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Background

Commonly referred to as the Adeptus Titanicusmply the Titan Legions, their history is ancieinijeed.
Titans have existed throughout the history of timpdrium and long before it's founding, well befdhe Emperor
united the galaxy under his rule. It was during &ge of Strife that the original titans were turnggainst each
other in the savage and vastly destructive warsttina mankind apart. It was also during the Agé&uffe that the
knowledge needed to create and maintain the titeasslost, and their use became increasingly rayehd time of
the Imperium only one group knew how to build, ntaim and operate the titans: the tech-priests efAtleptus
Mechanicus. Within the Adeptus the knowledge waxeatrated in the fighting arm of the Collegia Mita.

The Collegia has four branches or Divisiones: Bhieisio Militaris, the Divisio Mandati, the Divisio
Telepathica and the Division Investigatus. In twach Divisio is divided into a number of Orderack Order is a
self-sufficient unit of the Collegia and they atdeato operate independently. Each Order is comethy its own
Grand Master and has its own uniforms, insign@orcs and rituals.

The Divisio Militaris

The Military Orders account for the vast majordf all titans in the Imperium. These Orders are the
successors of the Titan Legions from the Age offé&Stand many can trace their unit histories baekdnd the
founding of the Imperium. The various Orders cansfsas few as three to as many as several dozans[ialong
with regiments of ground and support troops.

The Divisio Mandati

These Orders are the executive branch of the @alld@hey travel in vast temple-spaceships, briggire
pax Imperiato the isolated worlds of the Imperium. Each tesrghip carries between two and five of the immense
Imperator Titans and numerous other titans, plissts, regular troops and other maintenance peetoSome of
the Executive Orders never move beyond the boueslafithe Imperium, having a regular diocese utitr care.
Others specialize in taking the word of {hex Imperiabeyond the boundaries of Imperial space. Thessibfiary
Orders are the elite of the Divisio Mandati.

The Divisio Investigatus & Divisio Telepathica

The Divisio Investigatus comprises the Collegrasearch arm. Their task is to design, construdttast
improvements and upgrades. It is not unknown foesearch Order to take to the field in order td tésnew
designs under proper combat conditions. The rade@rof the Divisio Telepathica operate the quaghinal Psi-
Titans and operate from a secret world near thet béthe Imperium.

Imperial Knights

Knights are huge one-man battlesuits. These peitsit great mobility, carry heavy weapons and roffe
excellent armor protection. When a problem requifireavy firepower arises and a Titan Legion is ailakle, a
Knight Household may be sent instead.

RS

"The Orders of the Adeptus Titanicus are theiron fist of the Emperor. A velvet glove would serve no purpose.”
— Grand Master Augrim, Divisio Militaris Order ofriperial Eagles
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The Adeptus Mechanicus Army

The Standard Army consists of the Imperial Knigltuseholds, a variety of titans and the Tech-Guard
support troops. If you choose to run a Standardyarou must put at least 50% of your points into S8tandard
Adeptus Mechanicus List. The other 50% may be speriny Standard List.

Standard Army

At least 50% of your points into...

Up to50% into...

Imperial Knights

Standard Adeptus Mechanicus List

nyAne Standard List

If you want to field companies of titans or an kngtor Titan you must field a Codex Army and pu¥o/é&f
your points into troops from this book. This alloysu to purchase units from both the Standard ama@ lists.

Codex Army | At least 75% of your points into...

Up to 25 into...

Titan Legions | Titan Legions & Standard Adeptus Mathus Lists | Any one Standard Lis

t
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Special Rules
Imperial Knight Shields

Shields grant a Fixed Armor Save against shots dtitkke a Knight on the front 90° arc. Barrages ar
considered to hit the Knight from the directiontbé firer. Weapons of multiple barrages all countbaing fired
from the direction of the firing weapon (this meaes may not bypass the shield by placing addititeraplates in
a manner so as to “walk around” the shield).

Imperial Knight Shock Lance

When a Knight armed with a Shock Lance charges@ibse Combat, its base CAF is doubled for thst fir
round. Multiple lances may only be used again#iha,tpraetorian or superheavy target. If they gamgn anything
else the successive combatants do not use theedan avoid accidental discharge (the first Knighty use his, the
second and following ones may not).

Sample Army: Legio Victorum

Army Card Cost | Notes
1) Warlord Titan Battle Group
#1) F|rg antrol (75), Deathstrike (75), Plaagmestructor (125), 2x 1000 | 475+500=1000, 10 VPs
Barrage Missiles (200)
#2) Fire Control (75), Deathstrike (75), Gatli Blaster (60), 2x Multi- 850 | 310+500=850, 9 VPs
Rocket Launcher (100)
#3) Fire Control (75), Deathstrike (75), Lagaster (50), 2x Multi-Rocket 800 | 300+500=800, 8 VPs
Launcher (100)
Support: Warhound Titan Scout Detachment
#1) Vulcan Mega-Bolter (50), Inferno Gun (50) 250 | 100+125=250, 3 VPs
#2) Vulcan Mega-Bolter (50), Laser Blaster)(50 250 | 100+125=250, 3 VPs
2) Reaver Titan Battle Group
#1) Volcano Cannon (100), Turbo-Laser (75)ai@kFist (25) 500 | 200+300=500, 5 VPs
#2) Quake Cannon (85), Inferno Gun (50), Wee¢R5) 500 | 160+300=500, 5 VPs
#3) Gatling-Blaster (60), Melta-Cannon (50pver Fist (15) 450 | 125+300=450, 5 VPs
Support: Warhound Titan Scout Squadron
#1) Vulcan Mega-Bolter (50), Gatling Blasté0j 250 | 110+125=250, 3 VPs
#2) Vulcan Mega-Bolter (50), Melta-Cannon (50) 250 | 100+125=250, 3 VPs
Ally: Imperial Guard (Standard List only, limit 1,5 00 points)
1) Tactical Company 600
Special: Adeptus Mechanicus 100
Support: Predator Detachment 200
Total | 6,000
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Unit Descriptions
Special Units

Adeptus Mechanicus:These priests preserve the information on everymachine in the Imperial Army, and are
responsible of their continuous functioning. They HQ units and have the Mechanic ability.

Adeptus Psyker: Trained in the service of the Imperium, these psyluse their powerful mental abilities on the
battlefield. They are HQ units, Psykers and haegfoiowing powers:

1) Embolden: All Imperial detachments within 15 cm (includingetpsyker) become Fearless, immune to
all types of morale effects and gain +1 CAF. Thefects last until the End Phase.

2) Telepathic Link: The psyker spots for artillery and may act as evBod Observer. In addition, any
indirect barrages aimed at a point visible to thgker are treated as direct. The power lasts th&iEnd Phase.

3) Righteous Fire: The psyker makes a physical psychic attack. Pitkrget within 25 cm and line of
sight, and on a 4+ it takes a hit at -2 TSM.

Astropath: These blind psychic seers can occasionally be f@@ndng in a direct battle capacity for the Impéri
Army. They are HQ units, Psykers and have the fotlg powers:

1) Beacon:The Astropath becomes a flaring psychic beacotil the End Phase, any Greater Daemon,
Psyker, or Eldar Waystone Spirit unit within 100 emay only fire at, or target psychic/magic powetstlre
Astropath. They may violate the normal line of sighd HQ targeting restrictions as the Astropathiséble to all
Psykers on the battlefield.

2) Cancellation: The Astropath dampens all nearby psychic abilitigeen any Psyker or Greater Daemon
within 75 cm attempts to use a psychic ability,leplayer rolls a die. The Astropath adds +2 andat@reDaemons
add +3. If the Astropath’s total is higher, theligpfails. This ability remains in effect until ¢hEnd Phase.

3) Guidance: The Astropath may sight for artillery through #es of others. There must be an Imperial
unit within 25 cm of the Astropath that can seettrget to be fired at, and the artillery detachirmming sited for
must be within 75 cm of the Astropath. If both citieths apply, then the artillery may fire indirectivithout having
to roll for scatter. Artillery which always scatsetegardless of indirect fire, such as the Doomweawust still roll.

Forward Observer: Both speed and accuracy are vital when callingaftitlery support, and the Imperium has
expertly trained Forward Observers to aid theitlary batteries. They are HQ units and have trealh ability.

Grey Knights: The Grey Knights are a unique Space Marine Chaptdrbelongs to the Ordo-Malleus branch of
the Inquisition, rather than to the Adeptus AswarfEheir sole purpose is to confront and destrogdgShand they
may only be brought to a battle if an opponenteChaos units.

Grey Knights are Elite units, and have the Daerdomter and Teleport abilities. They also have a 4+
Psychic Save, and both their ranged & Close Coratiatks are considered physical psychic attacks (tleans
Greater Daemons cannot use Chaos Cards to savedlves— see the Chaos Army Book for more inforomti

Knight Baron: These are the command units for Knight Househditiey are Elite and HQ units, and have the
Inspirational ability (this ability only works fasther knight-class units).

Assault HQ: These units have jump-packs to keep pace with ttegps. They are Command, Elite and HQ units.

Tactical HQ: These units command Tech-Guard companies. Theg@a@ranand, Elite and HQ units.

Infantry

Tactical Infantry: These make up the bulk of the Imperial army andydasguns.

Assault Infantry: Some troops are specially trained for Close Combedcruits from feral and hive worlds are
particularly renowned for their ferocity in handdtand fighting. Assault troops possess jump packs.

Heavy Weapons Infantry: These troops are armed with long-range weaponsufgporting the army’s advance.
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Vehicles

Chimera Armored Troop Carrier: This is the main armored personnel carrier forlteeh-Guard. The Chimedon,
Chimerax and Chimerro variants carry several diffiétheavier weapons systems to better suppornfasetry they
carry. All have turreted weapons and may trangpastinfantry stands.

Hellhound: This vehicle carries a large flamethrower with titdafuel to burn its targets to ashes. Use thgdar
teardrop template, and hit any unit underneath 4f at 0 TSM. This weapon ignores cover modifierhit.

