is	only	dominating	the	Shanghai	championship	at	the	moment.	It	was	at
the	top	for	a	while,	and	is	largely	unbeaten.	The	tournament	level	DG	is	also	presented	and	a	solid	List	of	Druk.	You	will	play	it	in	the	next	eastern	China	open	this	weekend	and	is	considered	one	of	the	strongest	contenders	-	so	it	will	be	interesting	to	see	how	it	goes.	This	wire	from	Reddit	has	been	quoted	in	the	Goonhammer	article.	Ã,	https:
//www.reddit.c...nes_if_you_are/	Ã,	author	describes	what	considers	the	best	units	and	shares	the	following	list.	Ã,	Spoiler	++	Battaglion	Detachment	0CP	(Imperium	-	Adeptus	Astartes	-	DeathWatch)	[104	PL,	1.998PTS,	7CP]	++	Configuration	+	Battle	size	[12CP]:	3.	Strike	force	(101-200	points	PL	/	1001-	2000)	Command	of	Cost	StratageMs	+
Chapter	Relics	[-2CP]:	2x	Number	of	Extra	Relics	No	Force	org	Slot	+	Apothecary	[5	PL,	90PTS,	-1CP]:	Chapter	Command:	Chief	Apothecary,	Symbared	Healer,	StrapTack:	Hero	Del	Chapter,	the	Tomo	of	Veterans	of	the	Ectoclasdi	Company	[3	PL,	48pts].	Company	veteran:	Astarstsword,	storm	shield.	SERGEANT	VETERAN	COMPANY:	Astarts
Chainsword,	Storm	Shield	HQ	+	Captain	on	Bike	[6	PL,	110pts,	-1CP]:	3.	anywhere	to	hide	(Aura),	Astartes	Chainsword,	Dominus	Aegis,	Storm	Shield,	Straptagism:	Hero	of	the	Chapter	Library	[6	PL,	115PTS]:	1.	Premory	resonance,	2.	Fortified	with	contempt,	5.	Shadow	cloak,	Boltgun,	Chapter	command:	Library	cape,	Spada	Primaris	Chaplain	on
bike	force	[7	PL,	140pts,	-1CP]:	2.	Fire	catechism,	3.	Exhortation	of	anger,	command	chapter:	master	of	sanctity,	hatred	litany,	stratagem:	an	unparalleled	vigil,	the	beacon	angelis,	war,	the	essay	speaker.	2.	Paragon	of	their	chapter:	Ultramarines:	Adept	of	the	Codex	troops	+	Fortis	Kill	Team	[15	PL,	320pts].	Intercessor	Sergeant:	Astarts	Chainsword,
bolt	rifle.	5x	Interceptor	w	/	car	rifle	bolt:	5x	automatic	bolt	rifle,	5x	bolt	gun,	5x	frag	and	krak	grenades.	4x	utrider:	4x	Astarts	Chainsword,	4x	Frag	&	Krak	Granates,	4x	Pistol	Bolt	Bolt,	4x	Twin	bolt	Rifle	Fortis	Kill	Team	[17	PL,	285PTS]:	Eagle.	5x	hellblaster	w	/	assault	plasma	incinerator:	5x	assault	plasma	incinerator,	5x	pistol	bolt,	5x	frag	&	krak
granates.	Intercessor	Sergeant:	Astarts	Chainsword,	car	bolt	rifle.	Intercessor	w	/	astartes	Grenade	Launcher:	Astartes	Grenade	Launcher,	car	bolt	rifle.	3x	Interceptor	w	/	car	rifle	bolt:	3x	rifle	bolt	car,	3x	pistol	bolt,	3x	frag	&	krak	grenades	indomitor	kill	kill	team	[20	pl,	390pts]:	dominatus.	3x	aggressor	w	/	Flamestrorm	Guantot:	6x	Flamestrorm
clovers.	Heavy	Sergeant	Intercessor:	Hellstorm	bolt	rifle.	4x	Heavy	Intercessor	w	/	hellstorm	rifle	bolt:	4x	Pistol	Bolt,	4x	Frag	&	Krak	Granates,	4x	Shallstorm	rifle	bolt.	2x	Inceptor	w	/	plasma	exterminatorers:	2x	2x	plasma	exterminatori	elites	+	redeemer	dreadnought	[9	pl,	185pts]:	2x	fragstorm	grenade	launchers,	icarus	rocket	pod,	macro	plasma
incinerator,	asslaslaugh	gatling	cannon	stirors	[2	pl,	30pts]:	4x	servo-arm	Vanguard	Veteran	Squad	[14	PL,	285PTS]:	Jump	Pack.	VANGUARD	VAND:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	VANGUARD
VANGAN:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Lightning	claw,	storm	shield.	Vetan	Lightning	claw,	storm	shield.	VANGUARD	VANGAN:	Astarts	Chainsword,	Storm	Shield.	Vanguard	Veteran	Sergeant:	Thunder	Heaving	Hammer	++	Total:	[104	PL,	7CP,	1.998PTS]	++	Ã	¢	I	am	a	bit
