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INTRODUCTION

Welcome one and all to /mperial Armour Volume One - Second Edition.

The weighty tome you hold in your hands sees the return of the very

first Imperial Armour book, rewritten to be fully compatible with the 61"
edition of Warhammer 40,000. It is a book dedicated to the armoured
fighting vehicles of the Imperial Guard, to the steel clad behemoths that
clank their way across the battlefields of the 415 Millennium belching
fire and shell at the enemies of the Emperor. Inside, the full panoply of
Imperial Guard armoured vehicles are displayed in exhaustive detail, from
the ubiquitous Leman Russ battle tank to the humble Trojan support
vehicle.

At its core Forge World is all about tanks, and as the Warhammer 40,000
rules continue to evolve they have become an indispensable part of the
game we all love to play. With this book we give you all the tools you'll
need to get Forge World's extensive range of Imperial armoured fighting
vehicles into the fray as easily as possible. Not only have we updated

all the tanks from the original /Imperial Armour Volume One, we've also
added a slew of our more recent vehicles, making this the ultimate
reference guide to the armoured fighting vehicles of the Imperial Guard.

In addition to profiles for over fifty different vehicles and artillery pieces
we've also included a number of updated appendices. These range from
an in-depth look at the varied ammunition types in use by Imperial

Guard armoured squadrons, to completely updated rules for some of
the Imperium’s most celebrated tank commanders. A complete army list
for fielding an Imperial Guard Armoured Battle Group can also be found
amongst the appendices and, will allow you to bring the sledgehammer
force of a fully mechanised army into battle using the latest Warhammer
40,000 rules and our impressive range of Forge World models.

Unlike previous volumes in the Imperial Armour series, this book

also collects all of the statistics for individual weapons into a single
comprehensive summary section on pages 268-269. In order to find the
rules for a weapon mounted on any of the vehicles within, please refer to
this summary.

The creation of this new edition of Imperial Armour Volume One has only
been possible due to the priceless feedback we've received from our
dedicated fans over the years since its original publication. Along with

all the hard work of the Forge World team, it is this continued praise and
criticism that allows us to continue producing these books. Thanks to
everyone who has contributed to this work, both within the Forge World
team and without.

The Forge World Team
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PRINCIPAL FORGE WORLDS OF THE IMPERIUM

A brief archive of some of the Adeptus Mechanicus’ principal Forge Worlds

and, where present, their honoured Titan Legions.
Aggregate: 1,000; Aestimare: A1-C500; Tithe Grade: Aptus Non.

ACCATRAN: Ultima Segmentum. Located on the edge of the
Ork empire of Charadon. Home world of the Legio Destructor
(Beasts of Steel).

Production Grade: IV-Secundi

AGRIPINAA: Segmentum Obscurus. Close to Cadia and the Eye
of Terror. Principal supplier to Imperial forces holding the Cadian
Gate.

Production Grade: I-Extremis

ANTIOC: Segmentum Obscurus. Prath Veil sub-sector. Captured
by Chaos forces based in the Prath Nebula.
Production Grade: IV-Secundi / Non

ARTEMIA MAJORIS: Segmentum Pacificus. Location of the
Hieronymite Heresy.
Production Grade: I-Tertius

ESTABAN III: Ultima Segmentum. Third planet of Estaban
system. Home world of the Legio Tempestor (Storm Lords).
Production Grade: II-Prima

ESTABAN VII: Ultima Segmentum. Seventh planet of the
Estaban system. Home world of the Legio Magna (Flaming
Skulls).

Production Grade: II-Prima

GRAIA: Segmentum Tempestus. Home world of the Legio
Astramana (Morning Stars).
Production Grade: I-Secundi

GRYPHONNE IV: Segmentum Tempestus. Besieged by Hive
Fleet Leviathan. Home world of the Legio Gryphonicus

(War Griffons).

Production Grade: II-Extremis

INCALADION: Ultima Segmentum. Incriminated in a
conspiracy connected to tech-heretek and worship of proscribed
xenos lores.

Production Grade: I1I-Secundi

LUCIUS: Segmentum Obscurus. Home world of the Legio
Astorum (Warp Runners).
Production Grade: III-Prima

MARS: Segmentum Solar. The largest Forge World in the
Imperium. Centre of the Cult of the Machine God and seat of the
ruling Fabricator-General. Home world of three Titan Legions:
Legio Ignatum (Fire Wasps) and two others (classified).

Production Grade: I-Maximus

METALICA: Ultima Segmentum. Located close to the Ork empire
of Charadon. Home world of the Legio Metalica (Iron Skulls).
Production Grade: IV-Prima

MEZOA: Segmentum Obscurus. Gothic sector. Cyclops sub-
sector. Also a naval shipyard.
Production Grade: II-Tertius

M’KHAND: Segmentum Pacificus. Home world of the Legio
Venator (Iron Spiders).
Production Grade: IV-Secundi

MPANDEX: Segmentum Obscurus. Gothic sector. Gethsemane
sub-sector.

Production Grade: ITI-Tertius

PHAETON: Segmentum Solar. Originator of a common Leman
Russ pattern. Home world of the Legio Osedax (The Cockatrices).
Production Grade: IV-Extremis

RYZA: Ultima Segmentum. Renowned for its plasma reactor and
magnetic containment field technology. Currently under siege

by multiple Ork Waaaghs!. Home world of the Legio Crucius
(Warmongers).

Production Grade: I-Prima

STYGIES VIII: Ultima Segmentum. Large moon orbiting a
massive ringed gas giant on the outer fringes of the Vulcanis
system. Renown for its weapons artisans and the production of a
Leman Russ Vanquisher pattern. Once the home world of Legio
Vulcanum I and II, which both turned traitor. Now home world of
the Legio Honorum (Deathbolts).

Production Grade: II-Extremis

TIGRUS: Ultima Segmentum. Originally developed the
Vanquisher cannon. Overrun by the Waaagh! of Ork Warlord
Arrgard the Defiler in M35. Still under Ork dominion.
Production Grade: IV-Prima / Non

TOLKHAN: Segmentum Tempestus. Home world of the Legio
Pallidus Mor (Pale Riders).
Production Grade: III-Tertius

TRIPLEX PHALL: Ultima Segmentum. Located on the Eastern
Fringe. Threatened by Hive Fleet Kraken. Home world of the
Legio Victorum (Foe Slayers).

Production Grade: I-Extremis

URDESH: Segmentum Pacificus. Principal supplier to Imperial
forces fighting in the Sabbat Crusade.
Production Grade: III-Prima

VOSS PRIME: Segmentum Solar. Closest Forge World to
the Armageddon system. Home world of the Legio Invigilata
(Emperor’s Guard).

Production Grade: II-Extremis



Vehicles of the Imperium

VEHICLES OF THE IMPERIUM

STC TECHNOLOGY

Many millennia have passed since humanity first ventured forth from
Ancient Earth to colonise the galaxy. For Mankind it was a golden age

of science and technology, when its greatest minds developed weapons
and machines of war that are still used to arm the Imperium’s vast armies
in the 415 Millennium. Aided by these great achievements, humanity
prospered and ultimately became the dominant species in the galaxy, but
those days are long gone and now this time is referred to as the Dark Age
of Technology. It is a time forgotten to all save the most learned scholars
of this time — and even then, to most, it is an era shrouded in myth and
legend.

One of the most enduring relics of the Dark Age of Technology is the
Standard Template Construct (STC) system, and as Mankind's colonists
originally spread throughout the galaxy, each world they settled would
have possessed at least one of these vast repositories of knowledge.
Designed to be simple enough for most to use, the colonists merely had
to specify what they wanted to build and the machine’s logis engines
would provide them with the means to do so. Using locally available
resources, with it they could fabricate efficient shelters, power plants,
communications equipment, transports and weapons, and for many it
provided a vital life line which prevented them from slipping back into a
subsistence existence and barbarism given the enormous gulfs of space
that separated them from Old Terra.

This glorious age of expansion was not to last though, the empire of
Mankind fracturing as warp storms swept through the galaxy, cutting

off many of its worlds for hundreds if not thousands of years. The Age

of Strife which this disaster heralded saw humanity torn apart in a

series of terrible wars as it fragmented further into numerous petty
empires, many of which turned upon each other as they struggled to
survive or were preyed upon in turn by hostile alien races. As anarchy
and bloodshed threatened to engulf the human race, a large measure of
STC technology was lost, either destroyed in battle, through some great
disaster or eventually succumbing to centuries of use. What little survived
through those terrible times was often changed beyond all recognition as,
completely cut off and fending for themselves, many colonists adapted
their STC constructs to their own needs, often changing its original
designs beyond all recognition.

Despite its decline many of the more practical STC creations endured

in one form or other, copies being passed down from generation to
generation, and as the Age of Strife mercifully passed and the Emperor
began to reunite Mankind's scattered worlds, those that remained were
still discernible in their common shapes and utilitarian designs. The
expertise and knowledge required to re-invent such technology however
was long lost, and all the artisans of the Imperium could hope to do was
replicate what had gone before.

STC AND VEHICLES IN THE 415t MILLENNIUM

Originally developed to provide colonists with technology that could
withstand the rigorous environs of the galaxy, STC designs were large,
brutish, hard to damage, dependable, easy to repair and provided a high
level of standardisation from one machine to another. They had to be
capable of operating in any environment, so simplicity and efficiency was
key over considerations of form.

Many of the vehicles of the 415t Millennium which have their roots in

the STC system still reflect this. Large, brutish but very hardy, they are
proven designs which have changed very little down the centuries. They
are not the sleek, efficient war machines of the Eldar but noisy, clanking
behemoths, belching fumes from roaring engines: Chimeras and Leman
Russ being the obvious examples. Once, in the Dark Age of Technology,
perhaps Mankind could have improved upon them, made them faster,
quieter or added extra labour saving devices to make a crewman’s job
easier, but now they cannot. Often there is not the knowledge and even
where there is, there is not the will.

THE ADEPTUS MECHANICUS AND ATTITUDES TO TECHNOLOGY
In the 415t Millennium, technology is not widely understood and most
of those who can understand it have been gathered together under the
auspices of the Adeptus Mechanicus, the Tech-Priests, servants of the
Cult of the Machine God and one of the key organisations within the
Imperium of Mankind. Now they are its worshippers and all of Mankind's
ancient technology, particularly that which has been recovered from

its long-lost worlds scattered throughout the galaxy, is revered by the
Adeptus Mechanicus in a manner more akin to a religious artefact than
a simple electric generator or fuel pump — the Tech-Priests believing all
machines have a will or soul of their own.

The Adeptus Mechanicus see anything involving STC designs as
reflections of the will and divinity of the Machine God and, ultimately,
the Emperor himself. Previous modifications, particularly those made

by Mankind's early colonists, are rarely questioned and almost always
accepted as being an original part of the STC and duplicated as such. In
this way what the Tech-Magi currently think of as pure Standard Template
Construct designs are not, and it is now impossible for them to separate
original from adaptation.

Many consider any change to an STC design heresy, a challenge to

the will of the Machine God and the Emperor, and unthinkable for any
faithful Imperial servant. Innovation is seen as deeply suspicious and
strongly discouraged, even for those few who might have the skills to
achieve it. Many of the more advanced forms of technology in the galaxy
are considered ‘black’ technology and outlawed, and any who dabble

in such forbidden tech, in particular that created by other races, risk the
strongest sanctions, all offences carrying harsh penalties including death
or reassignment as one of the Imperium’s billions of servitors.

With such an attitude, new or better technology is not seen as the
solution to the myriad of dangers facing Mankind, many sub-cults within
the Adeptus Mechanicus actually seeming to fear it as one of the dangers
which could bring about its downfall. Simply developing better, bigger, or
more accurate weapons does not even occur to the Adeptus Mechanicus,
a viewpoint shared by many within the highest levels of the Imperium,
who consider that most problems can be solved with brute force (i.e., use
more men, manpower being one of the Imperium’s greatest resources) or
through blind faith (the Emperor protects). The obtaining of knowledge
through experimentation and scientific method has therefore been
replaced within the Imperium by ignorance and faith, which requires
neither proof nor evidence, only trust in the truth of the doctrine of the
Machine God.

11



12

Imperial Armour

The upper echelons of the Tech-Magi, whilst dogmatic and rigid in
their demands for adherence to the Cult of the Machine God, know
that Mankind once commanded technology far in advance of what

it possesses now. Rather than striving to emulate past achievements
through experimentation and research, science to them is now more
akin to archaeological study. Tech-Priests search the galaxy for hidden
or forgotten traces of past machines, and those found are replicated
slavishly, but only once it is established that STC systems are present
and thus the Machine God's blessing has been given to their endeavour.
Understanding how or why things function is no longer seen as
important, just that (by the will of the Machine God) it does function is
enough for the Adeptus Mechanicus.

In this way nearly all the fighting vehicles currently fielded by the
Imperium came into being, handed down as the heirs of past STC designs
or pieced together from discoveries on backwater planets. Some of the
Adeptus Mechanicus’ latest re-discoveries include the Lightning Fighter,
the designs for which were found on Karnak Il but still took nearly half

THE MONSK CONSPIRACY
In the late 40t Millennium work was well advanced on a new
design for a heavy escort vessel. The adepts of the orbital shipyards
of Monsk had spent many generations gathering information
from various archives, cross-checking their efforts with the central
archive on Mars, and piecing together tens of thousands of parts
of the vast jigsaw to develop the new ship. The design was due for
consideration by the Fabricator-General and his minions on Mars,
but the omens seemed good and Monsk was preparing to put the
vessel into production. It never happened. Before ever reaching the
Red Planet the plans were stolen and all other records destroyed.
Some suspected spies or a traitorous sub-cult within the Adeptus
Mechanicus, others that perhaps a disaffected adept or magos had
feared his masters might not allow his life's work to proceed to its
rightful conclusion and taken it to other ‘interested" parties.

Several years later a new class of enemy raider was identified in
the Damocles sector, not far from Monsk, of a remarkably similar
configuration to the Monsk vessel. The Imperial Navy hierarchy
classified it as an ‘Infidel” class raider, and it has continued to
threaten Imperial space lanes and outposts ever since.

a century to verify, and the Sisters of Battle Immolator, a variant on the
common Rhino hull. These are the great achievements of the Explorator
teams who scour the galaxy to find lost STC machinery and slowly rebuild
Mankind's technical heritage. For the Adeptus Mechanicus, recovering
STCs is their holy grail and is a painstakingly slow process that has
already been underway for over 10,000 years.

Whilst the hunt for new discoveries continues unabated, a steady flow

of older technological knowledge is lost to the Imperium forever. When

a machine breaks down, particularly one of which few examples remain,
there is often no longer the knowledge to repair it. If blessings and praise
cannot revive the machine’s spirit, then there is nothing the Adeptus
Mechanicus can do, such is the will of the Machine God.

This decay and rediscovery makes for a very diverse range of technology,
particularly amongst the Imperium’s vehicles. Some contain incredibly
advanced systems, whilst others are primitive, and many incorporate both
extremes, making use of sophisticated targeting systems or mind-impulse
links whilst being driven by a steam-powered turbine. The Imperium’s
starships are another example of this uneven fusion as, whilst capable

of sophisticated astro-navigation and warp jumps, many other onboard
tasks are accomplished by manpower alone, the vessel's massive guns
often manhandled into firing position during a battle by hundreds of
indentured crewmen.

THE FORGE WORLDS

Ruled by the Adeptus Mechanicus, Forge Worlds do not pay tithes to

the Administratum as other planets in the Imperium must. Instead they
supply it with a major proportion of the arms and munitions it requires to
maintain its vast armies and continual wars of conquest and defence.

Each Forge World is a planet-sized factory within which toil billions upon
billions of servitor slaves. From their production lines roll everything

the great war machine of the Imperium requires from simple lasguns,
powercells, bullets and shells to Chimeras, Leman Russ, Baneblades and
massive Warlord Titans.

The lifeblood of each Forge World is the raw materials it consumes. Each
world imports massive amounts of minerals and chemicals from mining
planets across the galaxy which must be refined before being turned into
the weapons of war. To support the planet’s factories, there are space docks
for inbound cargo ships and outbound transports, refineries, fuel depots




and storage facilities, foundries, warehouses, power stations and massive
scrap yards. These have spread to create entire continents covered in the
trappings of heavy industry, and on the greatest Forge Worlds the entire
planet’s surface may even be entirely devoted to industry.

All of the thousands of Forge Worlds dotted across the galaxy are the
sovereign domain of the Adeptus Mechanicus, and many are also bases
for its own fighting forces: the Titan Legions and Skitarii. Each Titan
Legion is based upon a Forge World, from where it is supplied and
equipped, and from where Titan battle groups are sent to join the other
armies of the Imperium in wars across the galaxy.

The largest and most productive Forge World is Mars. The Red Planet

is the centre of the Cult of the Machine God, the High Temple of the
Adeptus Mechanicus and the seat of its ruler, the Fabricator-General,
who is also, by ancient decree, a High Lord of Terra. From its ancient

hive factories to its orbital dockyards Mars is revered as the fount of all
technical knowledge, and is also unique in being the home world of three
Titans Legions.

Although all Forge Worlds are ultimately governed from Mars, stellar
distances mean that centralised control is all but impossible. Whilst all
Forge Worlds strive to adhere to the dictates of the Cult of the Machine
God, one world's idea of faithful adherence can differ radically from
another, especially if separated by thousands of light years. One Forge
World may interpret its lore differently, believing their version is correct
affecting vehicle designs from one Forge World to the next. Slight changes
and variations of style do occur, and theologists within the Cult of the
Machine have argued their validity for centuries, but try as he might, the
Fabricator-General cannot control what happens on every Forge World.

One of the worst cases of deviation was the infamous 'Contagion of
Ganymede’, where unlawful experimentation with warp coil technology
resulted in the creation of a warp gate. Likewise, on the Forge World of
Artemia Majoris the Hieronymites, followers of High Magos-Alchemys
Hieronymus, were outlawed and eventually destroyed for their
investigations into proscribed bio-chemical compounds. Such innovators
are rarely shown any mercy.

Most Forge Worlds however, small variations apart, only seek to faithfully
replicate the designs that have gone before, and the will of the Machine
God is such that some have more success in this than others. As a result
certain Forge Worlds have developed reputations for specialist knowledge
in specific areas. For example, Ryza excels in the replication of plasma
technology, including the complex art of magnetic containment fields
whilst the munition artisans of Stygies VIII are said to produce the best gun
barrels, recoil dampeners and finest quality propellant chemicals.

Only Mars is the master of all such technological arts available to the
Imperium and can command access to the archives of any Forge World.
This suits the lords of Mars who believe that no other Forge World should
be able to threaten its pre-eminent place as the greatest repository of all
Mankind's technical knowledge, and so vast, complex and fragmented
are its technical archives that no one knows what ancient STC designs
have been lost or lie long forgotten within them, only to be rediscovered,
sanctioned and eventually go back into production again.

VEHICLE PATTERNS

Since they were originally created thousands of years ago, no vehicle of the
Imperium has remained completely unaltered, the majority evolving over
the centuries into a myriad of new patterns. These are normally named

Vehicles of the Imperium

SECRET WEAPONS OF THE ADEPTUS MECHANICUS
As the sole guardians of the Imperium’s technology, the Adeptus
Mechanicus have no difficulty in regulating what vehicles are made
for whom. Whilst Leman Russ and Chimeras are manufactured in
huge numbers for the Imperial Guard, the largest vehicles entrusted
to Imperial Guard commanders (whose loyalties have sometimes
proved questionable) are the super-heavy tanks and the Leviathan
command vehicle.

The Adeptus Mechanicus keep the biggest and most potent engines
of war for themselves, for example, Titans remain firmly under

the command of the Adeptus Titanicus, the Adeptus Mechanicus'
military division, which includes the Titan Legions and Skitarii
regiments. Other, more exotic, war engines are also kept under their
control. These machines are rarely seen, such as the Ordinatus, huge
rumbling war machines which tow large arrays of exotic weaponry,
such as sonic weapons, Vortex missiles or massive Nova cannons.
Each is irreplaceable, a weapon from a bygone age, but there are
also many other one-off vehicles, the result of failed experiments,
captured alien technology or unique vehicles recovered from
backwater planets. What hidden weapons the Adeptus Mechanicus
keep securely stored away is a matter of speculation, secrets well
guarded against the prying eyes of the Inquisition. However in the
most extreme circumstances, the lords of Mars risk their wrath and
Skitarii regiments have fielded such exotic weapons and vehicles to
devastating effect.

after the Forge World that discovered them and each will undergo many
years of scrutiny before it is accepted as ‘canon’; the Ryza pattern Leman
Russ turret being one such example. Its design was pieced together from
the archives of Forge World Ryza following many years of painstaking
research by its adepts, and after long debates and much testing, the
Adeptus Mechanicus Lords on Mars decreed that there was evidence of
STC technology within the design and it became part of the official canon
of sanctioned Leman Russ designs. As part of this Ryza was given the go
ahead to start production on the vehicle and the plans were handed over to
the Red Planet to be added to its archives. Developing a new pattern does
not necessarily mean however that a Forge World retains the sole rights to
reproduce it, as once it has entered the data-banks of Mars its plans can be
distributed as the lords of the Adeptus Mechanicus see fit. In this way other
Forge Worlds can produce the Ryza pattern, not just Ryza itself.

So, despite their rigid dogma, the Adeptus Mechanicus can actually
produce a wide variety of broadly similar vehicles, and have been known to
amalgamate designs as necessity dictates. Therefore a Forge World might
produce a Mars Alpha pattern hull, onto which is added a Ryza pattern
turret, inside which is placed a Phaeton pattern engine. In the end, it is still
a Leman Russ battle tank but with superficial differences.

OTHER MANUFACTURING SITES

HIVE WORLD FACTORIES

Whilst Forge Worlds are the powerhouses of the Imperium’s military
machine, they are not the only manufacturing sites. Most well populated
planets have their own industries and the more highly developed worlds
are capable of manufacturing vehicles and weapons to supply their own
planetary defence regiments and ‘tithed’ Imperial Guard forces. Hive
Worlds in particular are huge factory complexes, employing millions

of hive workers, and are often run by autocratic merchant cartels or
representatives of the Hive’s ruling aristocracy.
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These secondary sites lack specialised technical knowledge, but are fully
capable of replicating plans granted to them by the Adeptus Mechanicus.
Usually this is only the most common weapons and vehicles, such as
lasguns or Leman Russ, and the Adeptus Mechanicus monitors output
closely to ensure that no unauthorised deviation is made from the designs
supplied.

By necessity those systems and worlds closest to dangerous war zones,
such as Ork empires or approaching Tyranid hive fleets, often produce
and export more vehicles and military equipment directly into that
warzone rather than to other regions. An example of this is Armageddon’s
production of Chimera armoured carriers. Due to the Hive World's

close proximity to a region of dangerous and unstable Ork-held space,
the thousands of Chimeras which roll off its production lines are first
allocated to the Armageddon Steel Legion regiments and Armageddon's
massive Planetary Defence regiments. Any others are then transported
off-world to other Imperial Guard regiments fighting in nearby systems.
This means that the most vital equipment can be easily and quickly
transported to where it is needed rather than it taking months or even
years for it to arrive from distant Forge Worlds.

During the latter invasions of Armageddon, the many Chimeras produced
in its Hive factories were turned to a new use, under the ever-watchful
eyes of the Adeptus Mechanicus naturally. Having seized control of a
number of manufactorums on the Hive World, the Orks began to equip
their forces with an increasing array of heavily armed vehicles. To counter
this threat the Imperium'’s own manufacturing facilities were converted to
create a heavily armoured Chimera variant as a stop gap measure which
proved very effective at dealing with Warlord Ghazghkull's new engines of
war in battles which raged near constantly over Armageddon’s continent
spanning ash wastes during the invasion.

ADEPTUS ASTARTES CHAPTER FORGES

Separate from the entire Departmento Munitorum system of production
and supply are the Adeptus Astartes Space Marine Chapters. Each is

an independent, self-sufficient army in its own right, which receives its
fighting forces and weapons of war from its Chapter forges. For the

most part, these are constructed by Techmarines and servitors under the
watchful eye of the Chapter’s Master of the Forges, but for some Chapters
the largest vehicles must come from the Adeptus Mechanicus.

Some Forge Worlds, bound to supply Space Marine Chapters by ancient
charters and mutual oaths of service, do manufacture Rhinos, Land
Raiders and Thunderhawk gunships, but each vehicle can only be supplied
to the specific Chapter it is meant for and strict monitoring ensures

they never fall into the wrong hands. Space Marine vehicles, unlike the
mass-produced vehicles of the Imperial Guard, contain considerably more
classified technology and complex internal systems, making them the
foremost weapons of war in the Imperium.

Most Techmarines are trained by the Adeptus Mechanicus and serve an
apprenticeship on a Forge World, learning their ancient lores, before
returning to their Chapter. They then become responsible for servicing

the machine spirit of the Chapter's vehicles and keeping the Chapter's
armouries stocked with all the weapons the fighting companies will need,
from bolter shells to drop pods and Thunderhawk gunships.

Many Chapter forges have the ability to manufacture the STC Codex
vehicles: Rhinos, Land Raiders and Predators, and being descendants of
STC technology, these vehicles often utilise the same standardised parts.
The Chapter's forges are also capable of making one-off vehicles for

special operations or environments, such as siege equipment. This is a
prospect that would appal any Tech-Priest, but the Adeptus Mechanicus
have no power to intervene or dictate what happens within the walls of a
Chapter's fortress-monastery.

DEPARTMENTO MUNITORUM FIELD WORKSHOPS

When Imperial Guard armies go to war, they are supported by a vast
array of rear echelon services. Tanks need fuel, men need food and water,
weapons need ammunition and battle-damaged vehicles need repairing.
The Departmento Munitorum provides all of these and field workshops
are a part of this extensive support system. They provide armoured
regiments with the technical knowledge to keep vehicles running and,
manned by Departmento Munitorum specialists, they can repair battle
damage, fix simple mechanical problems or replace entire parts if a
malfunction is beyond them. They also salvage and cannibalise equipment
and parts from destroyed vehicles. As well as its own specialists a field
workshop will usually have Adeptus Mechanicus advisors attached to

it to provide additional specialist knowledge, prevent any unauthorised
deviation from existing technological lore and service the machine spirits
of vehicles as is their holy duty.

In the course of its repairs, a field workshop can create its own hybrid
vehicles. Salvaged hulls can be repaired, have new weapons added or
replacement weapons ‘jury-rigged” in place. Any Adeptus Mechanicus
advisor is likely to take a dim view of this kind of meddling with
Standard Template Construct designs, but hard pressed Imperial Guard
commanders tend to take a much more pragmatic view. Expedient field
conversions are not uncommon, for example, welding new weapons

to old hulls to create a new vehicle, and the Thunderer is believed to
have been created in this manner, over the years becoming an accepted
pattern — some Adeptus Mechanicus even claiming to have evidence for
its inclusion in the canon of STC designs. Its true origins will never likely
be known and in all probability it started out as a Destroyer, which when
its weapon was put beyond use, had a Demolisher cannon added as a
replacement. Sometimes such ‘unique’ vehicles prove popular and more
are made, more often than not though they remain unique ‘one-offs’
which once destroyed are gone from the armies of the Imperium forever.
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LEMAN RUSS BATTLE TANK
& VARIANTS

LEMAN RUSS BATTLE TANK

The Leman Russ is the most widely deployed battle tank in the service
of the Emperor. Produced in its millions on Forge Worlds and in Hive
factories all across the galaxy, it provides Imperial Guard and Planetary
Defence regiments with a powerful backbone of armoured support
essential for survival on the brutal, unforgiving battlefields of the 415t
Millennium.

The Leman Russ is not a sophisticated vehicle and contains little in

the way of advanced targeting or control systems. There are few crew
comforts as inside it is cramped, hot and very noisy, and due to the din,
communication is only possible through the tank’s intercom system. What
the Leman Russ lacks in technology however, it more than makes up for
in terms of ruggedness and reliability, and it is capable of surviving the
most extreme climates and keep on operating. From the freezing chill

of methane swamps to the blistering heat of sulphur deserts and dense
vegetation of jungle-infested worlds, the Leman Russ battle tank rarely
fails in its duty.

