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‘Huge war machines tower over the battlefield, their super-heavy weapons blasting apart even the most robustly armoured
1 tanks and cutting bloody swathes through the enemy ranks. Aircraft scream through the smoke-palled skies, making
4 é devastating bombing runs or landing to disgorge hordes of bloodthirsty fighters. Orbiting spacecraft unleash punishing
’ barrages that pound the enemy into the ground and reduce fortifications that have stood for millennia to rubble.
‘Throngs of warriors and squadrons of armoured vehicles surge towards the foe. This is war on a scale undreamt of...

0 o3 2 0 e
4 THIS IS APOCALYPSE! R N A A B

On the pages that follow, you will find all the information WHATS IN THIS BOOK?

Sowll necd to fight apocalypic batles of Warhammer " RULES OF ENGAGEMENT

40,000, No longer will you lead a single detachment of ‘This section explains how o sct up and fight an
troops into battle, Now you can have hundreds of troops Apocalypse battle, It covers all the basics of preparing
and squadron after squadron of armoured vehicles under | the battlefield, choosing and deploying the armics

‘your command, and the greatest heroes of the age will and determining who has won the game

baule at their side. First, though, you will learn how to

set up and organise your own Apocalypse, about the new Six Apocalypse missions, complete with some truly

‘models you can collect and field in games of this scale, and fearsome Apocalypse mission special rules, are also
* all the rules you will need to use them: provided. Strategic Assets, for example, allow you to

do things like call down orbital bombardments, sct
This book also introduces Apocalypse War Zones. These up shield generators or even equip a character with
are self-contained supplements detailing some of the most a dreaded vortex grenade! There are also Unnatural
famous campaigns of the 41st Millennium, complete with Disaster rules, which allow you to represent the
 orders of baue, fantastic examples of Apocalyptic armies terrifying environments in which many Apocalypse
“and terrain, as well as bespoke missions and datasheets. On battles are fought. Lastly, there is an Organising
pages 228279 you'll find War Zone: Armageddon, and in the Apocalypse section that includes some practical
the future we'll be releasing more War Zone books for you advice for those organising the game (like finding a
10 collectand play through. venue and remembering to take a break!)
Tnterspersed throughout the book, you will also find APOCALYPSE FORMATIONS
llustrations, additional information about how different This section discusses everything you need to know
‘races fight battles of this scale, and just about anything about Apocalypse Formations, including the rules
‘else we think you'll need for your games of Apocalypsel for the different types of formations, such as Psychic
In fact the only limit (o what you can achicve is your own Choirs and Armoured Spearheads, and the rules and
imagination. So have fun, and remember: victory may profiles for the devastating weapons they use. The
ot aliways £0 to the side with the biggest guns — but they section ends with a huge collection of datasheets
certainly do help! | for use in your games of Apocalypse, providing

information and tules for everything from a Necron
Tesseract Vault to a full Company of Space Marines

APOCALYPSE MINIATURES AND HOBBY SHOWCASE

Here you'll find a dazzling array of beautifully

[ painted Apocalypse models, units and terrain

| followed by useful advice and guidange for organising
your apocalyptic collections and battleficlds

FORGING A NARRATIVE
Throughout this book you'll find
little boxes of advice much like this
one. They include everything from
1ips on hiow 10 get the most from your
Apocalypse games (0 how best to
constructan nbuiltstoryline - after
all, games that have a parrative side
arc alot of fun, and this goes double for Apocalypse
From desperate alliances formed in the fires of
battle to nailbiting struggles that determine the fate
of a planet, a game that features some real end-of-

'WAR ZONE: ARMAGEDDON

This Apocalypse War Zone is a self-contained mini-

supplement that includes background information,

[, special rules, and famous Apocalypse Formations
from the climactic Third War for Armageddon.

theworld drama will be remembered for a long tme: ! APPEND]CES X " y
e This section explores the titanic war machines o
of the 41st Millennium, and contains rules 18

summaries, tables and other handy information
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There comes a time in cvery gamer's
longer use all of their models in a single game.

to fight a battle where you get to use your entire collection.

Apocalypse is designed o be played between 040 teams
of players, where every player can field all of the Citadel
mintatures in their collection: This means that Apocalypse
165 are large — at least as big as a large game of
Warhammer 40,000, and often much larger If the players
are hardened veterans with several Warhammer 40,000
armies, then Apocalypse games offer them the opportunity
1o field all of their armies in  single game!

Although this may seem daunung, the good news is that
in practice it really isn't. We've found that it is acwally

huge games of Warhammer 40,000 if you

ery easy to
wwan to; all that is required are two sizcable armics, a large
playing area, a it of time and some advance planning,
Halfa dozen players, each with a 1,000 point army, have
everything they need to take part in an Apocalypse batle

We've found that Apocalypse games can usually be
completed in the course of a long evening, unless the
players' collections are exceptionally large Bigger games
can take longer 10 complete, but are sull very enjoyable and
remarkably straightforward o take part in

This was shown quite clearly in our very first game of
Apocalypse, a massive game betveen two sides of three
players cach. The game started off at 10 in the morning
wath the deployment of the two armies, and had been
fought to 4 conclusion and packed away by 6 that evening,
ineluding 2 ane hour break for us to have our lunch. More
smportantly, it had been a breeze 1 organise and left
everybody who took part cager for their next ga

The aim of this book, then, is (o inspire you to fight large
batdes like ours, and to make sure that we teach you
everything you need to know so that the games you play
are as much fun as the battles we haye fought. This brings
up another impartant point: while Apocalypse battles
don't requirc any changes (o the rules presented in the
Warhkammer 10,000 rulebook, they are not the same type of

NUMBER OF PLAYERS

" For this expansion, we assume that most games of
Apocalypse will be played with two sides of multiple
pliyers. ILis notimpossible for 4 single player to
command an Apocalypse army on their own, but it's
casier for teams of plasers 10 field the number of
models needed. The number of players on each side
does not have 10 be equal, but we try o keep it cven.

WHAT 1S APOCALYPSE?
i

life where their collection of Citadel mininl'ul!
of Warhammer 40,000 Although it
to be able to ‘fine tune’ your army for a batde, we all know it can be

cs has grown so large that they canno -
always handy to have enough extra units

frustrating too; every now and then you want to be ahj

s
SIZES OF GAMES
¥ Games of Warhammer 40,000 and Apocalypse can take
more or less time depending on the size of the game,
Waritasien 40,000 !
A regular Warhammer 40,000 or small Apocalypse
wame, wath 1 player per side, takes an evening to play.

AVOCALYPSE

into two sides, takes up 10 a day to play:

MicA-APOCALYFSE
A massive Apocalypse game, with 8 or more players
split into two sides, may take a weekend to play

game, and you need w0 be prepared for this, For a start;
Apocalypse battles do take longer to play. Because ofthis
Apocalypse battles are not really replacements for the
smaller sized games that you will want to play the restof

but should be seen as something of a special 06eS

Apocalypse battles also require more preparation,
because of their sheer size and the time they take to

outweigh the time taken to set up the game, but yoit
need o be aware of what you're letting yourself in fors
you can prepare accordingly: A lot of this book 15 takes
with advice on how 1o go about organising large games

based on our own experience of doing just thatl 8

i
p

However, Apocalypse offers far more than just the b
to get together with your mates and fight a batde wid
of your Citadel miniaturcs. Most notably, it has given
miniatures designers the opportunity (o make new war.
machines and biological terrors that would simply be (@
powerful o include in the Eternal War missions of the 558
Warhammer 40,000 rulebook. So, Apocalypse not onlyallo
You (0 use your whole collection, but also to field
like the enormous super-heavy tanks of the Impenal G
Space Marine Thunderhawk gunships, and cven tl
and destructive god-machines of the Titan Legio

On top of this, Apocalypse offers unrivalled oppo
for those players who enjay converting and scrateh:b

models, inventing narrative scenarios, and making heie
own elaborate terrain. All of these aspects, and in
besides, are discussed in the pages that follow,




INTRODUCTION
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APOCALYPTIC ARMIES

Apocalypse is played between two teams of players, or
sides’. Each player will usually command an army made up
of all of the models in their collection

THE APOCALYPSE EXPANSION

In your first game of Apacalypse, you will probably find
yourself referring o this book quite often Soon, howeve
the rules will become second nature, and you will mainly
use the book to Took up rules for Apocalypse Formations
that you are fielding for the first time

i

- AN APOCALYPTIC BATTLEFIELD

Apocalypse battles require suitably large batlefields. The

gming area needs (o be at least 6 feet by 4 fe

typically much larger: we've heard of games being play

on the floor, where the battlefield is 40 feet long and 30

feetwide! Large playing areas like this can require quite a

1ot of terrain, but just as the players in each side combine

" their miniatures into a single army, all of the players in an

" Apocalypse battle should combine their terrain collections
together 10 ensure they have enough scenery for the baule.

Wuat You WiLL NEgD
R W R

In order to fight an Apocalypse battle, you will nced all of the things you would normally use in a regular game of
~ Warhammer 40,000, plus the additional materials described below.

APOCALYPSE TEMPLATES
You will be used to the blast markers and templates used in
games of Warhammmer 40,000, These arc used in Apocalypse
games 0o, but are complemented by additional markers
and templates of suitably massive dimensions. These arc
needed to account for the effects of the extremely powerful
weapons used in the game. More detail on these Apocalypse
markers and templates, including their sizes, can be found
on in the Apocalyptic Weapons section (pg 72)

|
|
|
|
|
|

APOCALYPSE FORMATIONS

Further on in this book you will find dozens of examples

of Apocalypse Formations. These are new units that we

have designed for use in games of Apocalypse, drawn from
the Warhammer 40,000 background. We felt they were
simply too powerful to nclude in games of Warhammer
10,000, but are perfectly at home 1n 2 game of Apocalypse.
Examples include the Imperial Shadowsword and the

Ork Stompa, as well as monstrosities like the Tyranid
Hicrophant Bio-titan. There are also Battle Formations that
represent larger contngents of extsting units, such as the
Emperor's Fist Tank Company, the Ork Kult of Speed and
the Eldar Windrider Host

e e




AN APOCALYPTIC BATTLE -

o
THE TIME LIMIT

The following pages will give you an idea of what it is like i
t0 take part in a game of Apocalypsc. Apocalypse games usually take the best part of a day to play,

and therefore have a schedule to determine when the bate

starts and ends. Typically, a batte will start at 9 or 10/ thie
THE GAME ORGANISER morning and end at 7 or 8 in the evening, though it is not
Setting up a game of Apocalypse requires a bit more \incommon for games (0 go on longer than this, or even to;
preparation than most games of Warhammer 40,000 take place over two or more days. In addition 1o the start
Because of this, it's best to have one player as the ‘game
organiser’, They will make sure all of the players know
where and when to meet, decide on the scenario o be
played, and set up the terrain for the battle

and end times, a number of breaks should be scheduled
in, these allow the players to stop and grab a drink anda
bite of food. They also serve as a suitable point to bring:
reinforcements and reserves nto the bate:




THE ARMIES DEPLOY
With the schedule set, the players gathered, and the terrain
setup, itis time to begin the batle. Because Apocalypse is
4 team game, some time needs o be set aside for a group
discussion of the strategy to be employed for the coming
battle During this process the two sides are allowed to

pick one or more Strategic Assets to use in the coming
conflict. Strategic Assets allow each side o carry out special
ballefield strategies or execute cunning ruses, and if used
swisely can spell the difference between victory and defeat

Once all of the commanders in a side are clear about their
objectives and any assets have been chosen, the armies

can deploy. This can take some time for Apocalypse-sized
armies, and because of this there will often be a ime limit
for deploying each army — any models that are not deployed
within this time start the battle in reservel

Belona: The Blood Angels and Imperial Guard dig in amid the ruined
city of Cor Hydrae in preparation to make a determined stand and
_ fmevent the forces of Chaas from crossing the 13th Parallel.

THE 13TH PARALLEL
This battle is set on the Cadian Gate world of Malin’s Reach.
To recreate this famous encounter, he armies ave separated by
the wide thoroughfare known as the 13th Parallel that bisects
the city of Cor Hydrar. For added realism, the players limited
the terrain n this area to shell craters and hastily improvised.
defences. Conversely, plenty of runed busldings and a
planetary defence laser form the battlfield terrain on either
side of the main road, representing the selting of a war-torn
city. The Imperial army consists exclustoely of Cadian Imperial
Guardsmen and Blood Angels to fit in with the narrative of
the famous battle; similarly, the Chaos Space Marines army

{ opposing them compmises a large host of the Trax

P

tor Legions.

g S e o
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Apacalypse battleficld.

During their turn, each side moves, shoots and assaults with
the units in their army. Each player in the side will have
command of certain units taking part in the battle, and it is
their duty o decide what these units will do and to execute
their actions on the abletop. An Apocalypse battle will
often be won by the group of players that works wgether
best as a team, combining their efforts i order to achieve a

joint victory

LET BaTTLE COMMENCE!

With both sides deployed, the battle begins! All of the Warhammer 40,000
along with some additional special rules to cover things like Super-heavy

P A g

e

4 game of Apocalypse,

An Apocalypse baule is not for the fainthearted, Some
weapons are perfectly capable of destroying entire units
of even heavly armonred troops with a single shot —in
fact, there are weapons that can destroy several such units
or whole squadrans of armoured vehicles with a single
blast! In a game of Apocalypse you can frequently expect
{0 sce more models destroyed in a single wm (or even &
single shot) than would be lostin the entirety of a game
of Wathamimer 40,000, Fortunately, the sheer sizc of S8
Apocalypse armics means that they can souk up these heav S8
casualties and keep on fighting. More often than not, new' 8
units will arrive on the batdefield o take their place and 8
keep up the fight after each break in the scheduled gamiy

¢ coen the Warhound Titan, Lupus Rex, can
he grren tde that crashes mto the Imperial
jough the Guardsman manning the trenches
sell their lives dearty, they ane suiftly overwhelmed by

e Ork horde that powrs over their defence
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VICTORY
The winner of most Apocalypse batles is determined by
control of Strategic Objectives. These are placed on the
table at the start of the battle. Each side scores a number of
~ Suategic Victory Points based on the number of Strategic
Objectives they control during each break and at the end of
" the batde The side with the most points at the end of the
~ baule s the winner.

Hovwever, while winning the battle is a bonus, the real
" reason for taking part in a ganie of Apocalypse is the sheer
spectacle. There will be moments of coutage and drama in
every game that will stick in your memory for years to come

Right: Secking to breach the Impenial lines once and for all, the Orks
spearhead an assault in the centre with  pair of lanking Stompas,
bt are repelled by the cambined firepoccer of the Howling Griffons and
Sisters from the Order of the Bloody Rase. One of the Stompas erupts in
flasmes as squads of Devastators delonale its magazine storr, whilst the
other is erippled by the concentrated melta fire of the Sisters of Battle

i "é'"

Ut Onice again, the Inaperial centre holds firm only through the
and sacrifice of the Howoling Griffons and Sisters of Baltle.

s a second wwave of Stompas threatens to overrun the embatiled

areservie force led by the Dark Angels smashes into the flank of

sault, stalling the enemy advance and easing the pressure on

riad battleline. With both sides having committed the last of thewr
s, the epic baitle begins (o reach its bloody conclusion
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=51l For Apocalypse, we have developed a new set of mi « :
missions found in the Warhammer: 40,000 rulebook. ‘The following pages
about setting up and organising a game of Apocalypse.

FIGHTING AN |
APOCALYPSE BATTLE

g ——

=

There are ten Apocalypse missions mcluded in this book
They are designed to make it as easy as possible for you
{0 play exciting games of Apocalypsc using all of the
Warhammer 40,000 miniatures i your collection. This 1s
very different o the vay that the Eternal War missions are
played, and because of this we're going (o explain each
element of the Apocalypse missions, and how (o use them,
in some detail on the following pages

Don't worr if the amount of information seems a litte bit

overwhelming at first - we've also included a summary of all

the main points you need to know, along with the relevant

page references, and there is also a reference section at the

back of the book that should prove a quick, in-game guide
once you'se read through the rules once

ons to use when fighting larger battles, instead of the Eternal

“explain how 10 use the missions, and also!

We've included two types of missions m this expas
six Apocalypse missions and four War Zone missiof
The Apocalypse missions accommodate a wide
apocalyptically themed battles, while the War Zone)
serve to tell the tale of a particular batdefield from
Warhammer 40,000 background. If you wish, you can
even make your own missions using the mformation
guidelines provided by our examples.

Following the missions, the Organising the Apoca
section describes how to set up and run a game of
Apocalypse, including how to find players, what

to know, and how to personalise your games 10 be d
(0 any other game of Warhammer 40,000 you have
The number of possibilities really is endless.




FICHTINGAN APOCALYPSE Bzmuz

FIGHTING AN APOCALYPSE BATTLE SUMMARY
et (D,

Ve
1) THE MISSION (SEE BELOW)
[ Pick the Apocalypse mission (o be used for the batdle
The Apocalypse mission will specify how 1o set up the
batlefield and deploy the armies, what special rules
apply, and how the winner is determined

2) THE ARMIES (PAGE 18)
Each player gathers an army, Each army may mclude
any or all of the Wathammer 40,000 miniature: in the
player’s collection, unless the mission being played sets
restrictions on which armics may be used. Players may
~ ficld a mixed force drawn from two or more codexes if
they wish, and no Force Organisation chart restrictions
or allies restrictions apply.

Apocalypse Formations may be included in the army:

| Choose Sides

' If there are more than wo players, divide them into two
sidcs. Each of the sides should have roughly equal sized
armies and numbers of players

‘Choose a Warmaster
Each side should agree on which character will be the
Warmaster of their side (pg 20).

Each player receives at least onc Strategic Asset

* (pg 30). If one side’s army seems overly large compared

A to the other's, the game organiser can give extra
Strategic Assets 1o the smaller of the forces in order to

e of their own, following the guidelines on pag
mission tells you how to set up the battlefield, how
) deploy the armies, what special rules Appl\ (o the game,
how the winner s decided

“The six missions at the end of this section (pg 42-47) are
¢ ‘general purpose’ games of Apocalypse, and
nt the types of apocalyptic batde that have been
ought miny Gmes over the millennia.

‘addition, War Zone: Armageddon contiins four more
ions specific to that campaign, which recreate key
tles i the Third War for Armageddon You can freely
s :
100s¢ from any of the missions included in this book
n you fight an Apocalypse batile

GAME ORGANISER
order to play a e of Apocalypse, it helps f someone s
e ‘game onganiser’. They will make any decisions about how
nd where the game is going 1o be played ahead of time (see
nising the Apocalypse section, page 48-35).

3) THE BATTLEFIELD (PAGE 20)
Sct up the baulefield terrain following the instructions
given in the mission

4) DEPLOYMENT (PAGE 21)
Deploy your armies following the instructions given in
the mission

5) GAME LENGTH (PAGE 21)
The game organiscr should set a time limit for the
game, and sct break times for the sides

6) First TURN (PAGE 22)
The mission will explain which side gets the first wrn,
or how you determine this.

7) Victory CONDITIONS (PAGE 22)

Each mission will tell you what the sides needs o achicye
10 wiin the baule. Most Apocalypse missions use Strategic |
Victory Points o decide this, but some might present

different objectives for the sides to achieve.

MISSION SPECIAL RULES (pack 23-41)
Apocalypse missions have their own set of mission special
yules that introduce all sorts of flavor (o the game, including
alloweing the players access o powerful Strategic Assets,
presenting the unique ckallenge of fighting amongst a variety
of Unnatural Disasters including a Zombie Apocalypse, and
allowwing heroes ther Finest Hour: The rules for all of this and.
more are contaned in this section
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 Each player taking partin an Apocalypse battle needs
n army. Some missions may place restrictions
on the armies that can be chosen (see the War Zone
Armageddon missions for cxamples), but other than
hiat you can use any army in a game of Apocalypse. If
you hase more than one army, you may combine them
all together into a single force i you wish 1o da so

Armies may include any number of units from
any codex, plus any number of fortifications

and Apocalypse Formations (pg 58). No Force
Organisation chart restrictions apply to the army — just
bing along all of the models you can! In addition,
You can ignore any restrictions on units that ar
normally limited to 0-1, 02 or that say ‘you may field
one of unit X for each umit Y Really, the only rule is
that units
ganie organiser for a ruling

es must be correct. If in doubt, just ask the

Players can take any upgrades permitted by their a
lists, but any such upgrades should be represented
o the model; otherwise, keeping track of which
model has which upgrade becomes very hard. This is
important because detailed army rosters and points
values are not usually used in games of Apocalypse
Instead, players simply bring along the models they
are going to use. The game organiser can ask the
plavers to work out roughly how many points their
army 18 worth, but this is not strictly necessary

“This s because Apocalypse is designed 1o allow you to
{icld vour entire collection, so a lot of the resirictions
{hat apply  picking an army for an Eternal War
Iniesion simply don’t apply. Points can only be seen a5
a rough guide in Apocalypse: it helps if cach plager
ias am idea of how many points they are bringing, but
{he exact value of ach army is not important

This might seem o confer an advantage (o players with
larger collections of models, but as you'll see, swe've
included a number of methods that will allow you to
halance’ a game viithout having 1o leave models on a
<helf (well, unless you want to leave them on the shelf
that is - you don’t hiave o use that broken model if
Jou don't want to). We're labouring this point because,
during playtesting, people found it hard o believe
that we were saying ‘Just bring all of your collection
and play', but this is exactly what we mean Using the
rules and guidelines from this book you can field your
entire collection and have a fantastic game!

That being said, a game organiser should feel free
(0 set a maximum points limit for the game if they
wish. We've played many batdles with a points limit of
benveen 3,000 and 6,000 points, all of which proved:
extremely enjoyable and only took slightly longer than
an Eternal War mission, Even in these games, though,
we recommend that upgrades are dictated by whata
model is carrying, if only to ensure that the games aré
played in the right spirit

P e e
















MORE THAN ONE ARMY
Remember that you can bring along units from more
than one codex; 5o if your collection includes Imperial
Gnard and Tau, plus a squad of Harlequins you
bought just 1o paint, then all these models can fight

as a single force. The great thing about this system is
that it allows you o vary your painting routine, collect
units you like even if you have no immediate plans of
building them up into a full army, or start the core of
a new force and field itin baule straigh away

SPECIAL CHARACTERS

It can be difficult to use more than one special
character in an Eternal War mission; they cost rather
alot of points and often use up valuable *HQ slots'
of the Force Organisation chart. Fortunately, such
obstacles do not matter in Apocalypse. In fact, we
consider it appropriate to field as many special
characters as possible, as it makes the game feel
suitably apocalyptic in nature — huge battles arc just
the place for such legendary individuals as Abaddon
the Despoiler and Commissar Yarrick. Also, it would
seem a waste (0 leave any special characters out of
such a game. That being said, you can still only have
asingle instance of any unique special characters in
each army. In the event that two players want to field
the same unique special character, the game organiser
makes the call. Only one Abaddon the Despoiler

FORGING A NARRATIVE
One of the imple delights of

playing games of Apocalypse is
the freedom to field your entire

collection of minjatures against
your opponent(s). However,
many hobbyists prefer to field
armics that are themed around
famous batdes, campaigns or
specific military structures, and fightin
Apocalypse game with such a host can be
quite revarding

This is easily achieved either by limiting the
codexes that can be used for cither side, or
by stipulating that certain units or characters
must be chosen by one or both sides according
1o the
you can theme your Apocalypse army
around a specific military structure, such as
Space Marine Chapter or Dark Eldar Kabal
Including some appropriate Apocalypse

arrative of the conflict. Alternatively,

| Formations as the core of your army is the
casiest way to do this, as they represent the
archetypal combat formations fielded by each
army, such as a Space Marine Batdde Company

strides the of the 415t Mill ;
regardless of how grand in scale they may be




SE SIDES
i;fﬁ:fns l"»‘.\)nh-‘ can be fought between just two players,
bt theyare especially suited to team play: While it's
possible o play ‘all againstall games, or games where
there are three or more sides taking part, all of the
Jypse missions in this book assume that the players
will be split nto two sides, Because of this, if there are
three or more players taking part, they are split into two
sides at the start of the game. The number of players
in cach side doesn’t have (o be the same, but it helps
if neither side has more than one player more than its
opponents (for example, three players versus four players
s better than two versus five)

Players are usually split into sides by comparing their

collections and then putting the players into two sides that

have similarly sized armies. Alternatively, you may want

to consider using the Allies matrix from the Warkammer

v 40,000 rulebook to help decide which side each player
helangs to. If one side or the other looks like it is more
powerful, then the weaker side can be given extra
Strategic Assets in order to balance the game (pg 50)
However, it’s best to aim to create two sides whose armics

1 are roughly equivalent in terms of size and power

‘The players in a side each command their own army, and
all armies on the same side are reated as Allics, Armies
from the same codex thatare commanded by different
plavers count cach other as Batdle Brothers for the
purposes of the Allies rules. Armics that, according 1o the
Allies matrix, ally only ‘Come the Apocalypse’ count cach
other as Desperate Allies

'WARLORDS AND WARMASTERS

Before a game of Apocalypse begins, each player
nominates one model to be his Warlord, just like in a

% B game of Warhammer 40,000. As a result, there may be
several Warlords on ach side. cach of whom will have
& Warlord Trait, as normal, and get a chance t use the
Finest Hour rules (pg 26-29)

However, it is important (o establish who is in overall
4 ) control of each side, so the players need to agree on
which of their Warlords is going to be the Warmaster
! for that game. The Warmaster is in overall control of
£ % wliatever alliance or war effort is taking place. If the
players on a side cannot agree which Warlord should be
Warmaster, they should roll-off. A player that is hmlmg‘
or organised, the game gets +1 10 their dice roll

The player that controls the Warmaster gets precedence
when his side disagrees upon maters of overall srategy

% that directly affect more than one specific person in
that side, Be warned, though ~ the head of the

overall commander is a trophy gre

enemy'’s
atly prized by the foe

CHOOSE STRATECIC ASSETS
At this point the tio sides select their Strategic Asers
These represent high-level military strategies that can

at ca
swing the baule in your favour (pg 30). o

prezsnin

PAIRING UP
B e thing that e ve fornd works very ell i ur games
o ‘i upy players from opposing sides. The tuo players an
ghven responsibilty for the apposing wnils in  certain ann
of the battlefield, moving the wnits, making attacks, and
ulling saving thios. Pairing wup ke this allozs several
pairs of players lo resolve the action in their area of the tably R
simultancousty, which greatly speeds up play. For example, 6
plager on the nperial side might choose to pair up with the
Chaos player ofposite him. When the Iiperial player fres, s
oppsite nomber oversees s To Hit and To Wotund wlls,
akes armour saes for shicheser wnits o his Side have taken.
Wounds - even 1f those unils ann't part of his army. This avg
situations where multiple players on one side need to get the.
altention of one of their fellsis om the oppositeside at the same.
time, making for a much smoother game.

THE BATTLEFIELD
As mentioned earlier in this section, an apocalyptic
requires a suitably large playing area as well as eno
terrain 1o fill it We've found that eight feet is about
maximum width that can be used while still allowing
players to reach the middle without knocking models
over: Similarly, twenty-four feet is about the maximi
length than can be used without the table starting to-
look 100 long and thin. We've provided some guideli
later on in this book (pg 222-223) if you feel the need
an even larger playing area (you might want to use.
floor!), and you will also find information o the mo
unusual table set-ups that Apacalypse games can i

With the table ready; you need to add terrain, First, set
up any fortifications taken by either side, and then se
the rest of the terrain as you would for an Eternal
mission. You should try to get your hands on as mueh
terrain as you can, and then set it up in any mutualles
agrecable manner. We recommend ‘clumping’ the ter
to form larger features rather than spreading itout evel
over the baulefield. For example, you could clump:

the buildings near to each other to create a town, all
the woods together to create a forest and 5o on. Do

PracinG Stratecic OBjECTIVES B
Once the table is set up, cach side must place three
Strategic Objectives on the table (pg 22). Roll a dice tay
see which side sets up one of these first. That side
one, then the opposing side sets up one of theirs, an
and forth unl all six Strategic Objectives ha
been placed. If for some reason you find you can't plag
a Strategic Objective, adjust those already in play
minimum amount to ensure it can be placed:

ch side must sct up one Strategic Objective in
own deployment zone, one in the opponent’s deplé
zone, and one anywhere on the table. A Strategi
Objective may not be set up within 12" of anoth
has already been placed, or within 12 of any




OYMENT
ﬁ\ ly!) time to deploy your armies. Each
instructions will tell you how to set up, and which
first. It's a good idca to specify a time limit for
ent, to avoid this stage dragging on too long. For
le, you might say that deployment will start at 9,00
d everyone must be finished by 10,00 am , with each

: the side setting up first is allowed a few minutes
ok over the layout of the table and discuss their
oyment, and then has the amount of time specified in
‘chedule to actually set up their army. Once the first

3 set up, their opponents get the same planning
lowed by the specified amount of tme o deploy

‘missions, Scouts will be allowed (o redeploy and

tors to be set up after both sides have deployed, but
s 2 good idea to impose a tme limit on each side
ing out these special deployments.

ime limit runs out while a side is mid:way through
ip 2 unit, then that unit is placed in Strategic
7), along with any other units that have

en setup on the table. Any units that have
ally been set up incorrectly are moved into

egic Reserve 100.