Hunter Anti-Aircraft Gun: Yet another Rhino variant, this is equipped witpid-fire anti-aircraft guns.
Nicknamed the “Stormwind” for the volume of fireptoduces, it has the AA ability.

Leman Russ Tank:The rugged Leman Russ is the main battle tankeofrtiperial Guard and makes up the bulk of
the armys armored attack forces. Whether deployed in an acidic swamp or airdropped into the freezing temperatures

of a sub-zero ice planet, the Leman Russ functions equally well no matter what the terrain or conditions. The
Battlecannon is mounted on aturret, and it has Point Defense (1).

Sabre Tank-Hunter: One of the many Rhino variants, these light and cheap units do very little to up-armor the
basic frame. Instead, their infantry capacity is replaced with a standard vehicular autocannon, mounted on a turret.

Heavy Artillery

Basilisk Self-Propelled Artillery Gun: Thisis a self-propelled rapid-fire artillery unit that may fire twice each turn.
These shots may be aimed at the same or different targets, but the entire battery must combine fire at each target.

Bombard Mobile Siege Mortar: This unit fires large shells in a high arc, and has a minimum range of 50 cm.
These rounds destroy buildings on asingle unsaved hit, instead of merely damaging them.

Griffon Assault Mortar: This gun fires specia shrapnel rounds that cover an enormous area. These rounds Ignore
Cover and use the large 12 cm (airburst) template.

Manticore Rocket Launcher: This is a lightly armored support vehicle capable of long-range barrage attacks.
Unlike other artillery weapons a Manticore Battery is capable of either concentrating fire into one attack (as most
artillery units do) or each model may fire its missiles independently, making separate barrage attacks. After firing,
the battery must spend a full turn reloading for it to fire again. A battery may move and reload at the same time.
When firing independently, place one 6 cm barrage template and scatter it normally. Then place two more
templates, touching at least one of the previous ones. Units underneath each template are hit on a4+ with 0 TSM.

Off-Board Artillery Barrage: This represents a battery of long-range weapons that have been deployed some

distance behind the combat zone, as well as orbital and naval artillery. Off-Board artillery has a Victory Point cost
instead of a points cost, and may only be used by Forward Observers. See the Core Rules for details.

Fliers

Thunderbolt Fighter: Thisflier isthe air superiority fighter of the Imperium.

Marauder Fighter-Bomber: Thisflier isarmed with heavy weapons and is suited for dogfighting and strafing runs.

Knights

Castellan & Crusader: These heavily armed knights provide long-range fire support and are very effective against
buildings and fortifications.

Knight Errant: These specialized knights are armed with deadly close-ranged weapons and have been trained as
titan-killers. Their Close Combat attacks are Penetrating +2.

Knight Lancer: Lancers are highly mobile knights armed with deadly Power Lances. These act as Shock Lances
and also alow an attack in the Combat Segment before Close Combat dice are rolled. Roll a die and on 3+ the
opponent takes a hit with a—3 TSM. If the target survives, Close Combat is carried out normally.

Knight Paladin: The standard Imperial knights are armed with a mix of medium and long-range weapons.
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Knight Warden: The Warden is an older Knight varient, slow arekiag a heavy primary weapon. It is valuable
in a close-support role, as it carries a single@arinon, multiple multilaser clusters and Pointdbsg (3).

Superheavies
Stormblade: This is the titan-hunter of the Imperium, armedhvwanough firepower to engage most types of titans
and praetorians on even ground. The tank is arm#dasplasma blastgun (that is identical to tho&eroused by
Reaver and Warhound Titans) as well as severakleranged one-shot missiles.

To power its arsenal the Stormblade has a plasactar, which will detonate if the tank is destrmy&he
explosion will hit everything within D6 cm on a 4t 0 TSM.

Praetorians

Imperial Dropship: Dropships are huge transports, capable of bringtags and entire companies from orbiting
mother ships directly to the battlefield. A Drogshhay enter the battlefield from orbit during angn@pulsory
Movement Phase, but does not actually touch dowiihthle End Phase. Nominate any point on the Hattband
scatter it 2D6 cm. This is where the Dropship Waihd, and the point used as the basis for scattaratings
mentioned in the damage chart.

During the turn in which the Dropship is in the &imay use all air-to-air and air-to-ground weapoas
well as all Point Defense dice. All of these weapare turret-mounted and enjoy a 360-degree diceofAny unit
on the battlefield (except artillery) may be actédito shoot at the Dropship if the landing pogithin range. A
line of sight to the landing point is not requir&hemy fliers may also engage it in Close Combat.

After landing the ship is treated as a praetodad may use the ground-to-ground weapons and Point
Defense Dice, but may not move or take off durimglbattle. Units may not disembark in the turnship appears.

A Dropship may transport 60 points of the follogin

Thing to be carried Space it takes up Thing to be carried Space it takes up
Imperator Titan 60 points Warhound Titan 15 points
Warlord Titan 30 points Infantry Company 20 points
Reaver Titan 20 points Armor Company 30 points

Ordinatus Armageddon: The Ordinatus Armageddon mounts a giant plasmaacatirat can fire using either all
available energy for one devastating blast, orrsdamaller pulses. At the start of every turn B8i+3 to determine
how much plasma is available for the Nova CanndiocAte these to pulse fire or maximal fire, and éach
counter on pulse fire you may make one attackhhsaton 4+ with —1 TSM.

After pulse fire has been resolved, all remairpogver is used for a single shot with the To-Hit ar&M
depending on the number of counters allocated. Makifire can damage buildings, and if the targed hahit
location template, may also damage adjacent latatiallocate the initial hit location normally, theoll an armor
save for each of the eight adjacent locations hétlfithe TSM of the initial shot rounded down tenaimum of —1.

Ordinatus Golgotha: This Ordinatus carries 6 Hellfire missiles, and nfiagy 1 or 2 per turn. Although they are a
barrage weapon, they are not artillery, do nottecatr damage buildings, and may not fire indireddach missile
places D3 adjacent templates, i.e. all templates fa missile must touch the original template. Amjt which
suffers casualties from a Hellfire attack must agsorale test or go on Fall Back Orders.

Ordinatus Mars: The Ordinatus Mars uses a Sonic Disruptor that tisedarge teardrop template. Place the
template anywhere on the battlefield within linesight, the narrow end pointed at the Ordinatusriahing at
least half under the template is hit on a roll eftBat ignores cover modifiers to hit. Anything his a 5+ save
regardless of what the actual armor save of theemigdeven mighty Titans & Praetorians are affétt&hielded
targets automatically lose one shield.
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Imperial Titans

The Imperium employs four classes of Titans. Tingt three of these, Warlord, Reaver and Warhound
Titans, can be furnished with a variety of weapang are bought by the rules given in the Core Rilbs last, the
gigantic Imperator Titan, is described separately.

Warlord Titan: Warlords are the largest of the three common etasEhese Titans carry four different weapon
systems, may be fitted with an armed head, anccaewy either banner decorations or additional weaptVith 6
Void Shields they are also very well protected aglagnemy attacks. Their large arsenal and resiliemakes them
suitable for the role of a mobile platform for fisapport in the Imperial armies.

Reaver Titan: Reavers are faster than Warlords, have 3 weapamtsicand are the most flexible of the three. They
can be customized for either fire support or assalds. Reavers have 4 Void Shields.

Warhound Titan: These are the lightest and the fastest Titansntperium possesses, carrying only two weapons
and two Void Shields. They are Agile, and Hard ibwhen they are on Charge Orders. They are mosty for
assault and close support roles. If Warhounds arehpsed in detachments of two they are independetstand do
not need to maintain coherency with each other.

Weapon Descriptions

Barrage Missile Launcher: This devastating weapon hurls huge bolts of shpated plasma at the enemy. It is a
one-shot weapon and can only be mounted on a a@dpeation. When you decide to fire the missifest place
one barrage template within line of sight of thénfi Titan and scatter it 2D6 cm. This weapon ailvays scatter
even though the template is placed within lineights Now roll a D6 and place that many additioteahplates. All
additional templates must be placed so that theghtat least two of the previously placed templétasept for the
first one, of course).

Carapace Landing Pad:This is a combination of a Recon Land Speederaanddvanced fire control system. The
Land Speeder maintains constant communication thighparent titan, scouting for targets and dirgcthe titan’s
barrages. When the titan uses an artillery weapomay trace its line of sight from the Land Speeitstead of
itself. That is, the titan may fire at locationstie Land Speeder’s line of sight using direct dges. This will not
eliminate the obligatory scatter of some missileshsas Barrage or Vortex Missiles, but can be @aselihe of sight
for initial targeting of these missiles.

Carapace Multi-Lasers: These are small, fast-tracking laser weapons neduont the rear of a Warlord. They do
not occupy a carapace weapon slot and may be fittedcess of the Titans’ normal weapons complepanthey
are fitted in the mounts normally reserved for menThese weapons have a 180° arc of fire toetheaf the titan,
and are always considered to be on First Fire Grder

Cerberus Anti-Aircraft Gun: Titans are sometimes fitted with Cerberus-cladsarcraft guns. These weapons
are always considered to be on First Fire Ordadependent of the titan’s orders.

Chain Fist: This weapon, also called a Power Saw, is a madrizlade capable of ripping apart the toughest
opponent. Chain Fists add +D6 CAF and add +2 tahétripcation damage rolls.

Additionally, titans in base-to-base contact vatbuilding may elect, in addition to other attadksmake
an automatic hit on the adjacent building. Thedind must make a save at —4 TSM or be destroyed.

Corvus Assault Pod: This is an alternate arm mount and allows a titanarry a detachment (4 stands) of Space
Marine Terminators right up to a fortification adisgorge them directly amidst the defenders. That 0b the
Terminators is included in the cost of the Pod. Pbes are heavily armoured and have a 2+ armor bavé it is
destroyed the Terminators are also destroyed witbail-out roll.