skeptical	of	the	affirmation	of	him	that	DW	can	be	Tier	1	with	the	IL	unit	.	For	the	HQs,	she	is	taking	a	cycling	captain,	a	chaplain	on	a	bicycle,	a	librarian	and	a	pharmacist.	He	is	saying	that	the	right	combination	of	WLTS	/	relics	/	stratagiemi	/	secondary	increases	the	resilience	of	the	units	to	the	point	where	they	are	very	difficult	to	remove.	The	main
units	that	highlights	are:	-	Fortis	Kt:	6x	Intercessors	with	ABR	+	4x	Ultri	Ultri	-	Indomitor	KT	W	/	Dominatus	Specialization:	5x	Heavy	Intercessors	W	/	Hellstorm	Rifles	Bolt	+	3x	AGGRETTORS	w	/	Flame	Storm	Guantlets	+	2x	Plasma	Enctors	-	Fortis	KT	W	/	eagle	specialization:	5x	intercessors	w	/	car	bolt	reflects	+	5x	hellblasters	w	/	assault	plasma
incinerators	-	vivogue	vets:	sergeant	w	/	heavy	thunder	hammer,	9x	storm	shields,	8x	lightning	claws	and	1x	chainsword	while	I	can	see	these	guys	to	do	a	little	'Work,	I	have	the	sense	that	is	playing	the	missions.	This	quote	from	the	article	seems	important.	Remember,	the	idea	is	that	you	start	with	15	secondary	points	and	it's	your	opponent	job	to
recover.	Against	the	armies	like	DG,	who	have	a	crazy	gunline	and	awaiting	enemies	to	come	to	you	or	lose	5	points	in	turn	from	the	long	waking	is	only	debilitating.	Apothecary	will	recharge	the	loss	of	losses	from	any	shot	of	the	whore	you	take.	I'm	trying	to	understand	how	that	list	is	almost	presented	by	turn	3	against	Drukhari	(even	if	to	be	right	I
think	that	Reddit	Post	has	been	written	before	the	release	of	Drukhari	Codex?).	However,	it	is	quite	obvious	to	me	what	the	real	problem	is:	it	is	the	tactic	of	the	chapter	and	super	doctrine.	In	exchange	to	be	able	to	take	slightly	larger	teams	of	guaranteed	appetizers,	and	mandatory	aggressor	teams	guaranteed,	inceptor	and	eliminator,	DeathWatch
do	not	almost	effectively	obtain	the	super	doctrine	and	a	tactic	of	the	chapter	that	is	almost	completely	redundant	with	other	units	and	ABILITY	available	for	the	army.	One	of	the	questions	you	need	to	ask	yourself	(if	we're	talking	competitive)	is:	a	"Why	should	I	play	Deathwatch	instead	of	another	chapter?"	Ã,	when	I	see	the	list	of	the	above	army,	I
think	between	me	and	me:.	Ã,	"Because	I	shouldn't	play	and	just	a	very	similar	list	like	bloody	or	white	angels?"	Ã,	I	tried	and	simply	can't	come	with	a	good	building	that	wouldn't	simply	be	white	scars,	blood	angles,	salamander,	or	hands	of	Iron,	but	worse.	I	really	like	the	suggestion	on	to	return	both	during	the	Doctrines	tactics.ã,	perhaps	limit	only
a	little	more	than	the	past	(ie	it	cannot	be	used	on	storm	requiem	or	heavy	weapons	intercessors)	.ã,	ã,	you're	right,	The	Reddit	tactic	was	written	before	the	Drukhari	codex	release,	and	probably	as	you	suggested	that	it	will	take	it	a	lot	to	update.	However,	since	the	new	codes	will	be	released,	the	effectiveness	of	previous	9th	edition	armies	will
change	and	it	is	not	impossible	that	our	supplement	could	have	a	new	life.	Despite	this	little	hope,	and	until	some	important	changes	(both,	super	doctrine,	tactics	of	the	chapter)	we	must	rely	on	our	strength.	I'm	working	to	be	used	with	a	secondary	goal	of	Vigil	long	and	I	have	to	admit	that	it	allows	you	to	build	everything	around.	Probably	not	the
strongest	goal,	but	contribute	to	defining	a	strategy.	We	have	great	defensive	skills	(Aegis,	psychic	fortress,	fortified	with	contempt,	the	largest	serious	armor	team)	that	could	be	the	basis	for	a	winning	strategy.	Recently	I	played	a	game	against	the	imperial	fists	who	were	presented	by	the	Tre	Tre.	I	won	100-28	and	a	long	waking	a	lot.	Therefore,	it	is