Although it is a slow, lumbering vehicle in comparison to many others

in the Imperium’s armoury, it can be constructed from a vast range of
materials as local availability dictates and its highly-efficient engine will
run on almost any fuel, both useful features in an army that fights on any
number of different types of battlefield across the galaxy. The tank is also
robustly constructed, with a reinforced cast plasteel hull and turret strong

enough to withstand the impact of most enemy shells and weapons.
The majority of its armour is concentrated on its forward facings, being
thinner on the sides and thinner again on the rear, which allows the
Leman Russ’ powerful engine to move its considerable weight without
overheating or overstraining the transmission.

There are many different patterns of Leman Russ. As with all STCs

its design is easily adaptable to a variety of roles and many of its
components are held in such high regard they are incorporated into
other vehicles. One of the most common Leman Russ variants is the
Demolisher Siege tank, re-gunned to carry a large Demolisher cannon

for close support and bunker-busting. Other variants range from the
Exterminator, the Vanquisher, the Atlas Recovery tank to bridging vehicles
and minesweepers.

It requires a minimum of four crew to operate a Leman Russ, with another
two gunners necessary if the tank has sponsons fitted for close defence.
Due to the vehicle's simple and functional design, new crews can become
familiar with the tank’s operations in a relatively short time compared

to the Imperium’s other machines of war. This is no substitute however

for hard-earned battlefield experience, but given the Leman Russ' solid
construction and range of powerful and effective weaponry, even the
rawest of recruits stand some chance, no matter how slim, of surviving
their first encounter with the enemy.



LEMAN RUSS EXTERMINATOR

The Exterminator assault tank is a common variant of the standard
Leman Russ tank, replacing its battle cannon with a twin-linked
autocannon. Generally equipped with multiple heavy bolters mounted in
sponsons and the hull for extra firepower, the Leman Russ Exterminator
can lay down a withering hail of shells that tears apart anything that gets
within its crew's gun sights. In particular by surrendering its anti-tank
effectiveness for increased anti-infantry firepower, the Exterminator
comes into its own when deployed to face a lightly equipped mass of
enemy troops such as Ork mobs or Tyranid swarms.

As with most Leman Russ designs, different patterns of the Exterminator
are known to exist. The Gryphonne IV pattern turret, distinguishable

by its heavily armoured gun mantlet guard and additional armour

plates bolted onto the turret’s sides, has twin autocannon with recoil
dampeners which are just visible where the mantlet ends. It also lacks
any kind of muzzle brake or flash suppressor.

As well as bristling with rapid firing weapons, the Exterminator is
also slightly faster than a standard pattern Leman Russ battle tank,

Leman Russ Battle Tank & Variants

the reduced size of its main weapons allowing for a higher top speed.
Astute tank company commanders who recognise this advantage will
often include at least one Exterminator in a reconnaissance role, and
Exterminators are often attached to regimental reconnaissance companies
to add heavy firepower without overly affecting a reconnaissance
company's all important speed and mobility. The theory being that the
heavier firepower and armour of an Exterminator assault tank will give
the vehicles a vital edge in their initial engagement with forward or
screening enemy units.

The versatility of the Exterminator assault tank has seen it fulfil many
roles within an Imperial Guard armoured regiment, its rapid firing
weapons, for example, are often used as a stopgap measure for anti-
aircraft defence. Whilst lacking the elevation and advanced targeters

to fulfil this role effectively, when needed tank commanders have used
Exterminators to throw up a wall of fire against enemy air attacks with
some success. Most commanders would still look to Hydras to provide
such cover but they are not always available, therefore other means must
be utilised as necessity dictates.

Gryphonne IV Leman Russ Exterminator of the Pavarian 3 Armoured Regiment during city fighting on Pavar V.
The conflict began in the continent spanning forests that cover the Agri World, hence the woodland camouflage scheme still visible on the vehicle.
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LEMAN RUSS VANQUISHER

The Vanquisher is a more sophisticated version of the basic Leman Russ
battle tank. Once a more common sight wherever the Imperium’s armies
fought, it is becoming increasingly rare as the skills and technology required
for the construction of its long battle cannon were lost when the Forge
World of Tigrus was overrun by Ork Warlord Arrgard the Defiler in M35.

Such is the power of its gun and the sophistication of the weapon’s
ammunition there is no known armour a Vanquisher cannon cannot
penetrate, even the thick armour of Titans has been known to have
been punctured by a direct hit. Those Vanquishers that remain in service
therefore are carefully maintained and only granted to tank crews who
have demonstrated they can perform their duty unflinchingly against
some of the most heavily armoured enemies the armies of the Imperial
Guard face.

The Vanquisher has developed a fearsome reputation amongst the
Imperial Guard tank regiments that are lucky enough to field them.

The gun’s high level of accuracy, long range and high first-hit kill ratio
make it the anti-tank weapon of choice for most commanders. Many of
the Imperium'’s foes have come to recognise the danger a Vanquisher
represents, and they quickly become high priority targets for enemy tank
crews and heavy weapons.

Those Imperial Guard regiments equipped by certain Forge Worlds

are now starting to field small but increasing numbers of Vanquishers
again. Since the loss of Forge World Tigrus, the Tech-Priests of the
Adeptus Mechanicus have made strenuous efforts to reproduce surviving
Vanquisher cannons, meeting with limited success. Although progress has
been slow and fraught with difficulty, both Gryphonne IV and Stygies VIII
have been able to resurrect their own versions of the Vanquisher cannon.

The Stygies VIl Vanquisher utilises a version of the Vanquisher cannon
that, whilst lacking the immense length of the Gryphonne IV guns

to generate shell velocity, utilises a slightly smaller calibre shell with

no barrel rifling. Secret knowledge, jealously guarded by the Adeptus
Mechanicus Tech-Priests of Stygies VIII, has been used to incorporate
better gun stabilising and recoil dampening after each shot to counteract
the worst effects of the weapon's violent kick, and tank crews report that
the increased velocity from the smoothbore gun aids accuracy with the
first shot, but due to increased barrel movement does not aid follow-up
shots. Work is believed to be under way on Stygies VIII to rectify this, but
given the sometimes decades or even centuries long approval process all
adaptations to existing STC designs must endure, this is not expected to
happen any time soon.

LEMAN RUSS ERADICATOR

Unlike the Vanquisher, the Leman Russ Eradicator pattern is still
constructed on a wide number of Forge Worlds across the Imperium —
those built on Forge World Agripinaa being particularly favoured due to
their reliability and the accuracy of their main weaponry. It is a popular
variant of the Leman Russ battle tank, particularly amongst Cadian
regiments who used it in large numbers in the battle for Khai-Zhan, an
Agri World approximately one hundred light years from the Eye of Terror
that had turned against the Emperor’s light.

Best suited to urban battlefields and supporting infantry fighting in dense
terrain, the Eradicator's powerful Nova cannon fires heavy high-calibre
shells. Due to the unstable nature of these shells’ highly reactive core,
Imperial Guard commanders expect a small percentage of their own force
to be wiped out due to the shells prematurely exploding whilst being
loaded into a Nova cannon. This rate of attrition is considered acceptable

Stygies VIl Leman Russ Vanquisher of the Cadian 142" Armoured Regiment, 2@ Company, during the Defence of Cadia.
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Gryphonne IV Leman Russ Exterminator of the Cadian 155t Armoured Regiment, 3@ Company, during the Defence of Cadia.

given the amount of damage the weapon can unleash upon the enemy if
successfully fired, which is more than capable of blasting apart barricades
and any enemy infantry and vehicles which may be sheltering behind
them.

Although it does not possess the long range of the Leman Russ
Vanquisher or the Exterminator, its crew can still engage targets at a
much greater distance than the Leman Russ Punisher, for example. It is
also capable of engaging much more heavily armoured vehicles than
some other Leman Russ variants, particularly those developed more
recently. It doesn’t however enjoy the benefits of additional rear armour
which more recent patterns have been fitted with, a questionable
oversight for a vehicle which is often found fighting within the streets of
urban battlefields where attacks can come just as easily from behind as
well as to the flank or front.

LEMAN RUSS PUNISHER

A relatively recent addition, the Leman Russ Punisher is based upon the
standard Leman Russ pattern but with a number of modifications which
allow it to fulfil a vital heavy anti-infantry role that some would say has
long been lacking in Imperial Guard regiments. Like the Leman Russ
Executioner and the Demolisher, it is more heavily armoured to protect
against attacks at close range, but where the Demolisher has been
created to smash apart enemy fortifications at range, the Leman Russ
Punisher is most effective at destroying enemy infantry close up especially
during attacks mounted by massed horde armies such as those of the
xenos Orks or Tyranids.

With the tremendous rate of fire of its Punisher gatling cannon, the

tank’s crew can scythe through enemy numbers with devastating effect,
potentially breaking a charge or, at the very least, thinning down enemy
numbers sufficiently for those following behind to deal with. This makes

the Leman Russ Punisher predominantly an infantry support vehicle and
squadrons of them will often be placed at the head of an advancing
Imperial Guard force to clear the way ahead.

As the army's frontlines relentlessly advance however resupply can prove
hard to come by, so Punisher crews will often strip out all non-essential
equipment inside their vehicle to cram as much ammunition as possible
onboard before setting off. This enables them to remain in battle much
longer than would be expected especially given the well-deserved trigger-
happy reputation most Punisher crews enjoy. There is though a fine line
beyond which the Punisher’s effectiveness diminishes as, having sacrificed
the Leman Russ' renown anti-tank capability for anti-infantry firepower,
once an enemy’s armour catches up with its infantry the Punisher may
quickly find itself outgunned and vulnerable.

LEMAN RUSS DEMOLISHER

Although the big guns of the Imperium are highly effective, few Imperial
Guard commanders are willing to hold their regiments in reserve for too
long whilst an artillery barrage of an enemy's fortifications is undertaken.
However should the order to attack be given too soon then frontline
troops will often be faced by a foe still heavily dug-in and well protected.
At some point in the Imperium’s distant past, the Leman Russ pattern was
modified to provide a solution for this and the Demolisher was created.

The Leman Russ Demolisher is a heavily armoured, mobile siege tank
built for one role, that of line breaking. Designed to move up to within
close range of an enemy stronghold or other fortification, and often whilst
under heavy fire, its Demolisher cannon can blast apart all but the most
heavily reinforced structures, creating an opening infantry and other
armour can surge through to attack those inside who have somehow
managed to survive its devastating barrage.
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Ryza pattern Leman Russ Executioner of the Cadian 78" Armoured Regiment, 81" Company fighting on Hive World Bakus Ill.

LEMAN RUSS EXECUTIONER

Originally developed during the Dark Age of Technology, to the tech-
savants of the 41" Millennium the Executioner is a shining example

of the heights to which Mankind rose during that glorious period of
scientific achievement. One of the oldest variants of the standard Leman
Russ battle tank, ancient records stored within Adeptus Mechanicus
archives on Mars indicate that during the Great Crusade the Imperial
Army fielded entire armoured regiments of Executioners; those

days, however, are long gone and over the thousands of years since,
knowledge of its plasma weapon technology has been irrevocably lost.

The Executioner is now rarely seen within the armies of the Imperium,
with only Ryza still manufacturing it for issue to the Imperial Guard.
Renowned within the Adeptus Mechanicus for its knowledge of

the mystical arts of plasma reactor and magnetic containment field
construction, the Forge World's own Skitarii regiments are almost
exclusively equipped with Executioners, harking back to its heyday so
long ago.

Like its smaller cousins, the tank’s plasma destroyer cannon is a
temperamental but ultimately devastating weapon of war. It is especially
effective against heavily armoured infantry, its pulsed plasma bursts
incinerating the Emperor’s enemies in a focussed beam of incandescent
light which burns with the fury of the sun. During short engagements

the plasma cannon comes into its own, but over protracted fire fights the
weapon is less reliable, the time required to recharge its photonic fuel cell
often putting the vehicle and its crew at risk during the fast-paced frenzy
of battle.

Given the ferocious temperatures generated by the plasma cannon
when it is fired, the Ryza pattern turret incorporates emergency vents to
disperse the heat from each shot. These are positioned on the forward
turret sides, with the crew further screened by protective heat shielding.
This is enough to save them in the event of a minor breach in the
cannon’s containment field, allowing them time to escape. If the worst
should happen however, a catastrophic containment field failure can
result in the destruction of the entire vehicle and a large area around it.

To reduce this risk many Ryza pattern Executioners incorporate a chemical
coolant system towards the rear of the turret comprising twin coolant
feed lines. These run across the top of the turret to the weapon, but

are exposed and can be severed by enemy fire, making the emergency
cooling system less than reliable, and is a factor contributing to a green
tank crew’s willingness to abandon an Executioner at the first sign of any
problems. Any crewman bailing out of his tank, however, faces severe
punishment, if not immediate death, from the regiment’s Commissars if
his crime is discovered!
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Ryza pattern Leman Russ Battle Tank

O
—1
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LEMAN RUSS BATTLE TANK

RYZA

II-XI1

CDR, GUNNER, DRIVER,

LOADER, 2 SPONSON GUNNERS

HL230 V12 MULTI-FUEL

60 TONNES

7.08 M

4.86 M

4.38 M

0.45 M

35 KPH

21 KPH

1769012.M38

BATTLE CANNON
LASCANNON OR
HEAVY BOLTER

360°/-8° TO +22°

40 ROUNDS
UNLIMITED OR
600 ROUNDS
200 MM

180 MM

150 MM

100 MM
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Leman Russ Battle Tank & Variants

Leman Russ Battle Tank of the 14t Phyressian Armoured Regiment in standard codex grey.
The large number three shows this to be a vehicle of 3 Company, whilst the barrel markings show it to be from 2" Squadron.

Leman Russ Battle Tank of an unidentified Armageddon Steel Legion squadron. The camouflage scheme is that used for fighting in the ash wastes during the
Third Armageddon War. The red and white banding indiicates it is of 1t Company, whilst the insignia on the turret is a campaign badge.
This symbol shows that this tank was engaged in the battles to recapture the Stygies river bridges.

Leman Russ Battle Tank of the 222" Mortant Armoured Regiment. The regiment uses a distinctive white band around the turret along with the regiment badge on
the turret’s side. Within the 222", identification stripes are always painted over a yellow base: red for 15, blue for 2" (as in this case) and black for 3@ Company.
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Leman Russ Battle Tank of the Cadian 8" Regiment. This tank bears a camouflage scheme from the Defence of Cadia against the 13 Black Crusade.
Note the Cadian Gate symbol on the turret’s side.

Leman Russ Demolisher of the Kovnian 15t Armoured Regiment, ‘the Black Knights’.
This tank bears an urban camouflage scheme from the Shadow world of Adun. Note the vehicle’s name ‘Imperius Victor’ on the hull’s side.

Leman Russ Demolisher of the Valhallan 81 Armoured Regiment. This tank is camouflaged for the sub-arctic pine tundra of Sallan’s World.
The campaign badge is the Imperial Eagle on a yellow field, borne by all vehicles serving in this campaign.



Phaeton pattern Leman Russ Demolisher
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Leman Russ Battle Tank dug-in as part of the main line of resistance on Sallan’s World.
Many commanders employ battle tanks in this role when on the defensive, using them as static hardpoints alongside concrete bunkers.

Unidentified Leman Russ Battle Tank on station. The tank’s crewman, sheltering in the lee of the tank, gives a good impression of its size.
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Gryphonne IV pattern Leman Russ Exterminator of the Cadian 98" Armoured Regiment during the Luxor Uprising. Note the distinctive white band and company
symbol. The B4 may indiicate that each company has designated its squadrons with a letter rather than a number, but this is speculation.

Gryphonne IV pattern Leman Russ Exterminator of the Valhallan 28" Armoured Regiment.
Basic winter paint scheme from the retreat to the Auriga Parallel, Ice World of Adhara.

Gryphonne IV pattern Leman Russ Exterminator of the Palladius 8" Armoured Regiment, Atria Wilderness campaign.
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Gryphonne IV pattern Leman Russ Exterminator

0427-941-1907-LR0072

LEMAN RUSS EXTERMINATOR
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A Gryphonne IV pattern Leman Russ Exterminator awaits new orders during the Luxor campaign.

Acting in a scouting role, a Leman Russ Exterminator leads the way down a narrow alley on Luxor Prime.
This is dangerous terrain for a tank, especially as no infantry can be seen in close support.
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A Ryza pattern Leman Russ Battle Tank operating in winter conditions during the fighting on Sallan’s World.
The ‘clenched fist” insignia may indicate that this vehicle is from a Narmenian armoured regiment.

A squadron of three Leman Russ counter-attack past their own trenches under cover of a smoke screen.
Note what appears to be an Imperial Guard forward observer team in the frontline trench, directing the artillery barrage.
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Gryphonne IV Leman Russ Vanquisher of the Tallarn 3 Armoured Regiment. The two digit identification number indicates this is the first tank of the 219
Squadron. The bold striped camouflage scheme is that used on some vehicles of the 1*t Company during the Defence of Balle Alpha.

This imposing black colour scheme indicates this is a Commissariat tank, note the embossed golden eagle on the turret.
A Commissar’s personal vehicle can be any colour, but most are predominantly black.

Gryphonne 1V Leman Russ Vanquisher of an unknown armoured regiment. This is a more complex camoufiage pattern
designed for use in temperate and woodland environments,
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Stygies VIl Leman Russ Vanquisher of the Kython 2" Armoured Regiment. This vehicle bears the regimental insignia of a heraldic eagle’s head next to its
Company and Squadron numbers, The camouflage scheme is a unique pattern devised by the Regimental HQ during the defence of Veridian Prime.

Stygies VIll Leman Russ Vanquisher utilising the larger Mars Alpha pattern hull. This vehicle is of the Cadian 142" Armoured Regiment, shown here in the
Defence of Cadia against heretic forces of the 131 Black Crusade. The red and white banding identifies the vehicle as of 15t Company.
It is unknown whether the single number on the turret is the squadron or vehicle number.

Stygies VIll Leman Russ Vanquisher of the Valhallan 193 Armoured Regiment. This tank has a dark green and white camouflage pattern, used during the
Defence of Canaan's World. The company badge, a winged skull, is on the hull. This tank is the first vehicle of the 15t Squadron, of the regiment’s 3¢ Company.



Stygies VIII pattern Leman Russ Vanquisher
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Ryza pattern Leman Russ Executioner

(Mk III subtype)

o/ 0O o 0O 0 0 O

0427-941-2010-LR01035

LEMAN RUSS EXECUTIONER

RYZA

III-VI

CDR, GUNNER, DRIVER,

LOADER, 2 SPONSON GUNNERS

HL230 V12 MULTI-FUEL

63 TONNES

7.08 M

4.86 M

4.42 M

0.45 M

30 KPH

18 KPH

1777012.M38

PLASMA DESTROYER
LASCANNON OR
HEAVY BOLTER

o, o o

360 /-8 TO +22
46 ROUNDS
12 SHOTS FROM
PHOTONIC FUEL CELL
200 MM
180 MM

150 MM

100 MM

AT



Leman Russ Battle Tank & Variants

Leman Russ Executioner of the Saviar Chem-Dogs 715 Regiment. This vehicle has had a hastily applied green wash scrubbed over its base brown colour by the
crew, with the tank’s number stencilled over in white. This vehicle is probably a survivor from the ill-fated campaign in the chloride-swamps of Goru.
As a command tank, it has had an extra vox-caster and aerial fitted.

Leman Russ Executioner of the 28" Krieg Armoured regiment. The camouflage scheme is an adaptation of a common pattern for desert warfare.
This vehicle was part of the Galan Expeditionary Force. The significance of the number three is not known.

Rare Leman Russ Executioner of the Armageddon Steel Legion. Few Steel Legion Armoured Regiments fielded the Executioner and the lack of markings makes
this tank difficult to identify. The camouflage scheme is that used throughout the Third Armageddon War by Steel Legion units operating in the ash wastes. The
lack of numbers may indlicate that this vehicle was hastily painted before being committed to battle.
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Leman Russ Executioner of the Phyressian 42" Armoured Regiment.
The white camouflage applied by the field workshop has faded. This tank is the fourth vehicle of its squadron.

Leman Russ Executioner of the Cadian 122" Regiment, here camouflaged for the street fighting in Vogen City on Zai-Khann. During the protracted Battle
of Vogen the regiment adopted three colour banding for each of its armoured companies. The red and blue shown here signify the 2@ Company. Squadrons
adopted their own insignia, in this case the axe of 2'? Squadron, painted on the turret rear. The tank is the fourth of its squadron.

Leman Russ Executioner of the Cadian 315t Armoured Regiment. The regiment utilised a basic drab green colour scheme whilst fighting on Levilnor V.
Identification markings are stencilled over a white square.



Leman Russ Battle Tank & Variants

A Leman Russ Executioner moves forward as part of the 81 Valhallan armoured column as they advance on Sallan’s Point.

A Leman Russ Executioner of the Palladius 46" Armoured Regiment.
This tank has been equipped with track guards for the assault on the Hive city of Vorenz Secundus.
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LEMAN RUSS CONQUEROR

The Leman Russ Conqueror is not a common variant of the standard
Leman Russ battle tank. Records show that it is currently only being
produced in significant numbers on the Forge World of Gryphonne 1V,
where the original pattern blueprints were rediscovered sometime during
the 38t Millennium.

Initial fears that the design’s smaller gun barrel would result in an
excessive loss in the Leman Russ’ renown firepower were allayed when
field testing demonstrated that the reduced recoil from the gun’s torsion
bar counter-balance provided greater accuracy when firing on the move.
As well as giving the original Leman Russ design greater mobility, the
reduced size of the barrel also meant that the tank now fired smaller
shells, allowing loaders to maintain a higher rate of fire. The turret space
saved also increased the amount of ammunition that could be carried,
meaning the Conqueror required less re-supplying during offensive
operations.

The Conqueror turret’s design also includes extra armour plates riveted
on its forward sides, a co-axial mounted storm bolter for anti-infantry
defence, alleviating the need for a pintle-mounted storm bolter and
removing the tank commander’s original exposed firing position, and a
small searchlight, which can also be used for night time communications
in the event of vox failure or interference from atmospheric conditions.
Improved air-intakes and venting via modified mufflers and closure valves

mean that the vehicle can be sealed against all but the most extreme
environmental hazards, and to aid with this the turret’s rear includes
an armoured ammunition access hatch, which makes re-arming the
Conqueror fast and easy. This hatch can also be used during battle for
disposing of spent shell casings without the need for a crew member to
exit the vehicle.

The first production run of the rediscovered Conqueror design was
entirely issued to the Skitarii of Gryphonne IV for the Castra campaign.
Operating in conjunction with a battle group of War Griffon Titans, the
Conqueror-equipped squadrons were easily capable of keeping up with
the war machines as they encircled and trapped the besiegers of Hive
Castra Septus. Once sealed within the pocket, the traitors were then
annihilated by their combined fire power, the hive collapsing upon the
millions inside. After this success, production was fully sanctioned and
Conquerors began to be issued to equip Imperial Guard regiments. Well
liked by frontline crews for its speed, mobility and high rate of fire, it
has become unofficially known as a ‘breakthrough’ tank because of its
common tactical deployment, advancing to exploit gaps in enemy lines.

Sometime in the 39™ Millennium, an attempt was made by Gryphonne
IV's munition-adepts to increase the Conqueror’s firepower with the use
of advanced ‘Augur’ shells. This was considered a failure and Augur shell
production is now proscribed by the Adeptus Mechanicus.




Leman Russ Conqueror

Thought for the day: Vengeance is your sword. Hatred is your shield. Loyalty is your Armour.
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Gryphonne IV pattern Leman Russ Conqueror

I
2

o

@f

0427-941-2002-LR0085
LEMAN RUSS CONQUEROR
GRYPHONNE IV

III-VI

CDR, GUNNER, DRIVER,
LOADER, 2 SPONSON GUNNERS
G4230 V12 TRM MULTI-FUEL
62 TONNES

7.08 M

4.86 M

4.42 M

0.45 M

34 KPH

24 KPH

1003014.M38

CONQUEROR CANNON

STORM BOLTER
360°/-8° TO +20°
46 ROUNDS

1,000 ROUNDS

200 MM
180 MM
150 MM

100 MM

AT



Leman Russ Conqueror

Mars Alpha pattern Leman Russ Conqueror

[¢]

0427-941-2002-LR0085 CONQUEROR CANNON
LEMAN RUSS CONQUEROR STORM BOLTER
GRYPHONNE IV 360°/-8° TO +20°
VI MARS ALPHA PATTERN HULL 46 ROUNDS
CDR, GUNNER, DRIVER, 49 ROUNDS
LOADER, 2 SPONSON GUNNERS
MR230 V12 MULTI-FUEL 1,000 ROUNDS
63 TONNES 200 MM
7.08 M 180 MM
4.86 M 150 MM
4.42 M 100 MM
0.45M
34 KPH
24 KPH

1006014.M38 %S
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Leman Russ Conqueror of the Cadian 74" Armoured Regiment.
Camouflaged for the temperate highlands of Hamman's World, during the defence of the planet against Hive Fleet Kraken.

Leman Russ Conqueror of the Tallarn 3" Armoured Regiment. Defence of Balle Alpha.

Leman Russ Conqueror of the Valhallan 28 Armoured Regiment. This vehicle has had a subtle camouflage banding added.
Many of the regiment’s other vehicles are a flat white colour, but there seems to be no standardisation even within a company or squadron.



Leman Russ Conqueror

Leman Russ Conqueror of the Konig 27 Armoured Regiment. Caleb Reclamation Force.

Leman Russ Conqueror of the Palladius 8" Armoured Regiment, Atria Wilderness campaign.

Leman Russ Conqueror of an unknown unit. The camouflage scheme is that commonly used in the ash wastes of Armageddon. This may be a rapidly painted
Steel Legion tank, or from another armoured regiment using the same camouflage scheme.
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A pair of Leman Russ Conquerors participating in the street fighting during the Siege of Castra.
The far vehicle, ‘00’, is probably a Commissar’s tank. The vehicles are likely to be from a regimental command unit.

A Leman Russ Conqueror waits on-station in one of the many Hive cities on Caleb, its route forward blocked by tank traps. The Conqueror’s lighter gun is not
well suited to the rigours of urban combat — a Demolisher might be capable of clearing its own path, but the Conqueror must wait for aid.




Leman Russ Annihilator

LEMAN RUSS ANNIHILATOR

A variant of the standard Leman Russ battle tank currently more
commonly seen in Imperial Guard armoured companies than standard
line regiments, the Leman Russ Annihilator is believed to have been
developed within the past three to five millennia. Accounts on when

the Tech-Priests of Mars officially sanctioned its existence vary wildly,
although there are confirmed listings of it on various regiments’ Orders of
Battle from the 37t Millennium onwards.

Like its Adeptus Astartes namesake, this Leman Russ variant exchanges
its battle cannon for a twin-linked lascannon and this shift in firepower
makes the Annihilator a very able tank destroyer, although not as highly
regarded as the more powerful Leman Russ Vanquisher. However, given
the relatively straightforward nature of its armament as opposed to

the increasingly rare technology required to create and maintain the
Vanquisher cannon, the Annihilator finds favour in war zones where tank
attrition rates are high and resupply problematical. Accordingly, both

the mighty foundries of Mars and the primary Forge Worlds of Ryza and
Accatran have begun producing the Leman Russ Annihilator in increasing
numbers to meet demand following battlefield losses, with a number of
other Forge Worlds across the galaxy lobbying for unrestricted access to
the tank’s blueprints.

As well as exchanging the Leman Russ' main weapon, its interior has
also been modified extensively, the space previously used for storing
ammunition now given over to the lascannon’s power cells. Further
augments have also been added which vary depending on its Forge World
of origination, for example, the Mars Alpha pattern commonly mounts a
heavy bolter.