To use the Pod the titan must end its movemeiltase-to-base contact with a building or fortifioati
During the Close Combat Segment the titan pundmesigh the wall and the Terminators immediatelyentibark
on Charge Orders (losing 5 cm as normal for leawitigansport). The Terminators gain +D6 CAF fos thirn only
to reflect the momentum of their charge from theadt Pod.

It is possible to drop off the Terminators in flevement Phase. Both they and the titan lose tihenalos
cm of movement, and the Terminators do not gain@Alk bonus.
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Devotional Bell: This rare device is an anathema to beings of Chsos carries a single drop of blood of the
Emperor himself! It does not occupy a carapace weagot and may be fitted in excess of the titams'mal
weapons complement, as it is fitted in the moutsnally reserved for banners. This weapon can belysed if
the enemy is Chaos, and provides a +1 to all Imperorale checks within 25 cm.

Optional Devotional Bell Effect: In addition to the effect above, Greater Daemoy mot use Chaos Reward
Cards to negate wounds within if they are withincg of the bell.

Doomburner: This weapon fires a bolt of super-heated moltetahthat bores through its target in a searinghflas
of flames. Doomburners are especially good for rdgstg heavily armored targets. This weapon igndmesit
modifiers for cover, will damage buildings and sntrating +1.

Fire Control Center: Fire Control Center is a carapace-mounted packag&ining range finding and targeting
equipment. A titan armed with this device receigesl to all To-Hit rolls including barrages. Thisvice also
reduces the armor save of the carapace locatidm.to

Harpoon Missile: This special one-shot weapon possesses the abilike control of enemy titans. The weapon is
based on overriding the enemy pilot’s neural istesf so gargants, bio-titans and titans which e Greater
Daemons (e.g. the Lord of Battles) are immune iwleapon.

When fired, pick a target within line of sight aiidis hit automatically. Shielded targets will éo®ne
shield. Units that do not possess a hit locatianplate must save at —2 or be destroyed. If theetangs a hit
location template and no shields, pick a locatiod acatter normally. The location must save at SMTor the
harpoon has lodged itself successfully.

A unit that has been harpooned must roll a Dé@ithesubsequent Orders Phase. On a 1 the missletl
and the titan may be given orders as normal. O th@ titan comes under the control of the playko \ired the
harpoon.

Hellstrike Cannon: This cannon fires a huge shell that is loaded witkighly corrosive and inflammable mixture
appropriately known as hellfire. The shells aretgetxplode above the target, so that they splatter a large area.
This weapon ignores cover modifiers.

Inferno Gun: The Inferno Gun fires a devastating spray of sumeated, burning fuel. Use the large teardrop
template and position the sharp end of the templatine weapon. All models underneath are hit ooilaf 4+ that
ignores cover modifiers, with 0 TSM.

Gatling Blaster: The Gatling Blaster fires a hail of shells fromriésvolving barrels, allowing the Titan to cut down
waves of infantry or other poorly armed troops.

Laser Blaster: This is a rapid-fire laser cannon, highly effectagainst massed ranks of lightly armoured targets.

Laser Burner: This devastating weapon uses a short range, higiggrbeam to slice through opponents. A titan
that wins a round of Close Combat may strike wiiils tveapon instead of rolling for damage as norifiaé Laser
Burner causes D6 hits, and each hit is worked psetecting a location and rolling on the damagpetaNo square
on the hit location template may be selected mba@ tonce, but adjacent areas with the same locatervalid
targets, i.e. it is possible to hit “Leg” or “Weapomultiple times, but the “Head” only once. Theeemy, if it
survives, is likely to be severely damaged.

Melta-Cannon: This weapon fires concentrated heat energy thastall matter to molten slag. The damaging heat
is dissipated over long distances, but at shodesiits attack is devastating.

Multiple Rocket Launcher: The MRLS launcher fires a barrage of explosive eteland is used to provide long-
range support fire for advancing troops. The rot¢kenhcher has two modes of fire, and may choosedmst them
each turn. Penetration mode uses the 6 cm tenmguaktdits on a 3+ with —1 TSM. Shotgun mode usesatige 12
cm template and hits on a 4+ with 0 TSM. This isadtillery weapon and both modes have all the astatrules,
i.e. they scatter, damage buildings and may fidéréctly.
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Plasma Blastgun: The Blastgun siphons small amounts of plasma gnieogn the reactor and fires it at nearby
enemies. This weapon was specifically designedRéaver and Warhound Titans, which are unable taheskarger
plasma weapons due to the fact that their reaarersufficient to power these larger weapons.

A Blastgun has a plasma reserve, representednioyrder of attack dice available for firing. It begithe
game fully charged with 2 dice, and may fire onévay dice each turn. The reserve will regain oreeplr turn, or
two if the titan is on First Fire Orders.

Plasma Cannon:This weapon fires highly volatile, energized matteled plasma. The effect is devastating since
plasma converts matter struck by it to plasma db Wefortunately these weapons require prodigiaosunts of
energy to fire, sometimes shutting down other fiomst in order to energize.

A titan armed with a Plasma Cannon may not firg ather ranged weapons in the same turn. Close
Combat weapons such as a Power Fist are unaffemiddhe titan may engage in Close Combat normally.

Plasma Destructor: This is a more powerful version of the Plasma CanfAde energy drain is such that a titan
armed with this weapon, in addition to not beingeab fire any other ranged weapons, it also maynmove at all
in the following turn.

Titans count as immobilized in the turn after theapon is used. If they are engaged in Close Combat
while in this state may only use their base CAEldfend themselves (they do not roll the normal 28,may use
dice gained from another source, such as a Chath ki addition, the normal defensive systemsless effective.
Regular troops receive +2 to their roll to surviaad are only hit on a 5+ with zero TSM.

Power Fist: This is a gigantic armoured fist surrounded by avgrful energy field that allows the titan to tear
chunks from other titans or buildings. On Chaaantitthis weapon may be called a Battle Claw. A fiteat wins a
round of Close Combat may make a grab attack idsiéeolling for damage as normal.

To make a grab attack, the player selects a tmtatn the target’s hit location template. Both playroll a
D6 with the Power Fist adding +1 to the roll. I&tlitan making the grab attacks scores higherottetion selected
receives maximum damage (the most damaging re#fulbje result is a tie the losing Titan has sligpmut of the
claw's grasp, but still receives normal damage tfer selected location. If the losing Titan scoraghér it has
broken free and receives no damage.

Additionally, titans in base-to-base contact vatbuilding may elect, in addition to other attadksmake
an automatic hit on the adjacent building. Thedind must make a save at —4 TSM or be destroyed.

Power Ram: This weapon delivers a high-velocity strike capabtepunching through the thickest armor and
inflicting major internal damage. More importantly single well-placed blow with this powerful weapcan send
an opposing titan crashing to the ground.

A titan armed with this weapon that wins a ClogemBat against an enemy titan (but not praetorign) b
more than six points will knock the loser straipckwards D6 cm. Any vehicle or smaller models uneath are
destroyed, and buildings must save at -5 TSM atdstroyed. Then roll a D6 and on a 4+ the titals faver and
takes damage as though a leg had been destroedthestitan’s damage table and take the worslt r@gailable.

Additionally, titans in base-to-base contact vatbuilding may elect, in addition to other attadksmake
an automatic hit on the adjacent building. Thedind must make a save at -5 TSM or be destroyed.

Quake Cannon:This is a large bore cannon that fires an extremelyerful shell that can burst apart even the most
heavily armored opponent. The blast radius is mred by the standard barrage template, and eusgyt
underneath is hit on a 3+ at —3 TSM. Although thia barrage weapon, it is not artillery, doessuatter, and may
not fire indirectly. Buildings hit by this weaponust save at -4 TSM or be destroyed.

Trident: This specialized weapon takes the form of a ropkepelled grappling hook, used to seize opponamts a
drag them closer via an attached chain and powechwiTo fire, pick a target within 25 cm and linfesgght. The
target is hit on a 3+ and the trident ignoresygdes of shields. If the target is a vehicle or shpavy it is destroyed,
while smaller units are unaffected.

Targets with a hit location template roll for geathormally. Once a location is determined bottesiroll
2D6 and add their CAF score to the roll, and thiadi titan gains another D6 if on First Fire Orddfghe firing
titan wins, the location is ripped off and sufféhe maximum damage possible for that location.eAntieans the
chain has broken and the Trident is useless fordsteof the battle. If the firing titan loses, ttteain quickly winds
into position by the winch and is ready to be fited next turn.

Turbo Laser Destructor: This is a highly effective rapid-fire anti-tank amon.
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Volcano Cannon: This large laser cannon fires a bolt of explodager energy, which tears through steel and
destroys the best-armoured enemy. This weapomistiaing +3.

Vortex Missile: This is a one-shot weapon and may only be moumeal @arapace location. The warhead explodes
on impact creating a whirling vortex of dark energyything caught in the vortex is reduced to itsnponent
atoms and destroyed. The drawback of this weaptivatst is unpredictable and indiscriminate.

A Vortex Missile may only be fired if the unit n First Fire orders. Place the 6 cm barrage templa
anywhere within line of sight and scatter it 2D6.chmy model or terrain feature under the templateéstroyed
with no save allowed. Units with a hit location fgate receive D6 hits — the firing player may cret® locations,
but may not hit a location more than once. Roll imdlimtely on the damage table as there is no séweeal. All
Void and Power Shields are lost (and do not stepvtirtex), but may be raised normally. Buildings destroyed if
touched by the template, no saving throw permitted.

During every End Phase, roll a D6 for the vortex:

Die Roll | Result
1-2 The vortex dissipates harmlessly. Remove inftable.
3-4 The vortex stays where it is.
5.6 The. vqrtex .m_ov.es.2D6 ina rant;lom d?rection.“Usesﬂmter_die, and roll
again if a hit is indicated. Anything in its pathhit as described above.

Due to the nature of the energy involved the voitean ethereal psychic attack, and models whoemak
their Psychic Save are moved to the edge of thelegm Psychic Saves due to functional shieldshateallowed
since this weapon destroys the shield before theybe of help.