the	right	goal	against	shoooty	or	static	armies.	Against	those	with	great	maneuverability	(eg	from	Ravenwing	or	Deathwing	with	terminators	or	drukhari	in	crawling	depth	or	Drukhari)	is	less	attractive.	Thing	Doing	to	share	our	experiences	with	secondary	and	played	games.	We	must	maximize	any	chance	of	choice	against	each	code.	ADEPTUS
MECHANICUS	WILL	WILL	LIKE	THE	GROWER	ARMIT	OF	40K	that	could	help	you	change	your	destination	in	our	favor.	For	now	the	only	reason	to	play	Deathwatch	is	the	mellification	and	modeling	/	painting,	and	is	not	a	secondary	one.	I	just	read	this	this	This	is	Z	and	its	list.ã,	this	is	actually	that	I	was	talking	about	Above.ã,	a	black	shot	fly	and
Techsoldaten	like	this	gamer,	cheese,	beeary	or	broken;	If	Games	Workshop	has	put	in	the	book	I	will	be	happy	to	play	against	it,	or	with	it.	-	Mort	"Use	sweet	words	and	hard	topics."	(Henry	George	Bohn	[1796-1884].)	There	is	nothing	wrong	in,	sometimes,	have	disagreements.	It	is	another	thing,	though,	to	be	a	tool	in	transmitting	that	the	"op:	the
term	used	by	the	players	to	describe	a	combination	of	yours	are	personally	able	to	beat".	Collection	of	Battle	ReportsCorbulo	Tactic	Mort	and	friends	of	him	have	the	ability	to	think	outside	the	box.	Mort	and	friends	of	him	have	the	ability	to	think	out	of	the	diagrams.	I	take	Nah,	for	real,	that	the	list	is	crazy	scay.ã,	alone	destroys	on	secondaries.ã,
black	jump	fly	likes	this	gamma,	cheese,	beardy	or	broken;	If	Games	Workshop	has	put	in	the	book	I	will	be	happy	to	play	against	it,	or	with	it.	-	Mort	"Use	sweet	words	and	hard	topics."	(Henry	George	Bohn	[1796-1884].)	There	is	nothing	wrong	in,	sometimes,	have	disagreements.	It	is	another	thing,	though,	to	be	a	tool	in	transmitting	that	the	"op:
the	term	used	by	the	players	to	describe	a	combination	of	yours	are	personally	able	to	beat".	COLLECTION	OF	BATTLE	REPORTSCORBULO	TACTICA	for	what	is	worth	a	list	DW	is	absolutely	dominating	the	Shanghai	championship	to	your	moment.ã,	states	on	the	spot	for	a	while,	and	is	largely	undefeated.ã,	the	level	of	the	level	is	also	presented.	DG
tournament	and	a	solid	tooo	druk	list.	We	will	play	in	the	upcoming	eastern	China	open	this	weekend	and	is	considered	one	of	the	strongest	contenders	-	so	it	will	be	interesting	to	see	how	it	goes.	....	I	just	read	this	post.	This	is	Z	and	the	list	of	him.	This	is	actually	that	I	was	talking	about	Above.Ã	ã	oh	thanks	to	the	sky.	I	built	something	similar.	I	was
worried	I	missed	the	negative	sides.	Please	update	this	discussion	with	details	on	how	it	does.	What	interested	me	about	that	post	reddit	was	the	opposition	and	the	fight	achieved	for	ideas.	It	came	out	and	said	in	substance	-	"This	is	completely	destroying	store	-	and	his	DW"	ã,	and	the	people	were	like	....	"Well	actually.	.."	Peeps	I	have	to	jump	on	that
and	check	it	out	shot	black	Moscow	likes	this	gamer,	cheese,	beardy	or	broken;	If	Games	Workshop	has	put	in	the	book	I	will	be	happy	to	play	against	it,	or	with	it.	-	Mort	"Use	sweet	words	and	hard	topics."	(Henry	George	Bohn	[1796-1884].)	There	is	nothing	wrong	in,	sometimes,	have	disagreements.	It	is	another	thing,	though,	to	be	a	tool	in
transmitting	that	the	"op:	the	term	used	by	the	players	to	describe	a	combination	of	yours	are	personally	able	to	beat".	COLLECTION	OF	BATTLE	REPORTSCORBULO	TACTICA	What	interested	me	on	that	post	Reddit	was	how	much	opposition	and	the	struggle	has	obtained	for	ideas.	It	came	out	and	said	in	substance	-	"This	is	completely	destroying