\ME LENGTH
1al War missions are fought for a certain number of
ly six), but we've found that this doesn't work
| for Apocalypse battles. Whenever we used a tum
i found that ywe'd either not had time to finish
, or that we finished 100 soon. So instead of a
battles have a time limit, which is
by the players or the game organiser before
s For cxample, you might say ‘We'll play
1. tonight, or ‘We'll start at 10 am. on Saturday

10 say How long a game wil take, as different
ers tend o play at different speeds. The
solition 13 o assume that your Apocalypse game
full day 10 play. Once you've fought a baule or
L earn how quickly your group plays, and will be
Ige more precisely how long you need for a game.

e agreed time limit is reached, keep on playing
ugh for both sides to complete the same number
‘example, at the agreed time, side A is in
‘their fourth turn and side B has had three

¢ side A completes its turn (taking it up L0
and then side B gets (o take a wrn (50
s also). The game is then over
talways overrun the ume limit,

:E}‘PWQMCAMSEW E}\

As an asi,
‘lm::ll;,l‘:l‘(‘ll;; ;::’l::s:::\o{‘ Course agree o ply on aler the
e uc cd, or to pause the game and
e it the next day, and 5o on’ Sometimes
e |rn ,l?h.\l the batle is at such a crucial stage that it
dw!d" ‘u lv\"rfmg 10 end the game right then, and 5o will
5 ]k 10 play an extra tumn or two unul there is a natural
(“ur usion Atother times, you may be enjoying the sheer
mage of the battle so much that you simply don’t want
10 stop! In any case, it is perfectly acceptable to keep on
playng if both sides agree to do so. ’

SET BREAK TiMES

In addition 0 a finish time, you will need to arrange a
number of ‘break times’. A break gives players a chance to
have a rest and grab a bite to eat and drink, and depending
on the special rules being used, may allow onc or both sides
10 score Strategic Victory Points and gather reinforcements
At the very least, it will give you a chance o put your fect
up for a while and come up with the next stage of your
batdle plan

There should ideally be a break after every three to four
hours of play., When the break time is reached, keep on

playing until both sides have had the same number of trns, |
as described earlier. Then, halt play for fiftcen minutes © |
an hour before starting the next session of play

Asan aside, there is nothing wrong with taking informal
pauses during play if you want to. Stopping the game

for a few minutes so that players can take a rest and get £ .
refreshments is a good idea. However, the special rules that : i
apply to the scheduled breaks abviously don't apply o the
informal ones, and any time the rles refer o a break, this

means a scheduled one.

TYPICAL ONE DAY SCHEDULE

9.00am  Arive and deploy
10:00 am,  Start Ist session
13:00 pm.  Lunch break 3
14:00 pm. Start 2nd session %
17.30 pm. Dinner break
18:00 pan. Start 3rd session
91:00 pim. End baule

“We stand at the crossroad of

ilation and Glorious Destiny:

Annil
Only the Emperor can decide the path we take.”




3 FIGHTING AN APOCALYPSE BATTLE

Some Apocalypse missions vil
first turn, whilst others will require the sides 0 roll- nl[llu 4
determine this. Other missions alloy the side who deploye
their-army first to start the first wrn, unless their opponents
can Seize the Initiative (below)

I specily which side gets the

SEIZE THE INITIATIVE

I war, no plan survives contact with the enemy - ¢
lightning advance can be halted if the foe is svift enough
to counter it

en a

I£a side who are due to go sccond wishes to Seize the
Initiative, one player from that side can roll a D6 before
the beginning of the first tarn. On a roll of a 6, they
successfully Seize the Initiatve and go first instead. Their
army has clearly outwitted that of their opponents!

ApoCALYPSE TURN SEQUENCE

You can now fight the battle. Apocalypse battles use the
standard Warhammer 40,000 rules, plus any of the special
rules from this expansion. Each game turn in Apocalypse
usés an expanded sequence of play, detailed in the Turn
Summary box, below

Continue this sequence until the time limit or 2 br
reachied, and then finish the player e in proge

play an extra player twrm if needed to make sure each

side has the same number of turns, as described in Game
Length. Once the final tme limitis reached, and both sides
have played an equal number of wrns, the game is over

However the winners are decided, and whatever the result,
itis traditional to shake hands at the end of the battle, and
then spend some tme discussing how things went. Often
you wall simply want (o swap war stories and blame any
failures on poor luck with the dice rather than bad tactics,
but sometimes you may have ideas for future games of
Apocalypse based on what happened in your latest game

?)u:aa-mm__ﬁ,
TURN SUMMARY

1. Determine Unnatural Disasters,

2, Ist Side Player Turn:
a Determine Divine Intervention
b. Declarc Finest Hours
¢ Take Player Tum (as described in
the Warhammer 40,000 rulebook)

3. 2nd Side Player Turn;
a Determine Divine Intervention.
b Declare Finest Hours.
¢ Take Iv’LI)'L'l‘ Turn (as described in
the Warkammer 40,000 rulebook)

4. Return to Step 1.

VICTORY CONDITIONS

Once you have finished, itis ume to determine yhie
ras won, You will often need (o keep track of Strate
Victory Points to determine the winner, but somet
other objectives will need 1o be completed instead,

If one side concedes the battle, or all of the model
that side are wiped out, the victory goes to the o
side. Likewise, it the end of any game tum, one
has no models on the battlefield, the "FP"‘mxndc
automatically wins.

STRATECIC OBJECTIVES

Strategic Objectives are key points on the batlefie

capture of which will give their side a strategic adyan

in the ongoing campaign of which this battle is just:
(albeit a very important part!). See page 20 for hw

are placed

Objectives mission special rule is decided by the ca
Strategic Objectives. They can be represented bya
a coin or a bespoke token themed for army or the
batle, but because of their importance, you may want

such xmxk( s in lhelr Collccuons

Note that Strategic Objectives are considered (o be
objectives for the purposes of Warlard Traits and
rules that interact with objectives

MysTERIOUS OBJECTIVES

1f the Apocalypse scenario has the Mysterious Oby
special rule, it applies to all Strategic Objectives (se&
Warhammer 40,000 rulebook)

StraTEGIC ViCTORY POINTS

Alfter cach session of play (i.e. the start of each break
Strategic Victory Points are scored for controlling
Objectives. Strategic Victory Points are also scored
end of the final session of play:

A Strategic Objective is controlled by the side thathias
nearest unit to it - if two or more units are equallyl
cach side rolls off each time Strategic Victory Points:
scored. Note that all units are scoring units in Aj
though a unit can still only control one Strategic
ata ume, and fleeing units cannot control objecty
unit s the closest one to several objectives, it ol
one closest (o it. Each Strategic Objective is worth 00
Strategic Victory Point at the end of the first s

Play, two Strategic Victory Points at the end of
session of play, three Strategic Victory Points at t
the third session of play, and so on.

Note that Strategic Victory Points are eared aft
gaming session, not just at the end of the whol
means you will need to capture Strategic Obje¢
and hold them for as long as possible if you

TR RTINS 0 o oxcts e -




NUS PoINTs
s Strategic Victory Points are scored immediately for

a Super-heavy Vehicle: Score 1 bonus Strategic
Wictory Point each time the opposing side is forced to roll
‘on the Cawstrophic Damage table (including those rolls for
‘Super-heaw Flyers and Super-heavy Walkers)

ng a Gargantuan Creature: Score 1 bonus Strategic
* Victory Point cach time the opposing side is forced to
" remove a Gargantuan Creature as a casualty (including
‘Flying Gargantuan Creatures).

Killing a Warmaster: Score 1 bonus Strategic Victory Point
side 1s forced to remove their Warmaster as

" Stopping a Finest Hour: Score 1 bonus Strategic Victory
Jib Sopping g
ot each tme the opposing side has to remove a Warlord

[he side that ends the game with the most Strategic
- 2 ory Points wins the battle. However, these Strategic
ictory Points can also be ‘spent’ to carry out special
ic Actions. These can be very powerful, but spending
| Strategic Victory Point o use them could mean the
flerence betveen victory and defcat, so do so wiscly!

h player is alloved to spend a maximum of one

gic Victory Point cach furn. It is entirely cach

S choice as to when or if they spend a point, but we

ymmend they confer with the other players on their own

€ before doing so! Note that you may not spend Sirategic
5o if one player

egic Victory
single model that

ar side’s Strategic Reserves, at full slrengdl (wulx the
number of Wounds or Hull Points it began the game

1), and may enter play after any break. Note that Unique

(or models from Unique units) cannot be brought

ic Resources There are some weapons and Strategic
have the Strategic Resource special rule, You
etid one Strategic Victory Point in order 1o use such

MISSION SPECIAL RULES
Much like the Eternal War missions featured in the
Warhiammer 40,000 rulebook, Apocalypse missions
have specific special rules that affect how the

game is played. Some of these special rules, such
as Mysterious Objectives and Night Fight, simply:
follow the rules in the Warkammer 40,000 rulebook.
Others are special rules specific 1o Apocalypse that
represent events on a far grander scale; their rules
are detailed throughout the next section of the
book. They are loosely summarised as follows:

DivINE INTERVENTION (PG 24)
In the most spectacular of the galaxy's battles, the god-like
beings of the untverse sometimes lake an active hand.

The rules for Divine Intervention allow powerful ]
miracles of war; cach race is able to call upon its
deity once certain epic or deadly criteria have been
met.

FiNesT Hour (G 26)
When the fate of their race hangs in the balance, true
heroes will push themsetves to superhuman feats of prowess.

Similar in nature 10 Warlord Traits but on a far
more impressive scale, the Finest Hour rules allow
your Warlord a timely boost that can see hini single-
handedly turn the tide

SONS OF THE PRIMARCH (PG 28)
Amongst the Space Marines there are those whose gene-seed |
yuns pure enaugh to manifest the glory of the Primarchs 1

A specialised form of the Finest Hour rules, these
give Space Marine players the ability o channel
their Primarch’s greatness in their hour of need.

STRATEGIC ASSETS (PG 30)

The generals of the 415t Millennium have access to
stralegic elements ranging from oriutal strikes to lightning-
Jfast flanking manoewvres,

Each player gets a number of Strategic Asset cards
with which to tip the scales; sclf-contained events
and ploys for you 1o unveil as the game unfolds.

STRATEGIC RESERVES (PG 37)
A wise general enswies he has reserves waiting to strike, .

These rules allow you to hold a portion of your
force in reserve, ready (o pounce.

'UNNATURAL DisAsTERS (PG 38).
The battlefield is ravaged. as the planet’s doow unfolds.
These rules allow you to fight battles as the
apocalypse erupts around your troops. Be warned,
these cataclysmic rule sets pack a punch!
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FIGHTING AN APOCALYPSE BATTLE e
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DIVINE INTERVENTION

%}«1\——-
pons used by the Imperi
faithful or even chans
driving force behind Mankind

um of Man. Belief has power; a raw and undeniable
selled by devout individuals. It is the bedrack upon whj
s continued conquest of the galaxy,

Faith is one of the most powerful weal
can be manifested by a collection of the
Tmperial creed has been founded, and the

the Black Library — Khaine, the Bloody-Handed God
{he Eldar; Nurgle, the Father of Plagues; Gork and
he thuggish gods of the Orks. The worshippers o
entities also have a potent faith, and they 0o number
their billions. Though only a traitor 0 the Tmperial
would admit it, the old gods existed long before Mani
conquered the stars, and the Emperor is amongst the rarks
of youngest divinities. 3

“The warriots of the Imperium hold tight to the belief that
“The Emperor Protects’, and in many ways, they are right
Some claim to have witnessed small but important miracles,
or even to have felt his blessing upon them when the
fighting raged ficreest. There are also scattered reports of
major phenomena that have manifested in the most terrible
of batdles and inspired the Imperial soldiery to victory — the
Vaustin Eagle, the Angel of Tinsiphon, and the Thorian
Choir amongst them. Some claim these are merely psychic

overspill brought about by mass hysteria or the delinum
e i o by catgh e ACTS OF THE GODS
painstakingly reconditioned by the Adeptus Ministorum In the most spectacular and bloody of baules, the
themselves have been known to intervene. To repres
this, in a game of Apocalypse, you can attempt o
divine intervention. The various godly powers of the 4lst
Millennium are attracted by different deeds and acts of
heroism, 5o the arcumstances under which you can
divine intervention vary from army (o army. They hi
thing in common, though — their effects are truly ¢f

Though the zealot priests of the Imperial Creed are loath
to admit 1, there are also those deities worshipped by
the alien and the heretic. The foul names by which they
are known are recorded i the ebon-bound grimoires of

INVOKING DIVINE INTERVENTION

At the start of each of your turns after the first turn, e
player checks the conditions under the relevant Codes
Criteria columns, If those criteria are met, that pl
Warlord can invoke Divine Intervention. The Warlord
sclected must belong to the army listed in the Codex!
Criteria column. The effect isted in the Miraculous
column then immediately takes place. Only one Watle
may invoke Divine Intervention each turn.

Once a Warlord has successfully invoked Divine 8
Intervention, they cannot attempt to call upon Divise
Intervention again that game. However, other Warlon

ake their own attempis,
a different god. An alliance of three S
Marine players cannot call upon the God-Emperor ¢
times ~ he's got beuer things to do than bail the ples

L

The Miraculous Effect from the table applies only o4
from the appropriate codexes listed in the Codex &
column, and they only affect units on the same sid
the Warlord who invoked Divine Intervention. Aoy eff
granted lasts until the start of that side’s next ture 8

{0 call upon. Though the Tau do not hate  deity as Suclh.
their manifest destiny and the Greater Good can empower
similar fashion. Likewise, the Tyranid Hive Mind is not
traditional sense, though its mind-boggling scale and galax
ambition ean directly emposcer i constituent organisi
b



The God-
Emperor of
Mankind

Gork & Mork

The Greater
Good

The Star Gods.
of the C'tan

CODEX & CRITERIA

Imperial Guard, Sisters of Battle,
Space Marines, Dark Angels,
Blood Angels, Space Wolves,
Black Templars, Grey Knights

At least half the units in you
have been removed as casualties.

Chiaos Dacmons,
Chaos Space Marines

The number of units in the opposing
side that have been removed as
casualties equals or exceeds the
number the opposing side currently
Tas m play.

Orks

At least half of the total number of
non-vehicle units from Codex: Orks
on the battlefield (friend or foc) are
cngaged in close combat

Eldar, Dark Eldar

More than 50 Eldar and /or Dark
Eldar models have been removed as
casualtics (friend or foc)

Tau Empire

Your side has at least 5 fewer Strategic
Victory Points than the opposing side.

Tyranids
3 or more models from the HQ
section of Codes:. Typanids ave within 6°
of a Surategic Objective marker in the
opposing side’s deployment zone

Necrons
A C'tan Shard, Tesseract Vault or

Transcendent C'tan has heen removed
from play as a casualty

VENTION CHART

MIRACULOUS EFFECT

For The Emperor!: The punver of the Emperor invigorates the army,
shining through their souls like liguid gold,

All units from the list (Icft) have the Furious Charge and
Fearless special rules

Rewards of Chaos: The fickle Chas Gods delight in the slaughter
and mayhem inflicted on their enemics

You can choose 1o tre:
rolls of 1" as rolls of ‘6

any of your To Hit and/or To Wound

Foot of Gork (or is it Mork?): T/ Orks’ deity manife
directly; a giant green foot stamps its approval on the battle beloc

Make a Stomp attack anywhere on the table, using the
massive blast marker. Note that the first marker does not
have (0 be placed in bast contact with a friendly model

Children of the Bloody-Handed God: The blood of the Eldar
boils in their veins, driving them on lo ever greater feals of murder.

All Eldar and Dark Eldar units have the Hatred and Rage
special nules

Desperate Strength: Selfless to the last, the Taw give their lives to
Dy Uieir comrades fine.

All Tan units have the Stubborn, Feel No Pain (44+) and.
Counter-attack special rules

The Jaws Snap Shut: The Hive Mind shares ils infinite hinger
aith the minds of its constituent pants, drwving thens inlto o fre

All Tyranids units have the Preferred Enemy special rule,
and they can both Run and then shoot in the same Shooting
phase. Furthermore, they can also charge in that trn's
Assault phase.

Anti-C'tan Protocols: A coalescing C'tan swins from the stars to
seclaini the fieed shand of #s power, and the Necrons below fall back
on ancient anti-C'tan programming to vesist 1ts fell energies

All Necrons units have the Adamantium Will and Fearless
special rules, and pass Reanimation Protocals on a roll of .
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In times of extreme adversity, true leaders ar
heroism inspiring the men around them to great acts
and Imperial commanders, Chaos worship]

against impossible odds. Should such a desperate act end in lasti

and monuments will be raised in his name.

Even proven lords of war have their defining moments.
Outside the ash-covered buttresses of Hades Hive,

CGommissar Yarrick repulsed Warlord Ghazghkull and his
horde, though it nearly cost him his life. Upon the world of
Stormyald, the Phoenix Lord Maugan Ra single-handedly
scattered a Tyranid swarm by systematically destroying

every one of its synapse leader-beasts. The renegade Huron
Blackheart orchestrated the downfall of the Marines Errant,
seizing their precions geneseed from the inner sanctum of
their fortressmonastery of Vilamus and damning an entire
Chapier to a slow death Such acts of epic heroism and
inspired villamy wsually occur when the inferno of batdle
rages fiercest, for great penil breeds the greatest of deeds

All this boundiess heroism is of course the meat and drink
of 4 game of Apacalypse. That moment when your general
darts forward and takes out the enemy Stompa with a well-
placed vortex grenade, the duel where the Tmperial Guard
Colonel somehow takes down the rampaging Hive Tyrant
the lastditch charge that trns the course of the battle at
leventh hour — they are the images that stick in our

e born, Exemplary warriors rise
By such deeds are Iegen
lords alike fight wi

pers and alien warl
ng, glory, the hero's story can spread throughout the galaxy,

like phocnixes from the fires of war, their.
ds made - the fate of the galaxy is at stake,
every iota of their souls to secure viey

minds when thinking back to the highlights of the game,
and the cherished moments of glory we will remember

for years to come. Moments like this are so synonymaus
with Apocalypse that we decided to provide a system to'
encourage as much heroic derring-do as possible,

CoMmEeTH THE HOUR...

A player may choose to take his Warlord’s Finest Hour oice
per game, at the start of any of their turns. Simply state ths
the Warlord will do s0 at the appropriate time. The Fingst
Hour lasts until the start of their next turn

An Apocalypse War Zone may feature characters with =
speafic restrictions upon their finest hours: Commissars
Yarrick, for instance, only has the opportunity (o use
Finest Hour rules as long as his nemesis Ghazghkull T
s alive, and vice versa. These characters maj also have

t can be used in addition to their Fin

nd all the relevant details are contained in the
section for the War Zone :




.COMETH THE MAN

Until the start of his next turn, that Warlord has a 3+

invulnerable save and the Eternal Warrior special rule to

represent the touch of destiny upon him, and is allowed

to order an All-out Attack in the same manner as a High

‘Command Apocalypse Formation (pg 63). If the Warlord

s already part of a High Command formation, this is in

addition to his usual one. Furthermore, at the beginning of

the first turn in which a Warlord’s Finest Hour is in effect,
" choose one of the Exemplar tables on this page and roll

a D6 to find the special rules that govern that Warlord’s

Finest Hour, The effects generated will last until the start

of that Warlord’s next turn. If a Warlord is killed whilst his

Finest Hour is in progress, its cffects cease immediately and

the enemy scores 1 Strategic Victory Point (pg 23)

rtant Note: Instead of rolling here, Space Marines and
" Chaos Space Marines characters can opt to consult the Sons
 of the Primarch chart (pg 29) instead

‘Once the Warlord's Finest Hour is over, he returns o his
\sual incarnation — his moment of glory has passed (though
don'tlet that stop you from trying any subsequent heroics)

Implacable Advance: Your Warlord, and all
friendly units within 24", gain the Relentless
special rule.

and all friendly units within 24
Stubborn special nule

.»imll-s within 21" can both Run and then whuul
in the same Shooting phase If a unit doc
cannot charge unless it also has the Fleet

iring Oratory: Your Warlord, and all friendly
usits within 24", gain the Crusader special rule

@

Exceptional Display of Skill: Your Warlord re-rolls
all failed To Hit rolls,

Bloody Rampage: Your Warlord triples his Attacks
charactenistic (before any bonuses are applied)

Violent Display of Power: Your Warlord re-rolls
all faled To Wound rolls.

Hero's Might: Your Warlord doubles his Strength
and Toughness characteristics.

Temporarily Unkillable: Your Warlord has
Toughness 10 and a 2+ invulnerable save

None Can Stand Before Me: Your Warlord has +2
Attacks. Furthermore, his attacks in close combat.
have the Instant Death special rule and are AP1

2 c

ErrecT

Additional Asset: Your Warlord immediately gets
an additional Strategic Asset for his side.

The Whites of their Eyes: All friendly units
within 24" of the Warlord use their normal BS
when firing Overwatch

Coordinated Firing Solution: Nominate an
enemy unit within your Warlord’s line of
sight. Re-roll all faled To Hut rolls against the
nominated unit

Set Piece Kill: Nominate an enemy unit within
your Warlord's line of sight. Re-roll all failed
To Wound rolls against the nominated unit, or
failed armour penetration rolls against it

Zone of Death: Nominate a Strategic Objective
within your Warlord's line of sight Al friendly
units within 127 of the nominated Strategic
Objective have the Zealot special rule.

Perfect Timing: The Warlord can returti otic
unit that has been completely destrayed to his
Ongoing Rescrves,




Sons OF THE PRIMARCH

The Primarchs of the Adeptus Astartes were the pinnacle
of the Emperor’s arcane art. Each was o demigod of baule
with his own particular style of warfare, whose deeds are
sung across the length and breadth of the galaxy. Their
legacy lives on through the miracle of genesced = cach and
every Space Marine has the essence of their Primarch in his
blood. When a Space Marine falls in battle, his progenoid
glands are recovered by an Apothecary, returned to the
Fortress Monastery and ulumately transferred (0 a new

1 bond with  new subject

A rare few bond so completely with the spiritual esse

of their Primarch that they come to bear a striking
resemblance to their Chapter’s forefather. The genetie
resonance is so powerful that it manifests not only in -
physical appearance but also in batle prowess. In thes
individuals, the true greatness of the Emperor’s Pri
program i made manifest. They inevitably become the
heroes and leaders of their Chaper, respected and held
in awe by their fellows as warriors beyond compare Itis
whispered that the famonsly heroic Wolf Lord Ragnar 5
Blackmane is the very image of Leman Russ, and noe ca
deny that the mysterious individual known as the Sanguines
is uncannily reminiscent of his Primarch, Sanguinis:

i,

s, A

recruit so that the gene-seed.
and hence keep the Chapter whole

However, the Emperor's masterwork is litte understood o s

; : scems lost, such heroes can call upon of
by mortal men. Even the Apothecaries sworn (o maintain all hope scems lost, such Gl aporion
its sanctity do not wholly comprehend the strange science their forefathers’ greatness to snatch a blaody victory from
that bonds geneseed to a new recruit. Yet, ogether with certain defeat. Thesc are the golden sons of the i

decades of training, that gene-seed tansforms the aspirant = when the horrors of war are at their most dire, they strig
1010 a Space Marine

the battlefields of the 41st Millennium like the warrior gods
of old

during the Horus Heresy. Their diabolic majesty is sall
present in the genetic make-up of the Chaos Space M
wreaking havoc across the galaxy. Just occasionally,
Chaos-tainted gene-seed will confer a measure of the

1 THE SECOND FOUNDING AND BEYOND

All Space Mane chapters are engineered from the original

First Founding Legions, and can hence trace their genetic

¢ snhenitance back o one of the Primarchs. If you play a Second.
Founding or other suck Chapter, or a Chaos warband, you
might need 1o ok into your Chapler's background to find out
which Priarch’s powers you can call upon

& As an example, let’s assume  player has a large Angels of

Absolution army. The Angels of Absolution are a Dark Angels

Successor Chapler - consulting the chart, the player can see

that his Warlord could therefore use the Son of the Lion rules of |

the Dark Angels in a game of Apocalspse. Ifyour Chapler has

20 lear First Founding Chafter in ifs lineage, like the Grey USING SONS OF THE PRIMARCH

Knights, your Wartord uses the Son of Honour special rule IN APOCALYPSE

listed for the Ultramarines. Simply replace the name of the First Instead of using the normal rules for their Finest Hou

2 Faunding Chapter with the name of the Successor Chaper Space Marine or Chaos Space Marine player can opt{0!
his Warlord channel his Primarch instead. 3

Finest Hour, However, instead of gencrating the effet
that will take place during your Warlord’s Finest Hou
your Warlord instead uses the specific effect that tepi
the unique battle skills of his Primarch (see Sons of thel
Primarch chart, right). The Chapter or Legion that
Space Marines or Chaos Space Marines army bell
will determine which effect your hero will be ablé
upon during the battle: For instance, a White Scars
consults the chart, finding that he must use the Son

the Khan special rule (0 represent the Primarch
Khan's heri




Children

Iron Warriors

Space Wolves

£

mperial Fists

A Night Lords

Iron Hands

Uluamarines

Primarch

Lion ElJonson

Fulgrim
Perturabo
Jaghatai Khan
Leman Russ
Rogal Dorn

Konrad Curze
Sanguinius

Ferrus Manus.
Angron

Roboute
Gulhman

Mortarion

Magnus the
Red

Horus

Lorgar
Valkan
Corax

Alpharius

within 12° of him, gain the Counter-attack, Hatred and It Will Not Die special rules.

o

SONS OF THE PRIMARCH CHART

Effect
Son of the Lion: The Warlord gains the Hail of Fire Strategic Asset and uses it immediately,

Lord of Excess: The Warlord, and any friendly unit contamning models with the Mark
af Staanesh within 12" of him, gain the Feel No Pain (4+) special rule

Lord of Destruction: The Warlord, and all friendly Iron Warriors units within 1
him, have the Tank Hunters and Armourbane special rulcs

Son of the Khan: The Warlord, and all friendly White Scars units within 12" of him,
double the distance of their Run or Turbo-boost moves,

Son of the Wolf: The Warlord doubles his Attacks charactenistic. If he 15 in base
contact with an enemy character, he also doubles his Strength.

Son of Dorn: The Warlord has +2 Toughness, and all other friendly non-vehicle
Imperial Fists units within 6" of him have +1 Toughness

Lord of Terror: The Warlord has the Fear special rule. All Leadership tests passed by J
enemy units within 24" of the Warlord must be re-rolled

Son of the Angel: The Warlord changes his unit type to Flying Monstrous Creature,

Son of Iron: The Warlord, and all friendly Iron Hands units within 6" of him, add 1 o
the dice when making saving throws (a 1 is always a failure)

Lord of Wrath: The Warlord, and all friendly non-vehicle World Eaters units within
12" of him, have a +1 bonus to their Attacks charactenistic

Son of Honour: The Warlord, and all friendly non-vehicle Ultr rines units within
12" of him, have onc of the following special rules (choose which rule you will use)
‘Tank Hunters, Split Fire, Preferred Enemy, Stealth, Fearless, Relentless.

Lord of Corruption: The Warlord, and all friendly non-vehicle Death Guard units
within 12" of him, have the Fearless and Feel No Pain speaial rules.

&

Lord of Flux: The Warlord gains the Psyker special rule and two extra Mastery Leyels
Generate his powers immediately from the Biomancy, Pyromancy, Teley
Tzeentch disciplines; he retains these powers (but not the ex
after the Finest Hour ends.

hy

o
Mastery Levels)

Lord of the Black Crusade: The Warlord and all friendly Black Legion units with
models within 12" of him haye one of the following rules (choose which): Monster
Hunters, Furious Charge, Fearless, Crusader

Lord of Heresy: Choose an unengaged encmy unit within 24 of the Warlord: you
become its controlling player: If the unit is locked in combat when the Finest Hour
cends, move it by the shortest distance to be 1° from any other models = neither
side Consolidates.

Son of the Farge: The Warlord's melee attacks are Strength 10 All weapons used by
the Warlord gain the Concussive and Strikedown special rules

Son of the Raven: The Warlord, and all friendly non-vehicle Rayen Guard units within
12" of him, gain the Fleet, Move Through Cover, and Hit & Run special rules.

Lord of the Hydra: The Warlord, and all friendly non-vehicle Alpha Legion units




STRATEGIC ASSETS

range of resources that are 100 valusble (o ise in a smaler.

authorise the use of highly dangerous weapony, or order

G

The commander of an Apocalypse army has access to a wide 2
battle. They can call down a barrage from an orbiting spacccraft, oot e
Mank el Careful vse of thest assets can often mike all the difference between victory and de

STRATEGIC ASSET CARDS
Each side taking part in the battle will require its own st of
Strategic Asset cards.

A set of Strategic Asset cards can be found on pages 31-36.
Permission is given to photocopy these pages, so you can
creatc a set of Strategic Asset cards for cach side. Simply
copy the pages twice, and cut out the cards 1o create two
decks of Strategic Asset cards. Additional Strategic Asset
cards are included in War Zone: Armageddon; these can be
added to the standard deck of Strategic Assets when you are
fighting a battle set in that War Zone

Note that many Strategic Asset cards will refer you (0 new

rules and weapon types included in this book ~ sce pages 37
1 69 for details

NUMBER OF STRATEGIC ASSETS

The number of Strategic Assets each side starts with is
equal to the number of players in the largest side; so

if one side had two players and the other three, then
both sides would get three Strategic Assets. Note that the
mumber of cards is per side, not per player! In addition
the game organiser can choose o give one side o the
other additional Strategic Asset cards. This is usually done
10 balance up games where the forces on one side arc
outnumbered by their opponents.

When selecting Stratcgic Assets, each player sclects one
Strategic Asset. The player who controls a side’s Warmaster
then selects any additional Strategic Assets (in the above
example, the Warmaster of the side with wo players would
select the third Strategic Asset). During play, the game
organiser can elect (o give a side extra cards for achicving
certain objectives within the game (sce Organising th
Apocalypse, pages 51-55 for ways this can be done)

Finally, the High Command Formations and some special
rules included i this book allow players o ke ‘bonus
Strategic Assets

SELECTING STRATEGIC ASSETS

Each side must pick the Strategic Assets they can take from
their own deck of Strategic Asset cards, No Strategic Asset
may be taken more than once by cach side. In addition.
certain Strategic Assets can only be chosen if certain armics
are included on the side that takes the asset. For example,
you can only choose Space Marine Strategic Asset cards if
there are Space Marines units on your side.

Once selected, Strategic Assets can cither be given to
individual players in the side, or they can all be held by the

player who controls the army’s Warmaster. In cither case
the player holding the card decides when and how fo use
the asset. [t is up to the players on the team 10 decide w
of them gets to take cach asset; if you can't decide amica
1ol off for each card

USING STRATEGIC ASSETS :
Fach Strategic Asset card says when it can be used, and wh:
effect it has when i s played. Each asset may be used one
per batte and must then be discarded.