Vulcan Mega-Bolter: The Vulcan is a short-ranged but extremely deadhinfof heavy machine gun that fires a
hail of bolter shells at anything that strays ttase. It is very effective in breaking massed itfgassaults.

Warp Missile: This is a one-shot weapon and may only be moumtea carapace location. It contains a miniature
warp drive that allows the missile to bypass aramat shields, materializing multiple melta-bombsdaghe target.

When fired, Warp Missiles automatically hit buiids and units with a hit location template. Smaller
targets are hit on a 3+. All shields are ignoredi buildings, superheavies and smaller units as¢ralged with no
save. When the target has a hit location temptdtepse a location and scatter twice. To repredentataclysmic
nature of the explosion, roll two dice and add th#ran look up the result on the damage tableyiith. an average
roll of “7” the result is usually the destructiofitbe target.

A Warp Missile, although an explosive device, smpred by warp energy and is an ethereal psychic
attack. Models who make their Psychic Save arefectaid. Psychic Saves due to functional shieldaatallowed
since this weapon destroys the shield before theybe of help.

Wrecker: The wrecker is a large weighted ball at the ena oéinforced chain. Its primary purpose is to daliv
crushing blows to buildings and fortifications, thgh it's tremendous force and long reach make deadly,
(although inaccurate) Close Combat weapon.

When engaging units in the Close Combat Segmemhay attack one unit within 5 cm before Close
Combat dice are rolled. If the target is a superhear smaller it is destroyed. If the target hasitlocation
template, select a location and scatter twicéni#fis still on the template, that location mustesat —6 TSM.

Additionally, titans in base-to-base contact vatbuilding may elect, in addition to other attadksmake
an automatic hit on the adjacent building. Thedind must make a save at —6 TSM or be destroyed.
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Titan Head Variants

The head of the Titan is the Control Bridge andtams its mind impulse units. A wide range of re#l
available, all of which reduce the armor save lierhead location by 1.

Close Combat Head:One of the more gruesome t head variants, thisd@mays jagged blades, spikes and short-
range weaponry that increase performance in Claseb@t. A titan armed with such a head gains a +8.CA

Command Head: This communications center acts as a CIC and r&fatem on the battlefield. The command
radius for all Imperial Guard and PDF troops iséased to 35 cm, and the titan itself acts as a.Gkh@ hit to the
head that causes damage of any sort will dest@gdimmunications equipment and this ability willlbst.

Corvus Assault Head:This is a head version of the arm-mounted Corvssaflt Pod.

Custodian Head: This rare head is imbued with psychic energy ckgpablethal attacks. The titan may, in addition
to other attacks, project an ethereal psychic latiatk. Place the 6 cm template anywhere withier@zand line of
sight. Everything under the template is hit on aa# is destroyed with no armor save. Units withitdocation
template suffer a hit to the head / crew compartritaation with no armor save.

Deathstrike Cannon Head:This head mounts a powerful cannon. It may onlgcdargets within a 30-degree arc
to the front due to limited head mobility, and dadts weight the titan’s movement is cut in hatfunded up. This
is an artillery weapon and has all the associattgbyi.e. it scatters, damages buildings and rnaeyridirectly.

Weapon Head:This variant emphasizes additional firepower atdkpense of armor.
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Weapon Costs

Class Description Who Can Use It *| Location| Cost
Standard Doomburner ** R, W Any 75
Gatling Blaster R,D, W Any 60
Laser Blaster R, W Any 50
Melta-Cannon R, W Any 50
Quake Cannon R, D, W Any 85
Turbo-Laser Destructor R, D, W Any 75
Vulcan Mega-Bolter R, D, W Any 50
Volcano Cannon , W Any 100
Plasma Blastgun R, D, W Any 65
Cannon W Any 100
Destructor W Any 125
Template Inferno Gun R, D, W Any 50
Barrage Deathstrike Cannon W Head s
Hellstrike Cannon ** R, W Any 50
Multiple Rocket Launcher R, W Any 50
One-Shot Missiles | Barrage Missile Launcher R, W apace 100
Harpoon Missile R, W Carapacg 75
Vortex Missile R, W Carapace 15(
Warp Missile R, W Carapace 125
Close Combat Chain Fist (Power Saw) R, D, W Arm 45
Close Combat Head R, W Head 15
Laser Burner R, W Arm 10
Power Fist (Battle Claw) R, D, W Arm 15
Power Ram R, W Arm 25
Wrecker R, W Arm 25
Anti-aircraft Cerberus AA Gun ** R, W Any 40
Special Carapace Landing Pad W Carapace 50
Carapace Multi-Lasers wW - 10
Command Head wW Head 35
Corvus Assault Head W Head 150
Corvus Assault Pod W Arm 150
Custodian Head W Head 50
Devotional Bell W - 50
Fire Control Center R, W Carapage 75
Trident R, W Arm 50
Weapon Head R, W Head 25

* R = Reaver Titan, W = Warlord Titan, D = Warhouhidan

** Optional weapon.
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Weapon Summary

Weapon Range| Attack Dice| To-Hit| TSM| Notes

Barrage Missile Launcher LoS 8 BP 3+ -2 One-shiaicd’D6 extra templates when fired
Carapace Landing Pad - Recon Land Speeder incrigases sight

Carapace Multi-Laser 15 cny 2 5+ 0 Always on Fiist F

Cerberus AA Gun 100 cm 2 5+ -1 AA always on Hrisée

Chain Fist Close Combat +D6 CAF, Penetrating +tidgs Buildings

Combat Head Close Combat +3 CAF

Command Head - IG Command Radius is 35 cm, adi$ia3

Corvus Assault Pod / Head - Carries 4 Terminatonds, +D6 to their CAF first turn
Custodian Head 25 cnj 6 BP 4+ Nope Ethereal Psychic

Deathstrike Cannon 200 cn 10 BP 2+ -2 Attillery;d3yree arc of fire, halves movement
Devotional Bell - Against Chaos only, Inspiratiomathin 25 cm
Doomburner 75 cm| 1 | 3+ | -3| Ignores Cover, DamagekliBgs, Penetrating +1

Fire Control Center - All weapons gain +1 To-Hit

Gatling Blaster 75cm 4 5+ -1

Harpoon Missile LoS - Auto -2 | Takes over enemyntifaarmor save is failed, One-shof
Hellstrike Cannon 50 cm 6 BP 4+ -1 Ignores Cover

Inferno Gun Specia Special 4+ 0| Large Teardropflate

Laser Blaster 50 cm 6 5+ 0

Laser Burner Close Combat Hits D6 times

Melta-Cannon 25cm 4 3+ -3

MRL Penetration Mode 100 cm 8 BP 3+ -1

MRL Shotgun mode 100 cm 6 BP 4+ 0  Big 12 cm teneplat

Plasma Blastgun 50 cn| 2 3+ -4 Recharges 1 AttaekoBr turn, 2 if on First Fire Order
Plasma Cannon 75 cm 6 4+ -3 May not fire other waap

Plasma Destructor 100 cm 4 3+ -6 May not fire otheapons, or move next turn

Power Fist Close Combat Destroys Buildings, Rdltefcause maximum damage
Power Ram Close Combat Opponent knocked down, ®esBuildings

Quake Cannon 100 cm 8 BP 3+ -3 Destroys Buildingtartillery

Trident 25cm 1 3+ - May pull bits off target

Turbo-Laser Destructor 75cm 2 3+ -2

Volcano Cannon 100 cm 1 3+ -4 Penetrating +3

Vortex Missile LoS - - - One-shot, Destroys Builg# Ethereal Psychic, Special
Vulcan Mega-Bolter 25cm 8 4+ 0

Warp Missile LoS - Auto/3+ - One-shot, Destroys IBimgs, Ethereal Psychic, Specia
Weapon Head 25 cm 1 5+ -1

Wrecker Close Combat Free strike before Close Carilestroys Buildings
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Reaver Titan Template

CAF Shields Repair Notes I
| 20 cm| +12 | 4 Void Shieldd 4+ | 4+ Psychic Save from Voide$is |

D  Slot | _Range |_Attack Dice | To-Hit __TSM_ Notes |

Torso
Right Arm
Left Arm
FRONT SIDE REAR
Weapol WeapoJlWeaporLWeaporll Weaporln
2+ 2+ 2+ 2+ 2+
Weapon Head Weaporln ReactofWeapon Head WeapomnReacto Weaporl
2+ 1+ 2+ 3+ 2+ 1+ 2+ 4+ 2+
Weapor Legs |Weapor WeaponWeapon Weapor Legs |Weapor
2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+
Leg Leg Leg Leg Leg
2+ 2+ 3+ 2+ 2+
Leg Leg Leg Leg Leg
2+ 2+ 2+ 2+ 2+
Head Reactor
1-2 Damaged. CAF halved and roll 4+ to give the titesheos. 1-2 Damaged.
3 Crippled. CAF halved for the rest of the game. 3-4  Crippled.
4  Crippled. Same as 1-2, for the rest of the game. 5-6  Reactor explodes!
5-6 Destroyed and the titan falls.
Weapon Leg
1-2 Damaged. 1-2 Damaged. Speed halved and cannot enter difficuite
3-4 Destroyed. 3-4 Damaged. Roll a D6 in each end phase; subtracth ifitan
has Charge Orders and 1 if Advance Orders. If ésalt is O
or less, the leg snaps as in 6 (below).
5  Weapon blown off. 5 Destroyed. The titan may no longer move or turn.
6  Weapon blown off and there is a flashback to ttees hull. | 6 Destroyed and the titan crashes to the ground.
On 1-3 roll for damage on the Reactor, 4-6 on teadd
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Warlord Titan Template

CAF Shields Repair Notes I
| 15cm| +14 | 6 Void Shieldd 4+ | 4+ Psychic Save from Voide$is |