In recent decades Krieg armoured forces have been a major recipient

of this pattern, its design being adapted to cope with the hostile
environments its armies commonly endure. These adaptations include,
amongst many others, trench rails for easy extraction should the vehicle
become bogged down and additional filtration systems to protect against
airborne contaminants.

In the past few decades Mars Alpha pattern Annihilators allocated to the
Krieg regiments have also started to appear off the production lines with
significantly reinforced hulls. It is not known if this is a general adaptation
of the variant pattern recently sanctioned by the Adeptus Mechanicus or
a reaction to the Krieg regiments’ tendency to follow more aggressive
battle strategies, their commanders preferring to send the Annihilator
charging towards enemy lines rather than the more defensive tank hunter
role it plays in other armies.
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Thought for the day: The dead watch over vs and guide us.




Mars-Alpha pattern Leman Russ Annihilator

with additional engine filters and trench rails

0
e

«

Leman Russ Annihilator

3A

0427-941-1876-LR 657/514

LEMAN RUSS ANNIHILATOR

MARS

II-VI

CDR, GUNNER, DRIVER,

LOADER, 2 SPONSON GUNNERS

HL230 V12 MULTI-FUEL

58 TONNES

7.08 M

4.86 M

4.42 M

0.45 M

40 KPH

24 KPH

2 X LASCANNON
LASCANNON OR
HEAVY BOLTER

360°/-8° TO +26°

UNLIMITED
UNLIMITED OR
600 ROUNDS
200 MM

180 MM

150 MM

100 MM

A3
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Leman Russ Annihilator of the 134" Krieg Siege Regiment. This vehicle does not sport the traditional Krieq company markings
and may be part of an ad-hoc formation. It was later reported destroyed during one of the many assaults on the Citadel of Vraks.

Leman Russ Annihilator of the 158" Siege Regiment, 9" Company, deployed during the fighting on Vraks



Destroyer Tank Hunter

DESTROYER TANK HUNTER

The Destroyer Tank Hunter is a relic. Once it was a common vehicle
amongst Imperial Guard armoured regiments, now it is rarely seen and its
numbers are declining with each battle it is fielded in. The reason for this
is that whilst the vehicle’s Leman Russ hull can be mass produced, only a
few Forge Worlds have the skill to hand craft its laser destroyer weapon;
a particularly painstaking and laborious process, resulting in demand far

outstripping supply.

The Destroyer utilises the old Mars Alpha pattern hull design, retaining
the same engine, transmission and drive train components, but modified
with the removal of the standard Leman Russ" armoured crew hatch. In
place of this the roof includes the main crew hatch along with forward
and rear maintenance access hatches where the primary gun sight is
also situated, fitted centrally and accessible by the vehicle’s gunner and
commander. The gun itself is positioned off-set to the left side of the hull
in a limited traverse mount to accommodate the other changes and has
multiple chambers which are mounted in a single armoured shroud.

Destroyers are generally issued to specialist tank hunter squadrons, and
occasionally enough vehicles are gathered together to form an entire
Destroyer company. Armoured regiments consider themselves blessed to
even have a single squadron of Destroyers attached to their battle roster,
most relying on their other tanks or infantry anti-tank teams to fulfil the
same role. Those Imperial Guard units that do still possess Destroyer Tank

Hunters guard them jealously and each vehicle is reverentially patched
up and repaired to keep it operational. If a Destroyer is lost in battle, a
regimental commander knows he is unlikely to get any replacements, and
all wrecks which can be reconstructed are therefore high priority salvage,
and even if the wreck cannot be repaired, the hull can be patched up
and a new weapon added. In this way there are many field conversions
of the basic Destroyer hull with the heavy laser destroyer replaced with a
Demolisher cannon or a battle cannon, and even the Vanquisher cannon
has been witnessed on occasion utilised in this role.

Lacking a turret or secondary weapons means the Destroyer is vulnerable
to flank attacks or enemy infantry assaults. Wise commanders know that
it lacks the versatility of a true tank and it is generally relegated to a
supporting role behind spearhead units. The Destroyer's main role on the
battlefield therefore is to seek out and eliminate enemy armour. Tactical
doctrine dictates that Destroyers are best used on the defensive, deployed
hidden and hull down with weapons trained ready to ambush enemy
armoured columns. After a couple of long range shots, the Destroyer’s
crew will quickly change firing positions to avoid return fire should they
have been spotted. This tank ‘sniping’ makes the Destroyer a notorious
hazard to enemy tank crews, who value a confirmed Destroyer kill far
greater than other vehicles they may encounter on the battlefields of the
4715 Millennium.
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Thought for the day: Faith grows from the barrel of 2 gun.




Stygies VIII pattern Destroyer Tank Hunter

0427-941-1877-LR02975
DESTROYER TANK HUNTER

MARS, STYGIES VIII,

TRIPLEX PHALL, TOLKHAN, ESTABAN VII, LUCIUS, M’KHAND, VOSS
I-IX

CDR, GUNNER, DRIVER,

MR230 V12 MULTI-FUEL

52 TONNES

7.08 M

4.86 M

3.4 M

0.45 M

50 KPH

36 KPH

Destroyer Tank Hunter

HEAVY LASER DESTROYER
NONE

5°/.3° TO +12°

20 SHOTS FROM

POWER PACK
N/A

N/A
200 MM
150 MM

100 MM

P

1762010.M38 ﬁ
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Destroyer Tank Hunter of the Valstadt 13! Armoured Regiment, during the Karsundi river crossing on Lammas.
This unique camouflage scheme has been devised mainly with defence against aerial reconnaissance and attack in mind.

Destroyer Tank Hunter of the Cadian 142" Armoured Regiment during the Defence of Cadia. The red and white banding
indicates a vehicle attached to the 15t Company. As the 142" only had a single Tank Destroyer squadron on its order of
battle for the campaign, the number on its side is likely to indicate it is the first vehicle of that squadron.

Destroyer Tank Hunter of the 51 Deneb Armoured Regiment. It is not unusual, given the Destroyer’s mainly defensive role, for crews to
lavish more time on a convincing camouflage scheme. This scheme has been devised for use in woodland environments,



Destroyer Tank Hunter

Destroyer Tank Hunter of the Palladius 46t Armoured Regiment. The vehicle is the fifth of its squadron, which would indicate that
the 46" is fortunate to have an overstrength squadron attached to it. The number three may indicate that the Tank Destroyer squadron
s attached to the regiment’s 3 Company. Note the four kill rings added to the barrel.

Destroyer Tank Hunter of an unknown unit. Any identification numbers have been obscured by the addition of a hasty whitewash applied by the crew.
This whitewashing by hand is the fastest way to achieve a winter camouflage scheme on vehicles which have recently arrived in a war zone.

Destroyer Tank Hunter of the Dniepr 9 Tank Corps. This, the squadron’s third vehicle, has had a dozer blade fitted. Although there is no standard practice for
fitting such additional equipment, veteran commanders often equip one in three vehicles with a dozer blade. The meaning of F213 8576 is unknown, although
it is likely to be a temporary Departmento Munitorum identifier that was not removed when the unit received the vehicle.
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An unidentified Destroyer Tank Hunter operating in winter conditions on Sallan’s World.

A Destroyer Tank Hunter lies in waiting having found itself a well concealed firing position in the ruined shell of a building.
This demonstrates classic Destroyer ambush tactics.




Thunderer Siege Tank

THUNDERER SIEGE TANK

The Thunderer Siege Tank was originally a conversion of the variant
Destroyer Leman Russ hull, believed to have originated in a Departmento
Munitorum field workshop as a stop-gap armoured vehicle for use in
close quarters street fighting. In such situations there are often not
enough Demolisher siege tanks to support all front line Imperial Guard
infantry platoons, and infantry units lacking the heavy supporting
firepower of the large Demolisher cannon often find attacking through
dense terrain hard going, if sometimes nigh on impossible. The inclusion,
therefore, of the Demolisher cannon on the Destroyer hull went some way
to resolving this.

With the Destroyer’s main weapon being difficult to manufacture and
almost impossible for field workshop units to repair once it has been
damaged or malfunctions, it was found that an otherwise fully functional
Destroyer chassis could be retro-fitted with another weapon. With the
heavy laser destroyer stripped out, along with its capacitors and batteries,
enough space was then available to fit a battle cannon or Demolisher
cannon and its ammunition. Due to the size, however, of the Demolisher
cannon’s shells, ammunition storage within the Thunderer Siege Tank has
always been problematic as, fully loaded, only eighteen rounds can be
squeezed into the vehicle, significantly reducing the time a Thunderer can
remain fighting before requiring re-supplying.

Aside from the change in weaponry, the Thunderer retains all the hull
features of the Destroyer and benefits from extra bracing and armour
plates welded inside its roof. This provides protection from attacks
from above whilst the vehicle is operating in urban terrain. As a
stop-gap vehicle the Thunderer therefore fulfils its role well, although
the Demolisher is still the close support weapon of choice for most
commanders, due to its turret and many secondary weapons.

The Thunderer’s role is to engage enemy-held buildings or bunkers,
using its armour tipped shells to pierce the defender’s walls before the
delay-fused high explosive detonates within, causing massive damage to
the occupants and the structure itself, and it is not unknown for a single
Demolisher shell to cause an entire building to collapse. The weight of
the shell can also easily destroy enemy vehicles, but its size reduces its
accuracy, making it ineffective against enemy armour unless its target is
at close range.

As the Thunderer is a replacement vehicle, few units’ ‘Orders of Battle’
include it. Where siege tank companies are equipped with Demolishers,
any Thunderers will be included as direct replacements for losses in
previous battles or as additional tank squadrons. Given the difficulty

of manufacturing Destroyers, some Thunderers have been produced as
newly built vehicles, their patterns beginning to appear on various Forge
Worlds throughout the Imperium, although whether this activity has been
sanctioned by Mars is unconfirmed.
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Thought for the day: Obedience is not enough.




Stygies VIII pattern Thunderer Siege Tank

Thunderer Siege Tank

0427-941-2020-LRO11

THUNDERER SIEGE TANK

FIELD CONVERSION

I-IX

COMMANDER, GUNNER, DRIVER

HL230 V12 MULTI-FUEL

52 TONNES

7.08 M

4.86 M

3.40M

0.45 M

32 KPH

22 KPH

DEMOLISHER CANNON
NONE

5°/.3° TO +12°

18 ROUNDS

N/A
N/A
200 MM

150 MM

150 MM

C\J
1760010.M38 ,‘S
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Thunderer Siege Tank of the Catachan 371 Regiment. Although not usually equipped as armoured units, regiments of the Imperial Guard raised on Catachan
do sometimes utilise armoured vehicles to support their guerilla operations. A siege tank fs an unusual choice as close support vehicles such as Hellhound flame
tanks or Chimeras equipped with heavy flamers are more commonly used.

Thunderer Siege Tank of the Tallarn 171" Armoured Regiment, painted in a flat yellow desert colour scheme.
The blue and white bands indicate 2" Company, with the number two in a blue circle identifying it as a vehicle of 2 Squadron.

Thunderer Siege Tank of the Palladius 2@ Armoured Regiment. Note the vehicle’s slogan: ‘The Emperor is Watching’, an unofficial addition by the crew which
the regiment’s Commissars would approve of. Crews individually naming vehicles is common practice in many Imperial Guard regiments.



Thunderer Siege Tank

Thunderer Siege Tank of the Krieg 215t Armoured Regiment, camouflaged in dappled muddy-green colours during fighting in the extensive wetlands of Vorenz
Ill. The stencilled number indicates that this tank is attached to the command squadron of the regiment’s 3'¢ Company. It is not uncommon for a tank company
to attach additional specialist vehicles to the command squadron where they are directly under the commander’s control.

Thunderer Siege Tank of an unknown armoured regiment. The unusual camouflage scheme may be a
variant on an urban pattern, or may be designed to blend in with a specific xenos environment.

Thunderer Siege Tank of a Mars Skitarii regiment, painted to blend in with its surroundings, in this case the red deserts of Mars.
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A Thunderer Siege Tank with an infantry heavy weapons team in close support.
Note the enemy bunker behind, part of the final line of rebel defences on Vorenz Ill — probably this vehicle’s main target.

A Thunderer Siege Tank of an Armageddon Steel Legion unit engaged in street fighting. Location unknown.




Chimera Armoured Transport

CHIMERA
ARMOURED TRANSPORT

The Chimera is an incredibly versatile vehicle and over the millennia it has
been pressed into service in a variety of forms. Its basic chassis is used

for more vehicles than any other by the Imperium, providing the basis

for vehicles as diverse as Basilisk artillery and Hellhound flame tanks to
command vehicles and medicae transport. The most common version is
the armoured personnel carrier with a turret-mounted multi-laser and
hull-mounted heavy bolter, but these weapons can be replaced with other
heavy weapons to fulfil a variety of roles.

The Chimera’s primary function is to accompany tanks into battle whilst
providing protection to an infantry squad within, infantry can then
disembark to support the tanks. The Chimera’s weapons also provide
heavy firepower in an attack, particularly when infantry-borne heavy
weapons are difficult to deploy and use when the squad is on the move.

Standard tactical doctrines state that after racing towards its objective,
the Chimera'’s access ramp will crash down, disembarking the infantry
who will then move forwards rapidly. Meanwhile the Chimera’s heavy
weapons lay down a barrage of fire on the objective, and as the squad
moves out towards the objective, the Chimera will reverse away to find a
new firing position, within cover but where it is still able to fire in support
of the squad. There its crew will wait on standby, ready to race forwards
again to collect the squad should they need evacuating or moving on to
another position.

As well as firepower, protection and mobility, a Chimera offers its
assigned squad many other advantages, particularly in terms of storage
of equipment. Relieved of the need to carry heavy equipment onto the
battlefield they are therefore less likely to suffer from fatigue during long
advances. The vehicle also carries extra supplies, such as med kits and
vox-casters, giving the infantry fast access to new orders and information
on the battlefield situation, and extra storage means more ammunition is
always close at hand. All of which make mechanised infantry a far more
efficient instrument of war than their footslogging counterparts.

Variants of the basic Chimera are common, most mounting different
weapons. The heavy flamer variant is popular amongst troops operating
in dense terrain, where the enemy can be close by but difficult to spot,
such as in buildings or dense jungle. Usually one heavy flamer Chimera
will be deployed for every three standard Chimeras as a stand-in infantry
close support vehicle if Demolishers, Thunderers or Hellhounds are in
short supply.

The Forge World of Gryphonne IV produces its own unique Chimera
variant, armed with twin-linked heavy bolters. Although not entirely
suited to an anti-tank role, its heavy bolters can lay down a hail of high
explosive bolts that make it particularly effective against dense infantry
formations such as those associated with Tyranid swarms and Ork mobs.
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Gryphonne IV pattern Chimera Armoured Transport

Chimera Armoured Transport

0427-941-3062-CH124

CHIMERA ARMOURED TRANSPORT
GRYPHONNE IV

II-XI

COMMANDER, DRIVER, GUNNER
VULCANOR 16 TWIN COUPLED
MULTI-BURN

38 TONNES

6.90 M

5.70 M

3.72M

0.45 M

70 KPH

55 KPH

1814014.M38

2 X HEAVY BOLTER
HEAVY BOLTER OR
HEAVY FLAMER
360°/-8°-+25°

1,000 ROUNDS

400 ROUNDS OR

10 SHOTS

150 MM

150 MM

100 MM

N/A

A

64



65

Imperial Armour

Gryphonne IV pattern Chimera Armoured Transport

0427-941-3004-CHO080

CHIMERA ARMOURED TRANSPORT

GRYPHONNE IV

III-IXI

COMMANDER, DRIVER, GUNNER

VULCANOR 16 TWIN COUPLED

MULTI-BURN

38 TONNES

6.90 M

5.70 M

3.72M

0.45 M

70 KPH

55 KPH

1831010.M38

2 X HEAVY FLAMER
HEAVY BOLTER OR
HEAVY FLAMER
360°/-8°-+25°

20 SHOTS

400 ROUNDS OR

10 SHOTS

150 MM

150 MM

100 MM

N/A

AT



Chimera Armoured Transport

The Valhallan 193" Armoured Regiment primarily equips their Chimeras with heavy flamers. This vehicle is the third attached to the
15t Company command section. The crossed spears form a campaign badge, showing it took part in the Tymari Glacier offensive on Achernar Prime.

This Chimera Armoured Transport was believed to be part of the Mordian 84 Armoured
Regiment. It bears a standard Codex grey colour scheme.

Chimera Armoured Transport deployed as part of the Mortant 71 Regiment ‘Headhunters’
at the Sacking of Colonia. This is the fifth vehicle of its company.
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A Mars pattern Chimera Armoured Transport of the Magdellan 6" Armoured Regiment during the Battle of Tsaragrad.
This vehicle is from the 15t Armoured Fist Company, 2" Platoon. The skull is either a campaign badge or a unit honorary citation.

This is an Inquisitorial Storm Troopers Chimera Armoured Transport in the service of Ordo Malleus Inquisitor Hector Rex.
Note the purity seals added to protect the machine spirit of the Chimera and its passengers from daemonic corruption.

One of the Chimera Armoured Transports used by the Tallarn 3@ Armoured Regiment during the Defence of Balle Alpha.



Chimera Armoured Transport
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A Chimera Armoured Transport from the 981 Cadian Armoured Regiment carrying a tank ride;, probably an officer or
sergeant from the infantry squad within. Units being transported in Chimeras often assign a spotter as they close upon an objective,
the Chimera’s design providing its crew with a better view of the battlefield than the Guardsmen being transported in its hull.

Chimeras of the Cadian 98 Armoured Regiment form part of an armoured column as it
advances through the ruined streets of a destroyed city during the Luxor Uprising.




Chimera Armoured Transport
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HELLHOUND FLAME TANK
& VARIANTS

HELLHOUND FLAME TANK

The Hellhound is a flame tank based upon the versatile Chimera hull.
Armed with a fearsome inferno cannon, its main role is for deployment
as a terror weapon during close range combat such as street-fighting or
against enemy troops concealed in dense terrain such as jungles.

Hellhounds are issued to dedicated Hellhound Tank companies or as
squadrons of support vehicles to Armoured Fist and Tank companies.
Although some regiments are lucky enough to include entire Hellhound
companies, many Imperial Guard commanders on the ground use

a flexible approach to the deployment of Hellhounds as they find
Hellhounds more useful as independent vehicles, attached in an ad

hoc fashion to battle groups or assault groups as needed. Hellhounds
therefore do not tend to fight as complete companies in their own right,
as many Leman Russ companies practise, for example.

Most Hellhounds have a crew of three Guardsmen: a driver, a
commander and a main gunner. As with other Imperial Guard vehicles
there are a variety of patterns of Hellhound. These have cosmetic or
minor differences, but all have the same basic features. Many flame
thrower weapons suffer from a lack of ammunition capacity, requiring
a considerable amount of fuel to maintain a steady rate of fire. The
Hellhound overcomes this drawback by carrying a huge supply of

promethium, enabling its inferno cannon to remain in action during an
extended battle. In turn, this makes each vehicle a potential death trap
for its crew as enemy fire can easily detonate the promethium store in a
massive super-heated fireball. In an attempt to avoid such catastrophic
damage, all Hellhounds have thicker armour to protect their fuel tank.

The Artemia pattern includes a remotely operated turret which reduces
its crew to two, whilst on many patterns, including the Mars Alpha,

the fuel tank is inside the Chimera's standard hull, filling the transport
compartment. Many commanders prefer these patterns, as the vehicle’s
shape and profile remain very similar to a standard Chimera, making its
identification more difficult for the enemy. Being such a lethal weapon,
Imperial Guard commanders are well aware that, given the chance,
enemy forces will give priority to destroying Hellhounds.

During the Beta Anphelion IV campaign, the Cadian 266 Regiment
fielded a Hellhound company, dividing the vehicles between the infantry
companies for direct close support in the jungles. As well as proving
valuable during combat, they were also used for defoliation operations —
clearing lines of fire or burning a path through dense foliage for following
Chimeras.




DEVIL DOG MELTA TANK

Whilst the Hellhound is mainly utilised in an anti-infantry capacity,

the Devil Dog acts predominantly in an anti-armour role. Exchanging
promethium for a pyrum-petroleum based mix, the injectors within its
weapons system, which sits adjacent to its melta cannon, combine the
two chemicals into a chamber. When this extremely volatile combination
is fired through its melta cannon, it heats up the air to such a degree that
it literally vapourises the moisture within it, producing a distinctive high-
pitched howl that screams across the battlefield.

Against this wall of ferocious heat enemy troops stand no chance, even
the most heavily armoured being incinerated in an instant. However it

is against enemy armour and fortifications that the Devil Dog’s thermal
weaponry is most often used. Its technology, believed to have been based
on that used in Mankind's distant past to render down the toughest of
ores and metals for use in constructing its colonies across the galaxy,

is capable of rendering part of most tanks or structures to little more
than molten slag and steaming gas. This often initiates critical failures

in surrounding systems, causing the tank to explode or collapsing the
building down upon those inside.

Hellhound Flame Tank

BANE WOLF CHEM TANK

Where an enemy is particularly entrenched and other methods such as
artillery cannot be used to flush them out, one alternative Imperial Guard
commanders will call upon is the Bane Wolf. This variant of the standard
Hellhound pattern has been modified to unleash a noxious cloud of

gas so toxic that it dissolves all organic material it comes into contact
with, stripping flesh from bone, before rendering even that down into a
bubbling pool of rank, festering ooze.

Using such a lethal weapon is not without its risks as should
environmental conditions shift on the battlefield, the highly acidic clouds
of gas can quickly drift over the Imperial Guard's own troops killing and
maiming infantry and even affecting tank crews if their vehicle is not
completely sealed against such toxic airborne contaminants. When a Bane
Wolf rumbles past therefore, it is up to a regiment's commissars to ensure
that those under their charge do not immediately flee in fear of the
horrors their own machines of war can unleash.

Thought for the day: Brave are they who know everything yet fear nothing.
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Graia pattern Hellhound Flame Tank

]

J O

0639-944-6501-HHO070
HELLHOUND FLAME TANK
GRAIA

II-XXVII

COMMANDER, DRIVER, GUNNER
VULCANOR 16 TWIN COUPLED
MULTI-BURN

35 TONNES

6.90 M

5.70 M

4.1 M

0.45 M

70 KPH

55 KPH

1786035.M39

INFERNO CANNON
HEAVY BOLTER
360°/-8°-+25°

98 SHOTS

400 ROUNDS

150 MM
150 MM
120 MM

N/A

K3



Centaur Carrier

CENTAUR CARRIER

The Centaur is a small utility vehicle, used in a wide variety of roles — as
a command squad transport, communications vehicle, supply vehicle
towing trailers, but most commonly as an artillery tow for field artillery
guns and a transport for the gun’s crew. The Centaur is not a frontline
combat vehicle, although it does have limited armour protection against
enemy shelling.

The Centaur has two crew as standard, a driver and a gunner, although
many vehicles operate with just a single driver and rely on its passengers
to man the gun. In addition to the crew, the Centaur can cram in up to
five passengers.

The Centaur is usually armed with a single pintle-mounted heavy stubber.
This weapon is often dismounted and used by the infantry for additional
fire support, but most artillery crews retain the weapon as their best
defence against a surprise enemy attack, especially as field artillery are
usually required to operate close to the front. A feature of the Centaur

is its second weapons mount. Positioned in the forward hull next to the
driver, a squad in transit can attach their special or heavy weapon there
and continue to use it to protect the vehicle. Most artillery crews are not
issued with such a weapon, but command squads and grenadier squads
in transit find this feature useful.

As well as its weaponry, Centaurs are often upgraded with a variety of
other useful features, such as dozer blades, smoke launchers, hunter-killer
missiles and mine sweepers, which all add to the vehicle’s versatility on
the battlefield. The Centaur’s main feature is its twin engines, mounted

in the track sponsons. For its size, the Centaur has a very powerful power
pack, useful for towing very heavy loads, but when freed from this role
the Centaur's engine means it can reach a top speed of 110 kph on road
and 70 kph off road. This speed means it is well-liked by its crew, who
rely on its speed to avoid enemy fire.

Centaurs are often issued to grenadier units as a battlefield transport,

to get them close to their targets quickly. Because these Centaurs are
deployed into the heart of a battle, and must face enemy fire in no-man'’s
land, the grenadiers’ Centaur has been adapted with additional armour
plates. This armour gives the driver and passengers some extra protection,
especially against shrapnel. They are also fitted with a spiked ram for
breaking through razorwire obstacles.

On Vraks, Krieg regiments deployed thousands of Centaurs, utilised in
every imaginable role, and behind the trench lines they were a common
sight, racing along towing trailers of ammunition or bringing forward
reinforcements.
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During the fighting on Vraks the various Krieg siege regiments deployed to destroy the rebel fortifications employed the Centaur in great numbers.
This example lies abandoned by its crew in the midst of the final assault on the Citadel of Vraks.




Vanaheim pattern Centaur

Centaur Carrier

C1

5657-436-0671-CN71

CENTAUR

VANAHEIM

II-XIV

DRIVER, GUNNER

VULCANOR 8 TWIN COUPLED

MULTI-FUEL

6.2 TONNES

4.1 M

3M

2.3 M

0.4 M

110 KPH

70 KPH

HEAVY STUBBER
NA
160°/-22°-+45°
300 ROUNDS

N/A

N/A
80 MM
50 MM

N/A

1887345.M40 ( !‘ 3
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Vanaheim pattern Centaur

Vanaheim pattern Centaur Grenadier variant

1887345.M40

C1

AT



Centaur attached to the 1529 Krieg Siege regiment artillery batteries as an ammunition tender.

Whilst normally associated with the Krieg siege regiments, other regiments of the Imperial Guard also make use of the
ubiquitous Centaur to tow cumbersome artillery guns. This Centaur is employed by the Konig 27" Armoured Regiment in such a role.

The crew of Centaur T70, attached to the 83 Krieg Armoured Regiment, received several commendations
for the defence of the guns they were assigned to transport during an enemy counter attack on Vraks.

Centaur Carrier
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SALAMANDER
RECONNAISSANCE TANK

Operating ahead of the main body of an army, scouting units require
highly mobile yet effective fire support. The Salamander scout vehicle,
equipped with an autocannon and heavy bolter, fulfils this role providing
the Guardsmen with the majority of their heavy weapon support.
Although Sentinels usually assigned to these units are able to operate in
just about any terrain, they are lightly armoured and unlikely to survive a
protracted engagement. Although no match for a tank, the Salamander is
fast and therefore capable of getting out of trouble quickly. Backed up by
an armoured vehicle such as this, ie, one capable of tackling other light
vehicles, is a desirable asset since first contact with the enemy is often a
clash between opposing light scouting units.

The Salamander’s four-man crew consists of a gunner and driver inside
the vehicle, and a commander and vox operator on the rear fighting
platform. Because they may operate far in advance of the main combat
units, the crew often overcharge the engines of their vehicles in order
to make a swift escape should they encounter strong enemy resistance.
Whilst this is a breach of regulations, given the dangers faced by lightly
equipped scout units operating independently of support, this is often
overlooked although the extra strain placed on the engine by such
tinkering is a constant source of grievance amongst maintenance units.

For mutual protection Salamanders often operate in pairs, teaming up to
support each other, one vehicle covering the other as they take turns to
lead an advance into enemy-held territory. By its nature a reconnaissance
unit mainly acts on the offensive, but when a regiment is attacked or
takes on a more defensive role, Salamanders are often relegated to rear

area policing and security duties. Like Sentinels, it is not unusual to find
Salamanders therefore guarding supply dumps, headquarters units or
patrolling supply routes.

During a major offensive, such is the demand placed on reconnaissance
units that they often do not have enough vehicles to fulfil all
requirements. In this case it is usual for the shortfall to be made up by
Armoured Fist squads operating in Chimeras, detached from their parent
platoon and company, and temporarily given to the reconnaissance
company. In this way Armoured Fist patrols and Salamanders often
operate in concert during a battle.

Salamander Command Vehicle

The Salamander is also issued to company command units as a combined
transport, liaison and communications vehicle. There it is generally armed
with a hull-mounted heavy bolter and either a second heavy bolter or
heavy flamer for self-defence, and is not intended to be used for frontline
combat, but more for transporting command staff around the battlefield.