The player that used the card decides how its effects are”
applied. So, for example, they would choose wherean

is placed, and so on. This asid

any units of the appropriate (ype, not just those belon

t the player th;

fricndly units’ it means all units on the side of the plaer.
that used the card, similarly ‘enemy” units are all of those
on the other side. 4

SPACE MARINE STRATEGIC ASSETS

The Strategic Assets on the following pages trat are labelle
as ‘Space Marines’ can be taken by armies that include units
from the following codexes: Codex: Space Mannies, Codee: &
Black Templars, Codex. Blood Angels, Codex: Dark Angels,

Space Wolves, and Codex: Grey Knights. In addition, when
played, they affect all eligible unts from these codexes: -

STRATEGIC RESOURCES
Some Strategic Assets are marked as a Strategic Resourd
the rules for using Strategic Resources are on pg 23,

FORGING A NARRATIVE

The game organiser can give out

addinonal Strategic Assets cards

1o cither side in order to balance

out the game or compensate for

unforescen advantages. In your first

few games, we recommend working

out roughly how many points each

side is worth, and if one side has

less points, give them an extra

Strategic Asset for every 250 points or so that they
are outnumbered by, With experience you will be
able to judge if one side or the other needs any ext
cards without having to work out the points totals.




A thlck barricade of smoke protects
your troops advance.

Use this Strategic Asset at the start of
any enemy wrn. Place two markers
36" apart, and scatter cach 2D6". Any
line of sight that crosses the invisible
Tine between the markers is blocked
Remove the markers at the start of
the nextenemy turn.

____MINEFIELD

Every foot of ground the enemy takes
3} must be paid for in blood.

Use this Strategic Asset during
deployment. Mark a minefield 6"
36" It must be located in open
ground, in your deployment zone.
The mincficld is dangerous terrain

Supply dumps just behind the
frontline allow your army (0 refuel
and rearsm.

J
Use this Strategic Asset at the start of
any of your twrns. All friendly units
immediately replenish any One Use
Only weapons they have used.

CAMOUFLAGE

Low cunning can sometimex be th
difference between life and death.
Use this Strategic Asset after
deployment is complete and
nominate a model from a fricndly
HQunit All friendly units within
247 of that model have the Shrouded
special rule for the first game turn

ORBITAL STR]KE

ANY ARMY

The ships of your fleet are poised to
turn their weapons upon the foc.

Use this Strategic Asset in your
Shooting phase to make the following
shooting attack with a friendly
Warlord model

Range S AP

Infimte  D/7/4 1/

e
Ordnance 1,

Apocalyptic Mega-blast
STRATEGIC
RESOURCE

ANY ARMY

Carefully mustered replacements can
be used to replace your losses.

Strategic Assetat the start
of any of your turns. One friendly
Apocalypse Formation that has
been completely destroyed may be
replaced at full surength in your
Ongoing Reserves. This cannot

e wsed o replice Apocaly
Formatons in which one or more
el ive 15 o tore Hall Points

FLANK MARCH
ANYARMY

Your reserves attack from an
unexpected direction.

Use this Strategic Asset when an

Apocalypse Formation enters

play from Strategic Reserve. That
o may enter play from any

ge

PRECISE
__COORDINATES _
ANY ARMY

Careful planning ensures that
reinforcements arrive exactly where
their support is needed.

Use this Strategic Assetat the start of
any of your wms, All friendly units
that Deep Strike that turn will not
scatter (no roll s required)

- SHIELD GENERATOR

ANY ARMY

A technological marvel
army with a invulnerable force field.

Use this Strategic Asset at the start
of any enemy tum. Plice & marker
anywhere more than 67 from an
enemy model. No friendly unit that
has the majority of its models within
6" of the marker may be targeted by
the enemy's shooting attacks that
turn. Atthe end of the turm, remoye
the marken

i
|
|
|
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~ SUPREMEHQ
ANY ARMY

Your High Command provides.
inspirational leadership.

Use this Strategic Asset during
deployment. Pick one High
Command formation in your army, All
friendly vnits with rodels within

of a model from the High Command
have the Zealot special rule.

COORDINATES!

IMPERIAL GUARD
Troops in danger of being overnin
) call down an attack on their position.
Use this Strategic Asset o make the
Tollowing shooting attack with a
model instead of that model
resolving Overwatcly

Range S AP
3

Type
Ordnance DG,

Apocalyptic B

_FURY OFTHE JUST
SPACE MARINES

he Adeptus Astartes march
inexorably towards the hated foe.

next tum

ANY ARMY
Proof of a hated enemy's death will
‘make all the difference in this war.

tegic Asscuafter
deplosmentis complete. Nominate
an enemy Watlord. 1f this model

you side scorcs 3
additional Strategic Victory Paints
(on top of any bonus points for
“Killing a Warmaster')

IMPERIAL GUARD

Your troops know the secrets of the
tunnels beneath the baulefield.

Use this Strategic Asict at the start of
v of your wr
ofthe tunn, any §
d units consisting entircly of
odels that deploy from
Strategic Reserve may use the Deep
Strike special rule

HAIL OF FIRE _
SPACE MARINES

The Space Marines lay down a
fusillade of rapid bolter fire.

Use this Strategic Asset at the start of
any of your mrns. All friendly S

e models armed with bol
pistols, bolicrs o heavy holtors count
theit weapons as Tuin rinked unil
the start of your next tur

BOMBARDM

i
lMP'l:RlALGUARD
Longrange artiflery adds its

h firepower to your own.

) Use this Strategic Asset in your
Shooting phase 10 make the follaing
shooting atack with a friendly

iard player's Warlord:

S
Infinite 8

Type
Ordnance D6,
Apocalyptic Barrage

ﬁRUSADE BANNER
SPACE MARINES

Abanner from the time of the Great
Crusade instils incredible devotion,

Use this Strategic Assetafter
deployment s complete and
nominate one friendly Space Marine
Standard Bearer. Al friendly Space
Marinea units with models within 24°
of the Standard Bearer have the Feel
No Pain special rule.

__HEROIC STANDS
SPACE MARINES

‘Space Marines will hold their ground
until the end of the galaxy.

Use this Strategic Assetafter
deployment is complete and
nominate a Strategic Objective in
your deployment zone. All fric
Space Marines units with modls
within 6 of the abjective have the
Fearless and Counter-at

special rules.




B Uscthus st

SPACEMARINES
To bear a Primarcly's weapon is a

VOR'['EX CRENADE

~ SPACEMARINES

Avortex grenade is the most potent

great honour and

egic Asset after
deployment s complete and

| has+2 Suength and +2 Avacks.

CORRUPTG DESPOIL

CHAOS SPACE MARINES

Ghaos Space Marines would rather
defile an objective than capture it.

Use this Strategic Assct during any
break. Any Strategic Objectives
controlled by frendly Chans Space
\hnnr models are destroyed after

u have received the Strategic
Vieiory oints om s

CHAOS SPACE MARINES

Gun batteries on orbiting Chaos
warships fire indiscriminatcly.

P Use this Strategic Asset in any of

your Shoating phases. One af your
Warlords mustimmediately make
two Orbital Suikes, and one of your

- upponents’ Warlords can then make
one Orbital Strike (see the Orbital
Suike Strategic Asset card). Note that
these Obital Strikes do not count as
Sisegic Resources

in the galaxy!
Use this smugm Asset in your
Shooting phase to make the following,
shooting attack with a friendly Space
Marine Warlord mode}

Range S AP
128 D 1
Type
Assault 1, Vortex, Blast

STRATEGIC RESOURCE

_ DAEMON SHELL

CHAOS SPACE MARINES

A powerful Dacmonic entity is bound
within a single bolter shell.

Use this Strategic Asset in your

Shooting phase (0 make the following

attack wath a friendly Chaos Space

Marine Warlord model armed vith a

bolter or bolt pistol:

24",

Type

TIME OF
VENGEANCE

CHAOS SPACE MAR[NES
The Chaos Space Marines are

determined to exact bilter yengeance.

Use this Strategic Asset at the start of
any of your wrns. All friendly Chaos
Space Marine models have the Fear

and Rage special rules until the start
of your next wrn.

CHAOS ALTAR
CHAOS SPACE MARINES

Rituals performed on this altar have:

) secured the favour of the Dark Gods.

) Usc this Strategic Asset before
deployment. Place a r
suitable terrain picce
deplosmeat son. Any fendly Chaos
Space Marine model within 12 of the.
marker has a 6+ invulnerable Save. or
adds +1 o their invulnerable Save i
they already have one

CHAOS SPACE MAR[NES

The Chaos Space Marines call for aid
from their dark masters.

Use this Strategic Asset dunng a
scheduled break. D3 destroved
fricndly Chaos Daemons units may
be rewrned to play afier the break
without spending any Suategic
Victory Points

__BLOOD THIRST

CHAOS DAEMONS

Eacuy forces ara kddenly filled with
an insane lust for blood, and rush
forwards manically

Use this Strategic Asset at the start of
cnemy Shaoting phase; nominate:
friendly Herald of Khome All

non-ehicle en its within 127

of that Herald of Khorne may not

shoot that phase, and must atempt

1o charge the closest cligible target

in the following Assault phase, it

capable of doing so




GRAND PAVANE

CHAOS DAEMONS
Nane can resist the lure of the Lord
of Excess’ transcendental music.

Use this Stratefgic Asset at the start
encany Mosement phiase
a fricndly Herald of
Staanesh. All non-sehicle enemy units
itk 15"t Hersld of Sisancsh
thatare
D" in  randota dizccdn insikad
of moving siommally that phase
Determine the direction once and
move all affected models in the same
dircction.

EREWEGO,LADZ.
ORKS

The Orks are overcome with a frenzy
of destructive enthusiasm.

Use this Strategic Asseta the starc of
any of your Charge sub-phases. Any

eharge moves made by friendly Ork
units this sub-phase are doubled.

STRATEGIC RESOURCE

_ MEKWORKSHOP
ORKS

‘The Meks are overjoyed when the
batile starts right on their doorstep!

Use this Strategic Asset at the start
of any Ork turn- All eiendly Ork
vehicles in the Orks' deployment
it b e o Hul

i aining are immediaicly
e B S
Haull Pojnts

mber of

CHAOS DAEMONS

ed by the Great Liar, enemy.

Use this Strategic Asset at the 5
an enemy Shooting phase; nom

onc enermy
of that Herald of '
capable of shooting. You choose the
target the unit fires at, and which

opponcat. You n
it (o fire ata

STRATEGIC RESOURCE

rgeton their side

e
_ _GET’EM

ORKS

< in defence, only
conquering siew territory

se this Strategic Asset after
deployme e For the
entire baule, the Orks' side receives
miple the Strategic Victory Points for
all Strategic Objectives it controls in
the opponents deployment
but only receive half the Sir
Victory Points (rounding down)
for objectives it controls in its own
deployment zone

ELDAR

lr Prykers on board arbi

np:(mhlpﬁ manipulate the ,.n.uu s
atmospherics, unleas!
energy storm on the surface helow.

Use this Strategic Asset in your
Shooting phas
shoor

sk with

friendly Eldar
Warlord model

Infinite 1

Decei
warriors open fire on their comrades.

 triendiy Herald of Tzcentch Sclect

guns it uses, this turmn, instead of your
ay cause this encmy

_ELDRITCH TEMPEST

10 make Uie fallowing

plangel PRSI i

Ordnance 4, Apocalyptic Barrage

succumb to

sliooting attack

o
Assault 1, Fleshibane,

2
s
:
g
3
)
g
3

deployment zone. Any Ork

ELDAR

e foe.

Use this Strategic Assct after

CHAOS DAEMONS

iitnion of the Father of Contagion,

Use this Strateic Asset in your
Shooting phiase (o make the followin
with a friendly Herald

of Nurgle:
_ Range s ap
Hellstorm & 5
T

Oris it an Idol of Mork?

Use this Strategic Asset before:

- PHANTASM 2

Ignores Cover, Instant Death

Infaniry
i | unit (friend or foe!) within 24° of the
marker has the Rage special rule-

ar can use holo-feld
projectors to confound and confuse
th

3
deployment is complete, All friendly.
Eldar units have the Shroude

special rule for the first game .




ELDAR

uneavel the
strands of fate and predict the
fut

Use this Strategic Assct if the result
of the battle is a draw. Roll a D6: on
aroll of 2 or more, change the result
10 a victory for the Eldar player’s side.
On a roll of 1 the enemy side wins.

GLORIOUS PAIN
DARK ELDAR

The Dark Eldar slash at themselves,
) revelling i the selfinflicted pain:
Use this Strategic Asset at the start of
any of your wrns. All friendly Dark
Eldar units immediately gain a
token. At the start of your next turn,
all friendly Dark Eldar units fose a
pain wken.

e REANIMATOR i
TYRANIDS
- The Hive Mind can focus its will to
temporarily reanimate the corpse of a
dead minion.
se this Strategic Assctwhen a

Waygates protect Eldar I'I)im from
e horrors of the W

Use this Strategic Asset Mam
deployment. Place a marker or
suitable termain piece in the Eldar
deployment zone. All friendly Eldar
Psykers wathin 18" of the marker are
not subject to the Perils of the Warp
and may reroll failed Psychic tests

LORDS OF TWILIGHT

DARK ELDAR
Using arean technologie,th Dk
fill the skies with
baleful gloom.

Use this Strategic Asset at the

of any enemy Shooting phase The
ight Fighting rules apply for the

duration of that Shooting phase

[ SPORECHIMNEYS
TYRANIDS

re chimneys release spores into
the atmasphere, creating a choking
organic fog.

Use this Strategic Asset before

deployment. Place three markers or
esip the Tranld

deployment zone. All frig

models sithin 127 of a marker have

the Shrouded special rule.

COMBAT ST]MMS

DARK ELDAR
In preparation for batile, the Dark
Eldar inject themselves with a horrific
compound of combat drugs.

Use this Strategic Asset after
deployment. Nominate a friendly
Dark Eldar Warlord model. All
friendly Kabaltc W

_ WEBWAY ASSAULT

DARK ELDAR

Dark Eldar strike forces emerge from
the Iabyrinth dimension.

Use this Strategic Asset afier

batleficld. Friendly Dark
Eldar units moving on from Strategic
Reserve may do so from these
markers instead of a ble cdge

_ SURROUNDED!

The warriors of the hive fleet lurk all
around, attacking from every side!

Use this Strategic Asset before
deplayment. All friendly Tyranid
infantry units have the Infiltrate
special fule for the duration of
the baule.
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| WORLD DIGESTION

TYRAN
In the final stages.

other rules that apply

pulse that bursts am

Apocalyptic Megal
N

o)
Ve

Above the batlefield,

Use this Strategic A
Shooting phase. All e

having 1 counter

3
Markerlight counters

IDS

of a Tyranid

fivasion, the world itself turns on it
inhabitants.

Use this Steategic Asset before
deployment. All Forests, Jungles and
Woods are dangerous (errain for non-
Tyranid models, in addition (0 ang

NECRONS

Necron ships can generate an energy

ongst the ranks

Use this Strategic Assct in your
Shooting phase o make the following
ahooting attack with a friendly

Necron Warlord model

Range S AP
Infinite  5/4/3 4/5/6
Type

Assault 1,

blast, Gauss

. 3%

; .DRONENETWORK
TAU EMPIRE

, remote drones

stream detailed targeting information
(3 units via the drones nearby,

tin your

CANNIBALISE

~ NECRONS

Necrons can reclain
technology and use it 1
substantial repairs.

Use this Steategic Asset Wh
enemy Superheavy vehicl
Catastrophiic Damage, ater
d Tias been resolved. All

iy Necron schicle units wit
of the yehicle are immediately
edl o their starting number of

SUBVERTMACHINE

NECRONS

There is no machine that the Necrons
cannot twist to their own ends.

) Use this Stiategic Asset at the start
of an enemy win. Select one enemy
nonSuperheasy vehicle unit within
24" of a friendly Necron Warlord
The unitis part of your army unul
the end of your niext turn

STRATEGIC RESOURCE

FORTHE
__GREATER GOOD

TAUEM| l;[EE_

Tau warriors will sacrifice themselves
Ifitwill ensure victory for their race,

Lse this Sirategic Asset a e
beginning of an encmy Shootn 1
phase e
phase For the duration of the.
00lng phase, each time an enemy
UnIt wishes o shoat aca friendly Tay

AL it can only trget the clasest Tan
1AL (0r not shoot avall)

A sarm of armour-devouring
microscopic devices i rleasey,
Use this Strategic Aset in you
r
Shooting phiase: Norminate 4 e
Neeron Warlord miodel. Fvery g,
nonehicle model within 3 of
Warlord immediately locs gy
save for the remannder of
batle (effectively altering 1}

arm

TAU EMPIRE

This warhead kills living things bat
leaves buildings intact.

Use this Strategic Asse in your

Shooting phase 1o make the following

attack with a friendly T Warlord
Range S APCEHE
Infinite 1 1

e
Ordnance 1, Apocalyptic Blast,
Fleshbane, Ignores Cover

STRATEGIC RESOURCE

_ICEFIRE WARHEAD.
TAU EMPIRE
“This warhead disables IMW
‘with an electromagnetic pt

) Usc this Surategic Asset in your
Shooting phase to make e
follawing attack with a friendly T
Warlord model

Range S AP
Infinite

Typeloiins: e
Ordnance 1, Apocalyptic Blst

Haywire

D



ssions. In an Eternal War

jssion, the player represents the commander on the
dlefield, who has little control over when or even if any
Rescrves will be committed to him. In Apocalypse, play
| fepresent higherlevel generals, with complete control over
of the forces under their command. The following rule
 for Strategic Reserves reflects this important difference

jme Apocalypse missions say that units must be placed

ategic Reserve. The first turmn when units in Strategic
érve can cnter play is determined by their type, as
s below. These units enter play in the same manner

FoWito.c,
STRATEGIC RESERVE Tal

AVAILABLE FROM

Any turn, including the
ers, Flying Monstrous first

es, and Flying
Any wrn, including the
first

Any wrn, starting with
the 2nd

After any break (except
during the first urn)

they are Flyers or arrive by Decp Strike

it STRATEGIC RESERVES

military commander will ensure that not all of the troaps under his com
‘held back as a Strategic Reserve, waiting to be committed at the pivotal mo;
es can be used to bolster a faltering attack, or reinforce a defensive lin,

mand are placed in the front line, Some will
ment (o tum the course of the battle. Strategic
50 that it holds up against the enemy’s assault,

ARRIVING AFTER A BREAK
Unless a unit s a Fiyer, Super-heavy Flyer,
Creature, Flying Gargantuan Creature, is
Strike, oris a Fast vehicle, it can only
Reserve after a break has taken place

Flying Monstrous
arriving by Deep
arrive from Strategic

These units enter play in the game turm immediately after
cach break, entering play in the same manner as normal
Reserves but without the need for a dice roll to see if they |
arrive. Itis up to the players to decide how many units

they bring into play after each break; there is no lmit, and. |
you may decide to bring some, none or all of the Strategic
Reserve units onto the board. Any units that are left in
Strategic Reserve afier the first break can be brought into
play after any other break

Note that the normal rules for determining when Reserves
arrive must not be used in missions that use Strategic
Reserves. In other words, Strategic Reserves may only
enter play on or after the turn determined by the Strategic
Reserves table. However any special rules that apply to
unit arriving from Reserves other than those assoctated with
s turn of arrival stll apply. I a unit is required to enter
Ongoing Reserve (such as a Flyer moving off the table), it
will still enter play on the controlling player’s next turn

Tiau Commanders wake
excllent leaders for highly
molule, hard-hitling
mserve fores
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The stars are in alignment, the skics darken by the day,

that has crept towards a planet mani
it has scant hours left to live — hours

esented by the following rules for

All these things ar re
Unnatural Disasters, Be w
is not for the fainthearted

Because of this, before each batlle, the game organiser
must decide whether the rules for Unnatural Disasters will
be used or not. As already noted, they can have a profound
effect on a game, 50 a wise organiser should make sure to
consultwith his players first before deciding to include
them in a game

If you do decide to use the rules for Unnatural Disasters,
then the game organiser must decide which Unnatural
Disaster table will be used. We've included six sets of
Unnatural Disaster tables in this section, and you can either
et to fate

selectan appropriate one o use, or instead.
and roll on the table below, lewing the dice decide. The
result determines which Unnatural Disaster table you will
use for the baule

5 T
UNNATURAL DISASTER TABLE

Z
ﬁ D6 | Unnaturar Disaster

1 { Warp Storm Breach
2 | Magma Storm
3 | Psychic Conjunction

4 | Seismic Explosion

@

Zombie Apocalypse

Exterminatus.

UNNATURA;Q]SASTERS

and terribl
fests in sudden and spectacu
during which its desperate b
brimstone rage all around, hurricane winds shrick with the voices o
by forces so mighty the ground itself shakes apart. Sounds like fun,

ned, though, such epic craziness

le portents abound. One tumultuous night, the dog,
cular fashion. The apocalypse has come to this worl
nhabitants are locked in bitter and futile battle, Fire,
£ the damned, and the planet is wrenched and by
doesn’t it?

MASTERING DISASTER 4
At the beginning of each game turn, randomly select
player. For that game turn, the player is referred to ash
Master of Disaster as he temporarily takes control of i

apocalyptic disaster ravaging the planet. That player
roll a D3 and add the turn number, consulting the rel

Unnatural Disaster table to see what happens. Theser

not cumulative.

Some results on the Unnatural Disasters tables call
the
attack uses a marker, then Wounds are allocated tom
as if the attack originated from the centre of the
the same manner as Wounds inflicted by a Barrage
speal rules section of the Warkammer 40,000 rulel
details of the Barrage rules). If the attack instead hits
a number of times equal to the number of models in!
unit, use the rules for Random Allocation instead.

FORGING A NARRATIVE
The rules that follow allow for
devastating environmental effects
to take place during your game,
It's best if you agree which set of
Unnatural Disaster rules you will
be using well in advance of the day
of the big game (preferably a long
time before, in fact) so all players
can famiharise themselves with the details and can
muster the appropriate models if necessary.

Certain Apocalypse missions use an Unnatural
Disaster or two as standard, just like some of the
missions in the Warkammer 40,000 rulebook use the:
Night Fighting rules. When you select the mission
you wish to use, check to see if it automatically
includes any Unnatural Disasters before choosing
your own

o b usually so much going on in a game of.
Apocalypse that we wouldn’t recommend using
more than one disaster at one time = staging A game
setduning the yolcanic hell of a Magma Storm incuts
| all manncr of destructive fun without including &
Psychic Conjunciion into the bargain.




Flc)«mm AN APOCALYPSE BArm: 1 ‘q

1) WARP STORM BREACH

Bealty blurs, shudders, and splits apart as the Warp storm above
world waxes strong. A massive lesion vips open actoss the
battleficld, mlmlmg @ horrific landscape of screaming faces and

Once More Unto the Breach: Roll-off before deployment.
" The winner of the roll-off must place a marker anywhere
n the board, and scatter it 2D6" ver from the other
Side then places a second marker exictly 24" aw

irst, and scatters it 2D6" The straight line betveen these
two markers forms the Warp Storm Breach. It is impassable
terrain and blocks line of sight

W«m' STORM BREACH UNNATURAL DiSASTER TABLE 2
Sy

Daemon Gale: The ar fills with insane gibbering
and maniacal cackling as the howls of the damned
coalesce in the air near the breach

For the purposes of Morale or Pinning checks,
units must nse their lowest Leadership value,
not the highest. In addition, all Psykers within
24" of the Warp Storm Breach generate two
extra Warp Charge points per turn

\
T

haos Daemons.
on units mny charge this turn and
ander the control of the player that placed
e 3‘9( the rest of the game. If your gaming
oup cannot muster enough models (o place
iese units, or there is no room to place
, just place the maximum number you
ble — the rest are ignored.

b BN

X

£

BN

‘Lords of Doom: The generals of the dacmomc 1
legions burst out of the wailing storm in an unholy
explosion, roaring their defiance to the skies.

B

AS for Warp Invasion, above, though the D3
units must be single models, with no optional
upgrades, chosen from the HQ or heavy
_support sections of Codex: Chaos Daemons.

2) MAGMA STORM
Fire rains from the skies as lakes
inlo the atmosphere by the eruption of a chain of super-volcanoes.
The world simmers as magma flows everywhere, the boiling
carthblood transforming the battlefield into @ living hell so fierce
that cventually the air itself catches aftame

|
|

of molten lava are hurled high

ErrecT

Rain of Lava: Molten rock pells out of the skies in
sudden squalls, incinerating those without enough
armour to protect them and easily melting through the
defences of light vehicles to burn those inside.

The Master of Disaster must roll a D3 1o
determine how many units are hit by the Rain
of Lava. Starting with the Master of Disaster’s
side, the sides take it mn turns to select an
enemy unit to be hit. The selected unit suffers
D6 Strength 7 AP3 hits. The same unit cannot
be selected to be lnt more than once in the.
same game turn,

Flaming Boulders: Burning chunks of rock and
debmss, some. revalling the size of Land Raiders, hurtle
out of the simmering skies o slam into the struggling
combatants below.

Starting with the Master of Disaster himself,
the sides take it in trns o resolve a Flaming
Boulder attack, untl a total of D6 Flaming
Boulders have been resalved. The player using
cach Flaming Boulder attack centres it in a
location of his choice and scatters it 2D6', The
Flaming Boulder has the following profile

Range s AP
N/A 10 2

Type
Tauge Blast

Airborne Inferno: Amma explodes within weapons
Just as they are preparing to fire, while armour plates
melt into searing flesh as the air itself catches fire,
immolating swathes of the battleficld.

All Armour Saves are worsened by 1 (so an
Armour Save of 4+ becomes 5+) for the rest of
the game ten, Models with a 6+ Armour Save
lose their save, Furthermore, all weapons have
the Gets Hot special rule for the rest of the.
game turn, Weapons that already have the Gets
Hot special rule get hot on rolls of 1 and 2 This
can mean that a model with a high BS hits his
target but still suffers the effects of Gets Hot:

LN




LOSION
3) PSYCHIC CONJUNCTION L e
Iripes iy om0V X1 L et Grnd e gt on
00 e S T PO S i b-blo ble apart to erush those soldiers hu
mimzn,'a;;nnl bwhl;’:)mx'f sloroly slid tito place o the - 2 L,‘,’: I/’m{‘:’: f > /:;1;/',';”;"{1 o W
vens. They form an astral conjunction that massively magnifies de. L
:’I;"r’::;‘;u:!’@illnl]’);:n,:‘u’:nhr xj’x sickly hight, and even bestows splinter apart, ll;r red-hot lava of the undenwvorld s/ullmg/
i o bivod from a scab.
minor abilities upon thase otheruwise psychically inert blood from a
Designer’s Note: Seismic Explosion can only be used
are playing your game on a modular board, such as the:
Citadel Realm of Battle Board. IF this isn't the case, sele
i‘_’._ different Unnatural Disaster for the batde

ASTER TABLE
L e
Ervect - SRR R L

SEIsMIC EXPLOSION UNNATURAL DISASTER Tape

The Mind Ascendant: Murderous ghosts of bluegren
lightning leap from the combatants’ munds, feeding or o
their stress and anger to cause unbridled carnage

All non-vehicle, non-Psyker units have the
Brotherhood of Psykers special rule and the Smite
psychic pawer (see Warhammer 40,000 rulebook)
Note that Independent Characters may still use way acruss the planet’s surface, plunging the unsary
their Leadership for Psychic tests. 10 a swift death and sending sheets of boiling steam,
nto the air.

Causality Breach: The latent alnlities of the warniors
mansfest in the ability fo manspulate reality itself The Master of Disaster chooses two edges ofa-
Needless to sas, the damning influence of Warp and the single board section that are not part of a table
chaos 1f causes is not far belind. edge. These section edges are dangerous lefrin
unul the start of the next game turn.

For the duration of the game turn, all D6 rolls
of 1 must be re-rolled. This even includes the S
indisidual dice rolled as part of a 2D6, 3D6 and Ruination; The groind luzches and buckles in .
sa.0n violent earthquake. Whole complexes crumble arvl
the combatants, crushing those inside i a.
Psychic Tornadoes: Whirling twisters of psychic rubble and dust

energy rage around the battlefield, driving those nearby ¢
into a screaming self destructive freny as they quickly The Master of Disaster must nominate D3¢,
tear themselves apart. buildings (inchuding Foraifications and Mass
el Forufications). Roll on the Building Da

Ma places a large blast marker table for cach nominated building, addi
anywhere on the table, which then scatters 2D6" the dice roll,

The miarker remains in play for the rest of the
baule, scattering 2D6" at the start of each turn 6+ | Total Collapse: A whole section of the batlefild
Jalls away into a roiling molten abyss. All traces of
tervain, buildings, vehcles and soldiers that had b
there moments before break up and dissotoe into the
spouting lava beneath. 5

Any nonsvehicle model the marker passes over

i removed as 4 casualty with no saves of any
kind allowed. If the marker ends its move over
avehicle, inerease the distance scattered by the
MInImum amount to move it beyond the vehicle
along the same trajectory. The marker is le
termain. Any model within 6" of the marker has
the Fearless, Hatred and Rage special rules

The Master of Disaster must randomly select
board section, He then immediately removes
it from play, along with all terrain, Strategic
Objectives, and models that are within itor
touching it in any way — they fall into the -
crevasse! No saving throws of any kind are
allowed, including special rolls such as Feel N
Pain or Necron Reanimation Protocols. For th
rest of the game, the gap left by the missing.




5) ZOMBIE APOCALYPSE

s Wanprtainted ghosts hotol through the air. Perhaps the Zowbie

strangely — whatever the cause, it's bad news for the living!

Plague Zombies: The dead rise to their fect, with
witchlight burning in their eyes

For this tum, whenever a non-Dacmon Infantry model
is removed as a casualty due to a failed swing throw,
the Master of Distster replaces the model within 6"
ofwhere it died. Ttis now a Plague Zombic; replace

it with a sitable model or mark the model in some:
way. Models that are not allowed to take a saving throw
cannot return as Plague Zombies. If possible, this
Plague Zombie must join an existing unit of Plaguc
Zombies by being placed in unit coherency.If the
is no unit in range, then the Plague Zombie form:
new unit of its own. Plague Zombies return 1o play
with 1 Wound, WS 1, and Armour Save “: their other
characteristics remain the same. Plague Zombies may
not shoot or run and have the Fearless, Feel No Pain
and Slow and Purposeful special rules. Plague Zombic
units are controlled by that turn’s Master of Disaster
though they are treated as enemy units by all other
units that are not Plague Zombies. They may charge
the tum the enter play. Plague Zombies that become
‘casualties are removed from play — they do not retum
10 play as new Plague Zombies.