Head

Right Carapace
Left Carapace
Right Arm

Left Arm

Banner Mount

Devotional Bell or
Cara. Multi-Lasers Only

FRONT SIDE REAR
Weapon Weaporn Weapon| Weapon Weapon Weapon Weapon
2+ 2+ 2+ 2+ 2+ 2+ 2+
Weaporl Head | Weapon Carapac¢ Weapony Head Carapacg Carapacg¢ Carapacé
2+ 1+ 2+ 1+ 2+ 1+ 1+ 1+ 1+
Weapon Reactoll Weapon Weapon Weapon Weapon| Reactor| Weapon
2+ 1+ 2+ 2+ 2+ 2+ 3+ 2+
Leg Leg Leg Leg Leg
2+ 2+ 2+ 2+ 2+
Leg Leg Leg Leg Leg
1+ 1+ 2+ 3+ 3+
Head Reactor
1-2 Damaged. CAF halved and roll 4+ to give the titeshecs. 1-2 Damaged.
3 Crippled. CAF halved for the rest of the game. 3-4  Crippled.
4  Crippled. Same as 1-2, for the rest of the game. 5-6  Reactor explodes!
5-6 Destroyed and the titan falls.
Weapon Leg
1-2 Damaged. 1-2 Damaged. Speed halved and cannot enter diffiouttite
3-4 Destroyed. 3-4 Damaged. Roll a D6 in each end phase; subtracth ifitan
5  Weapon blown off. has Charge Orders and 1 if Advance Orders. If ésalt is O
or less, the leg snaps as in 6 (below).
6  Weapon blown off and there is a flashback to ttees hull. | 5 Destroyed. The titan may no longer move or turn.
On 1-3 roll for damage on the Reactor, 4-6 on thadd 6  Destroyed and the titan crashes to the ground.
Carapace
1-2 The void shield generators are shut down and tleldsh 5 The shields are in danger of overloading and yostrsbut
may not be used until repaired. them down before they explode. Roll a D6. On 5-6 |th
shields are safely shut down, on 1-4 they exploge6
(below):
3-4 The Titan’s void shield generators are shut dowd tre 6 The Titan’s void shields overload and explode. Titan is
shields may not be used any further in the game. destroyed but remains standing. Any models witi® Zm
are automatically hit at 0 TSM.
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Warhound Scout Titan Template
__CAF. __ Shields | Repair Notes |

Agile
Hard to Hit when on Charge Orders
4+ Psychic Save from Void Shield

25cm| +8 2 Void Shield

4+

D /Slot_ | _Range | _Attack Dice | To-Hit __TSM_ Notes

Right Arm
Left Arm
FRONT SIDE REAR
Weapor] Head | Weapon Weapor] Weapon Weapon Weapon Reactoll Weapon
2+ 2+ 2+ 2+ 2+ 2+ 2+ 4+ 2+
Legs Leg Legs
3+ 2+ 3+
Leg Leg Leg Leg Leg
2+ 2+ 2+ 2+ 2+
Head Reactor
1-2 Damaged. CAF halved and roll 4+ to give the titeshecs. 1-2 Damaged.
3  Crippled. CAF halved for the rest of the game. 3-4  Crippled.
4  Crippled. Same as 1-2, for the rest of the game. 5-6  Reactor explodes!
5-6 Destroyed and the titan falls.
Weapon Leg
1-2 Damaged. 1-2 Damaged. Speed halved and cannot enter diffiouttite
3-4 Destroyed. 3-4 Damaged. Roll a D6 in each end phase; subtracthifitan
5 Weapon blown off. has Charge Orders and 1 if Advance Orders. If ésalt is O
or less, the leg snaps as in 6 (below).
6  Weapon blown off and there is a flashback to ttea'% hull. | 5 Destroyed. The titan may no longer move or turn.
On 1-3 roll for damage on the Reactor, 4-6 on thadd 6  Destroyed and the titan crashes to the ground.
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100 cm

+8

Imperial Dropship Template
| Move | CAF Shields Repair Notes I

Praetorian
4+ Psychic Save

2 Void Shield

4+

Transport 60 points of stuff.

Special rules when arriving on the boaid

Weapon | Range To-Hit || TSM | Notes

Battlecannons 50 cm 3 4+ -2 Air-to-air, turret
Missiles 50 cm 4 BP 5+ -1 Air-to-ground, turretotshots
Lascannons 75 cm 2 4+ -2 Ground-to-ground, turret
Point Defense 15cm 16 6+ 0
FRONT REAR SIDE
LasCan BatCan| BatCan LasCal
2+ 3+ 3+ 2+
Wing | BatCan| Bridge | BatCan| Wing Wing | Reactol] Reacto] Reacto] Wing Reactof Hull |BatCan| Hull] Hull | Bridge
3+ 3+ 2+ 3+ 3+ 3+ 2+ 2+ 2+ 3+ 2+ 2+ 3+ 2+ | 2+ 2+
Missile Missile Missile Missile Missile
4+ 4+ 4+ 4+ 4+
Bridge Reactor
1-2 Crippled PD may not fire and missile shots scéitf8 cm. 1-3 Damaged and erratic landing. +1 to all future daenags.
3-4  Crippled and erratic landing. No weapons may fire. 4-5 Damaged and crash landing. +1 to all future damalie
5-6 Destroyed and crash landing. 6 Plasma explosion! Units hit if the dropship is be ground.
Wing Hull
1-2 Crippled and erratic landing. 1-5 Add +1 to future damage rolls on the hull.

6  Crippled and crash landing. 6 Bridge or engine hit: bridge if the front half dfet vehicle,
engine if the rear. Any points over 6 are bonuseshe
second roll.

Battlecannons & Lascannon Missiles
1-2  Weapon damaged. 1-2 Damaged. Add 1D6 cm to scatter and +1 to future adpm
rolls against this missile.
3-5 Weapon destroyed. 3-4  Missile destroyed.
6  Weapon destroyed and roll for damage on the hull. 5-6  Missile destroyed and roll for damage on the hull.

Erratic Landing

Ship lands on a random spot 2D6 scattered fronotigénal
landing point.

Any mobile units (except T/P class) get out frondemeath
on a 4+, otherwise they are destroyed.

If any titans, praetorians or buildings are hitthbsides get
D6 hits on random locations with —2 TSM.

Crash Landing — same as erratic fus:
Ship scatters 3D6 on landing.

Roll on every location plus the transportee’s evemo
obstacles are hit; on 4+ on a D6 the location/mgéts a hit
with 0 TSM.

NetEpic 5.0 Adeptus Mechanicus Army Book

18



Ordinatus Armageddon Template
| Move| CAF______Shields [ Repair Notes |

Dispersion Field

10cm| +5

(fixed save that decreases over tim
Turn 1 Fixed Save of 2+

2 3+

3 4+

4 5+

5+ 6+

Praetorian
e) 4+ Psychic Save
Roll D6+3 for plasma counters each turn bnd

4+ |allocate them to Nova Cannon pulse ang/or

maximal fire.
If destroyed, explosion hits everything within 2D6
cmat O TSM.

__Range _Attack Dice | _To-Hit _TSM__ Notes

Nova Cannon pulse fire 1 per counter 4+ -1
1 counter 4+ -1
Nova Cannon maximal fire 2 counters 3+ -2 | Damages buildings.
150 cm | 3 counters 2+ -3 | Adjacent hit locations are alsp
(place up to 6 counters, but you N
4 counters 2+ -4 | hit with TSM halved (rounded
only get 1 shot per turn) .
5 counters 2+ -5 | down, minimum -1)
6 counters 2+ -6
Lascannons (2) 50 cm 2 5+ -2
Point Defense 15cm 8 6+ 0
FRONT SIDE REAR
Sensor Senso Sensot
4+ 4+ 4+
Hull |Weapon Hull ReactofReactof Hull | Weapony Weapor] Weapor Hull |Reactof Hull
3+ 4+ 3+ 3+ 4+ 3+ 3+ 4+ 4+ 3+ 3+ 3+
Hull Hull Hull Hull Hull Hull | Bridge Hull Hull Hull
3+ 3+ 3+ 3+ 3+ 3+ 2+ 3+ 3+ 3+
Track | Bridge | Track Track | Track | Track | Track | Track Track | Hull | Track
2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+
Bridge (every unsaved hit destroys a lascannon) Reactor
1-2 Damaged. CAF halved. 1-3 Damaged.
3  Damaged. CAF halved and Command ability lost. 4-5 Damaged.
4 Crippled. CAF halved and Command ability lost. 6 Boom!

5-6 Destroyed and crew abandons ship.

Track

1-2 Damaged. Speed -2 cm and cannot enter difficutiiter
Crippled. Speed -2 and cannot enter difficult tetrdf the

second roll.

Hull (every unsaved hit destroys a PD)
1-5 Add +1 to future damage rolls on the hull.

Bridge or reactor hit: bridge if the front half tife vehicle,
3-4 vehicle moves, the track will be destroyed on Sterathe] 6 reactor if the rear. Any points over 6 are bonuseshe
move. If this happens, also roll damage to the hull
Destroyed and vehicle may only rotate in placebdth
tracks are destroyed the vehicle may not move.at al
6  Track destroyed and roll damage on the hull.

Weapon
1-2 Damaged.
3-4 Destroyed.

5-6 Destroyed and roll for damage on the hull.

Sensor Antenna
1-2 Damaged. All non-barrage weapons are —1 To-Hit.
3-4  Crippled. All non-barrage weapons are —1 To-Hit.
5-6  Blown off the vehicle and roll damage to the reacto
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10cm| +5

Ordinatus Golgotha Template
[ Move| CAF Shields Repair Notes |

Dispersion Field
(fixed save that decreases over time)
Turn 1 Fixed Save of 2+
2 3+ 4+
3 4+
4 5+
5+ 6+

Praetorian

4+ Psychic Save

Carries 6Hellfire missiles and may fire 1 or 2 eg
turn. Missiles are direct-fire only and have a 1
degree forward fire arc.