Its rear platform will also be upgraded with extensive long range vox
equipment to keep the company commander (usually a Captain) in
touch with his own units, regimental command and other company
commanders, with each vehicle having a dedicated vox operator. In
the Vanaheim pattern Salamander command vehicle, the driver is also
provided with a multi-spectral auspex surveyor, fitted as part of his
overhead hatch. This is an advanced piece of equipment, providing the
vehicle with magnification, tracking and night vision equipment.




Salamander Reconnaissance Tank

Thought for the day: Glory in death is life Eternal.
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Thought for the day: Obedience s blind.




Salamander Reconnaissance Tank

SALAMANDER COMMAND
INTERIOR DETAIL

VANAHEIM PATTERN HULL

INTERIOR DETAIL KEY

1 Driver’s control system 15 Primary & secondary power generation systems

2 Driver’s console 16 Promethium fuel tanks (replaced by heavy bolter

3 Steering column ammunition boxes as required)

4 Driver’s foot levers 17 Vox and navigational systems

5 Transmission levers 18 Commander’s control systems

6 Underseat stowage space 19 Med kit

7 Power cell 20 Aerial

8 Driver’s seat 21 Heavy flamer (can be replaced by a heavy bolter)

9 Gunner’s seat 22 Fuel feed lines

10 Heavy bolter ammunition boxes 23 Hull-mounted heavy bolter

11 Drop-down auspex for driver’s surveyor (in down position).
Fitted with magnification, scanning and night vision No engine is shown in this cutaway. This is because the
equipment vehicle’s twin engines are housed in the track sponsons on

12 Driver’s surveyor either side of the main hull, from where they provide power

13 Internal fuel tank directly to the drive wheels.

14 Stowage compartment for camo-nets, rations, crew
equipment and weapons

HEAVY FLAMER DETAIL y uopandtigger —
. ousing Ior nring mechanism, fuel pump and mixing
Vanaheim pattern chamber

N

Secondary fuel feed lines

Lug for pintle-mount

Sights

Main fuel feed lines

Ignition nozzle and venting chambers for escaping gases

QNG W

Pressure nozzle, adjustable to control spread and range

Promethium is stored in two parts and pumped along

the feed lines into the weapon’s mixing chamber where

it combines into a highly flammable mixture. The firing
mechanism then forces the pressurised fuel through the

ignition nozzle. To prevent damage to the weapon, vehicle

and crew, excess gases are also vented during this stage to o~
prevent a catastrophic explosion. ﬁ"s
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Salamander Command Vehicle of the Cadian 98" Armoured Regiment. The regiment's green colour scheme has been adapted for
winter combat by the addition of white camouflage. Luxor Uprising.

Salamander Command Vehicle of the Mordian 3" Heavy Tank Company. Most heavy tank companies are commanded in battle
from a super-heavy tank, but Salamanders are issued as utility and support vehicles.

Salamander Command Vehicle of the Catachan 146" Regiment. As a light infantry regiment specialising in querilla warfare, the 146" have very few vehicles,
and often must deploy their command vehicle in close support of its infantry squads, where its heavy flamer is most effective.



Vanaheim pattern Salamander Command Vehicle

Salamander Reconnaissance Tank

PasaY Ay
@ (@Yl AT
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o

0427-941-0350-SA42

SALAMANDER COMMAND VEHICLE
VANAHEIM

II-XXII

CDR, DRIVER, GUNNER, COMMS OPERATOR
VULCANOR 16 TWIN COUPLED
MULTI-FUEL

33 TONNES

6.90 M

5.70 M

3.18 M

0.45 M

70 KPH

55 KPH

HEAVY FLAMER

HEAVY BOLTER

22°/-3°-+24°

10 SHOTS

600 ROUNDS

N/A

150 MM

130 MM

N/A

-

1767010.M38 ﬁ
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SALAMANDER SCOUT - INTERIOR DETAIL

VANAHEIM PATTERN HULL

INTERIOR DETAIL KEY

1 Driver’s system control panel 14 Autocannon ammunition stowage

2 Driver’s console 15 Commander’s control systems

3 Steering column 16 Primary vox and navigational system

4 Driver’s foot levers 17 Long range vox system and back-up vox equipment

5 Transmission levers 18 Secondary aerial

6 Underseat stowage space 19 Main aerial

7 Power cell 20 Magnocular

8 Driver’s seat 21 Autocannon sight

9 Gunner’s seat 22 Autocannon

10 Heavy bolter ammunition boxes 23 Hull-mounted heavy bolter

11 Internal fuel tank

12 Stowage compartment for camouflage nets, rations, No engine is shown in this cutaway, this is because the
crew equipment and weapons vehicle’s twin engines are housed in the track sponsons on

13 Generator and secondary battery, dedicated to either side of the main hull, from where they provide power
supply communications equipment directly to the drive wheels

AUTOCANNON DETAIL
Gryphonne IV pattern

Rangefinder and main sight viewer
Ammunition breech

Housing for firing mechanism
Protective housing for sight electrics
Cradle mount

Main sight lens

Recoil dampener

Ammunition is loaded via a feed tray (not shown). The tray Smoothbore barrel

© N WNN -

holds four rounds, and extra ammunition is dropped into
the tray by hand, which is then fed automatically into the

weapons breech. Q/ls

Barrel bracing



Salamander Reconnaissance Tank

Salamander Scout Vehicle of the Cadian 122" Regiment. Siege of Vogen during the Khai-Zann Uprising.

Salamander Scout Vehicle of the Tekarn 90" Armoured Regiment. Denkari-Prime
Death World campaign. Armoured Reconnaissance Company, fifth vehicle.

Salamander Scout Vehicle of the Tallarn 1015t Armoured Regiment. First assault on the Palace of Tears.
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Vanaheim pattern Salamander Scout

ll

Hﬁrr\_:m[rﬁﬁ O'_‘_M
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0427-941-0340-SA38

SALAMANDER SCOUT VEHICLE

VANAHEIM

I-XIXX

CDR, DRIVER, GUNNER, COMMS OPERATOR

VULCANOR 16 TWIN COUPLED

MULTI-FUEL

33 TONNES

6.90 M

5.70 M

3.18 M

0.45 M

100 KPH

68 KPH

1760010.M38

AUTOCANNON
HEAVY BOLTER
22°/-3°-+24°

500 ROUNDS

600 ROUNDS

N/A
150 MM
130 MM

N/A

ggi



IMPERIAL GUARD
SUPER-HEAVY VEHICLES

Stormsword attached to 143' Siege Regiment. As well as serving in heavy tank companies, vehicles are also detached from their parent unit to support infantry
companies. Where this attachment becomes permanent, the tank will be re-painted and re-numbered.
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BANEBLADE

The Baneblade and its variants are amongst the oldest Imperial tank
designs still in use in the 41t Millennium. Created using Standard
Template Construct technology, they utilise many systems that are now
unique to their construction, and the reverence given to this ancient STC
data by the Adeptus Mechanicus means it is limited to a select number
of Forge Worlds, most of the original Baneblades having come from Mars
itself.

It is claimed that in the past there were whole divisions of Baneblades in
the Emperor’s service, but today an army is fortunate to have a company
of three, and more usually only a single Baneblade will be available

for battle. This is because there is immense demand for the Baneblade,
both for its highly destructive abilities and survivability, and also for the
morale boost seeing such a behemoth gives the troops. For these reasons,
the millennia have seen a slow but steady increase in the number of
‘counterfeit’ Baneblades seeing service in the armies of the Imperium.

These Baneblades, produced by Forge Worlds eager to secure large
military contracts and trade concessions, do not incorporate all of the
available STC data that is on those from Mars. For example, while a true

Baneblade uses much more powerful rocket-propelled shells in its main
cannon, a second generation Baneblade (as the Adepts of Mars refer

to these tanks) uses only standard battle cannon ammunition. Similarly,
the reinforced mount of the Demolisher cannon in a true Baneblade
allows it to lay down a devastating bombardment as it advances, while
second-generation Baneblades normally mount a second battle cannon
in the hull. These are not the only differences however, for the original
Baneblade design has improved internal armour bracing, greater engine
performance and transmission, superior comms and tactical logis engines,
and all manner of other secondary systems far superior to those of the
second generation.

Superficially the vehicles look similar but there is one sure way for

a commander to know if he is in charge of a true Baneblade. Each
vehicle constructed and consecrated on those Forge Worlds that have
the original STC is logged and registered with Mars, and given its own
identity number and name. Its whereabouts, the war zones it has fought
in, its crew rosters and all its other history are reported regularly to the
originating Forge World so that the fate of each might be known — if one
knows where to look and has been sanctioned to do so...




Baneblade
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Lucius pattern Baneblade
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Baneblade
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Lucius pattern Baneblade of the Krieg 13" Heavy Tank Company. This is the company’s fourth vehicle, and is in the desert camouflage scheme used during the
Galen V Expedition, when elements of the company were attached to the Krieg 28" Armoured Regiment.

Lucius pattern Baneblade of the Tekarn 11t Heavy Tank Company. This is the first vehicle of its squadron, and the campaign badge on its side hatch is that used
on the tropical Death World of Denkari Minor during fighting against Waaagh! Grughakh.



Baneblade

Mars pattern Baneblade
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Mars pattern Baneblade of the Krieg 1t Heavy Tank Company ‘Emperor’s Loyal Shield". The company has two squadrons, of which this is the 2% Squadron’s
command vehicle. The camouflage scheme s that used during the Cleansing of Radnar, a Hive World infested by Genestealers.

Mars pattern Baneblade of the Cadian 98" Armoured Regiment. This vehicle is permanently attached to the 98" Regiment and as such has adopted the same
distinctive markings as the rest of the regiment, as well as the green colour scheme used during the Luxur Uprising.



Mars pattern Baneblade of the Cadian 3@ Heavy Tank Regiment, in the urban camouflage scheme used in the Battle for Vogen during the
Khai-Zhan rebellion. Tanks of the 3@ were attached to the Cadian 122" Regiment during the street fighting
and use the same colour schemes. This is the regiment’s sixth vehicle.

Mars pattern Baneblade of the Tallarn 9% Heavy Tank Company. It is the 2" Squadron’s third tank.
The plain colour scheme makes it difficult to identify which campaign this vehicle is deployed in.

Baneblade
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Baneblade of the Cadian 3'® Heavy Tank Company during the Battle for Vogen City.

Close-up vid-screen image showing the massed armament of a Baneblade. Note the vent ports around the end of the battle cannon
and Demolisher cannon barrels, These are to allow the gases released during firing to escape.




Baneblade

Mars pattern Baneblade of the Mortant 7t Tank regiment seen in action during the Sacking of Colonia.

A Baneblade of Krieg 81 Heavy Tank company, 9 Tank regiment during the advance to the inner defence lines of the Citadel of Vraks
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SHADOWSWORD

In history and honour as long as there has been the Baneblade then
there has also been its sister war machine, the Shadowsword. Like the
Baneblade it utilises STC technology and its production is limited to a
few privileged Forge Worlds, but ‘counterfeit’ or ‘second generation’
Shadowswords are also produced on other Forge Worlds. These
vehicles lack the original Shadowsword's advanced technology, and
may be gunned with a different main weapon; large plasma cannons,
turbo-lasers or huge battle cannons, for example, are not an unknown
alternative configuration. The original remote-controlled sponson
weapons too are often replaced by crewed versions, and targeting
equipment and logis engines may be more primitive, and the capacitors
or engine less efficient.

True Shadowswords are armed with a Volcano cannon, a huge laser
powered by capacitors which draw power directly from the tank’s
engine. The generator and capacitors need constant supervision and
each Shadowsword is crewed by an engineer, sometimes a member of
the Adeptus Mechanicus itself or occasionally a highly trained specialist
from the Imperial Guard; his role to control the power flow from the
engine through the generator as well as keeping the tank running. To
draw power, the enginseer must disconnect the engine’s main drive

and connect the generator in its place. This power is then transferred
to the capacitors which hold the titanic energies required for the
Volcano cannon. A single shot will drain the Shadowsword's capacitors
completely, and requires for the vehicle to be stationary with its engine
disengaged. Once the shot is fired, the vehicle can move again, but to
recharge the capacitors it must remain stationary, making it a prime
target for an opportunistic enemy gunner.

The Shadowsword was originally developed as a Titan-killer and still
performs that function to a greater degree. Its massive gun is actually

a Titan weapon, and is capable of severing a Titan's arm or leg.
Shadowswords therefore tend to only be made on Forge Worlds which
raise Titan Legions, and are deployed to support Imperial Guard regiments
which are likely to be faced with enemy Titans.

Just as with its sister tank, each Shadowsword constructed and
consecrated on those Forge Worlds that have access to its original STC,

is logged and registered with Mars, and is given its own identity number
and name — often painted on the vehicle by its crew. Its whereabouts, the
warzones it has fought in and its crew rosters are all reported regularly so
that the fate of each Shadowsword might be known.




Shadowsword

Thought for the day: Big guns never tire.
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Mars pattern Shadowsword of the Valhallan 15t Heavy Tank Company, operating in support of the Valhallan 28% Armoured Regiment. This is the third vehicle of
the company. It uses the same paint scheme and numbering system as the regiment it is attached to, including the red eagle honour badge.

Mars pattern Shadowsword of the Mordian 3% Heavy Tank Company. This is the third vehicle of the company, which is a mixed company of super-heavy tanks,
operating Baneblades, Shadowswords and Stormblades of various patterns together as one unit. Note the two kill rings,
suggesting this vehicle has been credited with two confirmed enemy Titan kills.
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STORMBLADE

Not every Forge World has access to the STC data required to
manufacture true Shadowswords, but many have sought to produce
tanks that fulfil the same ‘Titan-hunter’ role. Instead of a Volcano cannon,
these vehicles will often mount turbo-lasers, massive battle cannons or
adaptations of other Titan-sized weaponry. In the case of the Stormblade,
the plasma blastgun is modified and mounted in a Shadowsword chassis.
This is an effective weapon but lacks the awesome power of the Volcano
cannon, meaning its gun crews must fire at a much shorter range to
engage their enemy. To compensate for this, it is also equipped with
multiple heavy bolters for anti-infantry defence.

First developed upon Ryza, the Stormblade represents a viable alternative
to the Shadowsword. Whilst it lacks the most advanced features of a
true Shadowsword, including its long range targeting auspex and the
redundant main generator and capacitors for the Volcano cannon, these
are replaced by massive photonic fuel cells which more than adequately
power the tank's plasma weaponry. Space created by the removal of the
capacditors is taken up by the weapon’s extensive cooling system, and
much like its smaller cousin, the Executioner, its crew are protected by
additional heat shielding. The vehicle's larger size also allows for a more
efficient main cooling system, making it a more reliable vehicle than the
Executioner.

The Lucius pattern hull, the same design as used for the Stormsword,
includes a hull-mounted heavy bolter and an armoured housing on the
right side of the super structure for the vehicle's primary searchlight. To
additionally compensate for the loss of long-range firepower, the sponson
turrets both mount lascannon, adopting the fire control system of the
Baneblade.

A final identifying feature of the Stormsword is the addition of bolted-
on armour plates along the side and around the super structure. Due to
the relatively poor quality of ore generally used in these they have little
additional protective value and the increase in weight adds extra strain
upon the engine and power transmission, in turn requiring additional
maintenance time.

In the past, when facing the heaviest Titans, some Stormblades

were fitted with external Hellion missile racks. These proved to be
highly unreliable, being exposed to enemy fire and prone to sudden,
catastrophic detonation of the missiles’ warheads if damaged. After
three Stormblades from the Phyressian 31st Heavy Tank Company were
destroyed by their own missiles, the Hellion racks were withdrawn from
service.




Stormblade

Thought for the day: The future is trivia.
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Arkurian pattern Stormblade
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Lucius pattern Stormblade of the Sarenian 5% Heavy Tank Company. During the defence of Canaan’s World, the company was sent to reinforce the Valhallan
193 Armoured Regiment, and on arrival temporarily formed the regiment’s 41 Tank company. This is the 15 Squadron command vehicle.
A white camouflage has been hastily applied over the vehicle’s brown base colour for operating in winter conditions.

Lucius pattern Stormblade of the Krieg 1* Heavy Tank Company.
This was a mixed company of Stormblades and Stormblades deployed during the ‘Cleansing of Radnar’.
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Lucius pattern Stormblade
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STORMSWORD

Originally a field conversion of the Shadowsword, when a Shadowsword
or Stormblade is taken out of action the salvaged chassis is often rebuilt
and new weapons added to create the Stormsword, as troops have
christened it. Whilst such conversions are ‘unofficial’ and unsanctioned
by the conservative upper echelons of the Adeptus Mechanicus, Imperial
Guard commanders facing large numbers of enemy infantry on the
ground such as rampaging mobs of Orks or swarms of Tyranids must take
a more pragmatic view. Any vehicle that can fulfil such a vital battlefield
role, as the Stormsword more than ably can, will be included on their
roster regardless of what other institutions of the Imperium may have to
say about it.

Built specifically for sieges and street fighting, whilst the Shadowsword
excels at long range and the Baneblade is an ‘all rounder’ equally at home
in open battlefields or in street fighting, the Stormsword lends its weight
and firepower to troops at close quarters. Its main armament’s restricted
range leaves it dangerously exposed in open terrain and most commanders
will only commit them to battle in the environment they were built for, in
the heart of a city fight where the fighting is at its most intense.

Each massive siege shell the Stormsword'’s gun fires holds enough
explosive to flatten a building, and gunners are trained to aim at

the ground floor of a structure, with the intention of causing the
entire building above to collapse. The siege gun barrel however has a
restricted elevation, which reduces the weapon's ultimate range, but

this is compensated for by the shell’s integral rocket propulsion system.
Each huge shell weighs in excess of 180 kg, and rather than firing by
conventional means, a Stormsword literally launches each one, exhaust
vents on either side of the gun barrel allowing the gas discharged by the
rocket's engine to escape during firing. The size of the shells unfortunately
limits the vehicle's ammunition racks to holding just twenty rounds and,
due to the weight of each, the vehicle’s loader has to be aided by an
automated loading tray which is then hand cranked to move the shell

into the barrel. This is a time consuming process and the Stormsword
therefore cannot maintain a high rate of fire.

In addition to the main gun and to compensate for its slow reload speed,
a Stormsword is also formidably equipped with secondary weapons for
combat in the close confines of a city fight. Turret-mounted heavy flamers
are frequently used to clear buildings and rubble of hidden enemy infantry,
driving them into the open to become targets for heavy bolters and
supporting infantry. Well adapted to its role, the Stormsword, whilst still
rare, has therefore earned a place within the Imperial Guard's arsenal,
with some Forge Worlds already starting to produce them in limited
numbers to meet demand for this ever increasingly popular vehicle.




Stormsword

Thought for the day: We are all 2 weapon in the hands of the Emperor.
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Arkurian pattern Stormsword
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Stormsword

Mars pattern Stormsword of the 8" Cadian Heavy Tank Regiment. The orders of battle for the 8" includes six Shadowsword tanks, so it is likely that this is one
of those vehicles refitted due to battle damage. The regiment saw heavy fighting in the Defence of Cadia from the heretic forces of the 13th Black Crusade.

Mars pattern Stormsword of the 171" Tallarn Heavy Tank Company, attached to the Tallarn 1015t Armoured Regiment. This is the fifth vehicle of the company and
bears the eagle’s head honour badge, awarded as a unit citation after the 101°! led the first assault on the Palace of Tears.
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MACHARIUS HEAVY TANK

The Macharius is one of a variety of what are referred to as ‘second
generation’ Baneblades. These are built by Forge Worlds eager to secure
large military contracts, but who do not possess the STC data required to
build true Baneblades. Only a handful of Forge Worlds still manufacture
Baneblades to the same design as those used during the Great Crusades,
and the Adeptus Mechanicus of Mars keep a close guard on which Forge
Worlds are allowed access to this data.

From archive material it is known that, in ancient times, other super-
heavy tanks were deployed by the Imperial Army. During the Great
Crusades there were many of these ‘large” tanks in the Emperor’s service,
and for years Adeptus Mechanicus munition-adepts have searched for the
data for these missing vehicles. This search is made all the more difficult
as, in the intervening millennia, they have fallen out of favour and the
knowledge of how they were manufactured, or even what they were
called, has been lost.

Through diligent study one man, Magos Nalax, discovered fragments of

a blueprint buried deep in the archives of Lucius Forge World. He made

it his life's work to re-construct the missing data by cross-referencing it
with Baneblade components and other similar vehicles until he had the
plans for an entire vehicle. Once completed Magos Nalax's work was
forwarded to Mars and placed before the Fabricator-General for approval.
This notoriously lengthy procedure took another two hundred years, and
Nalax himself did not live to see the outcome.

After a long testing process and consultations with many other Forge
Worlds, the plans were finally accepted, and Forge World Lucius was
sanctioned to start production. The tank was named the Macharius,
after the great Lord Commander Solar Macharius whose crusades at the

beginning of the 41st Millennium had liberated one thousand worlds
in the name of the Emperor. Ironically, in the meantime, Lucius had also
lobbied for and been granted the right to build STC Baneblades, and it
seemed that Magos Nalax's work would be wasted.

Forge World Lucius started production of its Baneblade but soon

found that demand outstripped supply and struggled to keep up with
the Departmento Munitorum’s requirements. Then the world of Krieg
returned to the Imperium's fold and suddenly offered a vast amount of
new regiments for service with the Imperial Guard. The Departmento
Munitorum in turn looked to Lucius to provide much of their equipment.
The sudden increase in demand meant that the Adepts of Lucius

turned to the Macharius, and in 852.M41 the first tanks rolled off the
production lines destined for Krieg. Thus began Krieg's association with
the Macharius tank, although other regiments have been equipped with
them since, and the Lords of Mars have also now begun to allow the
production data to be used by further Forge Worlds.

The Macharius tank has eight crew, comprising the commander, gunner
and two loaders in the turret, with the driver, vox-operator (who also
doubles as the heavy stubber gunner) and two sponson gunners in the
hull. The vehicle lacks the Baneblade’s massive size and many of its
weapons, but is more than capable of fulfilling the same battlefield role
and is a potent war machine, even if it cannot match the Baneblade’s
massive firepower, its heavy armour bracing, advanced logis engines and
engine performance. Despite this the Macharius is still a heavy tank, with
very thick frontal armour, and its twin battle cannons provide devastating
firepower. Some entries surrounding the Macharius' data core, stored

on Mars, hint that Magos Nalax also developed plans for alternative
armaments. This may be true but as yet no such files have been found.




MACHARIUS VANQUISHER & VULCAN

There are two primary variants of the Macharius tank. The Vanquisher
replaces the Macharius’ original battle cannons with powerful Vanquisher
cannon. These weapons, although harder to manufacture and never
available in great numbers, fire a very high velocity anti-tank shell that
can penetrate the thickest armour with devastating results. The addition
of these weapons turns the standard Macharius into a deadly tank killer.

The Vulcan mega-bolter is a weapon usually carried by Titans. It is a
multiple barrel gatling autocannon which can fire thousands of rounds
per minute in a destructive torrent, turning the standard Macharius into
a highly effective anti-personnel weapon. Due to the weapon'’s and the
Macharius' size, ammunition storage is restricted and is the variant's
main drawback, carrying only enough ammunition for twenty seconds
continuous firing. It is not unusual for the crew therefore to fill the tank’s
stowage bins with extra ammunition and carry more ammunition crates
as external stowage.

Macharius Heavy Tank

MACHARIUS OMEGA

A relatively new addition to the Imperial arsenal, the Macharius ‘Omega’
is a war machine built around a single focus — the battlefield deployment
of the Omega pattern plasma blastgun, a variant of the more common
Ryza design employed on the Stormblade.

The Omega pattern, although available since its rediscovery in late M39
by Explorator Magos Valistle Hum'nal, suffered doctrinal wranglings

over the purity and completeness of its template within the Adeptus
Mechanicus. This would delay its field testing and eventual deployment
for centuries. The weapon's design, although more widely replicable

than the arcane technologies of its forebear, lacks the stability of the
superlative Ryza pattern weapon, and generates considerably more waste
heat. However, the Omega also utilises a more compact generator design
and force crucible, allowing it to be mounted on smaller super-heavy
hulls.

The comparable ease with which the Macharius ‘Omega’ can be
manufactured and repaired has more than overcome its shortcomings in
the eyes of the Lords Militant, and large quantities of production capacity
have been devoted to the design on the dogmatically allied Forge Worlds
of Lucius, Hellgrace and Dynax Primus. Subsequently, the Omega has
proved its worth on the battlefields of Orask, Nicanodes and in the
counter-assault that has driven the Tyranids out of the Sable Nebula,
offering a palpable victory against the devouring tide.

A Macharius Vanquisher of the 111 Tank Regiment in the vanguard of the assault on Mortuary Ridge.
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Macharius Heavy Tank

A Krieg Macharius Vulcan, operating on Vraks. The markings on its side indicate it is part of the 251 Tank Company.
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Lucius pattern Macharius Heavy Tank
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Macharius Heavy Tank
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Lucius pattern Macharius Vulcan

02

o 00| s
1003014.M38

123



Imperial Armour

Lucius pattern
Macharius Vanquisher
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CRASSUS ARMOURED
ASSAULT VEHICLE & VARIANTS

This immense armoured carrier is named after one of Lord Commander
Solar Macharius' greatest generals, Borgen Crassus, who remained
steadfastly loyal to the Imperium throughout the grim and bloody
Macharian Heresy that followed the Lord Solar’s death. Its provenance
may be considerably stranger and older than commonly guessed,
however, and some factions within the Divisio Militaris believe it is a
‘reclaimed’ design originating within the re-conquered Forge World of
Zhao-Arkkad and, for that reason, suspect.

Regardless of this, the Crassus has become widely used by the Imperial
Guard and Adeptus Mechanicus armoured units of the southern and
western Segmentum Tempestus, and with production of the design being
taken up in the last several centuries by the major Forge World of Lucius,
it is now being used extensively to resupply units close to the Eye of
Terror to replace on-going losses in that steadily worsening war zone.
There, as elsewhere, it has achieved considerable fame for its durability
and power, leading it to develop an almost talismanic reputation for
some siege assault units, to the disquiet of some within the Commissariat
and Departmento Munitorum.

The Crassus’ drive system is considerably more powerful than other
vehicles of its size. This was designed to not only cope with the additional
armour fitted to its chassis, but also to provide its driver with the speed to
deliver the vehicle's human cargo to their destination, normally performed
under heavy enemy fire, and then move to a safer position to await their
extraction again.

Its weapons are used in a primarily defensive capacity for troop
deployment, but it can also be retro-fitted with a hunter-killer missile.
This one-shot option is most often used against enemy tanks. It is very
effective, although best deployed en masse with that of other Crassus to
maximise its effects.

On Betalis Il the Crassus Armoured Assault Transport was crucial in
deploying Guardsmen to the various war zones across the planet’s frozen
wastes. Capable of holding up to thirty-five Guardsmen or two Cyclops
Demolition vehicles, it played a crucial role in the Battle at Alnitac,
enabling Colonel Empteda to reach the facility before the Eldar and also
ultimately enabling him to destroy the facility there to prevent it from
falling into enemy hands.




Praetor Armoured Assault Launcher

Based upon a variant hull design of the Crassus, the Praetor is named
for the sophisticated multiple heavy launcher system it mounts in place
of the Crassus' generous transport capacity. The Praetor launcher is a
sophisticated weapon that far predates the introduction of the Crassus
itself, and it is thought to have last seen widespread service on the Land-
leviathans of the Tellarite Rebellion forces which gouged out their own
pocket-empire during the dark years of the Nova Terra Interregnum.

The STC template for the weapon — along with several others of note
—was thought lost until relatively recently when the Tech-Priests of the
re-consecrated Forge World of Zhao-Arkkad unearthed the data in the
depths of that once nightmare-haunted realm. This has ultimately led with
the dissemination of the powerful Crassus chassis to the introduction of

a new mobile Praetor-weapon platform by Zhao-Arkkad's manufactora
which has spread relatively swiftly through frontline regiments throughout
the Segmentum Tempestus and beyond.