Restless Dead: A horde of corpses bursts from the
, arms outstreiched to claw al the living.

it comprising that many Plague Zombies
¢ on the board that is more than 6° from
Infantry models

| the baute: See above for the rules that govern
| Plague Zombies,

Ghosts of the Past: A squad thought dead by their
comrades reappears amdst the chaos of the batlefield.

The Master of Disaster chooses one friendly Infantry

unit that has been removed as casualties earlier in the

baule, That unit immediately Deep Strikes into play.

anywhere on the board, restored to full surength. Itis

wreated exactly s if had just entered play from Stategic
§ Reserve, though it has the Slow and Purposeful,

Corpses jork back to lie and the dead. claw their way from the carth

 Plague has come, or the influence of the Warp is making time flow

Fod

6) EXTERMINATUS

The most dire and. terrible weapon in the arsenal of the Tperium
of Man, Exterminatus has the pasver to obliterate an entre world's

population and cven destroy the planet itself in the process. It has
been used to combat planetvnde heresy,
rampant disease; to prevent the opening or widening of Warp rifis;
or when xenos are so entrenched thal the resources (the planet’s
population included) are beyond salvation

Errect

Orbital Bombardment: The orbiling flet high

above rains countless megatons of explostue upon the
beleaguered world, some of which may be thermontclear
or optimised to scour all life, even that which is
entrenched i the planet’s crust.

Starting with the Master of Disaster’s side, the
sides take it in turns to resolve Orbital Strike
attacks until a total of D3 attacks have been
made. Sce the Orbital Strike Strategic Asset card
(pg 31) for details of the attack. The Strategic
Resource rule for Orbital Strikes is ignored

Virus Bomb: The lifi-cater virus spreads like
wildfire, slowly bt surely reducing all biological lfe to
frotoplasmic sludge. The resultant release of steaming
chohing gases makes the atmasplere wnbreathable ~ and
highty flanamable o boot

Every non-vehicle unit on the board takes a
number of Strength 8 AP5 hits equal to the.
number of models in the unit

Incendiary Atmosphere: Whether becatuse of
a sustained barrage of oyclonic torpedoes or the
ignition of the flammable gases produced by a virts
bombing, the planet’s atmosphere ignites n @ series of
devastating, planetuide explosions

Every unit on the board takes a takes a number:
of Strength 10 AP2 hits equal to the number of
models n the uni

uncontrollable mutation or




FIGHTING AN APOCALYPSE BATTLE

&

I¢'s not uncommon for two armies to stumble across cach o
know of the opposing force is when breathless scouts report
their attack the fastest will be able to grab the initiative and

THE ARMIES

Select two armies using the rules found in the Fightin
Apocalspse Battle section (pg 18). Each side must select
one of their Warlords to be their force’s Warmaster

DEPLOYMENT

Both sides secretly bid (and write down) the amount of
time they want 1o take setting up. Bids must be in whole
minutes. The amount bid is the time that side will have to
deploy their army. The side that bids lowest deploys first (in
the case of a tie, roll-off to see who deploys first)

Units must deploy anywhere in their deployment zone
that is morc than 9° away from the centre line, or may be
kept in Strategic Reserve (pg 37). Any units that are not
deployed when the time limit runs out must be placed in
Strategic Reserve

Once the
likewise, and has an amount of time to deploy equal to the
amount of ume that they bid

rst side has deployed, the opposing side docs

After both sides have deployed, Infiltrators may deploy and
Scouts may redeploy using their special rules

0 DESTRUCTION
RACE TO DESTE

ther during a campaign. The first thing the commanders
\ having sighted the enemy. Whichever side is able to orgs
strike before their opponents are fully prepared.

FIRST TURN
T side that deployed first has the first turn, unless ¢
opposing side can Seize the Initiative (pg 22).

GAME LENGTH

‘The battle continues until the time limit is reached (p

VICTORY CONDITIONS
The side that has the most Strategic Victory Points
end of the game wins the battle (pg 22). 1f both sides
an equal number of Strategic Victory Points then the
is a draw

MISSION SPECIAL RULES
Divine Intervention, Finest Hour, Mysterious Obje
Strategic Assets, Strategic Objectives, Strategic Res

THE BATTLEFIELD
Set up the terrain for the
batle in any mutually
agreeable manner and then
rolloff. The winning side
disides the playing arca into
1o roughly equal halves,
by drawing a linc from the
shortest table edge to the
opposite table edge. The
border between the wo
halves does not have to be a
straight line. The opposing
side decides which half

of the table cach side wll
deploy in

Finally, Strategic Objectives
are placed (pg 20)




§ome Apocalypse battles start out small, and grow into massive engugements. Such contliels ofien begin when two quite

ul forces engage each other. As the battle rages and victory hangs in the balance, the commanders desperately call for
ldnfomemenu;. Both sides start to release carefully hoarded reserves to swing things their way, and very quickly, the battle
escalates into a huge life-or-death struggle, the outcome of which may decide the entire campaign,

E ARMIES FIRSTTURN
Ject two armics using the rules found in the Fighting an The side that deployed first has the first turn, unless the
lIypse Batdle section (pg 18). Each side must select opposing side can Seize the Initiative (pg 22)
one of their Warlords to be their force’s Warmaster.

DEPLOYMENT

" Bath sides secretly bid (and write down) the number of

* units they will deploy on the batdefield. Neither side's
id may be less than a quarter, or more than half of the

ber of units in their army. For example, an army
ith 24 units would have to make a bid of between 6 and
 units. Independent Characters, embarked units, and
dicated Transports count as separate units when working

 how many units there are.

de that bids lowest deploys first (in the case of a GAME LENGTH
s rollofT o sce who deploys first). Units may deploy The battle continues until the time limit is reached (pg 21)
ere in their deployment zone that is more than 12" ]
‘from the border between the two table halves. The VICTORY CONDITIONS |
aber of units deployed must equal their bid. Any units ‘The side that has the most Strategic Victory Points at the
jot deployed are placed in Strategic Reserve (pg 37) end of the game wins the baule (pg 22). If both sides have
an equal number of points then the battle is a draw:
Ince the first side has deployed, the opposing side does |
wise, deploying a number of units equal to their bid MISSION SPECIAL RULES
r both sides have deployed, Infiltrators may deploy and  Divine Intervention, Finest Hour, Mysterious Objectives,
uts may redeploy using their special rules Strategic Assets, Strategic Objectives, Strategic Reserves,

Strategic Victory Points, Unnatural Disasters (pg 22-41). |

e in any mutually
agreeable manner zmd then
0 oﬁ: The winning side
s the playing arca into
0 ,mughly equal halyes,
drawing a line from the
iortest table edge to the
posite table edge, The
rder between the two
es does not have to be a
Tine. The opposing
‘decides which half
e-I?b}e each side vall

Side A Deployment Zone

Strategic Objectives 2 7
4 (s 20) Side B Deployment Zone.




- it for forces to be unstire of where other
i i vhe t uncommon =

i fusing place, especially at night, when it is not unc . o
?nl:ll;:r;‘f):: :::;;mm: IIl(‘l alunL‘pdlc enemy! The resulting. battle will find the two sides dangerously intermingled,
friends and foes scattered across the landscape in all directions.

THE ARMIES FIRSTTURN

Roll-off to see which side has the first wrn. ;

CROSSROADS OF DEATH

vith

Select two armies using the rules found in the Fighting

Apocalypse Battle scction (pg 18). Each side must select GAME LENGTH :

e of their Warlords to be their force’s Warmaster i
PR ‘The battle continues untl the time hmitis reached (pg?

DEPLOYMENT
Each side must be split into three contingents, each with
roughly a third of the army, These do not need o be
exactly the same size, as long as none contains more than
twice as many units as any other. Independent Characters,
embarked units, and Dedicated Transports count as
separate units when working out how many units there are VICTORY CONDI‘I’IQNS
The side that has the most Strategic Victory Points
Rolloff; the winning side must deploy one contingent, Each  end of the game wns the batdle (pg 22). If both sides
unit from that contngent must be placed wholly within an equal number of points then the battlé is a draw.
18" of one of its side’s markers (sce The Batlcfield, below)
and more than 18" from an encmy marker, or in Strategic MISSION SPECIAL RULES
Reserve (pg 7). I it's impossible o fitall of the units in Divine Intervention, Finest Hour, Mysterious Obje
the contingent onto the table, any units that won't fit must — Strategic Assets, Strategic Objectives, Strategic R
be placed in Strategic Rescrve. The opposing side sets up. Strategic Victory Points, Unnatural Disasters (pg 22-

one of their contingents in the same manner, and so on,
unul all contingents have been deployed. Models must
deploy at least 1 from enemy models. Each contingent

must deploy using a different marker

Tl-met by Moonlight: The Night Fighting rule in the
Warhammer 40,000 rulebook applies automatically dun
first game turn of the battle. At the start of the second
turn, both sides roll a dice; if both rolls are the same, th
the Night Fighting rules apply for another game turn 11
Night Fighting rules automatically end at the start of!
third game turn

After both sides have deployed, Infiltrators may deploy and
Scouts may redeploy using their special rules

3

THE BATTLEFIELD

Each side must set up three markers
anywhere along an edge of the table, for a
total of six markers. The location of cach
side’s markers determines where they will be
allowed (o deploy the units in their armics
Any suitable object can be used as a marker,
as long as s possible to tell one side’s
markers from the other side’s markers

Rolloff to see who places the first marker,
then altcrnate placing markers. Markers must
be placed on the edge of the table, more
than 48" avay from any other marker, Alyayy
measure the distance to markers along the
table edge, rather than directly from marker
1‘ to marker (see map). Finally, Strategic
Objectives arc placed (pg 20)

Designer's Note: This mission is designed 1o be

. )m o a table at least 8 feet by 4 fet in sice,
&) a

Sem o o - =
AN A e o TR



PINCER ATTACK

mies of the scale used in planctary battles are massive and cumbersome, which can make them vulnerable to smaller,
jore agile formations, In such circumstances, the smaller armies will often split up, t0 attack from both flanks at once. The

A

: nlydm\ce for the larger force is (o keep one foe at arm’s length, while delivering an overwhelming attack on the other.

E ARMIES

jéct two armics using the rules found in the Fighting an
ocalypse Battle section (pg 18). Each side must select
ne of their Warlords to be their force’s Warmaster.

inst determine who will be the attacker and who will be the
jefender If one side has less points than their opponents,
then the side with less points is the attacker If the points
* totals of the two armies are exactly equal, then roll-off, the
anner of the rollofF s the attacker

e attacker’s army must be split into two detachments,
hwith roughly half the units from the army, It is not

hments must enter play from one of the attacker
edges, while the other detachment must enter fi
roppoaile attacker's tble edge

he defender deploys first, anywhere on the table that is
ore than 24" away from the auacker’s table edges, or they
tay be kept in Strategic Reserve (pg 37). Attacking units

eploy second, anywhere on the table that is within 12" of
nominated table edges. Alternatively, attacking units

HE BATTLEFIELD

may move onto the table from either of the auacker's table
edges on their first tum, or may be placed in Strategic
Reserve, After both sides have deployed, Infiltrators may
deploy and Scouts redeploy using their special rules.

FIRST TURN

Roll-off to see who has the first tun

GAME LENGTH

The batde continues until the time limit s reached (pg 21)

VICTORY CONDITIONS

The side that has the most Strategic Victory Points at the
end of the game wins the battle (pg 22). If both sides have
an equal number of points then the battle is a draw,

SECONDARY OBJECTIVE

At the end of the battle, each side looks at their roster and
totals the number of units that have been destroyed or
haye fled from the table (any that have been *killed” and
returned 10 play are not included if they are still in play)
‘The opposing side receives one Strategic Victory Point for
cach unit which has been destroyed or fled from the tble

MISSION SPECIAL RULES

Divine Intervention, Finest Hour, Mysterious Objectives,
Strategic Assets, Strategic Objectives, Strategic Reserves,
Strategic Victory Points, Unnatural Disasters (pg 22-41).

up the terrain for the T
any mutually i
ible manner and then 4

off. The winner of the
Ioff picks two table cdges
are opposite each other
are further apart than
other pair of table cdges.
two table edges are
attacker's table edges.
;pmxlnlng table edges

¢ the delender’s, Finally,

kw;gw ObJecu\ﬂ are

i

Attacker's Deployment Zone
(Detachment A)

94

o

Defender’s Deployment Zane

(g1 auaymiar)

gy WSy s oy,




" FIGHTING AN APOCALYPSE BATTLE
A

A campaign will sometimes come down to a single fin:
hape for the beleaguered defenders is to weather the

THE ARMIES

Select two armies using the rules found in the Fighting an
Apocalypse Battle section (pg 18). Each side must select
ane of their Warlords to be their force’s Warmaster.

DEPLOYMENT

Rolloff; the winner of the roll-off 1s the attacker.

The defender deploys first. Defending units can be
deployed anywhere in their deployment zone, or may be
keptin Strategic Reserve. Once the defender has deployed
the attacker does likewise,

Attacking units may deploy anywhere in their deployment
zone that is more than 12" away from a
or may be kept in Strategic Reserve (py
sides have deployed, Tnfiltrators may deplo
redeploy using their special rules

FIRST TURN

The attacking side has the first turn

GAME LENGTH

The baule continues until the time limitis reached (pg 21)

defending model,
). After both
d Scouts

THE BATTLEFIELD

FinaL ASSAULT

al assault designed o crush the remains of an enemy’s army. Th
initial attack and then launch a furious counter-offensive; with

they will be able to turn almost certain defeat into an unexpected victory.

VICTORY CONDITIONS
“The side that has the most Strategic Victory Points a
end of the game wins the battle (pg 22). I€both sides
an equal number of points then the battle is a draw,

MISSION SPECIAL RULES
Divine Intervention, Finest Hour, Mysterious Object
Strategic Assets, Strategic Objectives, Strategic R
Strategic Victory Points, Unnatural Disasters (p

Ultimate Victory: In this mission, Strategic Objectives
in the defender’s deployment zone are worth doubl
points (pg 22).

Death From Above: The attackers are supported in ¢
final attack by an orbiting spacecraft. One Warlor

king side (the attacking players choose which
ke a shooting attack in each Shooting phase with
following profile:

Range s
Infinite 10/8/6

AP
1/4/~

Type
Ordnance 1,
Apocalyptic
Mega-blast,

Set up the terrain for the
baule in any mutually
agreeable manner and then
rolloff. The winning side
divides the playing arca into
two roughly cqual halves,

by drawing a line from the
shortest table cdge to the
opposite table edge, The
border between the two -
halyes does not have to be a
straight line, The opposing
side decides which half

of the table each side will
deploy in.

Finally, Strategic Objectives
A are placed (pg 20)

12" from defending wiodels

Defender's Deployment Zone



EXTERMINATUS!

L\

HE ARMIES
ject two armics using the rules found in the Fighting an
ocalypse Batle section (pg 18). Each side must select
e of their Warlords to be their force’s Warmaster

oy anywhere on their half of the table that is more i
away from the border between the two table halves, or
\ay be kept in Strategic Reserve (pg 37).

opposing side then deploys. They may deplo
jeir half of the table thatis more than 12" away from
ﬁbqnlcr between the two table halves, or may be kept in

il a dice. On a roll of 1-4 the side that deployed first has
: first trn. On a roll of 5-6 the side that deployed second
s the first turn.

Wides the playing area into
v0 roughly equal halves,

drawing a line from the
est table edge o the
pposite table edge. The
der betsyeen the two

ves does not haye to be a

ight line. The opposing

auoz Juaulopdaq v opis

le each side will

calyptic battles are terrifying affairs, and sometimes the combatants will utlise weapons of such unimaginable power
‘they can destroy the planets on which they fight. The two armies have become so enraged by the desperate fury of
e that they care nothing for the consequences of their actions, even if it means their own destruction.

VICTORY CONDITIONS

The side that has the most Strategic Victory Points at the
end of the game wins the battle (pg 22). If both sides have
an equal number of points then the battle is a draw,

MISSION SPECIAL RULES

Divine , Finest Hour, fous Objectiv
Strategic Assets, Strategic Objectives, Strategic Reserves,
Strategic Victory Points (pg 22-37)

I’s the End of the World!: This mission takes place as a
series of disasters ravage the battlefield. To represent this,
the Exterminatus Unnatural Disaster table must be used for
this mission (pg 41)

The Final Battle: All units on both sides have the
Zealot special rule

Side B Deployment Zone




is filled with practical advice from veteran hobbyists.

PLANNING IN ADVANCE

1f you'se read this far then you already know most of the
things you need to know in order o play Apocalypse — all
you have t do is turn up with all of your collection and be

ready to play a large game of Warhammer 40,000, There is,

of course, alitde bit more to it than that, as you'll already
have seen sa far in this book, but aside from learning a few
more rules, finding out about same new units, and setting
up a bigger board than usual, there isn't much else you
nieed  kiow. However, the devil is in the detail, as they
say, and this 1 as true for Apocalspse as anything else in

life: Which means that while it sounds easy to say ‘Just trn

up sath all of your collection and be ready to play a large
game of Warhammer 40,000°, actually getting everybody in
the right place at the right time with all the right stif can

ather more. . challenging

we're going to provide you with some simple guidelines®
and tips about organising large games that we hope will
prove uscful, and ensure that any games of Apocalypses
organise or take part in go without a hitch. In many s

¢ tips are more important than all of the game nules
use if you get the organisation wronj
then all of the rules and new models in the world won
make the game work

and new units, be

important for fairly large games, and if you are playinigs
smaller Apocalypse battle then you can safely ignore som
orall of them and be able to get on quite happily,




zu iE GAME ORGAN]SER

Our first picce of advice (and arguably the most important)

it each game should ideally be organised by one

son. It doesn’t have o be the same person each time, but
ying one person that is in charge of the game will n

hings much easicr: The onganiser should see himselfas
mething of a benign dictator, who can lisien to advice and

tions from others, but gets to make all of the decisions

1y large or complex battle Hienthe organiser m:
e support of other people, but we've found it works beter
nything clse

,“;4 \e first thing you're going to necd in order to fight
an Apocalypse baude is at least one opponent. Although
ypsc works with two players, its nature makes
ially suited to team play. Games with three or
‘players per side are easy to organise, and it fairly
rightforward (o arrange games with even larger sides as
s you have the space and the tme required

snly really problem with large team games is that
Hing a group of wargamers (o commit 10 turning up.
atthe same place and time is a bit like herding cats. We
sre recommend that you don't simply say ‘Hey, who
& game of Apocalypse?’ because what you'll find
one says ‘Oh, yes please,’ leaving you with the
nightmare of trying (o find a time that is suitable

dypse on this date. Who wants to play
set the date several weeks in advance you
plemy of\'olumecrs 10 pm. I (I\u’c are a limited

trying o tell someone mm— isn't room rnr them
can lead 1o hurt feelings.

ne ‘have your list of players, make sure that they put
the date for the game in their calendar, and that they do
i ike telling their partners or parents what they plan
‘i}i‘ax day, Then remind them every week or so
me, and make sure that they understand that

can’ lxcome as early as possible. This is )mporﬂuh
pl: can worry about saying they can’t comc,
ccide 1o leave saying anything unul the last
it can be 100 late to do anything about it

The only other thing you have o do with the players is to
let them know what they need o bring on the day, and
when they need (o turn up. We'll cover this in more detail
when we get to point 4 (Plan), so for the moment, suffice fo
y that you need to give cach and every play
instructions telling them what they need to do. Don't rely
on just telling them (people always forget), and don't
assume they know (as this means they probably don’t!)

2.PLACE

Once you have found a suitable group of players, the next
thing (o decide upon is the location for the game: Quite
often you'll have decided on this before asking people to
take part, but at other times you'll want to find out how ]
many players are intercsted in playing before picking a
location for the game

You'll usually find that the place where you normally

play games is perfectly suitable for ganies of Apocalypse
t00, but this won't always be the case, and in the latter
circumstance yow'll necd 1o find a suitably large venue for
the game. When picking an alternative location, you need
to consider the amount of space required in order to set

up the game, and also how you're going to deal with things
like transporting yourself and your mintatures collection,
preparing and cating food, toilet facilities, and aceess to the
gaming arca. If you have trouble finding a site, then its well
worth asking the staff in your local Games Workshop Hobby
Centre or independent stockistif they can provide any help
or advice. Local leisure centres and pubs or bars often have
function rooms that can be hired for a day or two. We've
even heard of one large game played in an emply store

in the local shopping mall! As long as you don’t give up,
you're sure to find a suitable venuc:

One thing that you should keep in mind when organising
large games is that it's rare to find a venue that can be
hired for free. Because of this, you should wiun players
that they may have to chip in to cover the cost of hiring the
room or gaming hall where the baue will be fought




3. PLAYING AREA
Cames of Apocalypse can require a large playing area, and
a lot of terrin to go on top ofit. Later on, you will find

5{ examples of apocalyptic table setups and terrain, but for the

moment it is enough to underline the need to decide well
in advanice what kind of a playing arca you will nced

Once you have an idea of how large a playing area will be
needed, you must make sure that you have enough terrain
for the battle. The best way to do this is to take an inventory
of the terrain that is available, and set up a few sample
baulefields. You don't need as much terrain n Apocalypse
games per square foot of the table as you do normally, but
vou may still find that some more terrain is required. If
this is the case, you should consider coordinating with your
group to produce more terrain. Players working together
can achicye a lot quite quickly, One thing we've found is
that the promise of a game of Apacalypse can act as a great
spur for making extra terrain - and also that  desire ta
‘make specific terrain features has acted as the inspiration
for a game of Apocalypse

4. PLAN

With the players, place and playing arca all ready and
waiting, all that s required is a good plan to bring the
whole thing together. We're using the word ‘plan’ to
encompass all of the different things the players will need
1o know in order to take partin the game. This information
needs to be whitten down by the organiser and sent out to
the players well in advance of the game - and they'll need
10 be ready to provide a few extra copies closer to the day in
case anyone has lost the original copy you sent them!

The amount of detail that the plan has in it will vary
depending on the complezaity of the game being played
Hawever, it will usually need to cover the following things

+ Where and when o wm up in order to play the game

+ Alistof players taking part and their contact details (a
list of mobile phone numbers is especially uscful for
tracking down missing players)

+ What the players need © bring with them, including
things like their armies, army rosters, ralehooks,
codexes, dice, templates and tape measures if these will
be needed

+ Make sure players bring along the datasheets for any
Apocalypse Formations they are ficlding.

« Make sure that players know a rough points total of all
the models in their army combined.

. A umeline for the day stating when the game will s
when breaks will take plice, etc. i

« Who needs (o arrive early to help with setting up, ay
who will stay late 1o help pack away,

+ What armangements have been made for eafing
drinking, or 4 note telling players to bring their o
sandwiches with them :

« Any special or ‘house” rules that will be used:

+ An overview of the mission being played and how
winners will be decided

« Anything else you can think of that may be usdht
interest to the players

If you're organising an esps
going to take more than a day to play, then you will
need to include information about accommodation and!
sleeping arrangements, even if this boils down to *br
slecping bagl*

Last, but not least, you must make sure that anybody.
who is helping you st up or take down the game
in advance what you need them to do and at what fime
Organising  large game of Apocalypse can require q
few helpers, and you need to be sure that they will wim
and not leave you in the lurch, You will find thata li
of advance planning and a couple of meetings (or ex
with your helpers will pay huge dividends on the day

You might think that all of this preparation will mea
batle itself will unfold like clockwork. Unfortunately,thi -:‘rx
rarely the case. People will turn up late, at least one plaje
will have forgotten to bring something or another (diced
templates being the two most common things (o get
home), somebody else will say they have to leave

most of the players will not have read the rules and w

be sure how 10 set up or play.

In our experience. the only ane way to deal with this
mayhem is to act like a demented tin pot dictator, ord
your players about and making sure that they do what you
want rather than the other way around. Being any} 1{
reasonable only seems to encourage the players toanill
about in an aimless manner, worrying more about gettn
cup of tea and a bacon sandwich than actually gettin,
game started. Trust us; they'll thank you for it aftet




usly, though, itis the organiser's job to make sure that
s happen on time, and also that there are contingency
the more likely calamities such as forgotten
s or late-arriving players. Here is a short list of the
things you may want Lo consider:

Bring along as many spare rulebooks, codexes, dice,

templates, tape measures, and other play-aids as you

can lay your hands on. You can never have too many of

these things. And don't forget the glue, invaluable for
iny last minute conversions or repairs!

. Be preparcd 1o cope with at least one player dropping
 outall together, Depending on the number of players,
‘you can cither re-organise which players are on what

sides or bring along some extra units to add to the side
~ that is a player down.

Players that arrive late should justjoin the game as
“reinforcements’ when they arrive, Those that have
leave early can either hand over command of their
oops 1o an ally (if one is available), or withdraw their
my by packing it away when they have to leave

importantly of all, leave yourself fiftcen minutes
fore the anmies are set up to explain the most
artant rules of Apocalypse and the mission you are
laying to all of the players that are taking part.
is one final decision the organiser needs to make.
[ that's whether they will join in the batile themselves,
25 a neutral umpire while the game is in progress.
largely 2 matter of preference, but we recommend
\g in for your first few games if you possibly can, To be
by the time the game actually gets started almost
the organiser’s work has already been done, and you
jtas well get some reward for all of the effort you've
in. On the other hand, there are those who really enjoy
‘an umpire in order to make sure that everybody
 good a time as possible. Umpiring a game also leaves
10 spring unexpected surprises on the,players
the game. Alan Perry and Michael Perry, miniatures
veteran organisers of large games, are
I for coming up with an unexpected occurrence
ring a game, which makes gaming with them a
g if rather paranoja-inducing expenence

AL RULES & RESTRICTIONS
I to decide early on in the planning stage il
al rules or restrictions will apply o your game of
Such things can range from minor changes o
ypse missions presented earlier, right through
i  themed game with special rules and army list
15, Jike those included in the Armageddon War
k.

s is completely up (o you and your
andis torally in keeping with the spirit

g s i

Some of the things you may wish to consider are:

+ Modifying the way models are deployed and the victory 4
conditions for the battle

+ Creating special rules for errain features.

+ Applying restrictions to what players can pick from their
army lists.

» Giving each side additional Strategic Assets based on the
game's narrative (for example, you could give one side
extra minefields to represent a prepared defensive line)

+ Creating Apocalypse Formations for scratch-built
models or unique formations of your own devising.

+ Any ‘house rules’ your group has agreed upon ]

The bottom line is that Apocalypse has been designed as a
starting point. You and your gaming group should feel free
to modify it o suit the type of game you want to play! |

RULES QUESTIONS & HOUSE RULES ]
In this book we introduce a whole swathe of new units |
and rules. Some of them are, by their nature, incredibly
powerful, and you may find the odd rules question that
takes a minute or two to work out. The answers are e
normally in this book — just have patience, read the rules !
and remember the solution for next time. However,

we've also found that the sheer size of Apocalypse games,
combined with the number of different units being used,
can lead (o0 situations that are simply not covered. If such
asituation occurs, remember The Most Important Rule: if
you and your opponents cannot agree on the application
of a rule, roll a dice to see whose interpretation will apply
for the remainder of the game — on a result of 1-3 player A
decides, on a 46 player B decides. In our experience, the |
answer rarely has much impact on which side wins or loses,
so it is better o let the dice decide and geton with it rather
than stopping the game to discuss it

On the other hand you may find some situations where
the rules are perfectly clear, but the way they work in
Apocalypse battles feels a bit strange. Ifa situation hke
this occurs in a game, you may want to consider instituting
a *house rule’ for your next game of Apocalypse. For
example, we found that things that affected ‘every model
on the table’ became very powerful in large Apocalypse
games, so we instituted a house rule that such things were
limited in range to 72", Another group of players we know
of allows multiples of each special character to be used.