shop	-	and	his	DW	"It's,	and	people	were	like	...."	Well	actually	...	"Salto	Peeps	I	have	to	that	and	check	it	out	impossible	to	play	currently	due	to	lockdowns	and	take	all	the	Internet	comments	as	suspicious	up	to	the	contrary.	So	the	only	way	I	have	to	analyze	the	list	of	him	is	Mathhammer.	What	I	observed:	-	good	shot	spectrum.	It	has	tools	to	deal
with	infantry,	heavy	infantry,	armor.	This	is	not	typical	of	the	lists	and	pre-9th,	which	were	mostly	equipped	for	the	infantry.	With	fans,	most	of	his	units	are	lethal	against	nothing	less	than	TEQ.	-	Spectrum	of	good	save.	The	utriders	and	heavy	infantry	are	about	to	stick	around.	Veterinary	VGs	are	going	to	ignore	some	wounds.	The	intercessors	are
really	the	only	Squishy	part.	Apothecary	makes	them	better.	-	A	lot	of	good	cc.	Lightning	Claw	Veter	Veterinarians	are	very	much	For	points.	-	Speed	.	It	has	4x	5	men	teams	capable	of	moving	from	12	"and	stratagems	for	surprising	depth.	In	combination	with	good	parades,	it	seems	really	important	to	take	and	hold	goals.	This	looks	like	a	good	list.	It
is	not	a	good	deathwatch	list,	a	period	Good	list.	I	don't	see	how	it	is	going	to	manage	something	like	a	one	Bomber,	but	is	equipped	for	most	other	situations.	The	only	thing	I'm	not	sure	is	the	Redeemer.	It	may	not	be	necessary	to	put	a	bullet	magnet	on	board,	other	heavy	intercessers	could	be	a	better	option	given	their	range	and	strength	of	their
shooting.	Or	more	attackers.	But	I	should	have	entered	some	games	to	get	a	strong	opinion.	Lit	the	redemptor	for	a	volkite	contemptor,	btw	Ã,	Ã,	gamma,	cheese,	beardy	or	broken!;	If	the	game	workshop	has	put	it	in	the	book,	I	will	gladly	play	against	it,	or	with	it.	-	Mort	"uses	soft	words	and	hard	arguments."	(Henry	George	Bohn	[1796-1884].)	There
are	no	damages	on	the	occasion,	having	disagreements.	It	is	another	thing,	though,	to	be	a	tool	in	transmitting	that	the	"op:	the	term	used	by	the	players	to	describe	a	combination	of	yours	are	personally	able	to	beat".	Collection	of	tactical	reports.	Tactical	reports	after	1	day,	dashed	DW	and	on	the	top	table	with	a	demon	player	who	shot	me	in	play
one.	Blow	Blow	Fly	and	TechSodaten	like	this	gamest,	cheese,	barbed	or	broken;	If	the	game	workshop	has	put	it	in	the	book,	I	will	gladly	play	against	it,	or	with	it.	-	Mort	"Use	soft	words	and	difficult	topics."	(Henry	George	Bohn	[1796-1884].)	There	is	no	damage	on	the	occasion,	having	disagreements.	It's	another	thing	entirely,	however,	be	an
instrument	in	transmitting	the	disagreement.	"Op:	the	term	used	by	the	players	to	describe	a	combination	of	your	combination	of	which	they	are	personally	impossible	to	beat"	Collection	of	battle	tactic	tactical	reportculus	high	VP	of	a	long	road	too	black	blow	fly	and	techsodaten	like	this	gamst,	cheese,	barbed	or	broken	;	If	the	game	workshop	has
put	it	in	the	book,	I	will	gladly	play	against	it,	or	with	it.	-	Mort	"Use	sweet	words	and	hard	topics."	(Henry	George	Bohn	[1796-1884].)	There	are	no	damages	on	the	occasion,	having	disagreements.	It	is	another	thing	entirely,	however,	to	be	a	tool	in	transmitting	that	disagreement.	"OP:	the	term	used	by	the	players	to	describe	a	combination	of	which
they	are	personally	unable	to	beat"	Collection	of	Battle	Tactical	Tactical	Reportcorbulation
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