The Praetor’s design means that it can fire a number of different
warheads depending on the role the vehicle has been assigned to.
Foehammer and Firestorm missiles provide a hard-hitting and devastating
barrage which can be used against ground-based enemy vehicles or
enemy-held targets. The Pilum warhead enables the Praetor to be used

in an anti-aircraft capacity, sophisticated tracking systems within its AA
mount constantly monitoring the skies for potential airborne threats.

While the Praetor launcher’s relative sophistication and materiels cost
means it will unlikely supplant more common Imperial designs, its
durability and versatility have already found it a treasured place in the
arsenal of units facing the harshest enemy powers ranged against them.

Crassus Armoured Assault Vehicle & Variants

Dominus Armoured Siege Bombard

A heavy siege tank featuring an automated battery of three bombardment
cannon, the Dominus is a powerful if somewhat unpredictable weapon
and one of several to have been developed on the once-lost Forge World
of Zhao-Arkkad based upon the Crassus chassis. The Dominus’ armament
is at the very extreme of the hull frame's capability, and the on-board
supply of shells for its main weapon are, by necessity, somewhat limited.
These drawbacks are more than made up for by its suitability to its true
role — one not of slow grinding bombardment, but close support of a
direct assault, bringing its siege shells to bear on enemy fortifications and
strongpoints.

Much like the rarer and ancient Minotaur, the Dominus’ formidable
armour allows it to accompany an armoured spearhead into the very
jaws of an enemy’s firepower before unleashing a rapid saturation
bombardment in support of a main attack. This means it can operate in
kill-zones where other, more commonplace, Imperial artillery tanks such
as the Basilisk or Colossus would have little chance of surviving long
enough to provide close range support.

Despite its durability, thanks to the bombard tank’s role at the forefront of
siege assaults, losses among Dominus crews remain high, leading some
Imperial Guard siege regiments to favour the sobriquet of the fron Tomb'
for the Dominus, and see assignment to Dominus-equipped units as a
virtual death sentence; a fact some deal with by affecting mortuary or
religious insignia for the tanks themselves, trusting to either their faith in
the God-Emperor’s salvation to protect them, or scorning death to come
for them if it may.
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Crassus Armoured Assault Vehicle & Variants

Lucius pattern Crassus Armoured Assault Transport
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Lucius pattern Praetor
Armoured Assault Launcher

1003014.M38




Gorgon Heavy Transporter

GORGON HEAVY
TRANSPORTER

The Gorgon is a huge, heavily armoured transport vehicle used to carry
a large number of assault troops straight towards enemy lines before
disgorging them directly into enemy-held positions. Generally only
deployed during trench warfare, where infantry are forced to cross
regions of hostile no-man’s land, the Gorgon has a heavily armoured
prow to protect it as it rumbles forwards. The vehicle is so large and
cumbersome, and carries so many men, that on an open battlefield it
makes for a large and slow target that always draws a considerable
amount of enemy fire. Wise commanders therefore only sanction Gorgon
assaults across a short distance, after the enemy has been heavily
suppressed by a sustained artillery bombardment.

A Gorgon can carry a full platoon in its open-topped hold, albeit in very
cramped conditions and as the Gorgon reaches its target, the armoured
ramp drops and the men charge out, weapons blazing, to overrun enemy
positions by sheer weight of numbers. As troops inside are generally

only required to make a short journey across no-man'’s land inside it, the
provision of even the most basic comforts are not considered an essential
part of the Gorgon’s construction, and the vehicle is only lightly armed,
with heavy stubbers providing suppressing fire as the infantry disembark.

Some Gorgons are fitted with additional sponsons to assist in this role,
commonly these variants are equipped with multiple heavy bolters or
mortars to lob shells into enemy trenches as the Gorgon approaches.
Despite its size, the Gorgon does not carry any larger weaponry. This is

because its role is not to destroy the enemy, but to deliver an infantry
platoon safely in the face of heavy enemy fire.

As a specialist vehicle, the Gorgon is only deployed for carefully selected
missions, such as attacking heavily fortified enemy defences, or delivering
troops into a breach during a siege. They are not routinely deployed for
front line operations unless to assist a major offensive. Before the attack,
the assaulting platoons are pre-loaded into the Gorgon whilst it is still in
relative safety behind the frontlines before rolling forwards. The Gorgon's
long chassis also means it can cross most trench systems without
hindrance, only the most unfortunate Gorgon crews seeing their vehicles
bogged down.

For such a large vehicle, the Gorgon has a relatively small crew of just
three men, a driver and two gunners, who also have remote control over
any sponson weapons that may be mounted on it. Gorgons can also be
used as an assault landing craft as they are amphibious and are able to
cross rivers with little difficultly.

As a specialised armoured vehicle, the Gorgon is not common amongst
Imperial Guard regiments. It is most widely used by siege regiments for
trench warfare, but they are sometimes issued to armoured regiments
and infantry regiments when the demands of a campaign require such
support. Its vulnerability on the open battlefield makes this the exception
rather than the rule.
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Gorgon Heavy Transporter of the Krieg 113 Armoured Regiment. This vehicle is shown advancing through no man’s land during the Siege of Vraks.
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Gorgon Heavy Transporter

Vanaheim pattern Gorgon Heavy

Transporter with mortars
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PRI RPN

Front ramp teeth

Armoured dozer blade

Ramp pneumatic piston

Ramp support

Track tensioning screw
Reinforced armour plate

Troop compartment

Bracing girder

Forward remote control sponson
with heavy flamer

Loading hatch

Rear remote control sponson
Twin heavy stubber turret
Armoured shield

Driver’s periscope 16
Searchlight rail

Searchlight

Interior ramp/drawbridge
Forward stowage bins

19.
20.
21.
22.
23.
24.

25.
26.
27.
28.

29.

Rear ramp

Emergency ramp control panel
Maintenance access hatch
Rear stowage bins

Electronics maintenance panel
Communications, sensors and
navigation systems

Rear access door

Crew ladder

Auxiliary fuel drums

Internal fuel tanks and heavy stubber
ammunition store

Engine exhausts

15

14

13
12

11
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Vanaheim pattern Gorgon
Heavy Transporter with
heavy flamers ©

d 1003014.M38 le
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Vanaheim pattern Gorgon Heavy Transporter

with heavy flamers

5657-776-015-G099

GORGON HEAVY TRANSPORTER

VANAHEIM

I-VII

DRIVER, 2 GUNNERS

XD503 V12 P6 MULTI-FUEL

220 TONNES

13.9 M

8.1 M

4.9M

0.74 M

27 KPH

19 KPH

1887345.M40

Gorgon Heavy Transporter

4 X HEAVY STUBBERS
4 X MORTARS
92°7.22° TO +34°
8,000 ROUNDS

4 ROUNDS
N/A
200 MM

180 MM

N/A

AT
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MALCADOR HEAVY
TANK & VARIANTS

The Malcador is a venerable tank design, thought by many to predate
the Leman Russ, but today is not widely used by Imperial forces or widely
known about. In many regions of the Imperium the Malcador has long
since passed out of service entirely (or perhaps has simply never been
present) leaving some to erroneously believe it to be a heretical or local
pattern of manufacture. For the large part those relatively few Malcadors
that remain in Imperial service have either been relegated to strategic
reserves, planetary defence arsenals and other ‘second line" forces, or

are maintained in active service by a few Imperial Guard regiments as a
matter of tradition.

Very few Forge Worlds continue to provide new Malcador hulls or
replacement parts (although there are exceptions to this such as
M’Khand Secundus in the Segmentum Pacificus), and the exact origin and
provenance of the Malcador’s basic design is a matter of some confusion
and mystery even within the Adeptus Mechanicus. It is commonly held
though that the design itself is named for Malcador the Sigilite — himself
a mysterious and shadowy figure and close confident of the Emperor
during the Imperium’s early history. This attribution itself, according

to some theorists, holds the key to the design’s origins, pointing to a
possible link to the dangerous and uncertain times immediately after

the Horus Heresy. During this age there was a great need for new war
materiels — with so much having been lost during the great battles of
the Warmaster's revolt, not least in terms of knowledge and production
capacity. For example, it was during this period that the valuable Land
Raider design was reserved for the exclusive use of the Adeptus Astartes
and that designs like the Malcador may have been recovered or put into

mass production to fill the void. However, like much from those strife-torn
years, the truth has long since been lost to obscurity and myth.

Malcador Heavy Tank

Although intended to fill the main battle tank role, the basic Malcador
design is somewhat larger and heavier than the more familiar Leman
Russ. The tank itself gains considerable durability from its bulk and its
heavy layers of armour plating, and it is well-armed with a battle cannon
mounted in a limited-traverse turret embrasure, supplemented by a hull
mount and two additional sponson heavy weapons mounts capable of
bearing either heavy stubbers, heavy bolters, lascannon or autocannon.
The tank's design does have some limitations, particularly in comparison
with the smaller but more versatile Leman Russ. The first is that of
limited arcs of fire; the overall shape of the tank’s hull with its heavy
plating and re-enforced weapons mounts serves to reduce the traversing
range of its sponson and hull weapons, while its immobile main turret
can also prove a liability in a chaotic engagement where lines of battle
become interpenetrated and enemy armour or infantry can exploit these
vulnerabilities. Experienced commanders can overcome these problems
by combining other armour variants and infantry support alongside

their Malcador squadrons, however the tank's second known flaw, the
vulnerability of its engine, is not so easy to overcome.

The Malcador’s main engine plant, a perfectly serviceable thermic
combustor design (a variant of a common pattern used in various
industrial and agricultural heavy machinery) is unfortunately somewhat
underpowered in relation to the Malcador's size and mass. This reduces




its overall performance and makes for very poor fuel efficiency. This
problem in particular has persistently plagued the Malcador and its
variants, and perhaps more than any other factor has relegated what is
otherwise a very well-armed and durable war machine to ‘secondary’
status.

Much like the far more common Leman Russ, the Malcador has had
numerous hull variants designed over its service history, created either

to fulfil some specific battlefield role or in an attempt to overcome a
particular shortcoming. These variants have included siege weapons
platforms, self-propelled guns and other specialised vehicles, but they are
somewhat of a rarity, with the two most commonly encountered variants
on the basic battle tank pattern being an ‘Annihilator’ tank hunter pattern
and the ‘Defender’ breakthrough tank, although an ‘Infernus’ variant is
seen on occasion.

Malcador Annihilator

This variant replaces the tank’s usual limited-traverse battle cannon with
a twin-linked lascannon, and its forward hull mount with a demolisher
cannon. Thought to have been a field modification carried out on
battle-damaged or incomplete hulls, and originally an attempt to ‘up-
gun’ the tank and extend its battlefield use, the Malcador Annihilator’s
detractors maintain that the design falls somewhat between two roles,
accomplishing neither with particular ability. The tank is simply too slow
and too large to serve as a true ‘tank hunter’, while the Annihilator isn't
actually large enough or formidably enough armed (a problem made
worse by its limited supply of shells for its Demolisher cannon) to be
matched against a true super-heavy such as a Baneblade in open battle.
Against other conventional armour however, particularly when supported
as part of a wider attacking force, the Malcador Annihilator can still prove
its worth in the hands of a skilled crew.

Malcador Heavy Tank & Variants

Malcador Defender

This is perhaps the most unusual and arguably the most effective of the
Malcador sub-types, and despite being a variant on the basic chassis

is more common than the standard heavy battle tank on which it is
based. As with the Annihilator, the hull weapon mount is replaced by

a Demolisher cannon, however the upper turret embrasure is heavily
modified to mount five separate heavy bolters angled to give the tank
all-round fire coverage. This in essence shifts its role to that of a mobile
fortress, referred to as a breakthrough tank in some doctrines; ably suited
to close-quarters fighting, trench warfare and urban engagements.

In this role its Demolisher cannon can be brought into play against
fortified positions and enemy strongpoints, while its multiple heavy
bolters can sweep areas for concealed infantry and defend the tank from
close assault. Although the tank is extremely cramped (fitting a large crew
of eight into its tightly packed and sweltering hull) and as prone to engine
difficulties as other Malcador variants, its role means it seldom operates
far from support or resupply, while its considerable firepower and heavy
protection make it a powerful asset both in attack and defence.

Malcador Infernus

A huge flame thrower tank, now largely replaced by the faster and more
reliable Hellhound in most Imperial Guard regiments, the few Malcador
Infernus that remain are firmly relegated to second line duties. In effect it
is simply a huge flamer on tracks, with a large fuel trailer towed behind
it. Within the trailer the promethium fuel is stored as separate chemicals.
These are then mixed together in a chamber just behind the barrel to
create a chemical ‘jelly” that jets out and sticks to any surface, burning
fiercely. The massive gout of flames launched from its inferno gun is also
effective at clearing minefields, the sudden heat detonating mine fuses
and making large areas safe much quicker than alternative methods.

The rebellion on Zhai-Khann saw rebel forces capture and utilise a variety of Imperial vehicles in their bloody insurrection.
This Malcador Defender has been hastily repainted by its heretic crew to represent their new allegiance.
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Malcador Heavy Tank & Variants

A Malcador Infernus utilised by the Arcadian 66t Armoured Regiment during fighting in the arctic region of Toal Ill
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M’khand pattern Malcador Heavy Tank

8677-032-8391-ML021

MALCADOR HEAVY TANK

M’KHAND

I-XIII

COMMANDER, LOADER, 4 X GUNNERS

HL330 V12 MULTI-FUEL

105 TONNES

9.6 M

4.4 M

3.9 M

0.65 M

25 KPH

18 KPH

1325154.M38

R3k[1]

BATTLE CANNON
3 X HEAVY BOLTER
60°7-2° TO +20°
40 ROUNDS

32 ROUNDS

N/A
180 MM
160 MM

N/A

AL



Malcador Heavy Tank & Variants

M’khand pattern Malcador Annihilator KoK
8677-032-8391-ML028 TWIN-LINKED LASCANNON
MALCADOR ANNIHILATOR HEAVY BOLTER
2 X HEAVY FLAMERS
M’KHAND 60°/-2° TO +20°
I-VII 40 ROUNDS
COMMANDER, LOADER, 4 X GUNNERS 2,500 ROUNDS
HL330 V12 MULTI-FUEL
99 TONNES N/A
9.6 M 180 MM
4.4 M 160 MM
3.9M N/A
0.65 M
25 KPH
18 KPH

1325154.M38 ﬁdc"
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M’khand pattern Malcador Defender

8677-032-8391-ML028

MALCADOR DEFENDER

M’KHAND

I-IX

COMMANDER, LOADER, 4 X GUNNERS

HL330 V12 MULTI-FUEL

106 TONNES

9.6 M

3.9M

0.65 M

25 KPH

18 KPH

1325154.M38

R3k[3]

DEMOLISHER CANNON
5 X HEAVY BOLTERS

2 X LASCANNON

5270° TO +46°

18 ROUNDS

7,500 ROUNDS

N/A
180 MM
160 MM

N/A

AT



M’khand pattern
Malcador Infernus

Malcador Heavy Tank & Variants

1325154.M38
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VALDOR TANK HUNTER

The Valdor tank hunter is much feared by enemy crews confronted by
it, and it is one of the most unusual and certainly most arcane variants
of the ancient Malcador super-heavy tank designs. In the Valdor's case,
the Malcador chassis plays host to a powerful neutron laser, a weapons
system believed to be a relic from the Dark Age of Technology.

Even though it is considerably more compact in construction, and far less
energy-hungry than comparable weapons on other super-heavy tanks,
such as the Shadowsword’s volcano cannon, the neutron laser and the
neutronic coil arc reactor that power it consumes much of the vehicle’s
interior space. The relative lack of reactor shielding within can prove
hazardous to the crew that operates the machine and disastrous should
enemy fire rupture the reactor’s containment coils. The neutron energy
beam the Valdor's main armament unleashes is capable of rupturing the
densest of protective materials, smashing apart its target's molecular
structure and creating a massive electro-magnetic shock effect in addition
to explosive matter disruption. This shock pulse can prove particularly
devastating to smaller armoured vehicles which lack the thick shielding
and mass of their super-heavy counterparts, making the weapon

perfect for a purpose-designed tank destroyer. However, the nature of
the neutron beam is such that if it fails to transfer its energy discharge
entirely to its target, dangerous feedback can occur to the cannon itself.

The Valdor, believed apocryphally to be named after the sainted figure
of Constantine Valdor, the ‘Emperor’s Spear’ said to be the head of the
legendary Custodian Guard during the darkness of the Great Betrayal,

is reckoned to owe its genesis and most widespread use to the bitter
wars known to later historians as the Scouring that followed it. This is
supported by evidence found in the cryptic data fragments held by the
Scholastica Bellicose on Mordia, dating to this era. This document makes
mention of the Valdor’s use as a counter-measure to the traitor force’s

numerical superiority in Land Raider tanks following the fall of Anvillus-9
earlier in the Heresy.

While the Valdor's chassis and superstructure has much in common with
other war machines of this period, such as the Malcador and Minotaur,
its core systems components are unique in their design and highly
sophisticated, now well beyond the ability of most Forge Worlds to
replicate or maintain. It is likely then that the Valdor pattern was even in
those shadowed ancient days principally a weapon deployed by the loyal
Adeptus Mechanicus and those Imperial Army regiments and other forces
with close ties to the militant Machine Cult. So it remains to this day,
with production facilities for the Valdor known to be situated on a small
number of far flung Adeptus Mechanicus strongholds such as Lathe-het
and Cyraxus II, as well as Mars itself. It is also the case that a scattering
of Valdor tank hunters are maintained by the most venerable of armoured
regiments as treasured relics; the Cadian 15t Armoured Regiment having
previously reported five such vehicles as part of their strength.

During the Siege of Vraks, the Valdor only made an appearance amongst
the renegade forces later on in the conflict, and had an effect on

the battle quite disproportionate to the number in which they were
employed. The 88! Army's intelligence officers believe that there were
no more than twenty to thirty Valdors secreted in Vraks' vast stores, and
until the arrival of an accursed Dark Magos accompanying a warband
of the Steel Brethren Chaos Space Marines faction drawn into the war,
the renegades on Vraks had neither the knowledge nor skills required
to bring these Valdors into service. The payment the Steel Brethren

took for this service is believed to have been several working Valdors
and a secured data-core detailing the design, which raises the dreadful
possibility of these powerful machines of war featuring in the arch-
enemy's forces at some point in the future.




Valdor Tank Hunter

A squadron of Valdor Tank Hunters fielded by rebels during the Vraks campaign dug-in in expectation
of an enemy counter attack during the final assault on the Citadel of Vraks.
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Valdor Tank Hunter
(pattern unknown)

1325154.M38
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Valdor Tank Hunter

(pattern unknown)
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MINOTAUR ARTILLERY TANK

A rare and all but unknown design on the battlefields of the 415
Millennium, nevertheless the Minotaur series of heavy self-propelled

guns have a particularly ancient provenance and their power remains
undeniable. Intended for forward deployment to provide heavy fire support
in the heart of a battle, the Minotaur is a heavily armoured and highly
durable weapons platform, designed to lay down crushing barrages of
ordinance from advanced positions whilst under threat from enemy fire,
before redeploying under its own power. The Minotaur remains a powerful
weapon, far greater both in terms of firepower and durability than the
ubiquitous Basilisk that may well have superseded it in Imperial service.

The Minotaur series shares many design features in common with the
similarly antiquated Malcador pattern (in particular engine and chassis
features), but in layout and design philosophy stands almost unique
among Imperial war machines. Owing to their similarities, many of

the Imperium'’s military scholars believe the Minotaur shares a point

of origin with the Malcador, lost now to the passing millennia. Some
believe the Minotaur is older yet, pointing to obscure references in the
fragmentary military histories of the Great Crusade and certain frescos
found adorning the Templis Nemesii on Holy Terra itself which show war
machines with the Minotaur’s unmistakable profile. If this is true then
the Minotaur’s origins predate the Imperium of Man and perhaps even
the Great Crusade. The Malcador (an ancient design in its own right) may
even have started off as a variant of the Minotaur, or at least begun its
existence with the intention of utilising the same manufacturing facilities
as this truly venerable engine.

The Minotaur's most unusual feature is its deck layout, which distributes
its engines, drive systems and ammunition storage evenly across its
superstructure and mounts its armament on a wide central axis point
facing rearward, away from the crew compartment. This centreline
weapons mounting has a huge payload capacity and an inherent

tolerance for recoil which serves to stabilise the vehicle when firing even
the most massive of ordnance. The unusual ‘backwards’ design allows
the Minotaur to reverse into firing positions such as prepared dugouts
or emplacements or even into ruined structures and, if needs be, rapidly
re-deployed ‘forwards’ through ground already cleared by its passage.

For a mobile weapons carrier, the Minotaur is also unusually heavily
armoured, with thick plating on all sides comparable to the protection
levels of many heavy tanks — a fact that serves as a strong indicator of
its provenance in the conquests of humanity's ancient past and likely
purpose as an aggressive weapon. If the Minotaur has a deficiency,

it is the complexity of its advanced construction, particularly in terms
of its armoured defence and the sophisticated hydraulic and recoil
compensation systems that form a key part of its design. These factors
over time may well have led to the steady decline of the Minotaur’s
manufacture to the point where now it is only seen in the hands of
certain specialised siege artillery regiments. Some reports, however, place
thousands of these machines held in the strategic war reserves of the
Departmento Munitorum awaiting the call to battle.

On Vraks, the Minotaur made its appearance relatively late in the bloody
campaign for the control of the planet, along with an even more unusual
war machine of similar vintage — the Valdor Tank Hunter. It appears

that the arsenals of Vraks contained at least a hundred Minotaurs

long forgotten in deep storage, although they were only encountered

in significant numbers as the Imperial forces pressed home against

the curtain wall and Citadel. The Minotaur’s firepower, flexibility and
durability proved telling factors in several artillery engagements, although
their aggressive use by the traitors led to a dozen Minotaurs being
recaptured or salvaged by the Death Korps Quartermasters. They would
later be turned over to the Adeptus Mechanicus and re-consecrated to
the God Emperor’s service.




Minotaur Artillery Tank

An ancient design, Minotaur Artillery Tanks such as this one spotted operating amongst rebel artillery batteries on Vraks have
long been relegated to second line units and Munitorum ordnance depots within the Imperium.
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Al
Minotaur Artillery Tank (pattern unknown)
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Minotaur Artillery Tank

Minotaur Artillery Tank M

(pattern unknown)
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MINOTAUR - INTERIOR DETAIL
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INTERIOR DETAIL KEY

1. Driver’s control system 13. Fuel system

2. Driver’s seat 14. Engine

3. Gunnery control system 15. Transmission

4. Ammunition locker 16. Auxiliary fuel tanks

5. Breach 17. Engine shield

6. Elevation mechanism 18. Gun brace

7. Gun axle (used whilst in transit)
8. Recoil piston housing 19. Earthshaker cannon

9. Searchlight

10. Power generation system
11. Recoil piston buffer

12. Cooling system

1325154.M38
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IMPERIAL GUARD
ARTILLERY

Colossus Bombard heavy siege mortar, eighth gun of the 13" Siege Artillery Company, 19" Krieg Regiment.
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ORDNANCE BATTERIES

BASILISK ARTILLERY TANK

The Basilisk is a self-propelled field gun designed to provide medium

to long range artillery support to units on the frontline. Utilising the
versatile and rugged Chimera chassis to mount an Earthshaker cannon
it is the mainstay of Imperial Guard artillery regiments, although within
a regiment it is likely to be mixed with other types of artillery such as
Manticore missile launchers, Griffon heavy mortar carriers or even huge
Bombard siege artillery pieces. All these other weapons have their place,
but the Basilisk is by far the most common and called upon the most to
fire long barrages.

The Basilisk retains all the basic features of the Chimera such as engines,
suspension, etc, but replaces the rear passenger compartment with an
open-topped fighting platform, protected to the front by an armoured
gun shield. Inside the Basilisk there is space for a driver and commander,
who also mans the vehicles heavy bolter for self defence. The gun crew
comprises a gunner and a loader who stand on the rear platform during
a battle, with the loader working to heave heavy shells into the gun’s
breach, whilst the gunner follows the commander’s instructions to aim
and fire the massive weapon.

The Basilisk’s main task is to fire artillery barrages to support frontline
units. They are directed by the company’s forward artillery observers

or by other high ranking Imperial Guard officers who are trained to
direct artillery. Most missions use high explosive rounds but other, more
specialised, rounds are often issued to Basilisks such as smoke shells,
incendiary shells and illumination shells for lighting up a battlefield at
night.

Such is the power of the Earthshaker cannon that its shells are easily
capable of destroying enemy vehicles, strongpoints or buildings.

Basilisks are often required to add their firepower in direct support of
combat troops, and the Earthshaker’s low angle of elevation means it
can be fielded as an assault gun, engaging targets at short range with
devastating effect. It is not seen as a direct replacement for a battle tank
as its lack of armour and open-topped platform make it too vulnerable to
enemy fire to lead assaults. Instead it is most often fielded in a support
role where it will be detached from its parent Artillery company and
temporarily placed under the command of the Tank company or Armoured
Fist company HQ it is to support.




Ordnance Batteries

GRIFFON HEAVY MORTAR CARRIER

The Griffon is much maligned by many Imperial Guard artillery
commanders, who see it as lacking firepower and range; its heavy mortar
being too heavy to be man-portable, like its smaller cousins, but not large
enough to warrant mounting on an armoured vehicle. Being vehicle-
mounted, the Griffon needs the fire control and observation back-up
usually found in large artillery companies, and because of this Imperial
commanders have allowed the Griffon to become something of a relic.
Losses are often not replaced and manufacturing rates on Forge Worlds
have dropped off steadily, meaning the Griffon is slowly becoming extinct.

Like the Basilisk, the Griffon has a standard crew of four: a driver and a
commander in the front compartment, and a gunner and loader operating
the mortar on the rear-fighting platform. Despite its perceived drawbacks,
the Griffon does have advantages over heavier artillery, and when used
correctly is a valuable addition to the Imperial Guard’s arsenal. It is the
lightest of its artillery, and as such an ideal compromise between weight,
firepower, mobility and ease of use. It can maintain a higher rate of fire,
and delivers appropriate firepower for engaging enemy infantry and

light vehicles, thereby freeing heavier weapons to engage harder targets.
Well used, the Griffon is perfectly suited to both defensive fire and close
support in offensive operations, and is a versatile tactical weapon when
utilising different ammunition types.

The Griffon's mortars fire a wide variety of shells from standard high
explosive, smoke and illumination to siege shells. A siege shell is designed
to bury itself into the ground before exploding, if fused correctly. This
reduces the blast radius, making this type of explosion less dangerous to
infantry but devastating against buildings and bunkers whose foundations
can collapse, bringing the building down with it.

Imperial Guard siege regiments have used platform-mounted versions

of the Griffon’s heavy mortar in static positions for continuous
bombardments during sieges, and many of the Imperial Guard regiments
involved in the Battle for Taros still included Griffons on their inventory,
providing heavier firepower to the frontline infantry units. The Griffons of
the 114! Cadian Regiment in particular provided important fire support
during the regiment’s drive to relieve Hydro-processing Plant 23-30. The
regiment’s Basilisks were deemed too slow to keep up with the rapid
advance, so the Griffons became the regiment’s only artillery support
during the battle.

I have at my command an entire battle group
of the Imperial Guard.
Fifty regiments, including specialised drop troops,
stealthers, mechanised formations,
armoured companies and mobile artillery.
Over half a million fighting men and thirty thousand tanks

and artillery pieces are mine to command

Emperor show mercy to the fool who stands against me,

for I shall not.

Warmaster Demetrius, Salonika Crusade, 733.M38
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MEDUSA SIEGE GUN

Siege warfare is common of the 41t Millennium, and many rebels and
heretics who dare to defy the will of the Imperium will seek sanctuary
behind the thick walls of a city or fortress. The Hammer of the Emperor
is well equipped to deal with such situations, and few walls are thick
enough to withstand the artillery fire launched from an Imperial Guard
Medusa siege gun.