As you can see, house rules allow you to fine-tune the game
rules so that battles work the way your group wants thent
10. Just be careful about getting too carried away: a couple
of carcfully chosen house rules can make a game more
enjoyable, but pages of amendments and changes may haye
exactly the opposite cffect!
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FIGHTING AN APOCALYPSE BATTLE
O

et

BEYOND THE APOCALYPSFT‘
ocalypse ex|
pse that ey play

nsion are

The missions presented in the Ap
really just a starting point, and many pl
own missions for the games of Apocilyp
To show the ‘make it up yourself” possibilitics, we have
included an example batle in the Armageddon War Zone,
Shiowing a home-grown narratve with corresponding

deployment rules.

g special

To help players create their own missions, We've come up
wath a number of battle themes and special rules that can
easily be added to any Apocalypse mission. Our aim is (0
allow plavers to casily expand the scope and depth of their
the same time (0 make it more

Apocalypse games, and a
straightforward for players to fight interestng baules based
on the background and stories that are part and parcel of
| the Warhammer 40,000 galaxy. Part of the fun of playing
Apocalypse is that it offers the chance to explore the decp
history of the 41st Millennium, and this in turn gives players
a fantastic opportunity to create some really fascinating
grand scale

battles, on 2

The guidelines that follow should therefore be seen as
something of a smorgasbord from which a game orgar

can mix and match to create the ideal game. As with so
many things about Apacalypse, the best way to decide
which rules to use s to sit down and talk with your fellow
plasers. Now, of course, the game organiser will have the
lion's share of the work and they always have the final

<ay on what rules are used and how they are ariy

However, there is little point in inflicting a sef of
upon a group of players that wont enjoy using thy
even the most dictatorial of game orgarisers i gt
helpful to talk through which special rules tey pg
and why. You'llfindl that a Jittle bit of explanatigy gt
more than enough (0 gt eversbody onside and fpa
forward to the battle

STORY-BASED OBJECTIVES E
In many Apocalypse missions, victory is decided by whid
side contrals Strategic Objectives, Some players make|
own lovingly-modelled objectives, whilst others wil s
use coins, specially marked dice or counters. The Stcaies
Objective markers represent key strategic locales or il
equipment — basically something worth the sacrifice ol 8
enure armics to capture. Qur first Apacalspse games
all of this straightforward natre. However, players qu




ejgan inventing various background explanations for the
 abjectives as well as corresponding special rules, Whatif the
labjective was (0 sliy a specific cnemy special character? Or
o capture the Mck-faktory that was making Stompas, Deff
Dreads, and Killa Kanz>
‘hese story-based objective games took a little more work,
Lis both the story and the objectives have to be decided
wpon 1n advance. Usually this s done o tie the objecti
astary, or because you want an especially impressive
L Character, formation or scenery piece to be the focus of
the game. Often, the game’s or r will be called upon
to make surc a story-based objective game works, but it
\worth noting that there is absolutely no reason at all why
| you shouldn't have some story-based objectives alongside
* Gther objectives chosen by the players, In fact, this usually
' Works very well, allowing the players to give the game a
strong theme, while at the same time gwing the ‘local
L gommanders’ an opportunity to fine-tune their battle plan
afier both sides have deployed their armics

TROOP LIMITATIONS

e of our aims with Apocalypse was to allow players (o use

where applying a few limits can
ake for an interesting and rather different sort of game
arned though, while limiting access to certain troops
alotof potential for creating a memorable game with

areally srong theme, it also has the most potential to spoil
A game too. After all, there's nothing worse than having a
cool model you really want to take, and then finding out
you can't use it! The solution is to be generous and make
sure that everyone is happy with any himitations before you
o ahead and apply them

The most common type of troop limitation used in
Apocalypse is to limit what allies the players can chaose

1 those that one can imagine might logically fight on

the same side. The Allies matrix in the Warhammer 40,000
rulehook is of great help here: All you have to do 1s cros:
reference two armies 1o see if they are Batle Brothers,
Allies of Convenience, and so on. In general, it's considered
1o be acceptable o have Allics of Convenience in the same
army, but in games of Apocalypse even Desperate Allies and
Come the Apocalypse’ combinations can fight togethe

Sometimes you may want to limit access ta certain troop
types, special characters and even armies in order to fit in
with the theme for a game. As an example, the missions in
the Armageddon War Zone are usually limited to fmperial
forces and Orks. What's more, we limited the Space
Marines to the Chapters that fought on Armageddon, and
they were only allowed to take the appropriate special
characters. The most extreme version of this 1s when on
player works out an ‘order of batle’ for a game, and only
the listed units may be used, The example battle in the War
Zone section features an order of battle of this kind




HTING AN APOCALYPSE BATTLE

PERSONAL OBJECTIVES & SECRET QRDDEfRS
Most games of Apocalypse are played between teams
players, and victory will either go to one side @

A variation on this dea i to give cach playerinaside
their own personal objective. Overall victory is determincd
niormally, but then the plaers in both sides can sec how
well they have done atachicving their personal objectiv =
The player in each side that has done the best is allowed 1o
lord it over their teammates and claim the hon’s share of
the gloryl This can lead to players doing all kinds of atee
things and employing unusual tactics during a batle, with
very entertaining results ensuing

side or the other

As an example, you could say that each player must pick a
personal objective from the following list

+ Hold the most objectives in the opposing side’s
deployment zone

+ Kill the special character in the opposing army worth
the most points,

+ Destroy the Apocalypse Formation in the opposing army
worth the most points,

And 56 0n; it's easy to come up with additional or
alternative personal objectives based on the mission you
are playing and the armics you are using Each player then
swrites down their choice on a piece of paper, and keeps it

secretuntil the end of the game. The personal objectives
are then revealed, and the player that has done best in cach
side becomes their side’s champion. If several players have
achieved their objectives, then destroying an Apo
Formation beats anything else, and killing a special
character beats capturing an objective.

Ifyou're the organiser of an Apocalypse game, there's
another v of giving players personal objectives, whicl
I8 10 wite down ‘sccret arders' for each player instead of
allowing thein to choose their own. A set of secrer e
will contain the player's personal objective, which cun 1o
one of the personal objectives already described, or ingreac
can be anything that your cunning mind can come up i
For example, you could say that a player must get g eorins.
Charucler to a certain point, or that they want 4 sy o
the sanie ide o be Killed by encmy fire, or that ey s
advance their whole force nta the opposing side'y Mitef
the able, and 50 on. You get the idos Bae

an be

THE UMPIRED GAME

Perhaps the ultimate form of Apocalypse is an up
game. In an umpircd game, the game organiser fo
pleasure of taking part in the battle directly, and g
helps devise and adjudicate the game as the um 7'
simplest level, this involves organising a game as deg
carlier, urging the players along to ensure the gam
ata brisk pace and sorting out any rule questions,
However, useful as these things are, an umpired g
shines when the umpire devises his own themed A
game, coming up with the story and background for the
batde and any special rules that apply. We'd recommer
only attempting this once you have a few games of
Apocalypse under your belt and know what the pla
your group like and, more importantly, what theye

like, Your aim should be to entertain your players,s

g0 away looking forward 1o the riext game you organ
Because of this, it's worth putting some time and

into the story you devise so that it fecls convincing, 3
you may also want to make handouts for the playersy
you can give out at the start of the game. These han
should explain the story, any special rules the player
need 1o know, and any secret information that only’
have access to

In play, the umpire can keep some pieces of inforn
secret from some or all of the players, which are o
10 be revealed during the battle. The umpire might
xample, decide that an area of what looks like clea
is actually dangerously radioactive, only revealing.
information when an unwary unit enters the terrais

The umpire can also keep objectives secret from
side's foes, either by having the players tell him.
objectives are instead of putting down markers, or byié
the players what their objectives are mstead of letung
choose. The last option works very well if you are'
‘personal objectives® as described earlier:

MULTI-TABLE GAMES

Ifyou're lucky enough to know a large group of playe

a games club for example, you should seriously consi

setting up a multi-table game of Apacalypse. Youstill

probably need at least eight players to run such ag

and the more the merrier. As its name. implies, a mt

baule is played on two or more gaming tables. Asepa
'me of Apocalypse is played on each zable, but the

might represent different locations that are close to il

other on a much larger baulefield, or different battefielé

within a greater war zone, This means that the overall

on all of the tables being used in the game, L8
number of Strategic Victory Points claimed on¢
Multi-table games are quite easy to organise, as &
have enough space and enough players. All yo
15 SeLUp two or more tables as you would for &
of Apocalypse, and then split the players. Il




: roughly the same size, then you should split the players
snly as possible between them, but if some tables are
ir or smaller than others, then allocate appropriately.
the players are divided up, you can start pla
he same time limit applics to all of the tables, so if you've
ided to play until 7 p.m., all the games being played
finish at this time. This change aside, cach group of
| players follows the normal Apocalypse mission rules for
iheir table, and cach group can play along at their own.
This might mean that one table gets more trns

- atthe end o!n urn unul everyone catches up. Fortunately,
jing a multi-table game.
the appointed time, all the games must stop and all the
‘Strategic Victory Points from all the tables are counted up
d added together to see which side has won,

1, in our experience, most players love to add their
 ouches, s0 s rare fora batle 1© be played with ust
you'll almost certainly

cresting set of choices right from the start, as un>
| need d 1o allocate bletop commanders to the d.m g

gp{ér o)l lot of assavilt troops
« '\yello): the city table, while an army WHJI alotof

nteresting way of playing multi-table Apocalypse games
link two or more tables together in some way, with a
r example. Units on one table are then allowed
v to the other table via that link, and skimmers or
can move from one table ta the other if they do so
tof a single moye. It's also possible o shoot units on
table if they are in range ~ which makes weapons
long range (like the Imperial Guard Basilisk)
sefull Of course, the 415t Millennium offers
er scope for connections than a bridge ~ Warp
gates, or tellyporta pads can open up a
urmlng and tactical options to connect the
g surfaces.

Linked tables don’t have 1o include 4 physical link. For
example, one table could represent a vast sicge Gannon
that can drop massive amounts of fircpower from a great
distance away, while the other table could be ‘the front’
where the shelling is taking a devastating toll. One team of -
players is trying to weather the bombardment, while their
allies attempt to silence the big guns. The other side is
trying ta shell their foe into oblivion, while communicating
with the front lines to ensure their titanic barrages are on
target as much as possiblc.

SUPREME COMMANDERS
Ifyou're playing a really large game of Apocalypse, you may ]
want to allow cach side to have a supreme command team
This works especially well for multi-table games or large
games played on the floor.

The supreme command team represents very high-level
commanders, and as such they don’t normally get to move
units and make attacks. Instead it's their job to try to
coordinate the actions of the ‘field commanders' (i.¢. the |
players controlling the units on the table) in order to help |
their side better achicve victory. The supreme command

team also gets to pick all of their side’s Strategic Assets, {
and can then give them out (o the field commanders to
use as and when they see fit. This can lead to one field
commander getting to use more assets than anather,
depending on where the demands of the battle requires
them most. For this reason, field commanders are advised
10 lobby the supreme command team strongly in order to
make sure they get hold of the support they need.

The supreme commanders can also be put in charge of
distributing some of the units in Strategic Reserve, which
they can choose to allocate to players as and when they
wish. Flyers, Titans, Super-heavy vehicles and other such
units are all excellent choices for such reserve units, and
once again, the field commanders are advised to petition
their supreme commanders strongly in order to get the
units they need

At the end of the battle, the supreme command team can
award the players under their command a citation (and
maybe even a promotion!) for their conduct during the
baule, if they think they deserve it, and are also allowed (o
court-martial players who they felt didn’t carry out their
orders. This has no dircet impact on who actually wins or
loses the baule, but is a lot of fun, especially if the supreme
commanders or game organiser has taken the time to
produce suitable certificates and medals.

ITS ALL ABOUT HAVING FUN
And that last point is as good a place as any to end this
section. The ideas described here really only scratch the
surface of what you can do when you play your own games
of Apocalypse, the sky's the limit. As long as everyone keeps.
in mind that the only really important rule is that everyane
has a good time, then anything goes!
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are dominated by huge
Super-heavy vehicles and Gargantuan Creat

Apocalypse introduces many new models, units and
fortifications (o the wartorn universe of the 415t
Millennium, On the following pages, you will find the
sules for the different categories of these new models,
units and forufications, each of which builds upon the
rules in the Warkammer 40,000 rulebook

DATASHEETS

Apocalypse gives you the chance (o field Apoc:
Formations. Every Apocalypse Formation 15

its own datasheet, which includes all of the information
needed 1o use the formation in a battle. In addition
the datasheet tells you which codex the formation is
considercd a part of for all rules purposes. A host of

datasheets can be found in their own section (pg 75-187)

and mor
(pg 2582

are presented in the Armageddon War Zone

9). Feel free to design your own formatior

e sure that your opponents agree i their e before the

game starts

ures, and weapons so vast that they

of troops, thundering spearheads of armoured vehicles,
will blow zpart anything they hit,

pue Formation, from Armotred
n Creatures, has its own spe
4 on the following pages. In add
Formations have their oup;

re described on their datas

more than one datasheet at a time.

EET Po,‘:r Vaives

e, it is nice 10 know how many pointsa m
10 be able to show off about how many




ARMOURED SPEARHEADS

A special unit of three to five armoured
vehicles that have a unique ability, such as a
Space Marine Predator Assassin Squadron

Fuyer WiNeGs

Similar to an Armoured Spearhead, but made
up of Flyers rather than Tanks, such as the
Ork Burna-Bommer Skwadron

BATTLE FORMATIONS

A Battle Formation is a large collection of
units, such as a Space Marine Battle Company
or an Infinite Phalanx of Necron Warriors.

HicH CoMMANDS

An HQ formation consisting of one or more
commanders and their supporting units, such
as the Brethren of the Great Wolf:

MAssIVE FORTIFICATIONS

Incredibly large and fortified buildings that
are almost impossible to destroy, such as an
Aquila Strongpoint.

Psycic CHolrs

A group of Psykers that can unleash hugely
powerful psychic powers, such as an Eldar
Farseer Council

SUPER-HEAVY VEHICLES
Extremely large and heavily armed vehicles,
such as the Imperial Guard Baneblade or
Necron Tesscract Vault

SUPER-HEAVY WALKERS

Superheayy vehicles that stride across the:
baulefield, such as Imperial Warhound Titans
and Ork Stompas.

. SUPER-HEAVY FLYERS

Super-heavy vehicles that dominate the skies
over the battlcfield, such as Space Marine

Thunderhawk Gunships.

CAHGANI'UAN CCREATURES

tures of such immense size that they can

4 ka on entire armics on their own, such as

Tyranid Hierophants,
FLYING GARGANTUAN CREATURES
Colossal flying monstrosities with wingspans
as wide as a Thunderhawk, such as the
Tyranid Harridz

DATASHEETS

Each Apocalypse
Formation has its own
unique datasheet. The
datasheet describes the
nation and has a
picture of what it looks
like, as well as providing
you with all of the
information you will need
w include it in your games
of Apocalypse. You'll find
more than 100 datasheets
throughout the pages of
this book:

(1) Army Icon: This icon displays which army the
Apocalypse Formation belongs to in pictorial form.

(2) Army Name: The name of the army to which the
formation belongs. This tells you which codex the
formation is considered a part of for all rules purposes.

(3) Formation Icon: This icon tells you what type of
Apocalypse Formation rules apply to this datasheet.
See above for details of what each of the icons mean.

(@) Formation Composition: This box lists the minimum
requirements you need to field this Apocalypse
Formation, and any restrictions that may apply o it

(5) Wargear, Special Rules, and Options: This lists the special
rules that apply o the formation, and frequently its
wargear, transport rules, options and/or psychic powers.

!
i




of three to five armoured vehicles. The crews ol

‘major assault, soaking up the enemy’s fire and

crushing attacks of their own.

FIELDING THE FORMATION

In order to field an Armoured Spearhead, a player must
hase all of the units listed on the relevant datasheet, which
must be from a single codex and must comply to any listed
restrictions. As long as these requirements are met, then
the player may take any of the upgrades allowed to the

{ models in the formation. All the models in the fe
gain the special rules associated vath the spearhead ‘for
frce’ it does not cost extra points to field the formation

mation

SQUADRON

To represent the cooperative manner in which they wage

war, the vehicles in an Armoured Spearhead are treated as
a Vehicle Squadron (scc the Warkanmer 40,000 rulebook),
even if they would normally be separate units.

,1 COMMAND VEHICLE

| When an Armoured Spearhead is deployed, one of its

vehicles must be nommated as the Command Vehicle. The

3 Command Vehicle may choose 0 shoot at a different target
from (he rest of the Armoured Spearhead if it wishes.

Fryer Wings

Flyer Wings are elite aircraft form
whose crews have fought alongside
cach other in numerous campaigns,
The pilots of the separate aircraft have
an almost supernatural ability to anticipate what their
comrades are abaut to do, allowing them to m
elfect of their attacks, or ensure their surviy
come under attack

tions,

aximize the
al when they

Each Flyer Wing consists of three to five Flyers selected
from a single codex which cannot normally be. taken

in squadrons. By fielding models that qualify as these
formauons, players gain specal rules, and access to Flyer
Wing Auack Pauerns that will help them in bade.

ARMOURED SPEARHEADS
RVGR s T

& {7 e, st without exception, 3
Armoured Spearhead formations are, almost Hilione hlirlcs “are specially trained to operate together and can adopy

i i 12 v to best support each T
e l:};’[:g the rest of the army from harm, while at the same time del

v o == “

R
heavily armoured and powerfully armed, Each is mag

other in battle, It is their duty o be at the forefront o

ATTACK PATTERNS
If the vehicles in an Armoured Spearhead deploy or e
their Movement phase in one of the Attack Patterns | ted
opposite, then they bencfit from a special rule. All gf
the vehicles in the Armoured Spearhead that hae nog
been destroyed or abandoned must be part of the
Pattern, and the Attack Pattern must be comprised o
least two models ;

The special rulé that applies is described with the Atiadh
Pattern. Once a special rule has been triggered, it applies
unal the end of the Armoured Spearhead’s next Mo
phase, even if the vehicles in it should subsequently

Autack Patterns, you must declare which one you will's
until your next Movement phase

in both the Arrowhead and Broadsword Attack Pat
could use the special rules for either, but not both

ATTACK PATTERNS
Flyer Wings use the same rules and Attack Patterns

Armoured Spearheads, except that a Flyer Wing in the
Rapicr Attack Patiern also has the Strafing Run special
rule (itsull adds 12" to its move when it move

“Tie WORD 0F THE EMPEROH 1S THE

L RULE OF THE IpeRIUM.
\ “THE WILL OF THE EMPEROR 1S THE
it MIGHT OF THE InPERIUM.

“THE BLESSING OF THE EMPEROR 1S THE
LicHT oF THE InpERIUM.




]wluck-; e spmhmd
must be able to touch the edges of a
hellstorm template, with one vehicle
ching the narrow end, and the others
i s of the
emplate. None of the vehicles in the
oured Spearhead may be under the
mplate; they must just touch it If ther
more than two vehicles in the Armoured
i, then there must be vehicles
ouching both sides of the template as well
as one touching the narrow end.

‘ehicles in an Arrowhead Attack Pattern v
Hhave the Tank Hunters special rule, The /w Ueftmast vehicles are in an Arrowhead Attack Pattern. They have the Tank Hunters
spectal rule to represent their shats being coordinated against the enemy's weak points. The
highlighted vehicle 1s touching the round end of the template; if it was part of the Armourer
Spearhead, it roauld prevent ils formation from triggering the Tank Hunters special rule

qualify as a Broadsword Auack Pattern,
ehicles in the Armoured Spearhead
st be able to touch the same long edge
fa hellstorm template with the majonity of
heir front armour vehicle facing, but not
undemeath it.

Vehicles in a Broadsword Attack Pattern
ave the Preferred Enemy special rule

T e topmast vehicles are in an Broadsword Attack Pattern. They have the Preferred |
Enemy special rule (0 yepresent thear overlapping targeting data. The highlighted velicle is i
not touching the same side of the template; 1f it was part of the Armorered Spearhead, it would 1
prevent its formation from triggering the Preferved Enemy special rule

un s 4 Rapier Auack Pattern, all

the Armoured Spearhead must
b\: 10 touch the same long edge of a
llstorm template with the majority of anc
i side armour vehicle facings, but not
derneath it

ggﬁ.«m in the Armoured Spearhead
we the same side armour yehicle
puching the hellstorm template (i
their leftsides or their right sides, not
ire of the (wo).
E 3 The five vehicles at el o]l/lr diagram are in lmp:rr Attack Paitern. They can move
Rapier Attack Pattern add up an extra 12° when moving Flat Out (o reprosent their streawlied advance. The highlighted
distance llwy move when they  vehicle is not touching the same side of the lemplate; f i was part of the Armarird
ut, Spearhead, it would prevent its formation from moving this bonus distance.




/APOCALYFSE FORMATIONS
. S S

BATTLE FORMATIONS
DT

Batde Formations represent large organisations of soldiers such
Batlle Company of Space Marines, or an Ork Kult of Speed. Mar
right, and are perfectly capable of swinging the tide of battle wh
Formations have fought together through countless campaigns, ot
are nearby. In addition, their reputation frequently gives them access (o valua

FIELDING A BATTLE FORMATION

In order (o field a Batde Formation, a player must have all
of the units listed on the relevant datasheet, which must

be from a single codex and must comply to any listed
restrictions. As long as these requirements are met, then
the player may take any of the upgrades allowed to the
models in the formation, including Dedicated Transpotts.
Al the models in the formation gain the special rules
associated with the Baule Formation ‘for free’ — it does not
cost extra points to field the formation

BATTLE FORMATION DEPLOYMENT

‘The units bought together to form a Battle Formation

are deployed simultaneously, but then move and fight
independently for the rest of the battle, unless speafied
othervise. Each Battle Formation counts as a single unit only
for the purposes of deployment and Strategic Reserves (pg 37)
So, if any of the formation cannot be de ployed, for whatever
reason, then none of it can be deployed, and if you deploy any
of the Battle Formation, then you must deploy all of it

as entire companies of Impe

e

Guard tanks, a ful]
1y Battle Formations are a complete army in their gyn
en they bring their might to bear upon the foe. Batle
d are unshakable in their resolve while their >
assets that they can use in battle.
When deploying a Battle Formation, nominate a pojng _,
on the table. All units in the formation must be deployed
within 36" of this point. If arriving from Strategic Reserve
all wnits must arrive on the same wrn, and within 36 of
the nominated point (whatever methiod is used 10 arrive,
be it moving on from a table edge, deep striking, ete)
This restriction does not stop a unit from scattering ot
position during its initial deployment

For example, if deep striking Terminators belonging (04
Battle Formation, the first model must be placed so that]
unit deploys within 36" of the nominated point. Ho
scattering may cause one or more of the Terminators o\
up more than 36" from the nominated point. :

SPECIAL RULES

All units in a Battle Formation have one or more speci
fined on the relevant datasheet. Unless

otherwase stated, these special rules apply to all mi

the Bautle Formation.




HicH CoMMANDS

" victory considerably easier to achieve,

'COMBINED UNIT

I order to ficld a High Command, a player must haye all
{of the units listed on the relevant datasheet, which must
and must comply to any lis

these requirements are met, then
the player may take any of the upgrades allowed to the
‘models in the formation, including dedicated transports
'All the models in the formation gain the special rules
‘associated with the command *for free’ — it does not cost
lextra points to field the formation

S0
" All non-vehicle models in the formation are treated as a
% E e unit. They cannot leave the unit, or join another
Y " unit, even if they are Independent Characters

High Command Apocalypse Formations represent the supreme leaders of the armics fighting on the battleficlds of the
415t Millennium. As well as being fearsome warriors in their own right, they can call on additional resources, While their
presence is not a guarantee of victory, the combined wisdom and experience of the leaders in a High Command make

ADDITIONAL RESOURCES

If at least one HQ model in a High Command is on the
table, then once per game, during a scheduled break, the
side it belongs to may take an additional Strategic Asset.
One such asset may be taken for each High Command that
qualifies. Those in Strategic Reserve do not qualify

ALL-OUT ATTACK
If, at the start of any turn after the first, at least one HQ
model in a High Command formation is on the table, the
side it belongs to may order a single unit to make an All-out
Attack in their Movement phase.

Declare which unit will All-out Attack before moying it.
The unit triples the distance it can move in that Movement
phase, but may not Shoot or Run in the Shooting phase.

It can charge in the Charge sub-phase. A unit making an
All-out Attack is not slowed by difficult terrain, but treats all
difficult terrain as dangerous terrain instead, Vehicles may
not move Flat Out when making an All-out Attack, but can
Ram or Tank Shock.




The batdefields of the 41st Millennium are thronged with loo
However, there remain those rare structures large and po

as often torn down again by the wars raging across them.
cnough to endure the millennia of war,

These Massive Fortilications are all but impervious o
conventional sweaponry. Their rockerete walls bristle with

automated defences; o assault such a fortress is invariably
10 sign your own death warrant. Such vital strangpoints are
inevitably the Iynchpins of the occupying army’s war cffort
and they are never defended lightly

Massive Fortifications follow all the rules for buildings
as defined in the Warkammer 40,000 rulebook, with the
additional rules and exceptions given below

inic monuments that are

ing edifices rai
estament to the stubborn power of Mankind,
MIGHTY BULWARK

A Massive Fortification can have an Armour Value pf
15 (rather than having a limit of 14 as is normally the
The Apocalypse Formation entry for the fortification w
list the actual Armour Values it has.

In addition, when a Massive Fortification suffers a
Penetrating Hit, there is a -1 modifier to the roll on
Building Damage table. This makes Massive Fornfica
considerably harder to destroy than normal buildings.




PsycHic CHoIRrs

jere are individuals abroad in the galaxy who can mould the material universe with the power of their minds, Some races

“mental barrages of

@ this process further, combining the mental talents of  group of such individuals into a single tcam that can unleash
u attacks are not without danger, and under the stress and

‘confusion of battle, these Psykers can tear a rift in space-time that allows the terrors of the Warp to spxll mlo e

COMBINED UNIT

" in order 1o field a Psychic Chow a player must have all

i the unis listed on the relevant datasheet, which must
" be from a single codex and must comply to any listed
| restrictions. As long as these requirements are met, then
| dhe player may take any of the upgrades aliowed o the
jon, including Dedicated Transports.
All the models in the formation gain the special rules
associated with the choir ‘for free’ it does not cost
ginis Lo ficld the formation.

All models in a Psychic Choir are treated as a single unit.
[licy cannot leave the unit, or join other units, even if they

he Psykers in a Psychic Choir combine their Warp Charge
ts into a single pool that all of the Psykers in the

formation can draw upon. This aside, the normal rules for
ifesting psychic powers stll apply.

D ONE FOR ALL
Paychic Choir also has onc Pychic Choir Power The

‘once per turn, as long as there are still at least three models
in the unit at the time the power is manifested. Choose
of the Psykers from the Psychic Choir to manifest the
and use the rules for manifesting pm..c powers

& Warhanpmer 40,000 rulebook

"TER ROBS OF THE WARP
If & Psyker incurs Perils of the Warp while using a Psychic
‘ower, they must roll on the Terrors of the Warp

in addition to sulering the Wound.

Resutr

The Rift Closes: There is no additional effect

ch model in the Psychic Choir

Psychic Feedback
suffers a Strength 6 AP- hit with no saves of any
kind allowed

Dimensional Cascade: Centre the large blast marker
over the Pysker that manifested the power. Units hit
by the marker take a number of Strength 10 AP hits
cqual to the number of models from the unit at least
partially under the marker

Tentacles of Chaos: Each Pyker in the Psychic Choir
must take 4 Strength (est. Any that fail the test are

grabbed by tentacles of Warp-energy and dr:
aming into the Realm of Chaos, They are removed
ualtics with no swing throws of any kind alloved

model and a copy of Codex: Chaas S

available, replace the Psyker tha
poswer with a Chaos Spawn. This is a new unit
controlled by the opposing side — the Psyker is
a casualty Tmme

removed from pla ately mose
the Chaos Spawn 1nto base contact with another
model in the Psychic Choir The Psychic Choir and
the Chaos Spawn are now locked in combat. If there
lable Ghaos Spawn models or Codex:

are no av
Chaos Space Marnes, then the Psyker is removed as a
casualty with no saving throw of any kind allowed

Hellspavned Damnation: If there is an nnused.
Bloodthinster, Lord of Cliange, Great Unclean One or
Keeper of Secrets model and a copy of Godr: Chacs
Daemans available, plice one of these availab
{chosen and controlled by the opposing side) in base
contact with 2 model in the Pjchic Clionrs both units
are now locked in combat. Dacmons brought inta play
in this ysay have no upgrades. 1 there are no available
Bloodthirster, Lord of Change, Grear Undlean One o
Keeper of Secrets models or no Codea: Chaos Daerans
available, then all the models in the Psychic Choir are
remoned as @ casualties with no sasing throws of any kind
allowed.

e models




al Guard to the forbidding Tesseract Vault of the Necrons, all of he
Jad constructions that cach carry enough firepower to vaporise,

From the lumbering Bancblade tanks of the Imperi
engines that fall into this category are huge armour-
or incinerate an entire army.

Super-heavy vehicles use all of the rules for vehicles as

defined in the Warkammer 40,000 rulehook, with the
additional rules and exceptions given below.

CATASTROPHIC DAMAGE TAsLE

MOVEMENT
Superheavy vehicles cannot use the Jink special rule;
they e just 1o big.

Devastating Explosion

SHOOTING

When a Super-heavy vehicle makes a shooting attack, it
is always treated as if it had remained stationary in the
Movement phase (even if it actually moved), and it may :
fire each of its weapons at different targets if desired. Catastrophic Damage table to sce what Strength
In addition, firing Ordnance weapons has no effect on a values apply to all hits caused by the explosions
Superheasy vehicle's ability to fire other weapons,

Titanic Explosion! D/10/5

TRANSPORT CAPACITY
i VEHICLE DAMAGE If a Super-heavy vehicle has a Transport Capacity, then'
} Super-heavy vehicles have armour plating and internal it may transport any number of Infantry units (plis an

supports far superior (o those of regular vehicles, This characters that have joined the units), so long as the
translates into a greater number of Hull Points, which makes  number of models in the transported tnits do notex
them more difficult to destroy than your average tank the vehicle's Transport Capacity.

In addition, each time a Super-heavy vehicle suffers an
Explodes! result on the Vehicle Damage table, instead of
suffering the effects listed, it loses D3 additional Hull Points
aswell as the Hull Point it loses for the penetrating hit

h unit embarked within a Superheavy vehicle that
suffers Catastrophic Damage takes a number of S
10 AP2 hits equal to the number of models in that
Surviving passengers are placed where the vehicle
to be; any models that cannot be placed are removed
casualties. The units then take Pinning tests.

Furthermore, a Superheavy vehicle is 5o large and has so
many crew that the effects of Crew Shaken, Crew Stunned,
Immobilised orWeapon Destroyed results are ignored.
Howeser, Superheavy vehicles are sull subject (o losing Hull SPECIAL RULES
Points from glancing and penetrating hits as usual, just not
the extra damage effects from the Vehicle Damage table

Fear, Move Through Cover.
I you have an older book, you may find that your Super- e

heavy vehicles have Structure Points rather than Hull
Poiiits, If this is the casc, each Structure P
has simply counts as three Hull Points. So
vehicle in an older book listed as by
now has 9 Hull Points instead.

Invincible Behemoth: A Super-heavy vehicle is so large
strongly built that weapons which degrade the armou
0 Superheavy of smaller vehicles will not affect it, Because of this, 2

aving 3 Structu attack that says that the target model is destroyed, Wret

Explodes! or is otherwise removed from play inflicts D!

G lmoreD e nulu Points of damage on a Super-heavy vehicle ins

;m‘:@mlryr af m(;a a Supﬂ:ﬂ‘;’y vehicle loses its last Hull l:i:::l ::‘x; \.-‘,.,11::1: t‘ E.:ip:r( :l m‘;:‘::li?h:!c‘lae‘ g:T '
oint, it suffers Catastrophic Damage and e i

of the usual procedure for cxplml:i; vehicles, remove the :;::,plc‘r.}h.c::“"th'c\lf Bt C

model and centre the apocalyptic megablast markes M R L L T it

. (p75) over the location the destroved model occupied; St nomally

then roll for scatter (this represents the vehicle

or skidding out of control before exploding)

oint the vehicle

lodes. Instead

tipping over

A oo o et
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VEHICLE DAMAGE
A game of Apocalypse can include many dozens of vehicles,

- which can make wecording all of the damage results olled on the
L \ehicle Damage table difficult, 1o say the least. Because of this, we
ncommend ignoring damage resuls other than “Explodes!” for all
vehicles, not st Super-heavy vehicles. This means that all you have |
2o ket track of is the number of Hull Points lost by each vehicle. !