If destroyed, explosion hits everything within 2
cmat 0 TSM.

| Weapon ________Range| _Attack Dice _To-Hit _TSM [ Notes |

) - D jacent templ r missile.
Hellfire Missiles (6) 8 BP per 3 adja_ce ttemplates per missile .
) 200 cm 3+ -1 Casualties force morale test or the uni
Fire 1 or 2 each turn template
goes on Fall Back Orders.
Lascannons (2) 50 cm 2 5+ -2
Point Defense 15cm 8 6+ 0
FRONT SIDE REAR
Sensof Senso Missile| Missile Senso
4+ 4+ 4+ 4+ 4+
Missile| Hull | Missile Reactof Missile| Missile Missile| Reactof Missile
3+ 3+ 3+ 3+ 3+ 3+ 4+ 3+ 4+
Hull | Bridge| Hull Hull Hull Hull | Bridge Hull Hull Hull
3+ 2+ 3+ 3+ 3+ 3+ 2+ 3+ 3+ 3+
Track | Hull | Track Track | Track | Track | Track | Track Track | Hull | Track
2+ 3+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 3+ 2+
Bridge (every unsaved hit destroys a lascannon) Reactor
1-2 Damaged. CAF halved. 1-3 Damaged.
3 Damaged. CAF halved and Command ability lost. 4-5 Damaged.
4  Crippled. CAF halved and Command ability lost. 6 Boom!
5-6 Destroyed and crew abandons ship.
Track Hull (every unsaved hit destroys a bolter)

1-2 Damaged. Speed -2 cm and cannot enter difficutiiter 1-5 Add +1 to future damage rolls on the hull.

3-4 Crippled. Speed -2 and cannot enter difficult tecrdf the 6 Bridge or reactor hit: bridge if the front half tfe vehicle,
vehicle moves, the track will be destroyed on Sterathe reactor if the rear. Any points over 6 are bonuseshe
move. If this happens, also roll damage to the hull second roll.

5 Destroyed and vehicle may only rotate in placebdth
tracks are destroyed the vehicle may not movel.at al
6  Track destroyed and roll damage on the hull.
Missile Sensor Antenna

1-2 Damaged. 1-2 Damaged. All non-barrage weapons are —1 To-Hit.

3-4 Destroyed. 3-4  Crippled. All non-barrage weapons are —1 To-Hit.

5-6 Destroyed and roll for damage on the hull. 5-6  Blown off the vehicle and roll damage to the reacto
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10 cm

Ordinatus Mars Template
| Move| CAF | Shields ______ [Repar/Notes |

Dispersion Field
(fixed save that decreases over time)
Turn 1 Fixed Save of 2+
+5 2 3+
3 4+
4 5+
5+ 6+

4+

Praetorian

4+ Psychic Save

If destroyed, explosion hits everything within 2
cmat O TSM.

[Weapon | Range | Attack Dice| | To-Hit | TSM | Noes ||

Sonic Disruptor

Place the large teardrop template anywhere ondttkefield within line of sight, the narrow en
pointed at the Ordinatus. Everything at least tatfer the template is hit on a 2+ that ignoresg
cover. Anything hit has a 5+ save regardless oftwieactual armor save of the model is.
Shielded targets automatically lose one shield.

d

Lascannons (3) 50 cm 3 5+ -2
Point Defense 15cm 8 6+ 0
FRONT SIDE REAR
Weapon Weapon Weapon
4+ 4+ 4+
Weapon Weaporn Weapon Weapon
4+ 3+ 4+ 3+
Hull | Sensor| Hull Reactor Sensol Hull | Reactor] Hull
3+ 4+ 3+ 3+ 4+ 3+ 3+ 3+
Hull | Bridge | Hull Hull Hull Hull | Bridge Hull Hull Hull
3+ 2+ 3+ 3+ 3+ 3+ 2+ 3+ 3+ 3+
Track| Hull | Track Track | Track | Track | Track | Track Track | Hull Track
2+ 3+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+
Bridge (every unsaved hit destroys a lascannon) Reactor
1-2 Damaged. CAF halved. 1-3 Damaged.
3 Damaged. CAF halved and Command ability lost. 4-5 Damaged.
4 Crippled. CAF halved and Command ability lost. 6 Boom!
5-6 Destroyed and crew abandons ship.
Track Hull (every unsaved hit destroys a bolter)

1-2 Damaged. Speed -2 cm and cannot enter difficutiter 1-5 Add +1 to future damage rolls on the hull.

3-4 Crippled. Speed -2 and cannot enter difficult tecrdf the 6 Bridge or reactor hit: bridge if the front half tfe vehicle,
vehicle moves, the track will be destroyed on 5terathe reactor if the rear. Any points over 6 are bonuseghe
move. If this happens, also roll damage to the hull second roll.

5 Destroyed and vehicle may only rotate in placebdth
tracks are destroyed the vehicle may not move.at al
6  Track destroyed and roll damage on the hull.
Weapon Sensor Antenna

1-2 Damaged. 1-2 Damaged. All non-barrage weapons are —1 To-Hit.

3-4 Destroyed. 3-4  Crippled. All non-barrage weapons are —1 To-Hit.

5-6 Destroyed and roll for damage on the hull. 5-6  Blown off the vehicle and roll damage to the reacto
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The Imperator Titan

Imperators come with fixed weapons and are nothased according to the Purchasing Titans rules; yo
pay for one and there it is. A special data cais@t of counters are used for operating the Intpefiatan.

Set Up

Plasma Counters:A dozen each of red and green counters, placetb affie side of the datacard. Plasma counters
represent the energy generated by the titan’s glaswactor and are placed on the data card as thieeasan
generates and allocate power to the titan’s systding green represents normal plasma, and theem@sents
“overcharged” plasma that can increase performanee.green plasmas equal a red plasma.

Hellstorm Ammo Counters: Ten counters of any kind, placed on the Hellst@amnon ammo track. The track is
filled at the beginning of the game, and one cauisteemoved for each barrage fired.

Void Shield Counter: One conter of any kind, placed on the Void Shieddk. This keeps track of the number of
active void shields on the Imperator Titan. At gert of the game, the titan has 12 shields.

Garrison Troops: The Imperator Titan can carry up to 25 infantgnsts in the positions noted on the datacard.
You can use different kinds of counters to represanious troops, or enlarge the datacard and plaeeactual
troops stands on it.

Imperator Titan Weapons
Main Battery: So long as plasma is allocated to the fire corteolter the Main Battery may be fired.

Secondary WeaponsSo long as plasma is allocated to the fire cortteoter the Secondary Battery may be fired.
Gun Towers: So long as plasma is allocated to the fire corteoter the gun towers may be fired.
Point Defense:These weapons fire in the First Fire segment &g &s plasma is allocated to the fire control agente

Defense Laser:So long as plasma is allocated to the fire cortteaiter the Titan’s defense laser may be firechdf t
fire control center is overcharged, the defenserlaszay count as an Anti-Aircraft weapon. The dedelaser adds
+3 to damage rolls against targets that use a datadde (including superheavy vehicles).

Hellstorm Cannon: This weapon has 10 shots and is capable of shoaprnigp 4 barrage templates per turn. The
cannon requires one green plasma counter in oodee tharged and cannot be overcharged. Each basagplate
fired uses up one ammo counter. All barrages finedne turn from the Hellstorm cannon must be pase that
each template touches at least one other templdke isalvo. Other than this the barrages are {isiag the normal
rules and may be fired indirectly. If fired inditgg place the template(s) and roll for scatterdach template.

Plasma Annihilator: The Plasma Annihilator requires plasma countewsdier to be charged. The number of attack
dice is variable and dependent on the number ahpdacounters allocated to it during the orders @hdach green
plasma counter gives two attack dice and eachlesia counter gives three attack dice. It is péssidoplace both
red and green plasma counters in the Plasma Aatohilbut no more than four counters of either cotay be
placed in the accelerator chamber at one time.
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Using the Imperator Titan

1) Generate PlasmaDuring the Orders Phase of each turn, put D6+6rg@asma counters in the reactor core.
The amount of plasma generated should not be lepetsfrom your opponent. You are not required ge all
available plasma each turn, and any left in thetogawill stay there for next turn. At the end bétturn, remove all
plasma counters from the datacard except thoseiretactor.

2) Allocate Plasma:The placement of plasma counters determines wheeTitan fires, how fast the shields get
fixed, how fast it moves and how powerful the weapare. When allocating plasma, keep your allonatsecret
until the Titan performs its actions, at which tipeu must reveal power allocations to your oppongnGreen
counters = 1 Red counter.

Location ' No Plasma | Energized (1 counter) | Overcharged (2 counters) |

Fire Control Center No shooting Fire on Advance Fire on First Fire

(non-primary weapons)

Void Shields (repair roll) Shields don’t repair 8lais repair on 5+ Shields repair on 4+

Engines (movement) No movement 5-10 cm in Advance, | 10-20 cm in Charge,

may make one 90° turn | may make one 45° turn
Hellstorm Cannon Doesn't fire See weapon descripfidie more the better.
Plasma Annihilator Doesn't fire See weapon desicnipfThe more the better.
III

Main Battery 200 cm D3+6 BP varies

Secondary Weapons (8 50 cm 1 each 5+ -l

Gun Towers (4) 75 cm 1 each 4+ -2

Point Defense (16) 15 cm 1 each 6+ 0

Defense Laser 100 cm 1 3+ -4 Counts as AA if onstFifire,
Penetrating +3

Hellstorm Cannon 100 cm 8 BP 3+ -2 Allocate upfdar green plasma. Lay
down one barrage template for each
plasma. Multiple templates must touch.
If fired indirectly, scatter each template.

Plasma Annihilator Allocate up to four counters, each one

Energized (Green) 100 cm 2 4+ -4| either green or red.
Overcharged (Red) 150 cm 3 3+ -6

Imperator Titan Armor Saves
All armor saves are made on 2D6, as buildings, Waperators are incredibly difficult to damage.