Unlike the Griffon which can fling its shells over a curtain wall, the
Medusa fires heavy shells directly into the walls of the structure, turning
them into rubble and dust and opening a breach for assaulting infantry to
attack through. A long siege is usually accompanied by the constant dull
thump of the Medusa’s siege cannons, firing all day and all night from
well-protected, dug-in positions and once it has blasted a way into the
city or fortress and the breach has been secured, the Medusa will rumble
forwards to support the assault, levelling buildings with a single shell
until street by street, the city is blasted apart, leaving no hiding place for
the enemy.

Once, the Medusa was a regular part of any siege army, but it is now
regarded by Imperial commanders as an aging warhorse whose time

has long since passed and is no longer considered as an important or
necessary part of an armoured force, and lacks the range of a Bombard,
Manticore or Basilisk or the thick armoured protection of a Demolisher or
Thunderer. Because of this Medusa are generally only deployed when a
fortress wall needs to be breached or a strongly held bunker line must be
assaulted and Demolishers are in short supply. Occasionally an armoured

regiment might have a battery of Medusa kept in reserve, but most
commanders would avoid deploying them in the frontline if at all possible.

Some Imperial Guard regiments have tried the Medusa in other roles,
but never with any real success as its gun’s short range does not allow
it to be used in the same way as conventional artillery. At times it has
been deployed to directly support infantry squads, but its open fighting
platform leaves the crew exposed at close range and the vehicle too
vulnerable to enemy fire, with many commanders preferring to defer this
role to Demolishers and Thunderers.

The Medusa's other drawback is its lack of ammunition storage — its
large siege shells mean it can only carry eighteen rounds. When dug-in
for a siege this is not a problem as more ammunition can be constantly
brought forwards along supply trenches. In the open field however, a
Medusa cannot stay engaged for very long, and if the army is advancing
rapidly, its effectiveness can be significantly reduced.




COLOSSUS BOMBARD

Bombards are amongst the largest artillery routinely fielded by Imperial
Guard heavy artillery and siege artillery companies. Unlike most other
artillery pieces, which are always constructed on a single chassis, the
Bombard is sometimes built upon the larger, more robust chassis of the
Leman Russ battle tank instead of the Chimera chassis, with the Leman
Russ chassis being heavily modified to accommodate the weight of the
siege mortar.

A Bombard is crewed by a single driver. The rest of the gunners follow
in transport vehicles and work outside the Bombard. Most are occupied
loading ammunition, whilst the gunner aims the weapon. Loading a
Bombard is a time-consuming process, each shell being too heavy for a
man to lift, so the Bombard incorporates a small crane for moving shells
into the breach.

Lacking mobility and requiring significant time to reload, the Bombard
is not usually deployed on the frontline. Because of these restrictions
Bombards are only deployed for sustained bombardments of static
targets such as an enemy fortress or a rebel-held city. Once deployed a
Bombard battery will remain in place and begin relentlessly pounding its
target. Launching huge rounds over long distances the plunging fire of a
battery of Bombards can quickly reduce walls, building and strongpoints
to rubble.

Ordnance Batteries

Another feature of the Bombard is its large recoil spade. This wedges into
the ground and helps absorb the gun’s recail, stopping it from rolling
backwards. As it is not expected to come face to face with enemy units
the bombard is not equipped with any other weapons for self-defence,
but may be fitted with a pintle-mounted weapon if required.

Each Bombard battery requires resupply and maintenance so a battery
will also include other support vehicles such as a Chimera as a command
vehicle and other Chimeras as crew transports. There will also be

Trojans towing trailers of ammunition, Sentinel Powerlifters for loading
supplies, Salamanders for forward observer teams and maybe even an
Atlas recovery vehicle to help move a Bombard's massive weight should
it become bogged down. An Imperial Guard siege artillery company
therefore is a small army in its own right.

On Taros, only the 17 Tallarn Regiment was equipped with Bombards,
counting a heavy artillery company of six vehicles within its order of
battle. These heavy guns were originally being kept in reserve for the
finale of the campaign, the expected siege of Tarokeen, but they were
instead deployed earlier and used in support of the regiment’s assaults on
the Phyyra Heights, lobbing heavy fire into the hills. How effective this fire
was against the Kroot defenders is not known and all six Bombards were
eventually abandoned during the regiment's retreat.
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Thought for the day: Thou shalt not!
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Armageddon pattern Basilisk Artillery Tank

0427-941-3011-BA04

BASILISK ARTILLERY TANK

ARMAGEDDON

I-VI

DRIVER, COMMANDER, GUNNER, LOADER

VULCANOR 16 TWIN
COUPLED MULTI-BURN

44 TONNES

6.8 M

4.8 M

3.8M

0.45 M

35 KPH

21 KPH

Ordnance Batteries

Al

EARTHSHAKER CANNON
HEAVY BOLTER

3°/0° TO +59°

12 ROUNDS

300 ROUNDS

N/A
100 MM
150 MM

N/A

N
1325154.M38 ,‘S‘
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ARMAGEDDON PATTERN BASILISK

— INTERIOR DETAIL

PN RN

Driver’s control systems
Driver’s console

Driver’s foot pedals
Transmission levers

Driver’s seat

Power cell

Power generation system

Heavy bolter ammunition boxes
Hull-mounted heavy bolter

. Suspension unit

. Road wheel

. Rear ramp hydraulics

. Ammunition loading arm

Breech handle and door
Breech

Elevation mount
Emergency vent — manual

Gl WO N =

Upper recoil piston

14.
15.
16.
17.
18.
19.
20.
21.
22.
23.
24.
25.

Fuel tank

Under-floor ammunition storage
Ammunition ready box
Exhaust vent

Gunner’s seat
Targeting control panel
Main aerial lug

Breech

Elevation servo
Elevation gearing
Recoil piston
Earthshaker cannon

EARTHSHAKER CANNON -
ARMAGEDDON PATTERN

6.

7. Earthshaker, reinforced barrel shroud

8.

Lower recoil piston

Earthshaker barrel



Ordnance Batteries

Basilisk Artillery Tank of the Arcadian 66% Armoured Regiment. This is the
second gun of C Battery. Woodland camouflage scheme. Toal Il Invasion force.

Basilisk Artillery Tank of the Konig 2711 Armoured Regiment. Third Battery, first qun.
Note the four kill marks, indicating this gun has probably been deployed in a close support role.

Basilisk Artillery Tank of the Mortant 7 Regiment. This is the sixth qun of the artillery company. Sacking of Colonia.
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Basilisk Artillery Tank of the Dniepr 9 Tank Corp, F Battery, second gun. Destroyed during the siege of Hive Vorskan.

Basilisk Artillery Tank of the Cadian 142" Armoured Regiment.
The blue banding shows this is a vehicle of the 21 Artillery Company. Defence of Cadia during the 13th Black Crusade.

Basilisk Artillery Tank of the Valhallan 281 Armoured Regiment, 2" Artillery Company, 15t Battery, first qun. Betalis IV,
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Mars pattern Basilisk Artillery Tank

0427-941-3011-BA02

BASILISK ARTILLERY TANK

0427-941-3011-BA02

I-XXVI

DRIVER, COMMANDER, GUNNER, LOADER

VULCANOR 16 TWIN
COUPLED MULTI-BURN

40 TONNES

7.08 M

4.86 M

4.38 M

0.45M

35 KPH

21 KPH

Ordnance Batteries

Al

EARTHSHAKER CANNON
HEAVY BOLTER

3°-0° TO +59°

20 ROUNDS

300 ROUNDS

N/A
100 MM
150 MM

GUN SHIELD 60 MM

1325012.M38 2 ‘S
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Vanaheim pattern
Griffon Heavy
Mortar Carrier

0427-941-2544-GR18

GRIFFON HEAVY MORTAR CARRIER

VANAHEIM

I-IIX

DRIVER, COMMANDER, GUNNER, LOADER

VULCANOR 16 TWIN

COUPLED MULTI-BURN

38 TONNES

6.9 M

4.8 M

3.8 M

0.45 M

70 KPH

55 KPH

Al

HEAVY MORTAR
HEAVY BOLTER
3°/+35° TO +80°

20 ROUNDS

300 ROUNDS

N/A
100 MM
150 MM

N/A

1325154.M38 @,5



Ordnance Batteries

Gryphonne IV pattern Medusa Siege Gun v
0427-941-3021-BA112 MEDUSA SIEGE GUN
MEDUSA SIEGE GUN HEAVY BOLTER
GRYPHONNE IV 3°.0° TO +40°
I1-XIIT 18 ROUNDS
COMMANDER, DRIVER, GUNNER, 2 LOADERS 300 ROUNDS
VULCANOR 16 TWIN
COUPLED MULTI-BURN
38 TONNES N/A
5.29 M 100 MM
3.78 M 150 MM
3.72M GUN SHIELD 60 MM
0.45M
50 KPH
35 KPH

1340012.M38 .ﬁ( S‘
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Medusa Siege Gun of the Cadian 13" Armoured Regiment, part of the Cadian Gate garrison forces.

Medusa Siege Gun of the Palladius 2" Armoured Regiment.

Medusa Siege Gun of the Tallarn 1015t Armoured Regiment. This is a Vanaheim pattern vehicle with its distinctive gun shield.
The red bands indicate a vehicle of 15t Company, but the numbering indicates 2 Company,.
It seems that over time the 1015 have adopted red as the colour of 2" Company.
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MEDUSA SIEGE GUN
— INTERIOR DETAIL

GRYPHONNE IV PATTERN

INTERIOR DETAIL KEY

Driver’s control systems
Driver’s console
Steering column
Driver’s foot pedals
Transmission levers
Underseat stowage space
Powercell

NN RN -

Commander’s seat

9 Driver’s seat

10 Heavy bolter ammunition boxes

11 Internal fuel tank

12 Internal ammunition stowage

13 Primary & secondary power systems

14
15
16
17
18
19
20
21
22

Ordnance Batteries

Siege shell on loading trolley
Ammunition loading ramp
Breach door

Breach

Gun elevation arm

Primary recoil dampener piston
Secondary recoil dampeners
Medusa siege cannon
Hull-mounted heavy bolter

No engine is shown in this cutaway. This is because the
vehicle’s twin engines are housed in the track sponsons
on either side of the main hull, from where they provide
power directly to the drive wheels.

Medusa Siege Gun
Armageddon Pattern

AL

167



Imperial Armour

Medusa Siege Gun of the Valhallan 8" Armoured Regiment, deployed during the
Sallan’s World Offensive. This is the regimental siege qun battery’s second gun.

Medusa Siege Gun of the Krieg's 28! Armoured Regiment, second vehicle, 7th Company. Galan V Expedition Force.

Medusa Siege Gun of the Cadian 122" Regiment, during the siege of Vogen City.
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Gryphonne IV pattern Colossus Bombard

0427-941-3049-B061

BOMBARD HEAVY SIEGE MORTAR

STYGIES VIII

II-XVII

DRIVER, COMMANDER, (GUNNER), 2 LOADERS

HL270 V12 MULTI-FUEL

71 TONNES

7.7TM

4.8 M

4.7M

0.45M

24 KPH

12 KPH

Ordnance Batteries

al

HEAVY SIEGE MORTAR
NONE

0° +10° TO +70°

0 ROUNDS,

CARRIED SEPARATELY
300 ROUNDS

N/A
100 MM
150 MM

N/A

Y
1325154.M38 J
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a2

COLOSSUS BOMBARD
— INTERIOR DETAIL

INTERIOR DETAIL KEY

Heavy siege mortar barrel
Barrel bracing

Recoil pist
Bombard siege ccor’ pistons

El . .
shell and crane evation gearing

. Recoil piston adjustment controls

loading arm .
Breech pistons

Heavy mortar siege shell

Breech locking wheel

© 0O N -

External comms-link

p—
[

. Power unit control panel

o
-

. Recoil spade arm

=
N

. Recoil spade

e
(29

. Engine housing

—
'S

. Power cell

o
[&)]

. Primary power system

=
(=2

. Lasgun (stowed)
. Driver’s seat

b
[==ERN]

. Driver’s system control panel
. Air intake ducting
. Driver’s console

N N =
-O O

. Steering column
. Driver’s foot pedals

N
N

1887345.M40 ( !;Cs
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Hydra Flak Tank

HYDRA FLAK TANK

The Hydra Flak tank is a specialised vehicle based on the Chimera

chassis and used for mobile air defence. It can often be seen defending
Imperial Guard columns and artillery positions from aerial attacks; its four
long-barrelled auto-cannon sweeping the skies and unleashing a wall of
explosive shells through which few enemy craft will survive.

The Hydra is manned by five crew. The driver, commander and comms-
operator sit inside the vehicle’s main hull and between them operate the
heavy bolter, whilst the gunner and loader sit in the turret where they
man the Hydra's quad auto-cannon. The Hydra’s turret is equipped with
tracking and targeting equipment and an automated turret, which means
that once it is locked onto an aircraft, its guns will remain aimed at the
target regardless of any evasive manoeuvres it may attempt. Coupled
with the Hydra’s high rate of fire, the aircraft's chances of survival are
usually pretty slim.

Hydras are issued to the flak company of a regiment, but of all the
companies they are the least likely to see service together. The company’s
existence is merely an administrative aid as the squadrons, even the
individual vehicles, will invariably be split up and attached to different
units for air defence. Demand for Hydras always outstrips a regiment’s

supply and commanders must choose carefully which units require AA
cover and which do not. Artillery often receives priority as they are a
primary target for enemy bombers, and many Basilisk batteries have a
Hydra permanently attached.

Frontline tank companies are also vulnerable to air attack without Hydras
to protect them, and the tank columns will often be accompanied by

a Hydra as they roll forwards. Should there be no Hydra available then
some other means of air defence must be found — this might mean
employing an Exterminator as a stand-in AA tank or using a Chimera or
some other converted vehicle.

Next in line for air defence are HQ units and important supply depots, but
these are often stationary enough for a Hydra platform to be used over a
valuable mobile weapon.

When the threat of air attack has receded, the flak tank is often pressed
into frontline service to engage ground targets. Its long range and high
firepower making it useful against infantry assaults and lightly armoured
vehicles. The Hydra has proven so effective in this role that Imperial Guard
commanders often overlook this breach of official regulations.
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Hydra Flak Tank of the Mordian 16" Armoured Regiment tracks and fires on a secessionist fighter wing during the bitter struggle on Kaanis Scriptoria.
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Stygies VIII pattern Hydra Flak Tank

Hydra Flak Tank

2/2

0427-941-3030-HY442

HYDRA FLAK TANK
STYGIES VIII

I-XIX

COMMANDER, DRIVER, GUNNER, LOADER
COMMS OPERATOR
VULCANOR 16 TWIN
COUPLED MULTI-BURN
38 TONNES

5.29 M

3.78 M

5.10 M

0.45 M

50 KPH

35 KPH

4 LONG BARREL

AUTOCANNON
HEAVY BOLTER
360°/0° TO +79°

600 ROUNDS

300 ROUNDS

100 MM
100 MM
150 MM

N/A

1347012.M38 R‘S
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Hydra Flak Tank of the Palladius 46t Armoured Regiment. This is the third vehicle of the flak company. Note the kill markings on the barrel shroud.

Hydra Flak Tank of the Armageddon Steel Legion 87t Regiment. Assigned to protect the 15t Company. The campaign badge is that of the Acheron attack.

Hydra Flak Tank of the Valhallan 28" Armoured Regiment, stationed on Betalis IV as part of the planetary garrison force.
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Hydra Flak Tank of the Cadian 74% Armoured Regiment, camouflaged for the temperate highlands of Hamman's World.

Hydra Flak Tank of the Cadian 142" Armoured Regiment.

Hydra Flak Tank with no unit identification markings sighted during the fighting on Hive Secundus, Vaust Hive World.
Most probably pressed into service immediately after construction before any unit markings could be applied. 175
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MANTICORE
LAUNCHER TANK

Of the many fighting arms of the Imperium, the Imperial Guard field
some of the heaviest and most devastating artillery that exists in the
415 Millennium. Created to provide the type of constant and unrelenting
bombardment required to shatter the walls of the most strongly built
fortifications, when an enemy city or fortress needs razing then it is to
their heavy artillery companies that generals often look.

With Earthshakers, Medusas, Griffons, Bombards and Manticores, the
Imperial Guard can flatten walls, level forests and turn trench lines into
cratered moonscapes, and there is an old saying amongst Imperial Guard
artillery officers, “Infantry win firefights. Tanks win battles. Artillery win
wars”. They know that artillery is the king of the battlefield, and when
the heavy guns fall silent, and tanks and infantry move in for the attack,
their role will be nothing more than a mopping-up operation if the
gunners have done their work well.

By far the most common big guns in the Imperial Guard's arsenal are
the Basilisk and the Earthshaker Cannon. Less common is the venerable
Manticore, a mobile multiple rocket launcher variant which is built on a
Chimera chassis. Compared to the Earthshaker Cannon, the Manticore is
a highly sophisticated piece of equipment, utilising audio-modulated vox
control systems, gyroscopic roll stabilisation and radar tracking. Its main
advantage over other artillery is its versatility as the Manticore’s launcher

is capable of firing a variety of rockets, from standard high explosive
fragmentation warheads to oxy-phosphor incendiary warheads and high
altitude surface-to-air interceptor missiles.

Each Manticore missile is divided into five parts: fuse, control and
guidance equipment, electrical unit, explosive warhead and propellant
container. It is powered by a two part solid-fuel rocket, consisting of a
starting rocket and a main in-flight rocket motor, which generates speeds
of up to 300 metres per second once airborne. Although they are highly
effective, supply rarely meets demand and it is this restriction which
means Manticores are not as common as Basilisks, and most barrages are
still unleashed using breach loading artillery.

A Manticore can be used to fulfil a number of roles, and aside from being
an effective siege weapon it can be just as devastating when refitted

for use in an anti-aircraft role. Mounting a payload of four formidable
sky eagle missiles and equipped with radar-guided targeting augers,
predictive logis engines and gyroscopic stabilisers, the Manticore's

crew can keep track over a vast area of the skies above a battlefield.

This provides Imperial Guard commanders with vital mobile air cover,
particularly when fighting xenos forces with a predilection for mounting
aerial attacks such as the Eldar and the Orks.




Manticore Launcher Tank

Thought for the day: To fail in the service of the Emperor is the greatest of sins.
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Stygies VIII pattern Manticore Launcher Tank

172

0427-941-3043-MA3

MANTICORE LAUNCHER TANK

STYGIES VIII

I-XXII

COMMANDER, DRIVER, GUNNER, LOADER

VULCANOR 16 TWIN

COUPLED MULTI-BURN

38 TONNES

5.29 M

3.78 M

3.29 M

0.45 M

60 KPH

45 KPH

4 MANTICORE MISSILES

HEAVY BOLTER
360°/0° TO +45°
4 MISSILES

300 ROUNDS

100 MM
100 MM
150 MM

N/A

1356012.M38 R,‘S



Manticore Launcher Tank

2/2
Graia pattern Manticore Launcher Tank

equipped with Sky Eagle missiles

1887345.M40 QI@
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Manticore Launcher Tank of the Krieg 22" Armoured Regiment. Barbarius campaign camouflage. This is the battery’s second vehicle.

Manticore Launcher Tank of the Cadian 315t Armoured Regiment. The regiment utilised a basic drab green colour scheme whilst fighting on Levilnor V.
Identification markings in the regiment are commonly stencilled over a broad white band.

Manticore Launcher Tank of the Valhallan 581 Armoured Regiment, part of Rogue Trader Milos Baral’s exploration force, Prath-Veil sub-sector.
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Manticore Launcher Tank

Manticore Launcher Tank of the 14! Phyressian Armoured Regiment in codex grey.
The large ‘one’ shows this to be a vehicle of the 15t Battery, whilst the unit markings show it to be of 2" Artillery Company.

Manticore Launcher Tank of the Catachan 146t regiment. Equatorial jungles of Yarant Il.

Manticore Launcher Tank of the Tallarn 17t Armoured Regiment, painted in a flat yellow desert colour scheme.
The blue and yellow bands indicate it is of the 3@ Company, with the number 3 in a blue circle identifying it as a vehicle of the 3 Battery.
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HEAVY ARTILLERY

Weapons Platforms

Not all the Imperial Guard's weapons are self-propelled, and many are
mounted upon carriages, being referred to as weapon platforms. The
most commonly deployed are Earthshakers, Hydras and Manticores,
usually towed into position by their own dedicated Trojan. These support
vehicles not only enable the platforms to be moved around as frontlines
ebb and flow, but also provide storage for additional ammunition within
their armour plated hulls.

Each platform is crewed by a minimum of four Guardsmen, although
five is preferable to keep up a good rate of fire. These include the gun
commander and the gunner, with the remainder made up of loaders,
whose back-breaking task it is to load shells into the weapon’s breach.

The Earthshaker forms the backbone of many artillery companies. This is
exactly the same weapon as mounted upon a Basilisk but on a standard
cruciform platform. Normally firing five charges, sometimes it may be

issued with a sixth or seventh charge in an attempt to increase its range.

This induces considerable strain on the gun'’s barrel and eventually leads
to erosion of the firing chamber so that correctly sealing the breach
becomes impossible. No more than twenty rounds are therefore allowed
through any single gun before it must be allowed to cool down.

The vast majority of the Earthshaker's barrages are fired using high-
explosive rounds, but smoke shells, incendiary shells with an oxy-
phosphor gel core, illumination shells and diamantine tipped armour-
piercing rounds may also be used. Although most Earthshakers are part
of artillery batteries, dug-in far to the rear, it is not unknown for them to

be detached from their company and given over to frontline units as, fired
on a low elevation, they can easily destroy an enemy vehicle or bunker.

The Hydra platform utilises exactly the same quad autocannon turret as
its self-propelled cousin. These are deployed to defend important static
positions against air attacks, and most Imperial-held ridges, command
bunkers, airfields and artillery positions will often have a Hydra platform
close-by during a protracted campaign. Compared to the Earthshaker and
Hydra platforms, the Manticore is the least common of the static weapon
systems. Highly prized for its versatility, being both a siege weapon and
capable of providing much needed AA cover, once deployed it is standard
practice to dedicate a squad or platoon to defend the Manticore’s site.

Heavy Artillery Companies

The backbone of a siege regiment's artillery, such as that fielded in Krieg
armies, are its heavy artillery companies. These include the workhorse
Earthshaker and the ageing Medusa heavy siege guns whose role it is

to fire sustained bombardments en masse or at selected targets, box
barrages to isolate a battlefield from enemy reinforcements, and counter-
battery fire to suppress enemy artillery.

Siege regiments are not only supported by their own artillery companies,
but also by the army’s bombardment korps. These are concentrations

of heavy artillery pieces that back up the attacking regiments, and are
used to keep up sustained bombardments and add to the artillery’s
concentration of shells before major offensives.




Heavy Artillery
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Stygies VIII pattern Hydra platform

AL

1887345.M40
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Graia pattern Manticore platform
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An Earthshaker Platform of the Konig 27! Armoured Regiment.
The lack of visible markings makes this platform impossible to identify. Most unit markings are painted on the gun shield.

A Hydra Platform of the Mortant 71" Regiment. Sacking of Colonia.

An Earthshaker Platform of the Cadian 981 Armour Regiment. Luxor Uprising.
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A Manticore Platform of the Konig 27 Armoured Regiment. Location unknown.

A Manticore Platform of the Catachan 146" Regiment. Equatorial jungles of Yarant Il. Manticores firing missiles with incendiary warheads were used for jungle
clearance by the Death World veterans, the resulting fires burning for days as each sector of the battlefield was cleared.

A Manticore Platform of the Valhallan 28 Armoured Regiment. Betalis IV.
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Lucius pattern Medusa Platform

0198-673-7609-HQL3

MEDUSA SIEGE GUN

LUCIUS

I-III

6 X GUNNERS

N/A

12 TONNES

8.2 M (CARRIAGE ONLY)

3.7M

3.7 M (GUN AT 0° ELEVATION)

0.7M

N/A

N/A

1556092.M38

6[2c]

4 X MORTARS

N/A

0°/10° TO +54°

600 ROUNDS

N/A

N/A

N/A

N/A

60 MM
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FIELD ARTILLERY

For the majority of Imperial Guard regiments, the two most commonly
fielded artillery pieces are quad launchers and heavy mortars. Both
form part of the field artillery companies, and are generally deployed in
batteries of up to four guns, each with its own tow, and supported by
various command vehicles and extra ammunition vehicles and trailers.

Quad launchers, also commonly known as ‘quad’ or ‘thudd’ guns due

to their distinctive sound when firing, are effectively four large mortars
mounted on a single carriage. Once the ‘quads’ were common weapons
amongst the Imperial Guard, but most of these weapons have now been
relegated to second line units, used to arm planetary defence forces and
militia units.

The Quad Launcher’s main drawback is the time required to reload

it between volleys. This is a labourious process which involves the
ammunition being placed into the hop, the breech is then hand cranked
back which allows the round to feed into the breech, which then slams
forwards into the ready position. The hop can then be reloaded with
another shell and when the gun fires, the recoil allows the second shell to
load automatically. Once this second shell is fired, the whole slow loading
process must be repeated. The weapon’s complex automated loader is
also prone to jamming and misfeeds, and must be carefully maintained in
the field.

Despite these drawbacks, when loaded the Quad Launcher is a highly
effective anti-infantry and suppression weapon, lobbing four shells at a
time in a high trajectory to rain down onto enemy trenches in a distinctive
rapid bursting four shell pattern. The ‘quads’ are also deployed for point
defence, where they are used in a direct fire role against enemy infantry
attacks. The weapon lacks the range of heavier artillery and as such is of
little use for box-barrages or counter-battery fire.

The field artillery company’s other weapon is the heavy mortar, which is
a larger version of the standard infantry mortar. This is the same weapon
that is commonly mounted on the Griffon mortar carrier, but mounted
on a wheeled carriage and towed by a Centaur or Trojan. The mortar is
breech loading, and a well-drilled crew can maintain a good steady rate
of fire for several hours.

The heavy mortar is highly versatile, and unlike the Quad Launcher it

can fire a wide variety of ammunition. It is often used to fire illumination
shells at night, or to lay smoke barrages before an infantry attack. Whilst
lacking the destructive power of the ‘quads’, the heavy mortar’s versatility
makes it popular with artillery commanders and Guardsmen alike.
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A poisonous smog hangs over the heavy mortars of the 26 15t Regiment on Vraks.
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Lucius pattern Heavy Mortar

7556-307-9857-HM03

HEAVY MORTAR

LUCIUS

I-XII

4 X GUNNERS

N/A

3.5 TONNES

4.6 M

2.3 M

3.3 M

.6M

N/A

N/A

1556092.M38

Field Artillery

7[2¢]

HEAVY MORTARS
N/A

0°/20° TO +82°
N/A

N/A

N/A
N/A
N/A

N/A

AT
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Lucius pattern Quad Launcher

2312-673-7609-HQL3

QUAD LAUNCHER

LUCIUS

II-IX

4 X GUNNERS

N/A

3.8 TONNES

4.6 M

2.3 M

2.2M

.44M

N/A

N/A

1556092.M38

4 X MORTARS
N/A

0°/10° TO +45°
4 ROUNDS

N/A

N/A
N/A
N/A

30 MM

K3



Tarantula Sentry Gun

TARANTULA SENTRY GUN

Based upon ancient Imperial technology sentry guns are automated
weapons systems which for a beleaguered force low on manpower, or
stretched thinly through the streets of an urban battlefield, can literally
be a lifesaver. Able to operate independently without the need for a
controller due to their machine spirit-infused simple logis engines, once
placed, set and armed their systems remain constantly vigilant, keeping
guard over an assigned area day and night, needing neither sustenance
or rest. Then when an attack comes, the sentry guns burst into life,
methodically gunning down anything that approaches them until they
either run out of ammunition or are destroyed.