Vo -

" THUNDERBLITZ

" Super-heavy vehicles may Tank Shock or Ram. When they

Do not roll on the Thunderblitz table when tank shocking

%:rso,mll once on the T table 2
" Before taking the Morale check for the unit being tank
ocked, or immediately before rolling for Armour

‘Penetration when Ramming.

e

TNk Stock Resutr

No Effect: Carry on with the remainder of the
; Tank Shock using the rules from the Warkammer
= 40,000 rulehook.

Kerr-runch: The unit being Tank Shocked suffers
Db Surength 6 AP4 hits. Then, carry on with the
remainder of the Tank Shock using the rules
found in the Warhammer 40,000 rulebook

Overrun; The unit being Tank Shoc ked suffers
206 Strength 10 AP2 hits, Then, carry on with
the remainder of the Tank Shock using the rules
found in the Warhammer 40,000 rulcbook.

a Gargantuan Creature or a grounded Flying Gargantuan
Creature, or when ramming a Super-heavy vehicle or Super-

heavy Walker. Instead, simply carry out the Tank Shock or |
Ram as described in the Warhammer 40,000 rulebook. {

Ram Resuir

No Effect: Carry on with the remainder of the
Ram using the rules from the Warkammer 40,000
rulebook.

Kerr-smash: The Superheawy vehicle adds D6 o the:
armour penetration roll for the Ram. Then, carry

on with the remainder of the Ram using the rules i
from the Warhammer 40,000 rulebook.

Flipped: The vehicle being rammed scaters D6
and then suffers an Explodes! result from the
Vehicle Damage table.

RIS




. )

SUPER-HEAVY WALKERS
UERRCREoY 2 0 o,

wering behemoths, clad in incredibly thick arm

s 1
il T iking down anything that gets in their way,

S Vel s and Impe
Super-heavy Walkens such as Ork Stompis and Imperial THEE 0 Ly

armed with devastating weaponry. They loom above

Super-heavy Walkers follow all of the rules for Walkers
as defined in the Warkammer 40,000 yulebook, with the
additional rules and exceptions given below

SUPER-HEAVY

Super-heavy Walkers are Superhcawy vehicles and use the
Superheavy vehicle rules for Shooting, Vehicle Damage,
Catastrophic Damage and Transport Capacity (pg 66)

MOVEMENT AND SHOOTING

Super-heavy Walkers can move 12" in the Movement phase
sc. Apart from this, they obey the
movement rules for Walkers. In addition, Super-heasy
Walkers cannot fire Overvatch

STOMP

Superheavy Walkers engaged in combat may make a special
type of atack called a Stomp attack. Stomp auacks are resolved
dunng the Fight subphase at the Initiative 1 step. This does

o
W e

An Ork Stompa rampages through the Space Marine lines, &

power armoured foes underfoot with its Stomp attack:

not grant the model an additonal Pile In move at this step.

A Stomp attack consists of D3 Stomps.
Stomp T/
To make the first Stomp, place a blast marker so that it is o LN
touching, but not over, the Super-heavy Walker. Each unit
that ha
is stomped. For each unit that s stomped, roll on the Stomp
table (nght) to determine what happens 1o it

at least one model even partially under the marker

NON-VEHICLE TARGET |

No Effect: The unit
being stomped gets
ut of the way of its
lumbering attacker.  { attacker. The al
ad, 1t must be placed The auack has no no effect.

Each subsequent Stomp 1s made in the same manner as the
first, except that the blast marker does not have to be placed
touching the Superheayy Walker: Ins

sa that it is at least partially vathin 3° of where the last blast effect
marker was placed, and not over the Super-heasy Walker This
allows you to Stomp forward’ into the enemy! Note that the 25 | Kerr-runch: Each

Super-heavy Walker'is 1ot moved - we assume it stomps model from the unit
c he unif

being stomped that is
even partially under
the blast marker
suffers a Steength 6
AP4 hit

about
but ends up more or less where it started.

Buildings, Flyers, Swooping Flying Monstrous Creaturcs,
Gargantuan Creatures, Flying Gargantuan Creatres \\;xrur—
heavy sehicles, Super-heay Walkers, and Superheayy Flyers
cannot be stomped; do not roll on the Stomp table for ther if
they fall under the blast marker. Any other units with models

under the blast marker are stomped as nornal ¢

Overrun: Each model
from the target unit
that s even partially
SPECIAL RULES under the blast

All Super-heavy Walkers hay TASKErSitemoved
. from play,

the following special rules

* 48 Fear, Hammer of Wrath, Invincible Behemogt |
| (8 Move Through Cover, Relentless, Smash, sm;lzk 2

own,




SUPER-HEAVY FLYERS

St per-heavy Flyers follow all the rules for Flyers as defined
in the Warhammer 40,000 rulebook, with the additional rules
d exceptions given below.

heayy Flyers are Superheavy vehicles and use the
Superheasy vehicle rules for Shooting, Vehicle Damage,

| Catastrophic Damage and Transport Gapacity (pg 66). In
ition, they cannot Evade due to their impressive bulk.

avy Flyers such as the Thunderhawk Gunship are huge flying vehicles armed with a terrifying array

: of weay d
bs. They are often capable of transporting large numbers of troops and even heavily R
o 0 . They dominate
he skies above the battlefield, and are extremely hard for ground defences {0 bring down.
o s §

N

CATASTROPHIC DAMAGE

Do not use the Crash and Burn rules for Super-heavy Flyers
Instead, a Super-heavy Flyer suffers Catastrophic Damage
when it loses its last Hull Point. Resolve the Catastrophic
Damage on the Superheavy Flyer and any units it is
transporting in exactly the same manner as you would for a
Super-heavy vehicle (pg 66)

SPECIAL RULES

All Super-heavy Flyers have the following special rules

Fear, Invincible Behemoth (pg 66).

_ (GARGANTUAN CREATURES € 3 )
_FLYING GARGANTUAN CREATURES ,

e <TC

tuan Creatures follow all the rules for Monstrous

es in the Warhammer 40,000 rulebook, with the

nal rules and exceptions given below. Flying

tuan Creatures follow the rules for Flying Monstrous

$in the Warhammer 40,000 rlebook, with the
rules and exceptions given below,

uan Creatures can move 12" in the Movement
> unless specified otherwise, Apart from this, they

Creatures follow the movement rules
Creatures without any modification.

argantuan Creature or Flying Gargantuan

makes a shooting attack, it may fire each of its

at a different target if desired. In addition, firing

3 ns has no effect on a Gargantuan Creature
gantuan Creature’s ability to fire other

Gargantuan Creatures and Flying Gargantuan

es cannot fire Overwatch,

BN

tuan Creatures are 50 immense that they tower over the battleficld, making the ground shudder and crushing lesser
es beneath their feet as they advance upon the foc. Only the Tyranids use such creatures as a matter of course, but
armies across the galaxy, from Ork Squiggoths to the Transcendent C'tan.

STOMP

Gargantan Creatures and Gliding Flying Gargantuan
Creatures may make Stomp attacks in the same manner as
Super-heavy Walkers (pg 68)

UNSTOPPABLE % 1
Any attack that normally inflicts Instant Death or says o
that the target model is removed from play inflicts D3

ture or Flying Gargantuan

Creature inste

In addition, attacks with the Sniper special rule only cause
2 Wound on a roll of a 6. Attacks with the Poisoned special
rule will only cause a Wound on a roll of a 6 (unless the

attack's Strength would cause a Wound on a lower result).

SPECIAL RULES
Gangantuan Creatures and Flying Gargantuan Greatures
haye the following special rules:

Fear, Fearless, Feel No Pain, Hammer of Wrath,
Move Through Cover, Relentless, Smash, Strikedawn,
Vector Strike (Flying Gargantan Creawires only),










r | Building Damage wble. ;
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i Ve s L are
Many Apocalypse Formations are armed with weapons tha

. / W
by the weapon rules in the Warhammer 40, .
suitably devastating attacks in your games of Apocalypse.

NEW WEAPON TYPES:
Privary WEAPON

Primary Weapons are very lange guns usually only caried by the
largest tanks or monsters or mounted on vast defensive positions

When you roll for armour penetration with hits caused by a
Primary weapon, roll two dice instead of one and pick the
highest result

DESTROYER WEAPONS

Also knoun as Titan-killers, a Destroyer
snmense amount of damage fo any target that it huts. Only a
Destroyer weapon is capable of taking out a Super-heavy velicle or
Gargantuan Creature with a single shot

capon delivers an

1 a weapon has a D instead of a Strength value in its
profile, it means it is a Destroyer weapon. To resolve a
Destroyer weapon's attack, roll To Hit as you would for a

standard attack. If the attack hits, roll on the table below
instead of rolling To Wound or for armour penetration. No
saving throws of any kind are allowed against damage from

cluding special rolls such as Feel No
imation Protocols.

Dé VEHICLE OR BuiLoing NON-VEHICLE
1 Clipped: The target suffers a | Lucky Escape: The

penctrating hit model is unharmed

25 | Solid Hit: A Superheavy
vehicle loses D$+1 Hull
Paints, Other yehicles
suffer an Explodes! result
from the Vehicle Damage
table. Buildings suffer a
Detonation! result from the

Seriously Wounded:
The model loses
D341 Wounds,

6 | Devastating Hit: As for Solid

Hit, above, except a Super-
heawy vehicle loses D16
Hull Points instead.

Deathblow:
The model loses
D646 Wounds

%uw-.::u...j

APOCALYPTIC WEAPONS

000 rulebook. The following new. rules for apos

so powerful that their effects cannot adequately be
calyptic weapons allow you tg

The Imperial side have scared a hit on an enemy Stompa with!
Shadowsword’s volcana cannan. The volcano canyan has D
of a Strength yating in its profile— it is a Destroyer weapon fo
miling for armour penetration as normal, the Imperial side;
Destroyer Weapon Attack Table. They roll a 4~ a Solid Hits 8

&= A

Catastrophic Consequences

Following the rules for a Solid Hit on a vehicle, the Faje
D3+ to sec how many Eult Points they infiict, scoring &
Stompa only had three Hull Points left ~ it's destrored?

sde now rolls on the Catastrophuc Damage table, und
ather on a fine kill!
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Hellstorm weapons swathe a vast area in burning flames or

yrostve acid. From the flaming death spewed forth by the
Warhount Titans’ massive tnfernio guns, to the deadly shockwirve
sound enatted by the sonic lances of Eldar Revenants, there is 10

ellstorm weapons have the word ‘Hellstorm” instead of a
ange on their weapon profile. Hellstorm weapons use the
ellstorm template, but otherwise obey the rules for other
Template weapons.

esigner's Note: Some markers and templates used in Apocalypse
5 have a decerative border. Do not include this border when

VORTEX :
Vortes weapons are some of the most potent in the galaxy, When
actrvated, these legendary devices create a trans-dimensional
Vortex: field that instantly destrays anything it comes into contact
with. A Vortes field is highly unstable, and will flicher into and
out of existence across the battlefield, but it will anniklate any
unfortunate enough to fall beneath it.

A weapon with this special rule is a Destroyer weapon and
uses a blast marker of some type (i.c. blast, large blast,
sive blast etc). Place th
for scatter and apply damage (
opposite). For determining Wound allocation, alyvays
assume the shot is coming from the centre of the marker, in
the same manner as a Barrage weapon

The marker for a Vortex weapon is not removed from play
after damage has been resolved. Leave itin play on the
tabletop. The marker is impassable terrain as long as it
remains in play

At the beginning of every subsequent player turn, the
marker scatters 2D6" (use the little arrow if you roll a Hit!)
If a double is rolled, the marker is removed from play
instead. Any model under the marker's new location is hit
Apply damage as described above
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APOCALYPTIC BLAST WEAPONS

Apotalypse introduces several new types of blast ma

— after all, those massive weapons carricd by
s befittng

1o your games,
Superheayy vehicles and Titans need blast markes

their destructive powers!

APOCALYPTIC BARRAGE

Apocalyplic Barrage weapons fire a volley of explosive shells or
enengy blasts, swathing a large area with @ nppling sutvo of
altacks. They are excellent weapons for breaking up large waves of
altacking tops, and leaving any survivors cowering amongst the
bodies of their comrades

An Apocalyptic Barrage follows all of the rules for a Barrage
weapon, but uses the apocalyptic barrage marker nstead of
a blast marker. Before the marker is placed, the attacker is
allowed (o modify its shape by twisting the indmdual circles
i about the pivot points that connect them, You can even
twist the markers so they overlap if you wash; this will result
in @ barrage that cavers a smaller area, but is more likely to
hit the targets underneath it

i Place the marker and roll for scatter in the same yay as
you would a Blast or Large Blast. If the marker scatters, be
careful to maintain the same configuration and orientation

as you move it

Once the final position of the marker has been.
roll a number of dice equal to the number of g
weapon's profile. S0, for cxample, vith a weapon
Type 'Heavy 4, Apocalyptic Barrage's you would s
dice. Note that this is an exception to the nonm;
where you would place and scatter a separate bias
for cach shot %

Each dice roll corresponds to, or 'strikes’, a differe
on the marker ample, a roll of 2 indicates
number 2. Resolve each strike independently,asificy
separate Barrage attack.

Designes’s Note: Veteran players mas stul Kave the ony

verston of the apocatsplic barrage marker — essentiall

inta different shapes, but nonetheless follows the exact:
the adyustable version of the marker: o

“The harmage tomplate
scaters 7° o the nighk =he
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‘MAsswE Biast (7")

Mussive blast weapons five devastating high-yield explostve shells

Blast weapons use the massive blast marker (see
obey the rules for Blast weapons

ety or collections of smierous smaller munitions, The resulting
etomations can cover a huge arca, and coen a single shot fired
i sucl weapons is capable of destroyinig large enemy wiils

bealyptic Blast weapons use the apocalyptic blast marker,
therwise obey the rules for normalsized Blast weapons,

POCALYPTIC MECA-BLAST (5"'/10"/15")

* Apocalpiic Megablast weapons are amongst the largest woeapons
ised by the armies of the 415t Millenniwm. Whatever is standing

L the epicentre of an attack from an Apocalyptic Mega-blast

apon 15 abnost totally vaporised, and cven. the surrounding area
Suffer a level of devastation that wreaks temible damage on
otected troops

calyptic Megablast weapons use the apocalyptic mega-
ast marker. They obey the rules for Blast weapons, with
he following exceptions

scalyptic Megablast yicapons have three Strength valucs
ce AP values, Correspondingly, the apocalyptic
marker is divided into three zones, one for cach

Apocalyptic Megablast

Massive Blast

Apocalyptic Blast

e on i (at 3°, 10" and 157), and one
g attacks with a large Mast, apocabyptic Hastor 88
The 7 ring s for masioe bast itk f:%

The Strength and AP of any hits depends on the zone
where the target model is located. The first Strength and
AP salue are used for the inner zone, the second Strength
and AP value are used for the middle zone, and the third
Strength and AP value are used for the outer zone,

For example, an Orbital Strike has a Strength of 10/8/6
and an AP value of 1/4/~ The Strength and AP values for
the three zones are therefore

Zone S AP
Inner (5
Middle (51 ¢
Outer (10%15% 6 -

Always use the best Strength and AP if a model straddles
two or more zones. For example, a model partially in the
inner zone and partially in the middle zone of an Orbital
Strike suffers a Strength 10 APL hit

If a unit has models in several zones, work out the hits
inflicted for cach zone separately. Gontinuing our example
of an Orbital Strike, if the unlucky unit under the marker
had three models in the inner zone and five madels in the
middle zone, it would suffer three Strength 10 AP1 higs,
and five Strength 8 AP4 hits

To determine whether a unit wounded by an Apocalyptic
Mega-blast weapon 1s allowed a cover save, and when
determining Wound allocation, always assume the shot
s coming from the centre of the apocalyptic mega-blast
marker, instead of from the firing model. Hits agaist
vehicles are always resolved against their side armour:
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1ost powerful military force the

¢ Imperium boasts the 1
e al Guard alone is

galaxy has ever scen: Indeed, the Tmperi !
the largest and most diverse bocy in cxisnce, Vet foris
nly a single component in the Imperium’s unstoppable
war machine. Alongside the countless regiments of
disciplined soldiery and tnk companies of the Iperal
Guard, super-heavy war machines of enormous scale lay
down witherng salvaes of heavy ordnance even as they
crush the broken bodies of the enemy beneath ther tr

Alongside the Imperial Guard fight the Space Marines;
elite supersoldiers and the champions of Humanity, each
a genetically engineered warrior equipped with the finest
wwargear and capable of defeating many times his number
in battle. Towering above all others stride the unstoppable
Titans of the Adeptus Mechanicus, mighty God-machines
that wield firepower of such magnitude that they can level
entire cites. Yet cven these colossal engines of war are
diarfed by the batdeships of the Imperial Navy. These
starfaring warships, many miles in length, relentlessly
pound the enemics of the Impenum with murderous
bombardments from low orbit in support of their forces on
the ground. As their warships rain death from above, the
Imperial Nav's fleet of aircraft bomb and strafc the enemy
hordes from the skics

There are other, more clandestine, organisations secretly
ensconced within the Imperum's infrastructure; though
their vork is more subtle, they are no less dedicated in their
defence of Mankind. Chief of these is the Inquisition - an
cnigm ogators
with the authority o condemn billions to death or whole
Vorlds to destruction. At the behest of the Inquisition, the
deadly Killers of the Officio Assassinorum deliver silent
death 1o sever the command structure of those who would
oppose the Emperor's might. Against the Dacmon and the
alietr the hnperium will deploy the Grey Knights or the
Deathwateh — elite Space Marines even amongst others of
theirkind, and masicrs of hunting their choscn quarry

ic council of powerful agents and inte

Each wing of the Imperium s vast military organisation
183 formidable fighting force in its own right, capable
of defcating almost any foe with faith, overwhelming
fircpover, skill at arms or sheer weight of numbers

Bven in an age of gathicring darknes, whre the enemics
ofMankind gather like camion o pick at it weakeyme:
SIPI ILis 2 rare and portentous occasion fof (e v
Impesium o gather in such force as to field it combineq
might. Vet when nced i dire, though it may ke pa.
MONLs, even years, o muster such an assemblage, the
Imperium sttikes us onc, and there is nota foe g e
MARERE (0 withstand it Against the numbers of (1
Imperial Guard, the might of the Space Marines areg the
var Qlatlllnes Of Mars, there can surely be ey victory, 5

THE IMPERIUM

GREAT BATTLES OF THE 41ST MILLE

444.M41 The First War for Armageddon
I'he Dacmon Primarch Angron ravages the hive world g
Armageddon at the head of bis World Eaters

a dacmonic host of Khorne. The Space Wolves fea
Imperial forces in a valiant defence before Angror gy
his bodyguard of twelve Bloodthirsters are banisher
entire brotherhood of Grey Knights at the battlel

745.M41 The Battle for Macragge

Hive Fleet Behemoth descends upon the Ul a

lomeworld After a short but ternible conflict, tlie?
swarms are defeated, though the entire Ist Gompa

to a man in defence of Macragge's polar foy S

941.M41 The Second War for Armageddon
Ahuge flect led by Grand Ork Warlord GhazghRull T
invades Armageddon. Under the inspired leadership
Commissar Yarrick, the Imperial Guard hold the Ok
bay long enough for the Blood Angels and two of

the Grimson Fists Chapter. Much of the Chapter
the calamitous destruction of their fortress monas
the Crimson Fists rally under Pedro Kantor (o rep
Orks in a cataclysmic battle across the planet’s cay

999.M41 The 13th Black Crusade i
Traitor Legions under Abaddon’s command pour fra
Eyc of Terror to assail the Imperial worlds of the Cadian
Gate. In response, Logan Grimnar oversees a gathenn
Imperial might not scen since the Great Crusade

b FORGING A NARRATIVE
] The datasheets on the following pages
marked 'Space Manines' were primarily
written with Codex: Space Marines in
mind However, it'd be wrong if Blood.
Angels were unable ta field a Space
Manine Baule Company, for example
¥ c. it all of the consttuent parts
ature in your armys
then you can use the formation. For examplést
Grey Knights army wouldn’t include a Scout Gompanis
but could have a Librariu ewise, a Dark Angels
force could include a Py
not a Wolfpack lanking Force.




IMPERIAL GU/(
~ BANEBLADE

The Baneblade is amongst the oldest Imperial tank desygns still in use. Created using Dark Age Standard Template Constri
technology, s armovred gant uses many systems that are now unique to ils construction. This ancient STC }r;m; ;;(’I;lrlx:,/z]’l ly
STC data is o only.

a handful of forge worlds, and most of the onginal Baneblades come from Mars atself 1t is clavmed that in the distant past, there u
oiale divisions of Baneblades in the Emperor’s service, but today an Imperial army is fortunate to have a compan {/ e
ohie cases ondy a single Baneblade will be available. Across the galax /it gnd g

there is immense demand for the Banel
e de e Baneblade, b g/
distructive abilties and also for the morale boost that seeing such a behemoth gives to the Im‘t/mm{(.nmrl s 0.{,',3';’0",213 i

FArmour 525 Points
BS F S R HP Unit Type: Super-heany vehicle
1413 12 9 Unit Composition: 1 Banchlade

OPTIONS: e
o May take one of cach of the following: UPGRADES:
- Hunter-killer missile ) 10pts ¥ Command Tank: The vehicle is a High
- Pintle-mounted storm bolter Command formaton as well a
or heavy stubber 5 pis
 May add up (o two pairs of side sponsons,
cach with one lascannon and one
twin-inked heavy bolter 50 pts/pair chosen from Codex: Imperial Guard within
o May take onc of the following upgrades 12" of the yehicle have a Leadership value:
- Commissariat Crew : L A5 pis of 10.
= Command Tank ... 1 200 pis.

L Super-
heavy vehicle, and counts ais an HQ choice

Commissariat Crew: All friendly units

Primary Weapon I,
Apocalyptic Blast

Heayy 2

Ordnance 1, Large Blast
Heay 3

Heavy |




BANEHAMMER__

1 reach Tmperial defence s before thear by
ounter suifl-moving assault formations that r:::{’ sl ot o s o St e
e i ot The Bakamner tremr caiton fires ma e :
i el detondsion s i o i et t b 8
e ‘;n;(:u ey o e st o can e dady i et on right Bl e e ity
e The larger Tyranid biomonstrosities .
5 i Eaelan T s sulnerable underbelles with ease. =
e mi;/;;;:,-fﬁmmn cannon shell can blast open their vlnerab
weaponry, bul @ well

rArmoury 410 Points
& BANEHAMMER BS F S R HP

Unit Type: Super-heavy vehicle
~ S Unit Composition: | Banehammer
et T A e S

TRANSPORT:
smor cannon Transport Capacity: 25 models
* Tindinked Fire Points: 10 models may

fire from the
heavy bolter

Banchammer’s troop bay
* Scarchlight Access Points: Bancham
* Smoke lavnchers Point at the rear

- Pinde-mounted storm bolter or'
heavy stubber ..., ..
* Mayadd up to two pairs of side spos
each with one lascannon and one -
Rage S AP Type tvindinked heavy .
== : Earthshock, Massive Blasg
\ :

ners have one Access

36" B 3
Templae 5 4 Assauli ]
48" 2 Heaw1
" Earthshock: All models under the tremor cannon’s massive
d from play as

a result of tha
angerous Terrain e

Stonce the hit has




IMPERIAL GUARD
~ BANESWORD

of the venerated Shad

B

1 design,

the fortiess-pounding fury of @ quake cannon. The resulting of de

the Titan-killing cannon of its predecessor for

35 considered by many to be the last word in Imperial siegecraft. Indeed, Imperial combat doctrine holds an honoured place.
Banesword, and any commander would gladly exchange a Banesword for any two squadrons of batle tanks. It is traditional to only
" name a Banesword after it has proven itself in batle, often incorjorating a reference to a spectacula ) %
evidence for positive identification, so a certain amount of artistic lice

g stege gun and nigh ble armaur
i the

L Of course, a blast from a
ce 1 applied in most cases.

r-Armoury
BS F S R HP
3 14 13 12 9

430 Points

Unit Type: Superheavy vehicle
Unit Composition: 1 Banesyord

OPTIONS:
® May take one of cach of the following:
- Hunterkiller missile ¢ 10 pts
- Pintle-mounted storm bolter or
heavy stubber : 5 pis.
add up 1o two pairs of side sponsons,
each with one lascannon and one
twindinked heavy bolter
May replice any of its sponsons’
twin-inked heavy bolters with
twindinked heavy flamers e
« May take one of the following upgrades
- Commissaniat Crew, ... X 45 pts
- Command Tank..... .. 200 pts

50 pis/pair

Primary Weapon 1,
Blas

B s
UPGRADES:

' Command Tank: The vehicle is a High

Command formation as well 4 a Super-
heavy vehicle, and connts as an HQ choice

Commissariat Crew: All friendly units
chosen from Codex: mperial Guant within
12" of the vehicle have a Leadership value:
of 10
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IMPERIAL GUARD

CatacHAN AMBUSH F.

T e
e of the main Imperial Guard lines, harassing the enemy battle lnes, seting

e mssault by @ growp of these elusive ifuntry can leave an enemy army M_ hes
Jown fighting @ war against an unseen enemy. W n disary,

Catachan Ambsh Patrols deploy far
laying traps for wnsuspecting focs. A wellp
depnived of supplies, reanforcements, and bogged d

RU
e Plawoon Infiltrate, Move Through Cover, Outflank.

Can ;

= mmllﬁng Il units in the formaton have the Shrot
et o e sbecial rule unil they move through open grounds
quads I an assault. Note that it is likely that som

Traps: Encmy 3

T Encmy models that move through difficult

ok making a charge move againsta unit from ¢
auon must take Dangerous Terrain (Ests.
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IMPERIAL GUARD
DoOOMHAMMER

= ——

The thausand-year Siege of Ordana saw a new super-heavy tank design pressed into Imperial service ~ the Doomhan 1
Doohanner's magna cannon is clusely modelid on the volcano cannon employed by the famane Shadossond desen. 1o it
seduced range when compared to its larger cousin, the magma cannon s still able to marshal 'l‘,mn-hllmlr blast n/t e n:)l "/ e
e sume e, the mteror space saved due to the smaller nanber of capaciors accords the Dovmhammer s oty e
ani s o more flebl batlfeled mole. This combination was to prove s worth mans ties o i s Sy f Onton s e
eenbined ctions of two score Doomhammers finally tipped the balance, and in many war s sinee sl

FArmoury 420 Points
BS F S R HP Unit Type: Supchcay vehicle
3 14 13 12 9 Unit Composition: 1 Doomhammer

OPTIONS:

o May take one of each of the following:

- Hunterkiller missile i 10pts
- Pintle-mounted storm bolter or
heavy stubber :

« May add up to two pairs of side sponsons,
each with one lascannon and one
tvindinked heavy bolter 50 pis/paic

replace any of its sponsons’
twindinked heavy bolters with
twin-inked heavy flamers

TRANSPORT:
Transport Capacity
Fire Points: 10 models may fire from the

troop bay.
Access Points: Doomhammers haye one Access
Point at the rear.

5 pts

AP

Y
Primary Weapon 1,
Large Blast
Heawy 3
Assault 1
Heaw |




MR!AL GUARD .
‘EmpEROR'S FIST
Tank COMPANY

e T
eads and merciless cannon
1 the enemy must be crushed beneatl the ‘1 5,‘,’ a’ﬂl j\ /!hnltmxa[lnn’:“ Ir;:
Thers comes @ time in every cam Z Wmm,” mmmmm streng
I 75 1 Guard. For such battles, all th . 25 the wdeal hammer in the furge of,
mperial Guard. Fo P ‘

B into the enemy; the Emperor’s Fist
)

SPECIAL RULES:
Armoured Spearheads: Each Leman Russq
separate Armoured Spearhead (pg 60). aml

have its awn Command Vehicle,
on Leader)

fl  Formation Leader: The Formation Leader s B
/3 vehicle from the formation within 127 of the For
% Leader also has BS4,

ss squadrons Steel Phalanx: If three or more vehicles from an

Fist’ Tank Company Tank Shock or Ram the sun¢
unit in the same p! ;
3 @ble (pg 67) immediately before wking the
5 2 for the unit being tank shocked, or imme
f o h)mm::‘)f\tml(‘)\ RESTRICTIONS rolling for armour penetration when ramming:
vehicles in the formation using this ability Ul
ave 3 Loma 10 Russ (of any type) 7 1o Position to carry out the Tank Shock ot R
e roll on the Thunderblitz table i made, The
: only roll on the Thunderblitz wble onee ead

cle is a single Leman Russ
(of
o of




. IMPERIA,L GUARD
EMPEROR'S TALONS'
Recon Company

Sentinels, led by a comb

‘ ors o , led by a combat-hardened vete ?

ftens tashed with hunting doxen a specific enemy unit and destroying it outright, The will stk j/‘flrm" ity

Uirouigh the debs of war before emerging from their hiding places o strike down therr target with ,-':ull:l”;m/;m'/”"" sl
% ess efficiency

e

~ 1 Scout Sentinel Outflank.

(Formation Leader)
Dedicated Hunters: When an ‘Emperor’s Talons’ Re

8 Sentinel squadrons of any type, * . Companyis deployed or enters play, pick onc encmy Uil
All models i this formation have the Preferred Enemy.

in any combination
special rule against that unit

Rt
& FORMATION RESTRICTIONS
\Thie Formation Leader is a single Scout Sentinel. The
squadrons must have 3 Sentinels each

Stealth Formation Leader: The Formation Lead velucle
has BS4 and the Stealth special rule. £

formation within 12 of the Formauon Leader also has BS:
and the Stealth special rule.

ety




IMPERAi;A \UARD
‘EmPEROR’S WRATH
PANY
_ Ariiery COMPANY S

Then the Insperial Guard goes rece ¢ thunderous gv of heawy ortillery. The batileground s
2 e thundero f
R 1 0 war, it 1s preceded o oo
— Zr‘ s amidst which the enemy can find no shelter from the fire an shraprel of the pounding,
e 1, amids i pr pou
last hours, days or v ks, and few defences can withs

RSl 1

e,

A

;
A

SPECIAL RULES:
Pounding Barrage: If all of the squadrons inan |
Wrath” artillery company are within 6" of the forn

nera Armoured Transport in the Shootng ph
the ent ;

Bar

c. If this option is used, the vehicles is the
may ©

t make any other shooting attacks that!

