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Wargear

Present Launcher

36", S10, AP2, Heavy 1, Pinning* 
*Present Launchers cause Pinning regardless of Fearless, as everyone wants to open their presents!
Santa’s Suit and Hat

Grants Santa a 2+ Armour save and 3+ Invulnerable save.

Santa's Sack

A Power Weapon that grants Santa gets an extra attack for every naughty Tyranid in base to base contact “You're gonna get some presents, bitches!”

Special rules

Too Many Mince Pies

Santa cannot move, run or charge any enemy.

Jolly Old Fella

Santa is immune to Instant Death and has Feel No Pain.

Yellow Snow

Santa has been in that sleigh all day, so when he goes he goes! Tyranids that assault Santa must take Dangerous Terrain tests.

MERRY CHRISTMAS!

As is traditional at Christmas, Santa gives all good boys and girls their gifts. At the start of each turn roll once on the Christmas Gift Table.

Christmas Gift Table

	1
	Its Better to Give…
	+1 Attack

	2
	On the Naughty List
	Preferred Enemy

	3
	Yuletide Spirit
	Feel No Pain

	4
	Christmas Jumper
	+1 Toughness

	5
	Ghost of Christmas Past
	Can bring any single model back to life (on 1 wound) or restore a single wound on a single model

	6
	(Not So) Secret Santa
	Players (on an individual basis) can choose the effect they want to apply to their models.


To recieve the benefit from the Christmas Gifts table you must be within 12" of Santa at the start of the turn. The HQ choice must be in range to receive their Gift and Bodyguard units only need one model in range. HQ Choices joined to squads have the same Christmas Gift as the squad.
The range of the Christmas Gift is increased to 15" if there are 4-6 players and to 18" if there are 7+ players.