Known also as Tarantulas, the origin of this moniker has long since been
lost in the depths of time, although it is fair to assume that their mutli-
legged construction can be attributed in part to this. Veteran Guardsmen
in particular are said to venerate these arcane devices based, on ancient
STC data, which will have undoubtedly saved their lives on more than
one occasion. It is not unheard of for dedications to the sentry gun's
machine spirit to be found reverentially placed around it, a practice that is
frowned upon by most Imperial commanders and commissars have been
known to issue severe penalties to anyone caught participating in such
acts of unsanctioned worship.

Sentry guns are used in a variety of roles, and are often placed to cover
approaches to key positions such as roadblocks or to defend a perimeter
from surprise attack. There are many types, the most common by far
being those equipped with twin-linked heavy bolters or twin-linked
lascannon, which are deployed in anti-personnel and anti-tank roles
respectively.

As a relatively light support weapon, Tarantulas can be carried in the
back of a Chimera or Rhino, and are also often used by Storm Troopers
and Drop Troops rapidly deployed from the rear of a Valkyrie. They can
even be packed in crates and airdropped via a grav-chute into a battle
zone, enabling troops to be freed up from rear defence duties as Imperial
frontlines march steadily forwards.

Having proven their usefulness in war zones wherever the Imperial
Guard have fought across the galaxy, other branches of the Imperium
also occasionally adopt their use. This includes the Space Marines and
the Adeptus Arbites, who as well fielding them with standard issue
technology, may also arm them with some of the more exotic weaponry
available from their armouries.
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Thought for the day: The truth is terrible to bear.
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Tarantula Sentry Gun

Metalica pattern Tarantula Sentry Gun K
0427-941-4098-TA5513 2 HEAVY BOLTERS
TARANTULA SENTRY GUN N/A
METALICA 360°/0° TO +70°
IV 600 ROUNDS
N/A N/A
N/A
1.1 TONNES 10 MM
5.3 M 10 MM
5.3 M N/A
1.6 M N/A
N/A
N/A
N/A

1384411.M38 QI s
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Tarantula Sentry Gun of the Mordian 16 Armoured Regiment. Tarantula Sentry Gun of the Catachan 181 Regiment, Koralkal VIll.
Tarantula Sentry Gun of the Cadian 98" Armoured Regiment, Tarantula Sentry Gun of the Krieg 28 Armoured Regiment,
Luxor Uprising. Galan V Expeditionary force.
Tarantula Sentry Gun of an unidentified unit. This may be an Adeptus Arbites Tarantula Sentry Gun of the Valhallan 193 Armoured Regiment,
weapon, clearly marked with warning stripes. Canaan’s World.
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Gun Platforms

GUN PLATFORMS

Sabre Gun Platforms

These are auto-stabilised mounts for heavy weapons, such as twin-linked
autocannon, twin-linked lascannon and quad heavy stubbers. Their design
enables a single infantryman to operate them effectively without the
need for additional crew, and units issued Sabre weapon platforms will
often operate outside of the usual platoon command structure, being
deployed where needed the most by Imperial commanders.

Due to their light structure they are easily assembled on the field in
forward positions or around vital strong-points, where they provide
supporting fire to Imperial forces in the area. The gyroscopic frame

they are mounted on also allows the operator to engage aerial targets
effectively, providing vital anti-aircraft cover. As well as mounting heavy
weapons, the Sabre platform may also be fitted with a large searchlight.
Batteries of these are predominantly attached to heavy weapon teams
and used for finding ground targets and to illuminate airborne targets for
anti-aircraft fire. Searchlight platforms can also be vehicle-mounted.

The platforms must be fully broken down before they can be moved, a
procedure not easily accomplished whilst under fire and which renders
them incapable of keeping up with the other elements of an Imperial
Guard platoon. Instead these soldiers are placed around key objectives
and expected to hold their ground regardless of opposition. They will
often find themselves forming the last line of defence of any failing
campaign, and many Guardsmen rightly consider assignment to a Sabre
battery a death warrant.

Rapier Laser Destroyer

The Rapier Armoured Carrier is an ancient device, one of many such
technological relics of the dawning days of Mankind's stellar empire.

A bulky, armoured track unit which mounts an antomantic reactor, the
Rapier is armed with a powerful laser destroyer, the same as mounted on
the Laser Destroyer Tank Hunter. This has become synonymous with the
Rapier Armoured Carrier, and the Graia pattern Rapier Laser Destroyer is
perhaps the most common design of this potent anti-tank weapon in use.
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Phaeton pattern 1/abed

Sabre Gun Platforms
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IMPERIAL GUARD
SUPPORT VEHICLES

Atlas Recovery Tank of the Teutonian 1215t Armoured Regiment. This vehicle
has had a dozer blade added making it a useful all-round engineering vehicle.
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Hades Breaching Drill

HADES BREACHING DRILL

Imperial Guard engineers have access to a vast range of specialised
equipment to assist with digging tunnels under enemy lines or
undermining existing enemy-held tunnel networks during battles. As
well as all carrying handheld digging equipment, they also have larger
machines for heavy cutting and boring, and one such machine is the
fearsome Hades breaching drill.

A feat of engineering in itself, the Hades' powerful cutting head is
equipped with a melta-cutter for blasting rock into liquid slag and four
large, diamantine-tipped, rotary powercutters. These can quickly smash
and pound rock into rubble, and the blades are also shaped to help drag
the machine forward as more rock is fed into the head. For additional
mobility, this heavy cutting head is mounted via two powerful piston
arms to a tracked chassis, through which there runs a conveyor belt to
carry the rubble and debris away from the rock face.

As a cutting tool, it should not be confused with the Termite or Mole,
which are rare subterranean transport vehicles sometimes fielded by
the Adeptus Mechanicus for similar tunnelling assaults. These utilise

advanced phase-field generator technology to ‘dig" under the enemy
rather than the brute force of the Hades.

Typically Hades' engineers and their support crews will have spent weeks
or sometimes even months digging a sap tunnel ahead of a carefully
planned attack. Once all is ready the breaching drill is then secretly
moved into place and, on command, set into mation, quickly smashing
through the last ten or twenty yards of rock to its objective. In its wake
the Engineer squads then charge from the tunnel in a hail of dust, rock,
debris and spinning blades which will quickly mangle anything still on the
surface that blocks the Hades' way.

The Hades is not really a battlefield weapon but a piece of engineering
equipment. In the past it has been pressed into service on the surface
when attacking heavy fortified positions or fortress walls, but high

rates of attrition mean it is often a weapon of last resort, and a poor
replacement for a demolisher cannon. Although slow and cumbersome

to move, once above ground the Hades drill's cutting head can still be
used as an improvised weapon. It is capable of cutting through just about
any material with its powerblades and melta-cutter, smashing bunkers,
buildings, defences or vehicles, and just about anything else including, on
occasion, enemy troops.
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Atlas Recovery Tank

ATLAS RECOVERY TANK

The Atlas is an armoured recovery tank based on the standard Leman
Russ chassis, its battlefield role to recover disabled or immobilised
armoured vehicles and tow them out of the line of fire. Towing a Leman
Russ tank that weighs in excess of 60 tonnes requires an immensely
powerful vehicle, and by removing a standard Leman Russ’ turret,
stripping down its armour and supercharging its engine, the Atlas can
provide enough power to tow its heavy weight cousin, with three to four
required to tow a super-heavy tank.

A regiment’s complement of Atlas recovery tanks is usually gathered
together into a single recovery squadron, directly under the command
of the regimental colonel and his staff. Not all regiments are fortunate
enough to have a compliment of Atlas, and those that do always find
they are in demand.

During a battle, they are held safely in reserve, awaiting a call from the
tank companies in the frontline. Once they receive a call for aid, an Atlas
moves forward and locates the stricken Leman Russ. The Atlas crew will
then hook up the crane and lower its rear spade. To prevent the weight

of the tank being recovered from dragging the Atlas backwards, the rear
spade acts a counterpoint digging into the ground as the crane begins to
winch. The Atlas” engine can then be engaged, moving the Atlas and its
load forwards until clear of any obstacle.

Seriously damaged vehicles in need of repair will be towed to the rear,
well clear of the front lines, and placed on a flatbed trailer for removal to
the regimental field workshop. For this reason, recovery squadrons usually
have Trojans and trailers accompanying them. Less serious damaged
vehicles, such as those that have thrown a track, can be immediately
repaired by the Atlas crew and sent back into combat. For this purpose

an Atlas crew will often be accompanied by an Adeptus Mechanicus
Enginseer and his servitor assistants, to see that the correct blessings are
administered to the vehicle’s machine spirit.

Destroyed vehicles and those deemed damaged beyond repair will be
inspected for possible salvage, spare parts or unfired ammunition. Then,
after its machine spirit has been commended to the Emperor, it will be
left to rust in peace.
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Stygies VIII pattern Atlas

0427-941-1117-AT013

ATLAS RECOVERY TANK

STYGIES VIII

I-IXI

COMMANDER, DRIVER, OPERATOR

VMR230 V12 MULTI-FUEL

43 TONNES

7.08 M

4.86 M

3.75M

0.45M

34 KPH

20 KPH

1069015.M38

Atlas Recovery Tank

HEAVY BOLTER

N/A

10°/-1°-+18°

300 ROUNDS

N/A

N/A

90 MM

80 MM

N/A
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Atlas Recovery Tank of the Tallarn 3@ Armoured Regiment, first vehicle, Defence of Balle Alpha.

The few visible markings on this vehicle indicate it is attached to the 7 Tank Company of a Krieg Armoured regiment.

Atlas Recovery Tank of the Cadlian 7th Armoured regiment, second vehicle, Defence of Hamman's World .
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Cyclops Demolition Vehicle

CYCLOPS DEMOLITION
VEHICLE

The Cyclops is a small, tracked armoured vehicle used for battlefield
demolitions. Inside its hull sits a large demolition charge that can be
triggered by a vox signal which, when the charge explodes, destroys not
only the Cyclops but hopefully takes its target with it.

Each Cyclops has a single controller — a guardsman who has been trained
to operate the remote control device and guide the vehicle to its target.
The Cyclops’ primary function is to attack enemy bunkers, strong points
and obstacles, but in the field troops have found it can be used to attack
other targets.

Cyclops are therefore commonly deployed for minefield clearance and to
destroy obstacles such as tank traps and razor wire. They have also been
used during street fighting to attack enemy-held buildings or targeted at
structural weak points on bridges. Although not designed for the task, the
demolition charge is also large enough to damage enemy vehicles.

The Cyclops’ small size means it can be transported inside another
vehicle. For example, both the Chimera and the Crassus armoured assault
transport have the capacity to carry two within their hulls.

Even a Valkyrie can carry a Cyclops inside its hold. Air mobile Cyclops
have been used by Storm Trooper units as sabotage weapons, landed
behind enemy lines with a single controller who then guides the vehicle
to its target, be it an ammunition dump, road bridge or enemy command
bunker.

The Cyclops is a specialised piece of equipment and not in common use.
They are usually only issued to units as and when they are needed, but
when they are deployed they are well liked by infantrymen, relieving them
of many hazardous tasks.
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A pair of Cyclops demolition vehicles attached to the Kovnian 15t Armoured Regiment.
These are being remotely directed towards an enemy bunker during urban fighting on the Shadow world of Adun.
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Cyclops Demolition Vehicle

Lucius pattern Cyclops Demolition Vehicle

0427-942-2203-CY014 DEMOLITION CHARGE

CYCLOPS REMOTE CONTROL N/A
DEMOLITION VEHICLE

LUCIUS N/A

I-XII N/A

N/A N/A

HB40 491 MULTI-FUEL

1.5 TONNES N/A
2.5 M 30 MM
1.8 M 30 MM
1.2M N/A
0.25 M
42 KPH
4 KPH

A

1089015.M38 ﬁ
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Cyclops Demolition Vehicle of the Krieg 27 Cyclops Demolition Vehicle in desert camouflage
Armoured Regiment. Third Armageddon War. scheme from an unidentified unit.
Cyclops Demolition Vehicle of the Mordian 2015t Regiment. Used for crowd Cyclops Demolition Vehicle of the Catachan 146" Regiment.
control during the occupation of Hive Secundus, Vaust Hive World. Used in the equatorial jungles of Yarant Il.
Cyclops Demolition Vehicle issued to Krieg’s 1*t Heavy Tank Company. Cyclops Demolition Vehicle of the
Used to clear battlefield obstacles during the Cleansing of Radnar. Cadian 98 Armoured Regiment. Luxor Uprising.
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Sentinel Walker

SENTINEL WALKER

The Sentinel is the Imperial Guard's standard issue light combat and
scout vehicle. Widely used by most regiments for a variety of battlefield
and rear echelon tasks, the Sentinel is one of the most common vehicles
deployed by the Imperial Guard.

It is a single-seater, all-terrain walker, and its articulated legs and feet
mean it is capable of traversing even the most treacherous terrain; from
jungles and deserts, to swamps and ice fields the Sentinel can go almost
anywhere. Being a walker it lacks the top speed of tracked or wheeled
vehicles but, at need, it can run — much like a man.

Amongst Guardsmen, Sentinel pilots have gained a reputation as rogues
and mavericks. Often called upon to operate independently of higher
command, Sentinel pilots become individualistic, relying on their initiative,
traits not generally encouraged in Imperial Guard troops.

Sentinels operate in squadrons of one to three vehicles, but are

also fielded en-masse as entire companies. Their primary role is
reconnaissance, ranging out in front of Imperial Guard columns to locate
the enemy, but they are also used in many other roles. As a light combat
vehicle, equipped with a single heavy weapon, they can provide valuable
mobile heavy weapons support for infantry. Equipped with hunter-killer
missiles, they become an anti-tank weapon, although they are more
commonly used for security duties, patrolling around supply dumps,
headquarters and airfields.

There are many different patterns of Sentinel, with each generally being
armed differently. For example, the ubiquitous Mars pattern is armed
with a multi-laser, the Catachan pattern carries a heavy flamer for jungle
clearance, the Cadian pattern has an autocannon, and the Armageddon
pattern has a lascannon and a fully enclosed cockpit to protect the pilot
from toxic environments.

Drop Sentinels

The Elysians’ Drop pattern Sentinel is equipped with either a heavy bolter
or multi-melta, and will have had modifications made to its power plant
and cab to allow it to fit inside a Valkyrie once its legs are folded away.
The Sentinel can be launched from the Valkyrie and landed via a grav-
chute with the rest of the troops and for the Elysian Drop Troops, who
lack many of the Imperial Guard's heavier weapons, Drop Sentinels are
vital, providing both mobile fire support and anti-tank firepower.

Generally the Elysians do not use Drop Sentinels as scouts, rather they are
attached directly to infantry platoons as heavy weapons support, such as
when the 23 regiment’s Drop Sentinels were heavily engaged during
the assault and subsequent defence of Hydro-plant 23-30. All of the
regiment’s forty-two vehicles were destroyed during the three day battle.

Sentinel Powerlifter

Also operating behind the frontline, Sentinel Powerlifters are not combat
vehicles and do not have any weaponry as such. They are a utility
vehicle, used by rear echelon units for loading and unloading supplies
at Departmento Munitorum storage depots, amongst which they are

a common sight, stomping backwards and forwards carrying crates of
ammunition and pallets of supplies.

This Sentinel’s only ‘weapon' is its heavy powerlifter, which has strong
hydraulic claws easily capable of crushing a man. To counterbalance this
weight, each Powerlifter has a large counterweight mounted to its rear to
prevent it tipping forwards whilst carrying heavy loads. Powerlifters are
often used on airfields and space ship flight decks to arm aircraft before
missions, carrying missiles and ammunition from the magazines to the
waiting aircraft. Artillery positions also sometimes use them for moving
heavy ammunition, and they are occasionally called upon to defend the
guns during infantry charges, but this is a desperate last measure.
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Sentinel Walker

Triplex-Phall pattern Sentinel Walker with rocket pod

0427-942-2203-CY023 MULTIPLE ROCKET POD
SENTINEL WALKER N/A
TRIPLEX-PHALL 90°/ -0° TO +60°
I-XII 7 MISSILES
N/A

DRIVER
45 MM

CRDYV 6 CYL 90PS
N/A

4 TONNES
45 MM

N/A
N/A

2.3 M
45 MM

4.8 M

2.22 M

45 KPH

40 KPH
1224031.M40 Q/l< E:
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Thought for the day: The same hammer that shatters the glass, forges the steel.
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Sentinel Walker

Thought for the day: The strength of Humanity is the Emperor
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Accatran pattern Drop Sentinel with heavy bolter

Accatran pattern Drop Sentinel with multi-melta

1762010.M38
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Sentinel Walker

Drop Sentinel of | Company, 181°! Elysian Regiment. Destroyed fighting Ork forces on Kastorel-Novem.

Drop Sentinel of the 23" Elysian Regiment. All 42 of the regiment’s Sentinels were destroyed or captured fighting Tau Empire forces on Taros.
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Triplex-Phall pattern Sentinel Powerlifter

0427-942-2203-CY014

SENTINEL POWERLIFTER

TRIPLEX-PHALL

I-XII

DRIVER

CRDV 6 CYL 90PS

7.5 TONNES

2.34 M

5.34 M

2.22 M

N/A

45 KPH

40 KPH

1100015.M38

N/A
N/A
N/A
N/A
N/A
N/A
N/A
45 MM
45 MM

N/A
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Sentinel Powerlifter of 2774t Imperial Navy Fighter wing.

Sentinel Powerlifter of the Cadian 113" Mechanised Infantry Regiment.
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TAUROS ASSAULT VEHICLE

The Tauros is a sturdily built all-terrain vehicle, often used as a utility
vehicle or tractor on frontier worlds. Similar vehicles are not uncommon
within Explorator teams and some have also been used in combat by
gangs of brigands, marauders and rebel factions. In fact so versatile is
the vehicle that some have been adopted for military service by Imperial
Guard regiments.

Elysian Drop regiments have adapted the Tauros for airborne operations,
stripping out any excess weight so it can be easily transported inside a
Valkyrie or below a Valkyrie Sky Talon. With the two-man crew already
onboard, a Valkyrie Sky Talon will skim in very low, hover and then
release its magnetic clamps. The Tauros will drop the last short distance
to the ground, its reinforced shock absorbers taking the heavy impact.
This way the Tauros can be quickly dropped directly into combat, where
their heavy weapons are a welcome addition to the lightly armed drop
troops” arsenal. They can also be carried deep behind enemy lines for
far-ranging reconnaissance missions and surprise ‘hit and run’ raids. For
these missions the vehicles will be carrying a significant amount of extra
equipment: weapon power packs, camouflage netting and hunter-killer
missiles as well as crew weaponry and supplies. This allows squadrons to
operate without further re-supply and cover the greatest distance before
being extracted and returned to base.

The Elysians field two versions of the Tauros: the basic four-wheeled
vehicle and a larger, more heavily armed six-wheeled vehicle, called

the Tauros Venator. One notable feature of both Tauros models is their
high-yield galvanic motors, meaning that the vehicles do not have the
usual multi-fuel engine, which is both loud and dirty and often gives away
a vehicle's position, but hum along instead driven by electrical power.
These motors are very efficient and highly stable, and aren’t prone to
mechanical failure (a useful attribute when operating deep behind enemy
lines) and there is no need to carry weighty extra fuel. The motor will run
for days before it needs re-charging, and power is supplied to each wheel
independently, meaning each will keep turning when others are damaged
or destroyed.

Each Tauros has a crew of two, a driver and a gunner who mans the
single pintle-mounted weapon. This is usually the Tauros’ own rapid
firing grenade launcher, although some vehicles are equipped with heavy
flamers for close support. The heavier Venator includes a small, powered
rear turret. This turret is armed with twin multi-lasers, which draw power
from the vehicle's many auxiliary galvanic cells. The multi-lasers can also
be replaced by lascannon, with each squadron generally operating with
one lascannon-armed anti-tank vehicle supporting two vehicles with
standard armament. The drop regiments have also adapted the Venator
with additional hard points to mount two hunter-killer missiles.



Tauros Assault Vehicle
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1/1
Tauros assault vehicle

Tauros Venator assault vehicle

Tauros and Tauros

Venator pattern assault

vehicles, restricted

deployment, use sanctified 1762010.M38 QIS
by the express writ of the

Adeptus Mechanicus only.
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Trojan Support Vehicle

TROJAN SUPPORT VEHICLE

The Trojan is a workhorse used by Imperial Guard armoured regiments as
a tractor for towing weapons platforms and as an armoured munitions
carrier, ferrying extra ammunition to the weapons platforms once they are
in position or to frontline units in need of resupplying. It is not a combat
vehicle and rarely sees service at the frontline, but behind the lines it is a
common sight, trundling to and from supply dumps to forward units.

Utilising the basic Chimera chassis and engine the Trojan is quick to
manufacture and efficient in its role, with good road and cross-country
performance. Because of its role the Trojan has earned itself many
affectionate nicknames with Guardsmen, such as ‘the Mule’, ‘the
Drey’,'Draggin’ wagon’ and ‘Mud-hog’, to name but a few. It lacks the
frontal defensive armour of a Chimera and has no requirement for the
Chimera’s other features, such as targeters and med-kits, leaving more
space in the hold for other supplies.

Each Trojan is equipped with a crane to lift heavy crates of ammunition
from its hold. Whilst strong enough to move these crates, the crane lacks
the power to lift or tow heavy armoured vehicles, and cannot be used as
a recovery vehicle to rescue stranded or damaged armoured vehicles. The
Imperial Guard uses the Atlas for this task.

As well as its own hold, Trojans often tow a range of supply trailers. There
are three main types of resupply trailers towed by the vehicle: a large fuel
tanker, an armoured ammunition trailer and a general supplies trailer for
food, water, clothing, etc.

Although it is not meant to be committed to battle there have been
many examples of Trojans being converted in field workshops for use

in combat. As an (all be it weakly) armoured vehicle, it can be pressed
into frontline service by desperate commanders. Some examples of

such expedient field conversions include adding autocannon to create

a makeshift anti-aircraft weapon, bolting on extra armour plates to
create a small personnel carrier, packing the rear with communications
equipment to create a headquarters comms hub, and creating ad-hoc
engineering vehicles by adding minesweepers or even a light bridge layer.
These vehicles are never as successful as their authentic counterparts, but
most commanders would rather explain themselves to an irate Adeptus
Mechanicus Enginseer than be seen to fail in the eyes of their superiors
or a commissar.
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Thought for the day: Labour long in his sight.
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Trojan Support Vehicle

Graia pattern Trojan Support Vehicle b

0427-941-112-TR14 HEAVY BOLTER

TROJAN SUPPORT VEHICLE N/A

GRAIA 10°/-1°-+18°

I-MXVII 300 ROUNDS

COMMANDER, DRIVER, OPERATOR N/A
VULCANOR 16 TWIN COUPLED
MULTI-FUEL

3.5 TONNES N/A

6.90 M 90 MM

5.70 M 80 MM

3.00 M N/A
0.45 M
80 KPH

60 KPH
1033015.M38 gg
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Trojan Support Vehicle of the Konig 9" Heavy Tank Company. Colonia campaign. This is one of the company ammunition supply vehicles.

Trojan of the Dniepr 9 Tank Corps. This vehicle has had its crane removed, indicating it is no longer in use as a supply vehicle. It may have been transferred to
an Armoured Fist company command unit as a stand-in command vehicle or given over to the reconnaissance company to replace Salamanders lost in combat.

Trojan Support Vehicle of the Krieg 281 Armoured Regiment. Galen V Expedition Force.
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MUNITIONS OF THE IMPERIUM "

Imperial Guardsmen are drawn from a wide range of societies
and cultures. Many (some would say the best) come from
violent backgrounds, such as hive gangs or penal colonies.
Others come from feral worlds, primitive tribesmen and
savages barely evolved beyond the Stone Age. Once recruited
and indoctrinated, all these Guardsmen must be trained to
fight with the same arsenal of weapons. Their weapons must
be robust, easy to use and maintain, and simple to make and
mass produce, and so in an age of laser, plasma and melta
weapons the vast bulk of the Imperial Guard still rely on
projectile weapons which fire high explosive ammunition. This
applies not only to personal weapons but also to the bigger
guns with conventional projectile weapons such as the battle
cannon, Demolisher cannon, Earthshakers and autocannon
fulfilling all these criteria whilst remaining efficient and
deadly. When more complex weapons, such as plasma guns,
are employed, it is in far smaller numbers.

For battlefield effectiveness, the Imperial Guard rely upon
simple principles to deliver high explosive to a target. Ever
has it been, and ever will it be whilst the Adeptus Mechanicus
holds sway. There is no need for advanced or sophisticated
weapons when it comes to the Imperial Guard’s method of
waging war. Brute force, more men and more guns is the
strategy the Imperium has relied upon and it has rarely failed
it in 10,000 years.

The development of new ammunition for these ‘battle-
cannons’ (sometimes used as a general term for large calibre
projectile firing weapons) would be a long and difficult process
for the Adeptus Mechanicus to undertake. The knowledge of
sophisticated matters such as metallurgy, chemistry, physics
and ballistics are the remit of Adeptus Mechanicus Magos,
and each is a master of his art. Few however have all the
knowledge needed for the complex requirements of making
ammunition. Instead, the Adeptus Mechanicus rely upon tried
and tested techniques handed down through the centuries,
methods that have always worked and never changed.
Simplicity of production, to meet the huge demands placed
on ammunition manufacture by the Departmento Munitorum,
is always the highest priority, and countless millions of

guns across the galaxy must be constantly supplied with
ammunition, so the manufactorums of every Forge World
never stop, producing an unending stream of shells and
bullets for transportation to far flung war zones.

Most explosive battle cannon shells, of whatever type, possess
many common features:

Ballistic cap

This is not a hardened armour-piercing cap, but is only added
to improve the in-flight ballistics of the shell, making it more
accurate.

Fuse

This detonates the explosive material inside the shell. Usually
the impact, either with the target or the ground, will cause the
fuse to detonate. Timed fuses and delay fuses can also be used.

Explosive material

The most common high explosive is fyceline, although other
explosive compounds and chemicals are known. The explosive
is the shell’s main destructive force, fragmenting the casing
into shrapnel and causing a sudden, potentially lethal, pressure
difference at detonation.

Shell casing

This is the main body of the shell, which is designed to fragment
into sharp, jagged shards of metal upon detonation. These
pieces of shrapnel fly out in all directions at high speed, causing
incredible damage.

Propellant charge

This is a powder that, when ignited, burns with such ferocity that

the very rapid pressure build-up of gases behind the shell propel
it forwards, along the barrel at high speed. Obviously, heavier
shells require more energy to move and thus more propellant to
burn to create this energy.

Tracer
This is an aid to accuracy. The tracer is a brightly burning
chemical mounted in the rear of a shell. It allows a gunner to see

the shell’s flight towards the target, helping him to assess if he has

hit the target or whether he should adjust his aim for subsequent
shots. When fired, a shell with a tracer is nothing more than a
speeding dot of light but without it, the shell would be invisible.

Some ammunition is rocket-assisted, notable in the Baneblade’s
main battle cannon and ‘bolter’ weapons. Rather than relying

upon a separate propellant charge, the ammunition itself contains

a miniature solid-propellant fuelled rocket. The propellant

is shaped in such a way as to control the duration and rate

of burning, and hence the thrust of the rocket. The resulting
accuracy and range of the ammunition are impressive, and far
more efficient in its use of propellant than the conventional firing
method.

One drawback of rocket-assisted ammunition is that, confined
inside a barrel, the rocket blast creates over-pressuring issues,
variously causing the barrel or the shell to deform, severely
upsetting the shell’s flight characteristics or, at worst, bursting
the weapon’s barrel. This problem can be alleviated by venting
ports, and in the Baneblade this involves a double sleeve for the
gun barrel, with venting ports around the muzzle. When ignited
the rocket gases are directed into the outer sleeve and thus
escape from the muzzle end of the gun. The shell exits under its
own blast pressure, stabilised in flight by rear-mounted fins, and
subsequent ‘booster’ burns maintain the shell’s speed and range,
each booster burning out and igniting the next ‘burn’ before
falling away.