Y8, The Por Barrage is a shooting attack with thel
g following profile. The attack & have
| ; ‘i_n.p._‘_ FORMATION RESTRICTIONS ‘s ollowing profile. The attack is assumed 10
B The Ore

by the Chimérs ransport for the p
s inance Bautery squadrons must have 3 Baslisks e
1/ or Colossus each, :

line of sight, range, and so o,
in any combintion 2 MR
&_\M PR T L

Pounding Barrage 94

i X is equal to the number of |
Colossus firing. 5 3




IMPERIAL GUAD
HELLHAMMER

=
" The Hellhammer is buzlt around the same STG chassis as the Baneblade, but optimuse

Jis anmament favours shorterrange fircpoue, allowing the Hellkammer lo mave forward in support of nf

streets of the Imperium.
ntry in urban areas and
equapped with heavy-gauge
itself apart with the recoil. These shells have an
mic charge at their core, enabling them to smash apart enemy vehicles, heavily armoured toops and. /am[ﬁ S
This fearsome main weapon is backed up by sponson-mounted hea :

ed for war i the city
| othier dense terrain. The distinctive feature of the Hellhammer 1s its much shorter main cannon, This is :

 uppressors, allowing it o fir extremely hugh calibre shells without breaking
© ubato

cations with each shot
flamers to clear the rubble of any survivors.

FArmoury

540 Points
BS F S R HP
3 1413 12 9

Unit Type: Super-heavy vehicle

Unit Composition: 1 Hellnammer
OPTIONS:

o May take one of each of the following;
- Hunterkiller missile

10 pts
_ Pintle-mounted storm bolter or heayy stubber
 May add up to two pairs of side sponsons, ¢

one twindinked heavy bolter

5 s
h with one lascannon and

« May replace any of its sponsons’ twi

e i TR 50 pis/pair
wlinked heavy bolters with twindinked heavy flamers. - free.
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IMPERIAL CURD
‘IMPERIAL SHIELD
INEANTRY COMPANY

9

BoC

R i

wtin an Imperial Guard army are its Imperial Shield’ Infantry Companaes, Each company g
The vast resources of the Imperial Guard mean that any casalties suffereg,

ving it to carry on fighting even in the face of fierce opposition.

By far the most numervus elemen
eral platoons, led into battle by a seasoned officer
Yiperial Shield” company can be quickly rplaced, all

SPECIAL RULES:
Endless Ran
an ‘Tmperia
5 model remaining have
e replaced (roll once for all aflected units; no unit

be increased beyond its starting strength in thi
Deploy the replacement models within unit cohereh
surviving model from the unit, and more than 1" avay
any other models. Any models that cannot be placed B
of these restrictions remain ca )
replaced in a future break.

! 1 Company Command Squad




: IMPIéRIAL GUARD
e IMPERIAL SWORD’
- Heavy WEaPons Company

& e heasy weapons companies of the Imperial Guard are able to deal a hammer bow to the enemy's forces h
" Secover, The combined firpoer of such compantes is easily capable of scything down @ marauding mob /?JIZ\'” '/ld;zuw w‘r” T
g b of Orks, shattering the

- spearhead of @ Chaos Space Marines assault or annihilating the well-armoured tank convays of the Tau I y
mpare.

SPECIAL RU

Target Designation: Once per Shooting phase, the
awning player may nomimate up to thiee enemy uni
within line of sight of a single model n the Company
Command squad. All weapons from the Heavy Weapons

&l 10+ Heavy Weapon Squads & Company thatare fired atone of these naminated units
that phase have the Twin-inked special rule

SR
FORMATION RESTRICTIONS
Nor




IMPERIAL GUARD
Lorp CASTELLAN'S
SUPREME COMMAND

e

bers of the Cadian Imperial Guard. }1¢«ngauu,,
mprises the most senior ranking members of 0 fh» e
Ursarkar Creed’s Supreme (J)mv'u[llmlfl 1p e e ety
yisors, able to lend advice as the b

g 7 und, devising new counter rategies and tactics to deal with the foe.
rising e ¢ strateg actics to deal w  foe.
the unfolding events on the ground, devising

SPECIAL RULES:

The Lord Castellan's Command Centre: The I
nt Jarran Kell and

Jompany Command Squad
. 1 Imperial Bastion

§ - Creed can issue his orders to friendly Imperial
et
FORMATION RESTRICTIONS \“

units anywhere on the table, rather than bemx
1o the usual distance,

The Company Command Squad must include at leqsg

two Bodyguards, one Astropath, onc M,

- The Master of Ordnance may make D&lxm
ter of Ordnance,
and one Officer of the Fleet.

artillery bombardments when he shoots, rathe;
* The formation reccives ovo additional S
~~—-.ﬁn~(\rm.§ €ach break, rather than only o1




combine his powe
icltc might allows them (o unleash devastatingly offective atta

IMPERIAL GUARD
SANCTIONED PsykEr
BATTLE ELITE

ker Baltle Squads are usually made up of
4, and a Primaris Psyker will be order

"
s that have yet to complete

7 their training. However, sometimes more experience s
7auith that of  group of Sanctioned Psykers. The fusion of their

and can even alter the fabric of time tself:

TeMPORAL DISTOR
3 A Sanctioned Psyher

Batlle Elite can combane their powers o create a disturbance in the
Jabric of space, cousing repeitions and negations of the time strean

| Temporat Distort s blessing or malediction depending on he targ
| must be manifested at the Bartle Elite’s
'f | Nominate a nit within 36" of s model fromi the Pychic Choir. If it is an ene
it that unit may not charge in its next turn. IFit s a friendly unit, that unic
1ids 6 to its Run moves (usually D6+6") and adds +20 rge distance
{usually 4D6") until the start of the manifesting unic's
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= IMPERIAL GUARD
SHADOWSWORD _

- arsenals of Mankiid ~ the dreaded volcany pg

e Shadowsword mownts the largest and most powerful primany weapon in qf'/;::;yr:xlnur/ly'llxt e
:vlr m\"(jmu‘ weapon can enpple the largest war engunes with @ single shot. No n‘vul'/nlnnh'rhun/mm T
/.ulglu‘- ;:’;m/» a direct hit from a volcano cannon — no amount of ar r[lwur or lr}u" 1’If:::x Eatgm 1:;” .

X ks have je the naiural enemy o sword 3

perium, Shadowsword tanks have proven to be 5 e o s

i{r:l’:‘:u’l:"/a/;‘,mmwa target wworthy of its immense firepover. Only once such a m‘/m[ :r;l Cx’:: rnz;m’ I”Im"ilhk wmkwmﬁ ; targeter
B icars vanion, delivering the kalling blow with a sigle precise shot aimed

Armour. 455 Points
é, SHADOWSWORD ss ¥ s R P

Unit Type: Superheavy vehicle

141312 Unit Composition: 1 Shadowsword
@

it S O 5

WARGEAR: OPTION:
* Volcano cannon * May take one of each of the following
archlight Hunteckiller missile
Smoke launchers - Pinte-mounted storm bolter or
heayy stubber
* May add up to wo pairs of side sponsons,
cach with one lascannon and one
twindinked heavy bolier.
* May replace any of its sponsons'
twindinked heavy bolters with
vir-linked heavy flamers

* May take an additional twin-linked
hcavy bolter or heavy flamer

* May replace two of the lascannol
sponsons with targeters (+1 BS

10,pts
5 pis

- Commissariat Crew. ...
50 pis/pair - Command Tank....

s SR S
e 3 UPGRADES: :

Command Tank: The yehicle is a High
Range S AP Ty Command formation as well as a Supet
Volcano cannon D i

Primary Weapon 1, hicle, and counts as an HQ chol

uge Blast
e Heani, Commissariat Crews All friendly unii
e gLl chosen from Codex. Imperial Guand
Heaw ] 12 0f the vehicle hase a Leadership
of 10

Heasy bolter 367




‘IMPEﬁlAL GiJARD
STEEL FUry’
BANEBLADE COMPANY

K
Zoo
£
Steel Fiiry companies are most often formed to face enemy Titans, part  if the Inprer
o 0 s particularly if the Inperial army has none available itself. Under

stuch ciumstan: ctica Imperivim advises that all available super-hem
: b p avies be drawn together so that th epou v
When under attack from multiple Bancblades, even the mightiest Titan mu'unf::n].’/'.'lﬁm”" i

ned Fire: If thus formation s in Arrowhead Atack

Pattern, add a special Combined Fire bonus to el roll

on the Vehicle Damage Table caused by a model in the
spearhead. The Gombined Fire bonus is equal o the
number of Baneblades in the spearhead that have fived their
Baneblade cannons at that target that turn

35 Baneblades

‘The Ground Shakes: If this formation is in Broadsword
Attack Pattern, then any unit atempting to charge & mod
from the speathead must first take aMorale checks vty
modifier for cach Baneblade in the spearhead.




PERIAL GtIR
STORMLORD
__ OTORMLORD,

javes. As a result, Stormlord tanks are a rap
d {0 nfantry assault wav
5 7 ¢ role is that of clase support : ks
e SIm,n"lI ? 5’.3!?”2‘,‘,"4"5,”,"“ tanks are all but inzplaceable, and only m; /m/({::”a;h; o h/; e o
%Z;ﬁmﬂ varves (anid thetr lives) by plunging such avluahe war it e et o L
o ? past transport capacity makes it highly soug ) A u

':-mmmmgﬁ"'?‘n ",";"",73,2'3(7;7}23, \nl/unh‘ can the Stormlord's embarked Im/)rm;l(ﬂnn sq efield .

¢ rassed on Catacha h ! bkl
;n;::\‘ they can also defend the Stormlord against waves of tank-lunting enemy infantry.

50,

rArmoury 480 Points
STORMLORD BS F S R HP Unit Type: Superheavy vehicle
31413 12 9

Unit Composition: 1 Stormlord
A N R R 2

WARGEAR: TRANSPORT:
* Vulcan mega-bolter  Transport Capacity: 40 models.
* Twindinked Fire Points: 20 models may fire from the - Hunteriller missile o

heavy bolter Stormlord’s troop bay ~Pintlemounted stormboller o
* Twolheawystubbers  Access Points: The Stormlord is treated as heavy stubber
* Searchlight Opentopped for embarking and disembarking = y add up to two pairs of side
* Smoke launchers purposes. The +1 damage modifier for Open- sponsons, each with one lascannon

1opped vehicles does not apply to a Stormlord. and one twin-linked heayy balteti

May replace any of its sponsons
tyin-linked heavy bolters with
twin-linked heayy flamers

_Vailcun megabolicr 60"
4y =

“Heay bolter SPECIAL RULES:

Heavy Name: All Power to Weapons!: If the

mave, it may fire its Valcan niega-bols
the following Shooting phase (at the
or atdifferent ones):. i




~ STORMSWORD

\ L ad
b ==y
e Stormsword was ongmally a field conversion of the Shadowsword,

3 - Chrivte : : sword, using a satvaged chassts wi
B cmnan Gt e Sormsvot b v s ey ok comis g i :
ﬁghlmg’ o 4;5 A cels at close quarters. The main gun fires huge rocket-propelled shells ege cannon. Used for street
o e a building i a singleshot. In addition tots primary weapon, the Stormsaord is al fur pesth enough explosi fecy
seapons for combat in the close confines of city streets abso formudably equipped with secondary

7

ith @ new weapon replacing the

rArmoury 485 Points
BS F S R HP Unit Type: Superheavy vehicle
3 14 13 12 9 Unit Composition: 1 Stormsword

OPTIONS:
 May take one of each of the following
- Hunterkiller missile : 10pis
_ Pintle-mounted starm bolter or heayy stubber. .. : 5 pts
+ May add up to two pairs of side sponsons, cach with one lascannon
and one twin-inked heavy flamer J i
« May replice any of its sponsons’ windinked heayy flamers with twin inked heasy balters
« May be upgraded 0 be a Command Tank .. x 3 200pss

50 pis/pair
Jfree

prasme g iR G €
UPGRADES:
Primary Weapon 1, B Command Tank: The vehicle is a High
Apocalyptic Blast Command formation as well as a Super-
mores Cover heavy vehicle, and counts s an HQ choice(




PA MARINES :
SpACE MARINE COMPANY

< e nperial Guand cannot cotinter: They are transforiedg
y deployed to meet full-scale threats that tie i o e of e cmpa
i kel i ot o upport e atack Most Spac Magng by one of the mast able commanders the G
Cruisers, which rematn m orbit Lo supp S T v [W"m”’Wk'/"”mm‘ASM“M
are Battle Companies and Reserve (,m:f;;"',“;m ('“ dds, holding its objective yu;m,{-:::[" .W gt
SO 1:1‘\‘ !’m’ times its size, bring a rebellious u‘m]l[,‘;,: .‘ sl "
Gl ity Sl th o of e Sl O s e feld.of s
alien city. Such is the breadth of their s

d 1 Captain s 1 Command Squad 10 Space

Marine squads

3 Dreadnoughts
\’ 1 Chay (any type and in any
combination)
e
FORMATION RESTRICTIONS jcal Squads

The formation can represent either a Battle Company or a Reserve Company: A Baule Company must have six Tactica poics
Assault Squads and two Devastator Squads, Reserve Company must have 10 Squads of the same type (e all ur.&sun
p orall Devastaton). Al Space Marine squads must have 10 ool The Command Squad must include the Company




em and in the fornace of war forge (h:m.'['hcy will be of iron will and s'cely muscle. In great armour

hall I clad them and with the mighticst guns will they be armed. They will be untouched by plaguc or

discase. no sickness shall blight them. They will have tactics, strategics and machines so that no foe can best

them in battle. They are my bulwark against the Terror. They are the Defenders of Humanity.

They arc my Space Marines and they shall know no fear.”
- THE EMPEROR OF M

Pz g T = G e PR

As ey e Marie Capains(orf

the. /uhml:uu\( apiain as par of a S[.ur Marinie Cos
Arms; If an enemy unit declares a charge Captan S Vulkan He
it from the formation, then any unengaged non- “sarto Khan, Captain Ty that all wnils in e
units from this formation within 12° of the charging
S target can choose to fire Overw
€15 of the charge (though they can sull only fire
b once per phase)

troli All units in the formation within 12° of &
Objective have the Stubborn special rule




i > s W
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 SPACE MARS ' .
RAL
_1sT ComPANY VETER

1 battle-broth eroes of the Imperiwm, strong of arm and pire of purpose. Yet, ¢

/;s':ﬁ:'.:}'uw/rnup,ﬂ, the shade, These are the battle-brothers ,?/, :

the pinnacle of Mankind’s martial prowess. AU mrmn;‘ abv:‘ tmm,,iS

i transporter array can teleport the entire company  the battlefield in s
the company’s suits of Termnator armour. et itis g

for any who stand in their wa.

&

and most
this elte of the elite, there are those so mighty as to leave
Company, the bload:steeped veterans of the Um/‘:w and
protocols of teleportation — the Chapter flagship's powerfu i
space of a heartbal, gdad wih pinpoi prcision U the beacons e
cumulative experience in the arts of war that 1s their most polent weapo;

- I Terminator 10 units, in any
z CGaptain or combination, chosen from
: Gapain Lysander the following Comrades-in-Arms: If an enemy unit declares a ch

4gainst a unit from the 1st Company, then any:
\g 1 Chaplain a Terminator Squad non-chicle units from this formation within 12

charging unit’s target can choose to fire Overateh,
‘ 1 Command Squad M Terminator Asault Squad they were also targets of the charge (though they!
only fire Overwatch once per phase).

Drcadnoughts

i
4 Q‘)\lmmhll' T Vanguard Veteran Squad | i

Seize and Control: All units from the formation wi
PR Sternguard Veteran Squad & of a Strategic Objective ha

e Strike Cruiser: The player with this formation has

FORMATION RESTRICTIONS additional Orbital Strike Strategic Asset. 3

The formation must contain 100 models chosen from.
Terminator, Terminator Assault, Sternguard Ve
and /o Vanguard Veteran Squads. The Command Squad
must include the Company Standard. If Lysander is the
Captain of the formation, the rest of the farmation musg
be Imperial Fists as well




_ LiBrARIUS
o e S

+ Marine Chapter includes only a

e m{ Sl ;»:}::7{“,’1;{ rLnl:rfn;nu Because of this, it s rare indeed for tu
R quire the presence of enough Librartans to fomn o wei e ans (¢ lake part
e ("/)ll[)ll"n f" I’L‘""ﬂ" of reality with a monstrous attack known Z l;”?:'[ Chow: Such a formation

3 creating a maelstrom of de m as the Force Vortex. By comb
: Such an aftack 15 never T estructive psyclic ene : = By combining]

s, St undertaken lightly, for should the Librarius lose .-nml;u) i e ‘(‘.’" will destroy anything it

e Vortes, it has the power to 1
avage

FORCE VORTE
; 7 3 The Librarius creates a globe
i ~={ | bonds of anything t touches
- FORMATION RESTRICTIONS |
None Force Virtex is a witchfire power with the following profile

5 Space Marine Librarians or
5 Space Wolves Rune Pricsts. i

| Range

§ 78 D i
g special character Polers can |
i place of one of the formation's The manifesting it may remove the Force Vortex
or Rui Priests: Chicf b « Tong s the manifesung unicstll includes atleast one
Digurius, Mephiston, Exchiel or | el Tf the Foree Vortex is not removed, then it willscatter, as described in

alley, Hosuever, all units o the O oriex maes (pg 73). I double is rolled when scattcring the Force Yortex,

belomg to the same Chapler arker is removed, but is assumed (o ha burrowed into the planet’s
" Seismic Explosion rules are used for the rest ol the




SPACE CORINES R -
MasTERs OF THE CHAPTER

R

. dispersed. Howeve, when
Dapter will be widely d
s of a Space Marine Chafy ds ot ;
oris, the highest rankeng officers of @ Mt L
e onlaton the eadaries st M/[f'/’u‘:l/,‘rﬂ,[f s Tl 25
L ot i Chuprirs s e sanctoned m[/ ewieie i tono et
e Angels 3rd Company commander, for example, : : :

i | g p the v s in nomenclature, there is bitls iy
e /”’n s e f Sears, Despite U o
commander wspansible or recruit dieio/SureDepletien g

fl:ﬂr:"‘(/u‘:r’tn\yl[':llh = l/ulw st coordinate the destruction of the enemy by an

SPECIAL RULES:
Chapter Assets: A Masters of the Chapter formati
". 1 Chapter Master may select three additional Strategic Assets in thele
scheduled break rather than: only one:

'i 0-1 Honour Guard Squad

=y

Their Finest Hours; If the Chapter Master uses the il
Hour or Sons of the Primarch special rules (pg 20
Captains in the formation receive a 3+ invulnerable!
%’ +10 Captains until the start of their next wrn.
o P e PR £
Wi The following spiecial chavacters may be selected in place
¥ formation'’s Chapter Master: Marneus Calgar, Gommarda

Dante, Azrael, High Marshal Helbrecl, Chapier Master
Gabriel Seth, Pedro Kantor: P

Ezmen
FORMATION RESTRICTIONS e
All units in this formation must belong

to the same
Chapter of Space Marines

)@n&r

A%

: As they are Space Manne Captains (or of equivalenta

A good death celebrates  hero's life; 4 the following special characters can be selected in placeaf
one of the formation’s Captains: Captain Sicarius, Sh

abad death merely ends a wasted one.” Captain Shrike, Sammael, Vulkan He'stan, Captain
Kor'sarvo Khan, Belial, Captain Tycho. E




SPACE MARINES
PREDATOR
ASSASSIN SQUADRON

i O

g 0; TR

1 the Space Mannes mass for war, the lec 3 eI

; ”:;gmﬂhin Sfor the drxlrwlmi ofa //1rr:l:(lj1’:;:rv,l‘ of cacl strike force often assemble squadrons of tanks th

i lave allothers. A Predator crewman i 1”“’"'"' Assassin Squadrons are tasked ofh 1 "”1m”""l"""""' it
g 4 oman would rather die than see his S are tasked with the destructio
e allotted quarry e ton of a single enens

Y escape his tank's wrath 2

SPECIAL RULES:
Killshot: If a Predator from this formation s equipped with
two Tascannons and a twindinked lascannon, and all three of
s lascannons hit the Assassin Squadron’s nomunated taget
{see below) in the same Shooting phase, you may either
ehoose 10 resolve those hits as normal, o resalve those hits

>
FORMATION RESTRICTIONS
as a single ‘Killshot' that has Strength D and AP2

None,
Target Acquired: Eachi Assassin Squadron must nomindic

alter deployment. The Predators i
{he Assassin Squadron may not fire at any other GIget
wntil the nominated target s destroyed. 1f a Predatorin
{hs formation is within 6" of another Predator in the sune
formation when it makes a shoating attack at the nomindie
arget, it may re-roll Faled To Hit rolls thit tarn

a single eniemy unit

si‘mp_ly trust in the rightcousncss of
‘\I&: Emperor’s Command!"
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;
el

SPACE MARINES o
Scout COMPANY

i, ;

s ¢

) : ce Marines, it excels at infilfrals d

Company's essential vole in moulding snitiates o hardene ;Y[i'i'/:[ul,/r/;zm:h[/rrmtbaﬂ[r,{mzx:::.-! Sl

oo s vl Ay s ne foation. ndioudual s e that il e they ot a5l rime gy

e sty gain the varied combat /'.?i:,’,‘hmw pulil L
;;,;m1,1rI;/:)ml7',ﬂ‘,,,’ occasions when the Scout Company fights together; 1;7(:;711‘(‘ b e W e il
Mannes. On those rare occasio he Z i nd fortified 52, o
comis (o Unitlfild the Sace Marines havealrady connotted v JorbPer BRI PR e
flanks for opportunistic assaulis by Scout outrunners, whose disruption attacks

SPECIAL RULES:
Disruption Attac] from this formation may
the same turn that they enter play from Strategic

Fortified Positions: All buildings in the deployme!
el the Scout Company's side have been fortified, in
FORMATION RESTRICTIONS ver save lhcv‘pm)\'ldc by lJ
All Seout Squads must have 10 models 5 o 7
The Captain may not take a Command Squad, o st X s e
arbe gisen Terminator Arinou i e e Copate R
% Movs ver, &




SPACE MARINES
IMPERIAL Fists

he Iperial Fists often face vast enemy war machines when besieging the fortifications of their ocs. 11
iorcered the Tanhammer Squad specifically to counter this deadly threat. Thes /nnnllllm:?I »{:H ll(?rﬁ
ear engines, weakening their ta ith a vortex grenade before felling it with I/t/'n'[ltmulv‘rh:mfv’ir ;

; ners.

I Captain Lysander
[0 the coondinates of the

SPECIAL RULES:

Turgeted Teleportation: All units in a Titanhammer Squad
begin the game in Strategic Reserve. When they becanie
avalable, they must deploy by Deep Strike. Any that choose
0 deploy within 12" of an encmy Superheayy vehicle
(except Superheayy Flyers), Gargantuan Creature or
CGrounded Flying Gargantuan Greatre will not scatter

Vortex Grenade Strike; Capiain Lysander has the Vortes
Grenade Strategic Assct. This is in addition to the nogmal
allocation of Strategic Assets available to the owning -

a3 FORMATION RESTRICTIONS
All Terminators must have thunder h:

player’s side

a1 P ST 66 A 3 ¥ L G




SPACE MARINES
THUNDERHAWK GUNSHIP

% v Chapter, combining the voles
Periiaps more than any other sugle vehicle, the Th underhawk 1s the tnchpin of @ Space Marin P 4 Af

e of weapanry, capable of engagin
drop ship, heavy gnship and sirke bomber Each Thuunderhaiok camis a fearsone 47t ’{W‘ !m ol /i”mdm gf A;‘fh,,.m
snterepiorsanct sirajing grond threats, whist s dorsal mouicd g rdces armoed g oo
furces reeling, the Thunderhawk touches down to deploy its cargu of Space Marines siraig

=
il TQ UNDERHAWK e 685 Points

BS F S R HP Unit Composition: 1 Thunderhawk Gunship®
; GUNSHIP 112 12 10 9 Unit Type: Super-heasy Flyer (Hover, Transpol

SPECIAL RULES: OPTIONS:
« Thunderhawk cannon Assault Vehicle,
* Four twindinked heavy bolters Power of the
» Six hellsmike missiles
* Tugo fascannons
amite plating

* May replace Thunderhawk cannon
wrbodase Lk\(nl(mr
Machine Spirit

Ceramite Plating: Mclta weapons do not gain Thunderhawk
aira D6 armour penctiation when shooting
ata Thunderhawk Gunship.

cannon
Turbo-laser
destructor

Heavy bolter
Hellstrike missile
Lascannon
Thunderhawk
cluster bomb

TRANSPORT: " Heaw 3
Ordnance 1,

A Thunderhawk Gunship can also transport Heavy 1

Jump Iantry and Bikes.

Fire Points: N

Access Points: A Thunderhawk Gunship

hn one Access Point on cach side and one at
the fron. Bomb: The rules for Bombing Runs are fownd in the.
Warkammer 4 40,000 rulebook.




BLOOD ANGELS
THE BLACK RAGE

Pli——
oy AT
] gumes of direst need, wlf:m the very survwval of the Chapler rests on a bloody onflict, a du,
Jaldedrothers have boen knorun o succum to the Black Rage. On such despierate occasi ik n e b
il gatle these accursed wariors together and.ead them 10 battle. The Death Comp T Tt A Lo
Sarmor thrncs sl into the fray without patise, ntent on tearing his foos apart i B o e S
nadess, as they become locked '@ hllucinogenic vision of te final o el
ainst such a tide of unbradled fury, who can survive? e o i

%2 SPECIAL RULES:

oH . Rising Fury: When models from this formation charge, their

Aslorath the Grim < 31 Death Company arge Bonus is cqual to the turn number (o a mintnum
¢ squads (1 squad must For instance, if a unit of Death Gompany from the

5508 include Lemartes. Black Rage formation charges an enemy unit on trn thiee;
& 1+ Chaplains Guardian of the Lost) i each model in the unic has £8 Attacks asa Ch ¢ Bonus

y ad of +1, in addition to any other bonuses.

01 Death Company l 244 Death Company
T ]

Dicadnoughts T s st s e S
rf' All b

e ail the martyrs! On their blood is our.

FORMATION RESTRICTIONS
Y0Uwish (o represent Captain Tycho's strike force after he
umbed o the Black Rage on Armageddon, include
Bim in this Baitle Formation

Imperium founded, in their remembrance dowe




i

s,

Fire:

BLob ANGELS ]
LUCIFER
ArRMOURED Task FORCE

iy,

oun Ork rasders on Armageddon, he ymmediately ordered that the t

FErasmus Tycho was tasked with hunting de : u
ok fores it Tochomarines labowred night and day, modifying engimes and stripping out all non-essential

systems, all in search of a much-needed speed boost. When the Orks next attacked, Tycho's fast-moving tanks were reads for them,

SPECIAL RULES:

First Into Batde: All Land Raiders in this formation @

inaddition to any other rules they may have, but hay
i less Hull Point than normal

i vn-'.\pid Reaction Force: All units in the Lucifer Armol
Tisk Force have the Scout special rule

8 3 Tacucal Squads - 4 Land Raiders

(any type)




BLOOD ANGELS
WINGS OF SANGUINIUS

Blood Angels are renowned throughout the galaxy as the most ferocious assault 11o0ps to be

Blood Angels favour the use of jump packs, which they wse with practiced

 Angels airborne assault 1s delivered with such temmble swiftness that it almost
Blood Arigels will equip entire companies with jumps packs, stuch forces are ne

o company leaps out from Thunderhawk transporters while stll high above
e When the Sanguinor oins their vanis, few enemy forces are able

TR

found in the armies of the Imperium.
precision to launch pinpoint airborne strkes. A Blood
akways catches the foe unawares. In large battles, the

Wings of Sanguinius after the Chapter's Primarch.
the ground, landing en masse in the heart of the enemy
to withstand such a shattering hammer blow.

SPECIAL RULES:

‘Airborne Assault: All units in the formation have the Deep
Strike and Descent of Angels special rules. If the formation
1s held in Stategic Reserve, they can Deep Strike at the stary

¢l or Sanguinary :
‘! i ofany wm, even the enemy's

Guard Squad

1 Honour Guard
B;

Captain
i il Caught Unawares: All units from the formation have the
Shrouded special rule on the win they Deep Strike

B 10 Asaulsquads
T s g _
e “Bringers of Doom; Avenging Angels of Death:
]

FORMATION RESTRICTIONS

All Assault Squads must have 10 modcls
All models must be given jump packs

No units may have Dedicated Transports

e BT Aot 300

they are the Space Marines.’

\




AE WOLVES
Grear COMPANY

e iy,
The Space Wolves Chapter is divided into twelve Greal Compantes, cach of which 1s nrm}k]/l rf[ﬂ;’r l:;:,.,‘:zi{ul;:,::,”m[l/bw,d; it Wh :
thi full farce of @ Great Company fights as one, they are an unstoppable force of nuu,m/ ;ml /‘ A:q, berealiel hey descend on,
foe, thewr fieree natie and barbanic appearance disguising. the fce-cold efficiency with w! llll‘l”l/’) 0 'L’ o n‘ i

Consider batlle an enjoyable past-ime o wlish the spilling of blood for its own. suke — ralher, they see it as u grim necessity, a duty
st undertake if Humanily 1s to have any chance of surviving the dark days of the End Times

< 1 Ragnar Blackmane or , 5 A
B 1 wor Guard pack B’ 1 Wolt Scours Pack

Woll Lord
&uzn.umlm\vou(...\»;un»unm 05 Lone Wolves

1 Wolf Pricst
& 5 Groytunten packs &l 0-3 Swificlaw Biker Packs

3+ Blood Claws and/or B Fonristan WollPack
o SR B 05 Fenrisian Wolf Packs

5 3+ Dreadnoughts and/or
2+ Long Fangs P g
& ong Fangs Packs & ‘enerable Dreadnoughts

FORMATION RESTRICTIONS ;
None




‘We may be few, and our enemics many. Yet so long as there remains one of

us still fighting, one who still rages in the name of justice and truth, then by
l

the Allfather, the galaxy shall yet know hope.”