Imperator Titan Repairs

Imperator Titans have extensive repair functidra allow them to absorb incredable amounts of dgma
and remain functioning. During the end phase theemator can attempt to repair any damaged location
occupied by an enemy model. Roll a D6 for each dgethdocation, and on a 4+ the location is repaired.

Void shields may be repaired as well. Roll a D6 dach downed shield. If the Void Shields have been
energized, the shield comes up on a 5+. If the shidlds have been overcharged the shield comes ap4+. If no
power has been allocated to void shields, therepair rolls are made.

Imperator Titans in Close Combat

Imperator Titans are so large that most vehictessaperheavy vehicles are unable to even scraérh in
Close Combat. The Imperator is invulnerable to €l@ombat attack from non-Titan/Praetorian/Knighttsin
Titans, Praetorians and Knights may engage therabpeusing the standard Close Combat rules.

Infantry have no effect on the titan itself butynfeght the troops inside the segment of the Imperthey
are attacking (bastion or fortress). While thesgsurannot harm the titan from outside, they cagage the units in
its bastion or fortress and attempt to damagertipetator from within. Only infantry models abledwoter buildings
can fight a boarding action.
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Boarding the Imperator Titan

The Imperator is designed so that the lower leg®astions, are completely sealed off from th¢ oéshe
Titan. Because of this, the different sectionsha tmperator (left bastion, right bastion and upfeetress) are
assaulted as if they were separate models. Boamtitigns can be conducted against the bastions djels
attacking from ground level. Troops equipped witmp packs, skimmers and troops disembarking frgergl or
skimmers can assault the upper fortress.

Only models able to actually enter buildings caerapt a boarding action against the Imperator. Serar
can attack if they are in contact with the modethat start of the Close Combat segment of the copitase. All
troop stands carried by the Imperator Titan mag, fituring the First Fire segment, at models attemgab board.
Any restrictions on models that can fire or mod#iéor cover do not apply. Additionally, the ImpenaTitan can
fire some or all of its armament at the attackimgpels as long as the attackers are within firirgp af the weapons
and the Titan can fire in the First Fire segment.

During the Close Combat segment resolve the boguatition for any surviving attackers:

1) Line up all the models attacking the Imperdatisan.

2) Take all the defending troops off the data eard line them up against the attackers.

3) If either side has any excess models left tivey can be used to double up against opponents.

4) Fight Close Combat as normal. Everyone is msiglthere’s no bonus for that.

5) Place surviving defenders back on the data. card

6) Any surviving attackers can now occupy troamdtlocations that have been left empty.

7) Locations occupied by enemy models are consitidamaged (not destroyed) but may not be repaired
while occupied by enemy models.
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Front Side
Defens Defens
Laser Laser
5+ 5+
R.Rear | Center | L.Rear Rear Rear
Tower Tower Tower Tower Tower
5+ 5+ 5+ 5+ 5+
R.Front | R.Rear Sense L.Rear | L.Front Rear Rear Sense Front
Tower Tower Dome Tower Tower Tower Tower Dome Tower
5+ 5+ 4+ 5+ 5+ 5+ 5+ 4+ 5+
R.Front | Sense Main Sense | L.Front Void Rear Sense Front Main
Tower Dome Battery Dome Tower Gen Tower Dome Tower | Battery
5+ 3+ 5+ 3+ 5+ 4+ 5+ 4+ 5+ 5+
Wepn Guard Mind Guard Wepn Reactr | Reactr Wepn Mind Guard
Couple Room Impuls Room | Couple Couple | Impuls Room
3+ 4+ 2+ 4+ 3+ 2+ 2+ 3+ 2+ 4+
Hellst Hellst Reacor | Bridge | Reacor | Plasma| Plasma Reactr | Wepn Guard Bridge
Canon | Canon Link Link Annil Annihil Couple Room
4+ 4+ 3+ 2+ 3+ 4+ 4+ 2+ 3+ 4+ 2+
Hellst |Hellst Engine | Engine | Engine | Plasma| Plasma Side Side Side Side Side
Canon |=anon Annihil | Annihil Weapn | Weapn | Weapn | Weapn | Weapn
4+ a+ 2+ 2+ 2+ 4+ 4+ 4+ 4+ 4+ 4+ 4+
Gyro Leg Gyro Leg Gyro Engine Gyro
3+ 1+ 3+ 1+ 3+ 2+ 3+
Leg Leg Leg
1+ 1+ 1+
Right Right Left Left Bastion | Bastion
Bastion | Bastion Bastion | Bastion
3+ 3+ 3+ 3+ 3+ 3+
Right Right Left Left Bastion | Bastion
Bastion | Bastion Bastion | Bastion
3+ 3+ 3+ 3+ 3+ 3+
Right Right Left Left Bastion | Bastion
Bastion | Bastion Bastion | Bastion
3+ 3+ 3+ 3+ 3+ 3+




Imperator Titan Damage Tables

Bastion Bridge
1-4 Section damaged. 1-2 Damaged. Repair rolls are 6+ instead of 4+.
5-6 Section destroyed. Models here are dead. If bathioss of | 3 Damaged. Fire Control requires twice as much plasma
a bastion in a single level are destroyed, thenTs. 4 Void shield controls damaged. Shields may not paired.
5-6  Bridge destroyed. Titan lurches and falls.
Engine Guard Room
1-2 Movement reduced by D6 cm next turn. 1-3  Section damaged.
3-4 Engine damaged. Titan may not move or turn unpiaied. 4-6  Section destroyed. Models here are dead.
5  Engine destroyed. No more movement or turning.
6  Engines destroyed and roll on the Gyro damage.table
Gyro Leg
1-2 Gyro damaged. 1-4 Leg damaged. Maximum movement is 10 cm.
3-6 Gyro section destroyed and reduces turning by #5all | 5-6 Leg destroyed and titan falls.
three gyros are destroyed the titan falls.
Mind Unit Reactor
1  CAF halved and may not fire primary weapons thia.tu 1-2 Damaged. Lose D3 plasma counters and use aim aliseef]
where each one goes. That location takes a hit &5M.
2 Partially destroyed. Permanently reduce CAF by 2d6h| 3-4 Damaged. No additional plasma generated.
time you get this result.
3 Partially destroyed. Roll D6 each time you move2 first | 5-6 Destroyed and titan spectacularly vaporized. Altaiwithin
turn 45 degs right, 3-4 turn left, 5-6 go straight. 4D6 cm hit with —1 TSM. Put down a crater.
4  Partially destroyed. Roll D6 each time you fire @nmary
weapon: 1-3 you target nearest unit, friend or foe.
5-6 Destroyed. Titan falls.
Reactor Link Sensorium Dome
1-3 Damaged. Plasma may not be placed in engines. 1-3 Damaged.
4-5 Destroyed. Plasma may not be placed in engined.a®uol| 4-5 Destroyed. All weapons fire at —1 To-Hit and PsgcBave
dice to see if adjacent section hit at -4 TSM. becomes 4+. If all three domes are destroyed,—aliyen
6 Destroyed as 4-5 (above) and roll on Reactor darradgie. 6 Destroyed, and roll D6 for every troop onboard5erit dies.
Tower Weapon Coupling
1-3 Section damaged. 1-2 Damaged. Only fire in direction weapon is pointirand
can’t add plasma.
4-5 Section destroyed, as are any tower sections ah/ene. 3-5 Destroyed and weapon falls off. Things below hit&fTSM.
6  Section blown off and scatters 2D6 cm. Units undatih] 6 Destroyed as 3-5 (above) and roll damage to (rél): -2
take a hit with =2 TSM. Guard Room, 3-4 Sense Dome, 5-6 Reactor.
Weapon (HC or PA) Weapon (non-primary)
1-3 Damaged. 1-2 Damaged.
4-5 Destroyed. 3-4  Destroyed.
6 Destroyed and hits all adjacent areas at —3 TSM+dndn 5 Destroyed and scatters 2D6 cm. Things below hiRalSM.
the damage roll per unused plasma counter in tlapare
6 Destroyed as 5 (above) and roll damage to one euljg
location (determine which one randomly).
Void Shield Generator Titan Falls
1-3 Damaged. Void Shields may not be repaired. Roll scatter dice to determine direction. All unitsderneath
4-5 Destroyed. All Void Shields go away. are pIestr_oyed. _Units with a hit location templatket D6+1
6 Destroyed as 5 (above) and roll damage to (roll: 162 hits ignoring shields and armor.
Reactor, 3-4 Sensorium Dome, 5-6 Mind Unit.
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Adeptus Mechanicus Army Cards

Standard Adeptus Mechanicus List

Break

Victory

Company Cards Contents Point Morale Points Cost
. . . Command Knight Paladin
Imperial Knight Paladin Household > Paladin Detachments 4 2 6 600
. . Command Knight Lancer
Imperial Knight Lancer Household > Lancer Detachments 4 2 6 600
. . Command Knight Errant
Imperial Knight Errant Household > Errant Detachments 4 2 5 500
i : Tactical HQ stand & Command Rhino
Tech-Guard Titan Defense Company3 Tactical Platoons 10 3 5 500
. Tactical HQ stand & Command Rhino
- *
Tech-Guard Mechanized Company 3 Mechanized Tactical Platoons 15 3 8 750
Assault HQ stand & Command Rhino
Tech-Guard Mech.Assault Company3 Mechanized Assault Platoons 15 3 7 650
Command Leman Russ
Tech-Guard Leman Russ Company 3 Leman Russ Squadrons 5 3 8 650
Tech-Guard Stormblade Company 3 Detachments ofrhBtade 2 3 10 | 1000
. Break Victory
Special Cards Contents Point Morale Points Cost
Adeptus Mechanicus Team 2 Adeptus Mechanics & Comainfhino 2 - 1 100
Adeptus Psyker Adeptus Psyker stand & Command Rhino | Stand| - 1 100
Astropath Astropath stand & Command Rhino Stand 1 100
Forward Observer Team * 2 Forward Observer stan@&mand Rhing 2 - 1 50
Grey Knight Detachment 4 Grey Knight stands 2 P 4 004
Inquisitor * Inquisitor stand & Command Rhino Stand - 1 100
Knight Baron Knight Baron Model - 2 200
Ordo-Malleus Inquisitor * Ordo-Malleus Inquisitor @& mmand Rhino Stand - 2 150
Praetorians
Imperial Dropship * Imperial Dropship Model - 4 400
Ordinatus Armageddon Ordinatus Armageddon Mpdel 5 500
Ordinatus Golgotha Ordinatus Golgotha Madel- 4 350
Ordinatus Mars Ordinatus Mars Model - 4 350
Titans
Warlord Titan Warlord Titan hull Model - Varies| 500
Reaver Titan Reaver Titan hull Model - Varies| 300
Warhound Titan Warhound Titan Model - Varies| 125
Warhound Titan Scout Squadron 2 Warhound Titans hEac- Varies| 250