Some bolter rounds use a combination of both systems to good
effect, drastically reducing recoil whilst maintaining the range
and accuracy of the ‘bolt’ and alleviating the need for fin-
stabilisation. Similar rocket-assisted ammunition has been used
to increase the range of artillery shells in Earthshaker platforms
and Bombards, but are generally thought to be too complex to

AL

waste in sustained artillery barrages.
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Thought for the day. “The best way of improving a gun ts to improve its ammunition.”
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HIGH EXPLOSIVE SHELLS

A High Explosive shell (HE for short) is the standard explosive
round. The shell has a thin walled case, inside which is an
explosive charge with an impact fuse which detonates the
explosives when it hits a target or the ground. The explosion
shatters the case, sending sharp, jagged, red hot metal shrapnel
fragments flying in all directions at high speeds. The explosion
also causes a blast shock wave, the sudden pressure difference
being lethal to those close by.

Because a HE shell does not require a high velocity to penetrate
armour it does not need a large propellant charge within the
shell, leaving more space for explosives. The shell will also be
fitted with a pointed ballistic cap, not for armour penetration
but to improve in-flight ballistics and can be used against most
targets, but is most effective against infantry and light vehicles.

The sheer size of the explosion can damage armoured vehicles,
break tracks, damage running gear or engine parts. The
external blast can affect the crew within, stunning or even
killing them, but HE’s main drawback is that it lacks the direct
penetrating power of anti-tank shells.

LEMAN RUSS Mk3-G4
HIGH EXPLOSIVE
ROUND

1. Impact fuse

2. Ballistic cap
3. Case
4

. ‘Fyceline’ explosive

material

5. Driving band, spins
shell through barrel
rifling

ANTI-TANK SHELLS

The anti-tank or armour piercing shell (AT or AP for short) is
used against hard targets such as enemy tanks or bunkers. The
shell is a solid round with a hard adamantine tip, over which
the tip of a soft metal cap is added. This cap melts on impact,
creating a ‘sticking’ effect, which helps to prevent the following
adamantine tip from glancing off sloped armour or breaking up
on impact.

Some AT shells also contain a small high explosive charge and
will explode on penetration, aiding secondary damage within
a target. Most AT shells do not contain explosives and rely
upon sheer velocity (kinetic energy) and the heat of impact to
punch through armour. Such is the violence of the impact that
a penetrating hit will send shrapnel and molten metal spinning
through the target’s interior, doing terrible damage to the crew
and interior workings. To generate enough kinetic energy for
the kill, an anti-tank shell must be fired at very high speeds,
requiring a large propellant charge.
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LEMAN RUSS Mk12-G4
ANTI-TANK ROUND

. Soft metal cap
. Adamantine tip

. Penetrating projectile

. Driving band

1
2
3
4. Small explosive charge
5
6. Fuse

7

. Tracer, allows spotting
whilst shell is in flight

VANQUISHER ANTI-TANK SHELLS

This is an advanced version of the basic anti-tank round. Also
called sub-calibre munitions, high velocity anti-tank shells or
‘Vanquisher’ shells (because they are only fired by the Leman
Russ Vanquisher tank). A Vanquisher shell is a solid dart of
super-dense metal contained within a lightweight exterior ‘shoe’
or case. The dart is only about a third of the calibre of the actual
shell (hence sub-calibre). Once fired, the case will drop away
leaving just the speeding dart.

The Vanquisher shell is fired by a large charge of high energy
propellant powder to generate increased velocity down the
Vanquisher’s long barrel. The combined effect of the heavy dart
and high velocity creates massive kinetic energy upon impact,
making the round capable of penetrating almost any armour
known to the Imperium’s munitions experts.

LEMAN RUSS Mk1-S8
VANQUISHER ROUND

1. Ballistic cap

2. High density armour
piercing core

3. Mild steel case

4. Tracer
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AT



SIEGE SHELLS

These large shells are only issued to specialist ‘siege’
vehicles, such as the Demolisher. They combine the
technology of the Anti-Tank and High Explosive shells into
one round, having the armour piercing tip and heavy case
of an AT shell, but also containing a large charge of high
explosives. This explosive is fused to explode micro-seconds
after impact, allowing the armour piercing tip to penetrate
through a building or bunker wall before the shell explodes
inside, doing maximum damage to the structure and
anything within it.

To achieve a high enough velocity for penetration, a Siege
shell must have a significant amount of propellant charge to
fire it. The combination of propellant, high explosive and the
casing required to contain them means the shell will be large
and heavy, and siege cannons are invariably of a large calibre
to accommodate this. The weight and size of the shell means
it rapidly becomes inaccurate over longer ranges, but this is
balanced by their devastating effects at close quarters.

A drawback of such large shells is the space they take up
within a vehicle, significantly reducing the ammunition
capacity of specialist siege vehicles. Whilst most effective
against bunkers and buildings, Siege shells are easily capable
of destroying armoured vehicles at close range.

DEMOLISHER Mk4-M
SIEGE SHELL

1. Ballistic cap

2. Hardened armour
piercing tip

3. Heavy case

4. Explosive charge

5. Delay fuse

6. Tracer

INFERNUS SHELLS

Also referred to as Phosphorine, Incendiary and Thermite
shells, Infernus shells work on a similar principle to HE
shells, except instead of explosives, the interior of the shell
is filled with a combustible substance such as oxy-phosphur
gel, white phosphorous or thermite. This instantly burns

on contact when it impacts, setting the target on fire and
temporarily blinding anything that witnesses the raging
inferno that swiftly follows.

ILLUMINATION SHELLS

Illumination (Illum or Flare shells for short) are fired at
night to light up a battlefield and allow other vehicles to find
enemy targets. Once fired high into the sky, the shells burn
slowly, drifting down to earth on a parachute whilst burning
brightly. Illumination shells are generally fired by artillery
or mortar units, but versions are manufactured for tanks
involved in night actions.
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SMOKE SHELLS

Sometimes used instead of vehicle-mounted smoke launchers,
a smoke shell can be fired to hide a vehicle from enemy fire or
create a smoke screen.

RARE SHELLS

AUGUR SHELL

Developed on Gryphonne IV specifically for the Conqueror
cannon, the Augur shell was an attempt to up-gun the lighter
Conqueror cannon for when its gun crews were faced by heavy
enemy armour or fortifications, and is another variation of
the common high explosive round. The warhead consists of

a soft explosive in a thin shell that is designed to break open
on impact, spreading the explosive over the target’s surface
during the short microsecond delay before the base-mounted
fuse detonates it. This causes cratering and cracking on the
outer armour whilst inside the tank, the blast often causes
some of the interior layers of armour to break off and ricochet
around inside the vehicle. This is liable to kill or wound any
occupants, and can also disable controls and instruments,
making the vehicle inoperable. After seeing a limited amount
of use on the battlefield, it was not regarded as a success and
few shells are produced now.

CONQUEROR Mk2-G4
AUGUR ROUND

. Impact detonator
. Directional cone

. Steel funnel

. Thin casing

. Secondary detonator

1
2
3
4. Explosive charge
5
6
7

. Tracer

HUNTER SHELL

Once the cutting edge of battle cannon technology, the Hunter
shell was developed on Tigrus and only ever produced on that
Forge World; the knowledge of its construction was lost with
Tigrus’ capture by Orks. A few shells are occasionally found
in storage and issued, but the vast majority of tank crews will
never see a Hunter shell, let alone fire one.

The Hunter shell is considered blessed by the machine spirit
by those who have the good fortune to be issued with it. This is
due to a small logis engine within its casing, similar to thatin a
hunter-killer missile, which directs the shell after firing. Upon
locking onto a target, it will track its movement, and then just
before impact will steer the shell upwards so it can drop down

on top of the target and hit its thinner top armour.
1887345.M40 Q[@
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Leman Russ High Explosive shell

. Leman Russ Infernus shell

Leman Russ Anti-tank shell
Leman Russ Smoke shell
Vanquisher Anti-tank shell
Vanquisher High Explosive shell

. Earthshaker High Explosive shell
. Earthshaker Illumination shell
. Vindicator Siege shell

. Demolisher Siege shell

. Baneblade, rocket-assisted
Anti-tank shell

. Baneblade, rocket-assisted

Siege shell

Baneblade, rocket-assisted

High Explosive shell

Hunter-killer missiles, Voss

pattern Mk9

Macro Cannon High

Explosive shell

Macro Cannon Armour

Piercing shell

Medusa Siege Mortar shell

Various Autocannon rounds

. Conqueror High Explosive shell

Conqueror Anti-tank shell

Conqueror Augur shell
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Imperial Armour

IMPERIAL GUARD
TANK ACES

Mars pattern Shadowsword of the Palladius 8" Armoured Regiment, fourth vehicle of the 1t Squadron, 1t Company, Atria Wilderness Campaign
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Imperial Guard Tank Aces

MAXIMILLIAN WEISEMANN

Raised on Konig Prime, Maximillian Weisemann was the son of
a noble household with a long tradition of service within the
Imperial Guard, going back to the time of Lord Commander
Solar Macharius. His early life was spent in schooling for his
future position. He trained with the duelling rapier and cavalry
sabre common to the people of Konig, and at the age of 14,
Weisemann entered the ranks of the Planetary Defence forces,
where within two years he was already commanding a Rough
Rider squadron.

At 18 years of age, Weisemann was drafted into the Imperial
Guard along with his entire regiment, where he exchanged
his horse for a Leman Russ battle tank, although he is
renowned for retaining his riding crop throughout his career.
First as a tank commander then as a squadron commander,
Weisemann ably demonstrated his bravery and martial skill on
the battlefields of Lamas and Balor Secundus. By the end of
the three year long Balor campaign, his kill total had reached
ninety-eight enemy vehicles. Such a talent could not go
unrewarded and Weisemann was duly honoured with a transfer
to a super-heavy tank detachment, a unit of three Lucius
pattern Baneblades. There he took command of Baneblade
number 212 ‘Arethusa’ and it was as the commander of this
tank that Weisemann would become a living legend and his
name remembered on Imperial worlds across the galaxy for
decades to come.

Weisemann was a stern and unforgiving man, and demanded

strict discipline from those under his command. His tank crew
observed morning and evening masses and the machine spirits
of their vehicle were venerated daily regardless of whether they were

on the battlefield or not. Infact he pushed his men so hard on training
exercises that they claimed battle was easier, but despite the rigid
discipline, all of his crew worshipped him, believing that with Weisemann
in command they would ultimately triumph, and so it was to be for over
forty years.

THE LIBERATION OF COLONIA

Maximillian Weisemann's illustrious military career ended on the Ork-
beseiged planet of Colonia, where today a shrine to him stands on

the site of his final battle. Deployed to the world part way through the
campaign to liberate it, Weisemann and the Arethusa were assigned to
fight alongside the 7t Mortant Regiment, already engaged with the Ork
forces of Warlord Gharag Badtoof, whose warband had recently breached
the defensive line along the Cambria river and had managed to establish
a bridgehead.

With Ork reinforcements already swarming across the bridge in
preparation for a breakout, Weisemann and his crew moved into the line
supporting the 7t Mortant as part of the holding force. His tank was
the first of his company to arrive and was positioned blocking the main
road from the bridge when a scout reported that Ork battlewagons and
buggies were massing on the other side of the river for an attack. Rather
than await the arrival of the rest of his company, Weisemann decided to
strike first before the Orks had amassed enough strength to smash the
thinly spread defensive line.

Driving through thick fog Arethusa rumbled down the main road alone,
catching the Orks totally by surprise. With the sound of its engine
dampened by the conditions and drowned by their own rewving motors,
the first they saw of Weisemann's attack was the armoured prow of his
Baneblade emerging from the mist just thirty metres away. First to be
targeted were Badtoof's battlewagons, whilst the Baneblade's sponson
heavy bolters raked the frantically dismounting and disorganised Ork
and Gretchin crews. The first of Arethusa’s rounds tore a battlewagon
turret clean off its turret ring, with the second shell exploding the next
wagon's ammunition, sending a blazing fireball high into the sky. As the
unprepared Orks scattered and raced to mount their vehicles, buggies and
bikes roared into life only to be silenced moments later by the sweeping
fire of Arethusa’s heavy bolters and lascannon. Taking advantage of

the confusion, Weisemann ordered the tank forward, directing the
engagement from his turret hatch, straight into the Orks who broke and
fled before the one-sided onslaught.

Soon Arethusa’s crew had cleared the road, leaving three battlewagons
and eight buggies and wartraks wrecked in their wake. At this point
many would have considered this a good day’s work, but Maximillian
Weisemann, ever the able tactician, must have realised that if he could
get to the bridge itself then the Arethusa could cut off the Orks’ only line
of retreat. Once they were boxed in, a voxed-in airstrike could wipe the
majority of the Imperium’s foes out and re-establish its defensive line
along the river.
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Ordering his driver to full speed and voxing his situation and intentions to
his commanders, Weisemann’s tank rumbled on towards the bridge and
into the heart of the Ork force. As its Tech-Adept pushed the Arethusa’s
engine to its maximum, Ork vehicles and squads suddenly appeared from
the fog, only to be destroyed by the intense fire of Baneblade’s cannon.
The tank's previous assault had alerted the Orks ahead and given them
time to react and regroup. Just ahead of where they were now swarming
Warboss Badtoof was now waiting at the bridge to meet Weisemann’s
attack.

Pausing only to gather intelligence on what awaited his vehicle and
crew as the fog started to lift, Weisemann was faced with the sight of
mobs of greenskins charging across and taking up defensive positions
behind the sandbags left by the bridge’s previous defenders. Not willing
to wait until the remainder of the Orks' buggies and battlewagons had
reached the massing greenskins, the Arethusa’s gunner set his sights on
the first battlewagon, the gun’s massive discharge instantly revealing the
Baneblade’s position.

As the Orks returned fire, blazing away with every weapon they had,
Weisemann retreated into the cover of his vehicle’s interior and ordered
the Arethusa forward. Despite calls from its loader Orel, that the
Baneblade’s ammunition was down to just seven rounds for its main
battlecannon, Weisemann pressed on. As the Orks' shells broke against
the Baneblade’s armour as it closed relentlessly on the bridge, its driver
was wounded when a splinter of armour from the interior flaked off and
struck him through the shoulder. Momentarily stunned, the tank swung
off the road and ploughed into boggy ground, Weisemann ordering
smoke to be launched to cover the tank whilst the Guardsman received
medical attention. Meanwhile Ork tank hunters crept forwards to
surround the Arethusa.

As the smoke cleared, the Baneblade's driver attempted to get the tank
moving again, but its hefty weight had already begun to sink into the
soft ground. With its gunners manning the Arethusa’s heavy bolters,

driving back any approaching Orks, its comms operator urgently called for
assistance. A relief force of Armoured Fist squads was rapidly scrambled
to come to its aid, but at least an hour away there was little that could
reach the Arethusa in time.

Nothing further was heard from the Baneblade’s crew as eye witnesses
looking on through long range scanners watched the destruction of the
Arethusa. The Ork Warboss most likely weary of sending more of his boyz
in on a direct assault against the stranded behemoth, its death came from
above as Badtoof called in an airstrike from aircraft already circling the
battlefield. The first fighta-bommer came racing in low across the river,
loosing rockets that cracked off the tank's heavily armoured hull and sent
mud and water fountaining about it. As a second bommer roared in, the
Arethusa’s crew could be seen fleeing the Baneblade, the tell-tale flash of
an ejector seat mechanism sparking into action signalling Weisemann's
departure from the Baneblade moments later.

The Ork rockets impacted and as the Arethusa exploded, its remaining
ammunition detonated in a series of earth-shuddering explosions,
sending shrapnel shooting out over a wide area and cutting many of
the swarming greenskins into little but a bloody red mist. As a third
bommer screamed overhead, Weisemann'’s last remaining actions were
to order the five remaining survivors of his crew still capable of walking
to fall back to Imperial lines whilst he stayed with the Arethusa and the
wounded men, intending to defend them until relief arrived. Somehow,
the survivors made it out and rendezvoused with the approaching
Armoured Fist squads, but behind them the Orks were advancing again,
and the road through to Weisemann quickly became blocked.

It took the 7th Mortant Regiment two months of hard fighting to
recapture the bridge, and when they did they discovered the forlorn
twisted wreck of Baneblade 212 still half submerged in the bog. Of
Weisemann and the other crew there was no sign. His body was never
recovered and to this day his ultimate fate remains a mystery.
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CAPTAIN OBADIAH SCHFEER

Obadiah was originally conscripted from the squalid streets of Varoli
Secundus, a world ruled by a theocratic religious council which enforced
a strict adherence to the Imperial Cult. The theocracy saw it as their
holy duty to supply regiments to the Imperial Guard, and for each new
generation that came of age on the planet, yet another regiment was
forcibly conscripted from its population by means of brutal press gangs
and shipped for service across the galaxy.

Schfeer eventually rose to the rank of Captain, commanding the
regiment’s tank company, and early in his career he was an efficient
officer, serving in six successful campaigns. It was during the sixth
campaign that he began to show signs of battle fatigue and mental
instability, and after a vicious night engagement in which he lost four
tanks, Obadiah ordered a near suicidal attack against a strong defensive
enemy position in which his tanks destroyed the foe's bunkers and guns.
Following this success Obadiah mounted a large speaker, recovered from
an enemy command post, on the turret of his tank and used it to issue
orders and shout encouragement to his men, then as time went on to
blare loud military music at the enemy as his unit advanced. It was at
about this time he also took to sitting out of his turret, waving ‘his boys’
on, often leading the charge himself.

Long exposure to the horrors of battle had undoubtedly unhinged
Schfeer by this point, and rumours began to circulate around the
regiment’s headquarters that he would soon be removed from command.
However, rather than his performance on the battlefield suffering, Schfeer
kept on winning battles and to a greater degree than ever before. To his
dissenters’ surprise his commanders overlooked his unorthodox methods
and he was allowed to remain in his lofty position.

The Steel Dogs already had a reputation for bravery. Now with ‘Crazy’
Obadiah in command, they were reckless to the point of foolhardiness.
Always charging the enemy to engage at point blank range, with their

leader at the front, music blaring, gun barrels glowing red hot and
engines pushed to the point of overheating, each crewman became a
wild-eyed, scorched, oil-stained veteran who other units shunned as
dangerous and unreliable.

The Varolian Steel Dogs

The Tank Company of the 254t Varolian regiment are nicknamed the
Steel Dogs. They are unusual in that they have several Vanquishers, and
originally the Company was entirely armed with Vanquishers from the
foundries of Gryphonne IV, but as its tanks were destroyed or have broken
down beyond repair, they have been replaced by standard Leman Russ
supplied from the closest Forge World to their current battlezone. At last
Departmento Munitorum audit, the Company has only three Vanquishers
and eight Leman Russ of more common variants.
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COLONEL "'SNAKE" STRANSKI

Stranski is a native of Cadia, perhaps the most militaristic of any Imperial
planet in the galaxy, where military service and harsh discipline dominate
life from the earliest age. Like all who are born on that world, Stranski
first joined the Cadian Youth Army where, after completing his training
amongst the Whiteshield platoons, his strong performance saw him
given command as the sergeant of a fresh squad of recruits with the
newly formed 114" Mechanized regiment which was being readied for
shipment to the Atalia warzone, and had been freshly equipped with new
Chimeras.

During the Atalia Minoris campaign, Stranski began to demonstrate his
talent for command. It was also there whilst fighting the Orks that he
earned his nickname and became battle-hardened, the loss of members
of his squad against the brutal greenskins affecting him for the rest

of his life. After the Battle of Istenbrak City, Stranski was promoted to
lieutenant and took command of a platoon of mechanized infantry.
During the retreat from Istenbrak, Stranski's Company Captain was killed
whilst commanding the rearguard, and he was given a field promotion
to command the regiment's 2" Company. He did so with distinction,
leading a counter-attack that stopped the withdrawal becoming a rout,
eyewitnesses claiming that he did so from the cupola of his HQ Chimera,
firing his two plasma pistols and waving the Chimeras forward as enemy
shots flashed past him.

Stranski has been wounded in the line of duty no less than twelve times,
and has also had eight Chimeras destroyed whilst under his command. He
believes the only way to win a war is to take the battle to the enemy, and
he is always driving his captains and lieutenants forward, often taking
command of the regiment's lead units personally. Mounted in Chimeras,
Stranski knows his troops’ main advantage is the speed and firepower

of their vehicles and believes that to hold back or advance cautiously is
tantamount to handing the battle to the foe and therefore a crime against
the Emperor and the Imperium.

‘Blood and Thunder’

Under Stranski, the Cadian 114 Mechanized Infantry Regiment has
earned the nick name ‘Blood and Thunder’, a reflection of Stranski’s
character and command style. It has a well-earned reputation for being an
aggressive unit.

The regiment is organised into three companies, each made up of three
platoons. The three companies are commanded by captains, whilst the
platoons are all led by lieutenants. All the squads, be they command
squads, infantry squads or heavy weapons squads are mounted in
Chimeras or Chimera variants.
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GENERAL GRIZMUND

Under the command of their esteemed General Grizmund, the 15t
Narmenian Armoured Regiment has developed a reputation as an elite
tank force. Their leader demands the highest standards from his men, and
has organised the hundred plus tanks of his regiment around a central
cadre of veteran crews. Grizmund commands this cadre personally, and
individually selects and oversees the training of each crewman to ensure
they are the best of the best.

Grizmund himself is a legend to his men. Self assured and tactically
brilliant he has led his elite troops to many victories in the name of the
Emperor. Arguably, his most spectacular victory was at Vervun Hive on
the planet Verghast. Here Grizmund carefully planned a counter attack
from the stricken hive city which destroyed two hundred rebel armoured
vehicles in a single day of fighting. Grizmund’s men refer to him as 'the
fighting general” as he is not afraid to join the frontline with his men,
and is always willing to commit his troops to the heart of battle. Since
the Battle for Vervun Hive, the Narmenian 15t Armoured Regiment have
continued to serve with honour in the Sabbat Crusades being fought
in the Segmentum Pacificus, under the overall command of Warmaster
Macaroth.

Grizmund's personal command tank is called the Grace of the Throne, it
being common practice within the regiment to name each vehicle. It is
distinctive with its elongated Mars Alpha pattern hull, containing all the
communications equipment he needs to command his regiment in the
field. On campaign General Grizmund often carries the regiment’s banner
into battle, a revered item bearing the spiked fist insignia of Narmenia

and listing all the regiment’s campaigns and victories. As well as inspiring
his men General Grizmund uses the banner as a recognition marker so his
sub-commanders can easily identify the Grace of the Throne during the
confusion of battle.

General Grizmund raises his regiment’s standard above the
Grace of the Throne after the Vervun Hive counter-attack.
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IMPERIAL GUARD
CAMOUFLAGE
& VEHICLE MARKINGS

Stormblade of the Krieg 615t Tank Regiment, 13 Company. This is a commander’s vehicle and carries an honour badge of an Imperial Aquia.
This tank may have been transferred between units with the old vehicle number left in place despite the addition of a new number.
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IMPERIAL GUARD VEHICLE CAMOUFLAGE AND MARKINGS
Although there were originally strict rules within the Imperial Guard for
the painting and marking of vehicles, over the years these have been
gradually diluted to give a vast array of vehicle camouflage and markings
throughout its armies. This is mainly due to the diversity of regiments and
varying battlefield environments they have fought in.

Some regiments of the Imperial Guard still pay homage to the official
edicts for painting vehicles but even many of these have been changed
over time. Other regiments have designed their own entirely new
schemes, sometimes purely to suit a particular campaign environment or
a general’s whim.

CAMOUFLAGE SCHEMES
The reason for choosing a particular colour scheme for a regiment’s
vehicles can be for one or more of the following reasons:

» Concealment. By matching the colours and patterns of the current
environment.

* Confusion. By disrupting the shape of the vehicle usually to prevent
easy targeting or recognition by the enemy.

* Recognition. A particular colour or pattern will allow troops to
differentiate between friendly and enemy troops, and also between
particular units.

Imperial Guard Camouflage & Vehicle Markings

The theoretical basis and success of applications varies considerably
between Imperial Guard units. Some schemes are the result of years of
research while others are the result of a long standing tradition. Many are
simply field applications by frontline troops.

The more complex schemes tend to use the works contained in the
‘Tacticus Obscura’ section of the Tactica Imperium as their basis. This
extensive document outlines the many principles for ‘camouflage
deception’. It not only covers the effects of colour and pattern but is also
an analysis of structure patterns, diffusion, blending distances, obtrusive
and unobtrusive disruption and other principles. Although a detailed
coverage of this work is beyond the scope of this book, some of the basic
principles are shown in the examples given.

The appearance of vehicles can also be affected to a greater degree by
the result of exposure to the elements. This effect, commonly known

as weathering, can be the result of many factors including light,
temperature, atmosphere, moisture and dust. This can cause the vehicle's
appearance to change over time, with paint showing the signs of
discolouration, peeling and cracking, staining, etc.

A Stormblade super-heavy tank seen during the fighting on Toal lll. This vehicle displays the two tone grey
disruption scheme widely used by Imperial Guard armoured regiments deployed to urban warzones.
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1. 2.
3. 4
5 6.
7 8
1. Desert colours, splinter design, confusion pattern. 5. Ash waste colours, feathered design, concealment pattern.
2. Codex green, recognition pattern with weathering. 6. Three tone grey, feathered design, confusion pattern.
3. Three tone grey, over print splinter design, confusion pattern. 7. Swamp colours, hastily applied, concealment pattern with weathering.
4. Jungle colours, stroked design, confusion and concealment pattern. 8. Two tone grey, feathered design, confusion pattern.
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Imperial Guard Camouflage & Vehicle Markings

TANK NUMBERING AND MARKINGS

The markings on Imperial Guard vehicles can, like camouflage, vary
greatly from regiment to regiment and campaign to campaign. The
markings generally fall into the following categories:

Tank numbers and letters

Unit markings (company, squadron, etc)
e Regiment names

Slogans and vehicle names

Campaign badges

Kill markings

Some vehicles display a vast array of different markings, while others
display as little as a single number or no markings at all.

Tank numbers and letters can represent many different things but by far
the most common designate the company, squadron or battle group and
a particular vehicle. Three digit numbers usually represent all three, while
two digits show just squadron and vehicle, and a single digit just the
vehicle. For example, the number ‘213" would represent the third vehicle
of the 15t Squadron of the 2"d Company, and the markings ‘B2’ would be
for the second vehicle of Beta Company. Some units use the number ‘0’
or a particular letter within these markings to designate command and
HQ vehicles.

(Colour plates overleaf)

Company letter, squadron number, vehicle number
Company number, squadron number, vehicle number
Company number, squadron number, vehicle number
Company identification stripes, full hull

Company identification stripes, reduced size
Regimental badge

ouVewWN=

Unit designations can also be shown by the use of particular badges and
coloured stripes. Coloured banding is usually used to denote company,
with certain colours used by each company: red for 15, blue for 27, green
for 31, for example. Many commanders dislike this identification method
and do not use it as it compromises a vehicle's camouflage.

Crews of some regiments continue to follow the practice of painting
regiment and vehicle names, and loyal slogans onto their vehicles. These
can vary in quality of rendering between those applied quickly in the field
to ones carefully stencilled before deployment. Other markings on a tank
might be lucky totems or small religious items or artefacts, granted to a
particularly loyal or zealous crew by Ecclesiarchy representatives.

Campaign badges are markings denoting which campaign the vehicle

is fighting in. They are usually adopted by all the fighting forces,
regardless of their origin (be they Adeptus Astartes, Adeptus Sororitas or
Adeptus Arbites). Some badges are retained as a, honorific, eg, for good
performance in a campaign, but most are removed at the campaign’s
conclusion.

Kill markings may be added by the crew for each confirmed kill. They
might be bands around a weapon's barrel, crosses, tally marks, or other
similar markings.

Regiment name and number

Planet of regiment’s founding
Patriotic slogan added by crew
Barrel rings for kill markings
Company letter, squadron number
(00 — Headquarters), vehicle number
12. Campaign badge

- - O 00N
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