* Optional unit. These require the consent of &lprs to use.
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Break Victory

Support Cards Contents Point Morale Points Cost
Infantry

Mechanized Assault Platoon * 6 Assault stands &nr@ras 5 3 2 | 225
Heavy Weapons Platoon 6 Heavy Weapon stands 3 3 50| 2
Mechanized Heavy Platoon * 6 Heavy Weapon stan@8sGhimeras 5 3 4 | 350
Mechanized Tactical Platoon * 6 Tactical stands &f8meras 5 3 3| 275
Vehicles

Chimera Squadron 3 Chimeras 2 3 1 100
Chimera Assault Squadron * Swap 3 Chimeras foraa@himera variants  +0 3 +1| +b0
Hellhound Squadron 3 Hellhounds 2 3 2 150
Hunter Anti-Aircraft Battery 3 Hunters 2 2 2 1p0
Leman Russ Squadron 3 Leman Russ Tanks 2 3 2 225
Sabre Tank-Hunter Sgaudron * 3 Sabre Tank-Hunters 23 1 100
Heavy Artillery

Basilisk Battery 3 Basilisks 2 3 2| 200
Bombard Battery 3 Bombards 2 3 2 200
Griffon Battery 3 Griffons 2 3 2 200
Manticore Battery 3 Manticores 2 3 2 200
Light Off-Board Barrage * One Light Orbital Barrageund - - - |1VP
Heavy Off- Board Barrage * One Heavy Orbital Bagdpund - - - | 2VP
Fliers

Marauder Squadron 3 Marauder Fighter-Bombers 3 4 0 3850
Thunderbolt Squadron 3 Thunderbolt Fighters 2 3 3502
Knights

Castellan Detachment 3 Knight Castellans 2 2 5 500
Crusader Detachment 3 Knight Crusaders 2 2 5 |500
Errant Detachment 3 Knight Errants 2 2 3 250
Lancer Detachment 3 Knight Lancers P 2 3 300
Paladin Detachment 3 Knight Paladins 2 p 3 [300
Warden Detachment * 3 Knight Wardens P 2 K 250
Superheavies

[Stormblade | Stormblade | Model3 [ 4 [350

Titan Legions List

Break Victory

Company Cards Contents Point Morale Points Cost
Imperator Titan Imperator Titan Model - 23 2250
Reaver Titan Battle Group * 3 Reaver Titan hulls clta - Varies| 900
Warlord Titan Battle Group * 3 Warlord Titan hulls Each - Varies|1500
Support Cards

Warlord Titan Warlord Titan hull Model - Varies| 500
Reaver Titan Reaver Titan hull Model - Varies| 300
Warhound Titan Warhound Titan Model - Varies| 125
Warhound Scout Detachment 2 Warhound Titans Each Varies| 250

* Optional unit. These require the consent of &lprs to use.
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Summary of Unit Statistics

Troop Type Move Save CAF| Weapons Range AttaCk To-Hit TSM | Notes
Dice Roll
Special
Adeptus Mechanicus 10 cm - +1  Pistol 25cm 1 5+ 0 Q, Mechanic
Adeptus Psyker 10 cm) - 0| Bolt Pistol 25 cn 1 5+ 0 Q,Rsyker
Astropath 10 cm - 0 | Laspistol 25cm 1 5+ 0 HQ, Psyk
Forward Observer 10 cm - 0| Bolt Pistol 25 cn 1 5+ Q HQ, Stealth, Special
Grey Knight 10cm 4+/6+f +6| Various 35cm 2 4+ - Daempn Hunter, Elite, 4+
Psychic Save, Teleport
Assault HQ 15cm - +1| Pistol & Sword 25 cm 1 54 0| on@nand, Elite, HQ, Jump
Tactical HQ 10 cm - 0 | Lasgun 50 cm 1 5+ 0 Commattitg, HQ
Infantry
Assault Infantry 15cm - +1| Pistol & Sword 25 cm 1| 5+ 0 Jump Pack
Heavy Weapon Infantry 10 cn - 0 Heavy Weapons 75¢gm 2 5+ -1
Tactical Infantry 10 cm - 0 | Lasgun 50 cm 1 5+ 0
Vehicles
Chimera APC 20 cm 3+ +1| Multi-Laser 25 cm 1 4+ 0| ar@port 2, Turret
Chimedon APC 20 cm 3+ +1| Battlecannon 50 cmn 1 A+ -PTransport 2, Turret
Chimerax APC 20 cm 3+ +1| Autocannon 50 cm 2 5+ 0 an3port 2, Turret
. Multi-Laser * 25cm 1 4+ 0 Transport 2
Chimerro APC 20 cm 3+ 1 Hunter Missile 50 cm 1 5+ -2 * Turrgt
Hellhound 15cm 3+ 0 | Fire Thrower Template - 54 0| gndres Cover
Hunter AA Gun 25cm 4+ 0 SAM Launcher 75 cm) 2 54 -1 AA
Battlecannon * 75cm 1 5+ -2 PD(1
Leman Russ 20 cm 3* *+2 Lascannon 75cm 1 5+ -1 * TL(Jrr)et
Recon Land Speeder 30 cm 6+ +3  Multi-Melta 25 cm 1 3+ -2 Command, Skimmer, Special
Sabre Tank-Hunter 25 cn 4+ 0| Autocannon 75cm 1 5+ -2 Turret
Heavy Artillery
Basilisk 15cm 5+ 0 Earthshaker Cannon 150 gm 2 BP@aries -2 ROF 2
Bombard 10 cm 5+ 0 | Siege Mortar 50-150cm 3 BP@ edali -3 Destroys Buildings
Griffon 10 cm 5+ 0 Earthshaker Cannon 25-100cm @BP Varies 0 Ignores Cover, Big Template
Manticore 15cm 5+ 0 Rockets 200 cm 6 BR@ Vaiies DROF Y2, Special
Light Off-Board Barrage - - - | Orbital Barrage SmHci| 6 BP 4+ -1 Costs 1 VP
Heavy Off-Board Barrage - - - Orbital Barrage Spéci| 10 BP 2+ -2 Costs 2 VP
Fliers
Battlecannon 50 cm 1 4+ -2
Marauder Fighter-Bombery 75 cm 3+ +2Lascannon 50 cm 3 5+ -1 Flier
Missiles 50 cm 4 BP 5+ -2
Thunderbolt Fighter 100 cm 4+ +4 glétcokceagnon gg gm 4?3P g: 1 Flier
Knights
Battlecannon 75cm 2 4+ -2 Command, HQ, PD(2),
Baron 25cm 2* 4 Power Lance 15cm 1 3+ -3 Inspirational, Lance, Shield
uake Cannon 100 cm 1 3+ -3 )
Castellan 15cm 2+ +3) Quake Cam o : = 3| shieid, PD()
uake Cannon 100 cm 1 3+ -3 .
Crusader 15cm 2+ +3 Sascannon 75 em > 54+ 2 Shield, PD(1)
Errant 20 cm 3+ +3| Thermal Cannon 25cm 2 4+ - 3'5%”&;’ Shield, Penetrating +2
Lancer 25cm 3+ +2| Battlecannon 75 cn| 1 4+ -2 ghieower Lance, PD(1)
Paladin 20 cm 3+ +4 Eigf;g%ﬂg?s ;g gm % ‘51': i Lance, Shield, PD(1)
Autocannon 75cm 1 4+ 0 .
Warden 15cm 3+ +3 Multilasers 25 om 6 54 0 Shield, PD(3)
Superheavies
Plasma Blastgun 50 cm 2 3+ -4 PD(8)
Stormblade 10 em 1+ +6 Batt_lecan_non 50 cm 1 4+ -2
Hellion Missile * 75cm 1 3+ -4 * One-shot & Penetrating +2
Hunter/Killer Missile * 75cm 4 3+ -1
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Praetorians
Battlecannons 50 cm 3 4+ -2 . .
Imperial Dropship 100 cm Template  +8Missiles 50 cm 4 BP 5+ -1 'ZDI\D/(ollg)SQe‘Ii?élTransport lots,
Lascannons 75 cm 2 4+ -2 9P
Ordinatus Armageddon 10cm Template {Iova Cannon 150 cm | Special| Special| Special 4+ Psychic Save, PD(8)
ascannons 50 cm 2 5+ -2
. Hellfire Missiles 200 cm 8 BP 3+ -1 .
Ordinatus Golgotha 10cm Template + L ascannons 50 cm > 54 2 4+ Psychic Save, PD(8)
: | Sonic Disruptor LOS 10 BP 2+ Special )
[
Ordinatus Mars 10cm Template + > ascannons 50 cm 3 5+ 2 4+ Psychic Save, PD(8)
Titans
Imperator Titan 10cm| Template +2P Lots 12 VoideRls, Transport 25, 2+ Psychic Save
Reaver Titan 20cm| Template +12 Purchase 3 4 Vioiel &
Warhound Titan 25cm| Template +8 Purchase 2 2 Bhidlds, Agile, Hard to Hit on Charge
Warlord Titan 15cm| Template +14 Purchase 4 + Head | 6 Void Shields
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