Wl of the Wolf; Once per gamic, at the st
L phase, declare the usc of this rule o confer the
ind Fleet special rules (o the Wolf Lord and
dlly units chosen from Codex: Space Woloes within 18
il e end of that ph

Efficiency: All imodels in the formauon may re1oll
e ranges, and may re-roll farled To Hitrolls when

!

i
- RACNAR BLACKMANE




BRETHREN OF THE
GRreAT WOLF

s sracrsa . o)

¢ of the greatest heroes of the Imperitom. Logan Grimnar, Njal Stormealler, Ul the S
<t are names that strike dread into Humantly's many enemies, and give inspiratio
agas of the Fang are brought to bfe once more. ¥

The Gompany of the Great Wolf is kome to some
Stayer, Bjorn the Fell-Handed and Arjac Rockfi
Mankind’s warriors. When all five are gathered together, the legendan)

SPECIAL RULES: B
iokah Grifiig a 5 Banner of the Great Wolf: All friendly units chosen |

Bjorn the
the Great Wolf Codex: Space Wolves within 24" of the Banner of the.

4 Fell-Handed Wolf have the Furious. Charge special rule.
_l e t e Greatest Heroes of the Age: All units in the farmatiot
if ist the Fear special rule. In addition, they and all friendly
Wolves units have the Stubborn special rule.

\ 2 [
Ultik the Slayer 1 Wolf Gus i i
olf Guard Pack Their Finest Hours: Logan Grimnar, Njal Stormealler Ul
the Zl:\\‘cx, Bjorn the Fell-Handed and Arjac Rockfist mi
: use the Finest Hour rules (pg 26). If they do so, they:
@t all do so on the same wrn. Any o all of them may d
10 use the Sons of the Primarch rule if they prefer

FORMATION RESTRICTIONS

 The Wolf Guard pack must have 10 models. One mode
the pack must be upgraded to Atjac Rockfist, and anothes
must carry the Banner of the Great Wolf,




v solon 5
Wolves and Thunderwolves are fast-moving and deadly Predators, On ther natroe planet, their l
, their loping run allows them

il s hundreds of males of frozen tundya in se
ﬂ%ﬁmmrk Hed ”m/y i ][h/r (: ’xml’l,rlxlr:m n sx.;nrh of food, whle their keen sense of smell and

q s are well known by the Space Waloes, ashy w’”ﬁrvm:“;;mnhmnn_’qnllmm them to

ently organsse their Thunderwolf

| Cavalry and Fenrisian Wolf Packs into swift moving flankin
R i 'S 1g forces. Whale the Space Wolve
ok llmece quichly aroad s flanks bfore syt backonto e foace Wolves engage the ey ot bmiedirecore U
uatting in their bloodlust as they fall upon the for. ¢feld from a wholly unexpected direction, howling and.
3 g

Baule Leader, or
Canis Wolfborn 5+ Fenrisian charge on th

Wolf Packs y-g\ e -
o e
ey g [ORMATION RESTRICTIONS 4
The Thunderolf Cavalry unis must have 5 models each
B The Woll Lord or Wolf Guard Battle Leader musthase
Thunderwolf mount

¢ turn they arnive from Strategic Reserve

v =
o SPECIAL RULE
1 Wolf Lord, 24+ Thunderwolf Acute Senses, Hit & Run, Outflank, Rage
o Wolf Guard Zavalry units
Fall Upon The Foe: All units in the formation arc alloved o




CARK ANCELS
DEATHWING
ReEDEMPTION FORCE

) r_____,,,._‘umlﬂg\
A he wrath of the Deathwing Redemplion Force ~

by st ke fordstiction b e Dank s Chapler s et o he Dt Kdemplion el

led 1o battle by the Master of the Deathzving, soith a wiandate fo destroy a tanget of { otherfoes a DTk o oA 3

comunanly wilised against known concentrations of Fallen, making their use agans

e
SPECIAL RULES: 3
Bt Hidden Agenda: The side with the Deathwing Redempiit
* Master Belial m 4 Units of Force receives 1 Suategic Victory Paint for cach enem
s Deathwing Knights Warlord killed by a Redemption Farce model,

a 6 Deathwing Storm of Wrath: Whilst at least one. enemy Warlord

Terminator Squads alive, enemy models cannot make Look QOu, Sic rol

Tdeen against Wounds caused! by this formation, and all @
g formation’s shooting and elose combat attacks haye
Rending special rule.

FORMATION RESTRICTIONS
The entire formation must fight on foot;
no Dedicated Transports may be taken




cris
RAVENWING HUNTMASTERS

B =l Clishier rlies heavily on the intelligence g e
”‘,’,’:’,uli'mmm 5'/”", e h’)’(:{""""”'wm gathered by its Scout Squads and Rave :
@ i Lo ascertain the whereabouds of the Falen. When, the Gl 1otk SRS (o lest
& Squaios o perate n a o diet, e bl fashion, the Mostrs sl ander 1 Mien the Chajper sequires ts Ravenn
| oan as sounding the hunt’, and gives the Raventving operating in that the e 10 ke the vole of Huntmasters. Do
When Ravening Huntnasters are abroad, the foe quaslin feas; for the at theate the mandate 1 wage s fee
ol cerainty 15 that it will be s andl deadly when it faly e nany d

Jowing warfare
their doom may come fron durection al any time ~

SPECIAL RULES
The Pall of Black Death: The ranges of the Icon of Old
ud of Angels special rules are doubled for

Caliban and Sh
Ravenwing Darkshrouds in this formation

&

‘ol ! Squad of Ravenwing ‘ 14+ Ravenwing %
L Black Knights 0 Sound the Hunt: Once per game the Dark Angels
! Sound the Hunt For the duration of that turn, unitswithin

8 FORMATION RESTRICTION: the formation may Turboboost and shootin the same (i,
:Jch of the Ravenving Attack Squadrons in this Batle 3

S9Hmation must be at full strength (6 Rave ing Bikers, 4
and an Auack Bike) F




» CR KNIGHTS :
BROTHERS OF THE FLAME

2 e doubly so, and their talents st be g
Purifirs sldm figit s  single formation. All Grey Knights are rare, but Purifers are doud oo and el o O
Rurlirs scdom fght f the war-form Imperiwn. However, should circumstances prove d .
R ofthe e st b gothered. By octsing Ui poscic 'L"tl."fmlmghu}-&
s L 4—/’;:#,: e to consme the foe. Whilst the holy flames of a single Purifier squ ;
sunmon vast co ) 1
e
taint of corrupion

Frn

by @ how wwave of towering azure flames thal can sweep a baltlefront clean of
by a boww wave of towering :

SPECIAL RULES: ¢
3 ‘Tide of Cleansing Flam formation may mal
i Castellan Crowe additional attack in cach Shoating phase

given below. Nominate Crowe or one of the Knights

Hame - this is the model that makes the attack:

b 4 5 Purifier Squads
sy __Range
FORMATION RESTRICTIONS g “Helstorm 2 6
Each Purifier Squad must contain 10 models

o L e Combal Squady Psiflame: The Strength increa

1 for cach additional unit from
the model making the attack.




GREY KNIGHTS
DREADKNIGHT BRETHREN

P

 Dadknight armour was devised for those tones when a sin
. 8 p < ’ igle Grey Knight 3
Dwadknight Brethren are fielded at times of even greater per, S must c
iy ke of euven ¢ l: when a singl
ic creatures, Fighting i deadly unison, the Dre gle squad of Dreadknig]
e aé Ern7;::..1:{1’1',:',:‘;:’;1v’ the lb)“mlkm_c/llBvrllnrn can cut .m/.rmlrux[:::m,m T fiont aul dfent s hriEal
0 e k twice about altacking their allie or-stained swathe through a Daemon Legio
et s tansc boheshood ecomes it i b s Il;mxlrlm;fl\ Jalterd by the pesence of b e
makes them a gt 0

front a Greater Daemon of Chass. The

s

§

SPECIAL RULES

Unstoppable Force:
one model in the formation
mmodels from the farmation within 1

At the beginning of the game, pick
That model and all othier
2" of it have the Shred

special vule




7

REY KNIGHTSF e
R ‘
_EXTERMINATION FORCE -

o2

; o horde. A Nemesis Dreadknight forms

Foree focuses on susftly eliminating mportant targets in @ Do) e e

T ) w Force, 1ts armaments sublly altered to allow it to fire sp e
ion Forte, /
e (e a fine layer of psychic sp

nitiand of (he or. Once the target 15 marked, @ squadon
rounds strke a targel, the shrapuel laces the vietim uni The psychic spoor manking the gt shines as bright a das for e
iz hips e fray, guns blazing. The psy oor marking the et shines 2 RASCUEHEER
S (-u;r;h[»ll\ i ':’”'f ol i theor s psychically charged shots with otherise impossible decuracy, Ee
specially trained pulots, allowmg the to " !
Greater Daemon cannot last long under such a barrage

SPECIAL RULES;

Marked for Extermination: Each turn, the Nem
Dreadknight can fire a special wacker round with
given below, instead of finng its weapons narmally:

AP Type
T Heay LB

[ Psychic Spoor: A unit hit by this shot is marked for}
# 35 Stormraen Gunships

remainder of the baule. A marked unitis hit aut
by shots from the formation’s Stormeaven Gunshij
weapons do not scatter) . Additionally, marked uni

3 e the Dacmon special rule halve their Toughness and0)
FORMATION RESTRICTIONS Armour Values against hits from both mindstrike mi

f The Nemesis Dreadknight must have a heavy psycannon, and psybolt ammunition

n Gunships must have
psybolt ammunition







From within the Eye of Terror and other hiding places,
Traitor Legions and Renegad
(o wage war upon the servants of the Emperor. Hidden
deep in hive worlds, in warrior lodges on feral plancts,
masquerading as guilds and federations on agrisworlds,
deptus Terr
secretly plot rebellion and subversion even as they suckle
at the bosom of the Imperum. In the Warp, the Realm of
CGhaos, dacmonic creatures stir mio life, forming fleeting
consciousnesses that gaze at the galaxy of mortals with

covetous eyes. When such
one purpose, the

Space Marines sally forth

and within the 2 iself, Chiaos worshippers

gmant forces combine under
galaxy trembles

he largest Chaos incursions are those that take place
during the Black Crusades of the Trajtor Leg
from across the galaxy are drawn back to their [
serve their gods under one banner, while sorcerers call
forth the daemonic servants of their masters, sacrificing

s. Warbands.
gions 1o

untold thausands to buy power from the Dark Gods
Warbands of Renegades from the Adeptus Astartes, such as
the Red Corsairs, may scize the opportunity to strike back at
the Imperium they have forsaken: As the incursion grows in
power, hidden sympathizers and cultists will throw off their
disguises. These sects declare their true allegiances, and
uprisngs swaftly topple planetary governments. As world
after world erupts in war and anarchy, the true servants of
the Ruinous Powers arrive in force - anathema to Mankind

skill in battle umm;h to drown entire subsecions in
blood. Heralded by the ponderous tread of Chags

their dacmonic allies advance alongside hordes of
rebels and apostates: As one despicable horde, the Foree
Chaos slay all before them for the glory of their Dark ¢,

FORGING A NARRATIVE

Thanks to the frecdom of Apocalypse,

Chaos players should feel free to use

traitor versions of pretty much any

Imperial formation. For example,

it's perfectly reasonable 1o see.

Chaos Predator Assassin Squadrons,

renegade Baneblades or Infantry

Companies of traitor Guardsmen. Just add the
appropriate blasphemons sigils and the skv’s thie limit.
A renegade Chapier could even use the Space Masine
Company datasheet —simply exchange the Capein,
Chapl d Command Squad fora Chaos Lord. -
Dark Apostle and a squad of Chosen respectivelis




CHAOS SPACE RINE> »
Cutr or DEsTRUCTION

e
—

« the mast apocalyptic of conflicts, when the Chaos Legions are figh g
i gt ighteng particularly entrenche
stubborn enemy, they call on one of the most devastating forces in the I'Imlm &/u:lu(v”\l;m:‘,lv"\"f he ”/"l" or faced with an especially
it Warprowered weaporis and daemonic armaments, @ Cultof Destruction can ol bk e B
iy 5 @ platoon of Guardsunen 1o debloy, 4 Cul of D l-,lHnnfrrm[n‘unlrm entire regiment of
g estriction is nothing if not singleminded.
s and mirderous Obiiterators and Mutilators that form is ranks panstakingy «lm.u\l;/»"’ ‘vmfl “ e
S educed 0 0 smouldenng wasteland, every buiding redsiced o rubblc and cvery g eeroe - e baleld

e

g

: Six or more Obliterators in the
formation can combine their shooting attacks into a single
attack using one of the profiles below. All of the Obliterators

must be in range and have line of sight to.

g So s RANgel D o o)
FORMATION RESTRICTIONS D 1 Heavy 1
Hellllame Hellstorm 5 8 sanlt 1
8% A5 7

ich unit must consist of three models <
L Assaule 1,

hellstorm
Apocalyptic Blast

Orgy of Deastation; Muulators in the formation Lave the
Furlous Charge special rule: Furthermore, for every unsived
Wound cased by a Mutilator in the formation, the Mutl

C
a

S




CHAOS SPACE MARIES' &
HELDRAKE FEAR SQUADRON

e T

T o L

; : 4, the clowdls hove colghh
ervifving portents. The screaming of the damned, o

The coming of @ Chaos snwasion is heralded by many terrifying fort i e

s lam i, Ml b 0 e Ve e e s s gl

it L ldiilé Dinemon Brgines that i e e i oy o e Chaas ot e g

their metallic jaws, The Heldrakes wlish their role as harbingers of e Apocalypse, feed ”"L;"’ (o u/y[,)-".,i[ yp,q

ke @ fast-acting plague. Martal men scurry for cover as these asrborne nightmares descen, ony i
. or scythed apart by cannons that five bilets forged in the fires of hatred.

Harbingers of the Apocalypse: A Heldrake Fear Squa
docs not enter play as a normal unit of Flyers, and 81
deployed with the rest of the army, Before the lirst tur
begins, butafter deployment is complete, the Fear Squadi@
may make & pre-game move of up to 607, during whieh
SEane £ Heldrakes may cach make a special outofsequence Ve
FORMATION RESTRICTIONS trike. Casualties caused by u\i Vector Strik 1do not
_None. Bl i Morale tests. k
Seiire Ifthis special Vector Strike is used, the Fear Squadron mik
Fuelled by Fear: All of the Heldrakes in the Fear :;,t.::ll,l: ,:,\‘:i-::::mk on e o
Squidron ignore the ‘once per game” restriction for their : ; O
Dagmonforge special nile ~ they may use their Dacmonfor
special rule every twm. When using its Dacmonforge speciat
rule; @ Heldrake must sill rol) a D6 to see if it suffers a Hull
Pomt of damage at the end of the phase




if ; CHAOS SPACE MRNES
¢ KHORNE LORD OF SkuiLs

e
he g':,",',',‘,,',’f:.’,fz’/:‘.’:,;,:‘, ;I:::v;r;:rlx llu}“l.mrl of Skulls trundles to war. As a hissing stream
%f,mm‘m i B z,mir",'»Zf,',Al'fZ'ii gmu'l\‘m @k appmoval at the carnage ,‘I n’u’:{; :Ir;t”r:,,z I(m{l‘x/t spits from its multi-
e ek el by e Boling bood of s, hich st rom s imenis e
When t s raised to apoplectic levels, 1t vents great gouts of this ][mll’lr:lt'y’;h‘-\::;’vll[//m;‘l;h R
Z ks of the enemy to boil them alive.

iz a8

_ rhAmoury 888 Points
WSBS S F S R Unit Type: Superheary Walker
4 3 101315 11 3 ¢ Unit Composition: 1 Lord of Skulls

SPECIAL RULES: Fuelled by Rage: For cvery Hull Point the:
Daemon, Dacmonforge, Fleet, Khorne Lord of Skulls has lost, it gains an
1t Will Not Die, Rage. additional Attack, even if that Hull Point is later
sreatcleayer of Khorne regaied (keep a note on your roster). Note
* Dacnioniic Possession that its Auacks chiaracteristic cannot exceed 10

Type __ Tracked Behemoth: A Khornie Lord of Skulls’
Primary Weapon 1, may Tank Shock or Ram using the Thunderblitz
Gets Hot, Instant Death table (pig 67), in the same manncr as & Supers
~ Hellstorm 4 Primary Weapon 1 heayy vehicle, but it may not Stomp.

48" Primary Weapon 1.
Large Blast

60" 9 Primary Weapon 1
Apocalyptic Blast, Gria

OPTIONS:
« May replice gorestorm cannon with,
one of the following:
~Ichor cannon
Heayy 12, Pinning - Daemongore CAnnon -
« May replace hades gatling cannon
Melee with a skullhrler

apon nust be re-rolled:

saving throws against this We:




HAOS SACE MAR‘I’NESV i
LEGIONNAIRE WARBAND

=,
v

3
o the vents of the Horus Heress, liave been waging tho

The Chinos Legions, sundered into hundeds of warbands after the cataclysmic n’rul» f el
{ih;r /z;vu:mlfhr Duperium for ten thousand years. The fires of hatred in mm‘ C,f/.’r;j(ll;::rl i m"{r 5 ;Wmmm nflhe’;g:::
United under the banner of charismatic, bul frequently deranged, Champion bt -
work ceaselessly to tear apart the hated edifice of the Impersum. The Dacmon 7 /\m,[:m[mmﬁ’, e e
edonists of the Emperor's Chaldien, the tieless erusadens of the Black Legion, Ir“/r;u il 2
besides; all are wnited by the promise of camage and the chance to destroy ther loyalis

SPECIAL RULES: :
Ten Thousand Years of Hatred: When in close combat
Any number of units with a Sy arines unit (as defined in Codex: Chags
from the following Marines), models in the Legionnaire Warband reroll
-HQ To Hitrolls in every round of combat Furthermore, it
- Fast attack Legionnaire Warband unit is within 12° of a Space Mas
- Heavy support unit, the Legionnaire Warband unit has the Fearless

& i special rule
2+ Elites units

— e
FORMATION RESTRICTIONS *°
All models in the Legionnaire Warband must have he
Veterans of the Long War upgrade. If the Chaos Lord
has a Mark of Chaos, all other units that are able to, must
have the same Mark of Chaos as the Chaos Lord

§ 3+ Troops units




CHAOS SPACE MRIS
LORDS OF THE
. BLACK CRUSADE

——

B {addon the Desptler hias been the driving force behind a dozen tnvasions that b
et another galactic crusade that threatens to reach Terra itself i
- hn can channl the favour of his Dark God. When Chaos

L ought ruin to the Imperwm and is the architect of
. march the most nefarious Chans Lords in existence; each
ed in a single cause, the galaxy rightly trembles,

SPECIAL RULES:

Their Finest Hours: All the characters in the formation may
Abaddon the Despoiler use the Finest Hour rules (pg 26) I they da so, they must

All do s0 on the same tarn. Any or all of them may choose 1o
1 Chaos Lord with the Mark of Khome use the Sons of the Primarch rule relevant to their Legion
if they prefer (pg 28) ~ Abaddon wses the Black Legion
bility, models with the Mark of Tzeentch us the Thousand
Sons ability, models with the Mark of Khome use the World
Faters ability, models with the Mark of Nurgle use the Deathy
Guard ability, and mocdels with the Mark of Slaanesh us

or Kharn the Betrayer

1 Chaos Sorcerer with the Mark of
Tzeentch or Ahriman
1 Chaos Lord with the Mark of Nurgle Emperor's Children ability

or Typhus
; The Planet Killer; Once per game, provided Abaddon is an

the batilefield, the formation can call upon the support of
e Warmaster's (lagship: From that pomt on, the game uses
the Magma Storm Unnatural D les, in addition (o

1 Chaos Lord with the Mark of Slaancsh
or Lucins the Eternal

e any other Unnauural Disasers in i
FORMATION RESTRICTIONS 1s alive, then the player controlling i
e Niaster of Dissster when resolying the Magina Stormi. =

None.




CHAOS SPACE MARINES
THE LoST AND THE DAMNED

ontents and mutants jmm the sk

ouse all manner of malconten; !

s strike, the Dark Apostles in their midst rouse : e

et '1"" g w”‘u’m‘; "’/m" Iulmlm, as well as ther mutated physiques, I/IA ,:,’,‘,’,”:};,,‘,n et 65510 el g

Il;mfyl;;vil:’::nh‘x‘u’Krl;‘l':YI;“m ciphned fighters, These fiends throw "/; Um,r :In:;nuul\h:nlrl: 7 “?mm Toddor i it e

(e 5 o ; at they are valued as ca i .
s, scarcely walising thal o e e

S Inm}m,m;d IIIM,’ ,1,,,';;..‘:;;. "I/f B whatives soapons they can find, scavenging equipment from the bodies of slain

against the iron rule of the Imperium. They hoa

guards and bounty hunters, hoping (o

their mark on the w{mm Just as Chaas has marked them in therr turn.
heir mark on the galaxy jus

SPECIAL RULES:
) Infiltrate,
x 1+ Dark Apostle

Limitless in Number, Boundless in Spite: A single Cha
Culust unit from the formation ma
£ G+ units of Chaos Culiists i afer
Victory Pomnt. This does not count towards the num
UNILS you may return to play after each break.

e

" FORMATION RESTRICTIONS Warped by Mutation: All ¢ sts in the formati
one. hase tie Feel no Pain and Furious Charge special rules




THOUSAND Sons
VAR COVEN

Soreerer Lovd of the Thousand Sons i
this, lhz'Savm?r{wvl TSt e m/r/mm:: ;,"‘/:'M’ o manifsting a poerful pychic attack known as the &
“Shic pous W y @ caven of lesser Sorcerers. When the ritual e Sl of Clttge, T 001ElS
B o e e s sl e
‘ 1 e

: esser magi are dyained o
form of a devastating vortex: 4

PSYCHIC CHOIR POWER

¥
S1oRM OF CHANGE ..
8 e stolen energies of a Storm of Change mutate whateve
or Ahriman varicly of mewling, fleshy forms befor sucking the remains inte the Warp forever

Starn of Chiange s a witehire power with the following profile
4+ Chaos Sorcerers
(Mastery Level 1) | Range s AP e
{“Storm of Chiange 48" ) T Assault X, Blast, Lifedrain, Vorex |

i
Lifedrain: Fach time this power is used, remoye up to 3 of the Mar Coven

| FORMATION RESTRICTIONS from play. The number of Sorcerers remaoved determines the value of X' and
: None o Fore the number of blast markers that ar¢ used for the atiack




CHAOS SPACE MARINES
TIDE OF SPAWN

=
o *—

o, the more closely the gaze of the Chaos Gods jy

U four Runots Powers revel in the spectacle of slaughter, and the larger I/;f.[rlll‘llljj l’l:’rrn"’/rl/un)lh ﬂ:/'r'/"'/" pledinin.
,‘ "{"m\"fh occastons are opportunities for Champions of Chaos to catch the /'r/ o it o iends o
,’f,:,’:x o i are not without risk. Whether their patron /,;v;:l s ::):; i and ors boans S mudaiee
v e Chompion.- entire warband — may be granted mo I "

. : o1 — and sometimes his entire war it oo e S
T e v s Ve oLl e £::117At"x L
e O S e of writhing flesh that rushes at the foe with no though

dles puaun, J

SPECIAL RULES: X

The Final Blessing of the Gods: The Chaos Spasm are
"g\ 5+ Chaos Spawn notdeplayed with the rest of the army Instead, at the

art of any Chaos turn after the first, nominate a frien

unengaged Infantry unit from Codex: Ghaas Space Man
that has the same number of models as the Tide of Spa
Ihen replace all of the models in that unit with the Gh
Spawn models, with full Wounds, and with 1o upgrades.
They may not be placed within 1* af an enemy model H
onginal models are removed from play. If the orig
had a Mark of Chaos the Chaos Spawn unit will have:
same Mark of Chaos,

" FORMATION RESTRICTIONS

It the original unit s inside a Transport when tiey
transformed, they must immediately disembark b
replaced by the Spawn




CHAOS DAEMONS
_CoHorT oF Broop

s himself has ordered mighty Skulltaker, his greatest champion, o
jal guard :’hr (;'nlu.\rl of Blood. Divided info eight man, 1/1/Iu of .’7[;;11[,:’,,‘,’7':.1, Imzlll e P e
’ "“’"‘I/""'t;",'{,:::,:",J,x,j\:lm,[.f .,/’l.r’l: dletter packs that form the legions of Khorne. \Il::‘ylw/"“"w“M“mwm"mhwnlwn
L ::';:7 ;“Z’mu‘"m.n{ In:(I;‘ ;]','; :,‘,,’,:;)’,' nl:y’(:’m the great arenas of the Blood God's wlvlnm;)’:['lf’nm-"” el
» s s e i o e nce their martial excellence has been
Rarsone fighting forces ever 1o take to the field i the mortal wniverse e e b

SPECIAL RULES
Decapitating Strike: Whenever a model in this formation
rolls 2 6 To Wound nst 2 nonvehicle model, that hit has

the Instant Death special nule

Y\ 1+ Heralds of Khorne

Veterans of the Great Arenas All models in this formanon
41 Strength and the Fleet special rule
ﬂ 8 units of Bloodletters of Khorne g R Rty T :
o e
: RMATION RESTRICTIONS 5
Each of the Bloodlette units must have cight models. & and the Abyss.

“There is no choice between the Emperor




CHAOS DAEMONS

TuE FLaming Host
OF TZEENTCH

£

» devios. Every 5o often, though, Teeentch wills
e agents of change wsed by the Architect of Fate are usually as subll as they are d’n s e ';‘/;)m L ng'hmm o
beings of prre mutagenic flame into the world and glory in the unbridled mayhem that r o Dieneys
o 5 i the most common 15 the change from ‘alive’ to ‘dea :
Jores wrealk all maner of alterations upon their victims, though the

2o

o
&

e S

ey

Mutagenic Flame: At the beginning of each of your
roll on the table below. The result is applied to every
the Flaming Host until the start of your next tum:

9units, in any combination, from the following

+ Each unit in the formation mm
takes D6 Strength 4 AP hits
3\ Pink Horrors of Tzeentch

Soulburners: Shooting Attacks made b
g Flamers of Tzcentch dby 2

formation have the
Inferno Unbound: All of the models i the o
combine their shooting attacks and witchfire p
e Buming Charior of Tzeenich single atiack made by one model (your choice)
testis required. All of the models that participat
must be in range and have line of sight ta the

FORMATION RESTRICTIONS

None

is equal to the
the formation making the attack,




CHAOS DAES
THE GREAT PROMENADE OF
Exquisite Excss

Fo

Vhen the Dark Prince, Slaanesh, is in the mood for entertainment LR
B % ment on a ; 2
e of enraptured Daemoriettes. Ther arrival ino n‘nl‘/rlr'nvm’mm/m“[ seale, hesummons the Masque and surrounds her it
Ispace mpanied by ounds her with

e the st dowr of arrors nto a frenzied it All s a a greal cacoph
. glorious dance to the D, Phaty of sound and light that y
&Dark Prince and hls ight that can force
minons

g
%64 SPECIAL RULES:

Grand Entrance: The formation must be placed in

Strategic Reserve and arrive by Decp Stike, Units in the

Formation may charge in the Assault phase of the rur

they arrive from Strategic Reserve

The Masque of Slaancsh

i SR :
Nits, in any combination, from the following:

& Dacwoncucsor g Seekers of Slamesh

Slaancsh Attacks with the Rending special tul

The Slaughter-dance:
formation strike a critical blos

made by modls in this

e
a4+ mstead of a 6

gt
FORMATION RESTRIGTIONS
None




&

! ¢ er lanel’s demise. At day's end,
1115 one of the Lovd of Plague’s fondest pleasuses to record and compare the [ur{l“; mr;::r{/lrl ’:{ '1‘,,{111\' s ,f.( il
Joom brevtngg new diseases in. s great cauldon, Grandfather N ul r;ljlr :u:’// I;rm'r: ,,}::h'- 1/{-(’ b o A

e f death ed a i porld’s end. To con ese lists, he s 5 led,

DRl in i e each and every fatalits = yet
:7/’/1/;: (I;I:I’I,IA‘A’HH/:7ll\'lll/',’lrul!mmugh to vecord the myriad malasses of such worlds, let alone each and every fatalits = 5 iluy

i ‘ jer more inventive deaths.
about thewr task with a thoroughness that inspies Nurgle's followers to tnflict ever mor

SPECIAL RULES:
Droning Cacophony: All enemy units within 18" of this
Epidemius the Tallyman formation must re-roll successful Leaders

A Thousand Deaths: Keep track of the number of unsi
omb n, from the following Wounds inflicted upon, and Hull Points removed from

enemy models by Dacmons of Nurgle and models wit
Plaguebearers of Nurgle Mark of Nurgle. You receive one Strategic Victory Po

every 70 Wounds and/or Hull Points inflicted.
Plague Drones of Nurgle

FORMATION RESTRICTION.

Non¢
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CHAOS DAEMONS
TETRAGON OF DARKNESS

# o AN
i)

o thuse occasions when the Four Povwers of Cii
her, thal the universe has the most to fear {n um:v; ,‘,T sde iy diffeences, case thereernal
B 115 Thi breach s cld open by ove of th tinated assaull on reality, their conined strife and join their terrible powsers
e ttern that sl = a Tetragon n/u,'"knmlul'l ,/’W'yl st Daemnons of each of the Fo Sl g
‘ ss. Within this arca, th .00, each acting as a focal po
oing cloud of pure non-realily that spreads ove  the raw energies of thy & point of the
i y that spreads over the batlefied, sustaining e g ol el G
onic servants of the Fous, and swathin
3 z the

in a ternifying and unnatural night

P
e T

'
2

SPECIAL RULES:
Dark Tetragon: As long as the Bloodthirster, Lord of

ﬁ 1 unit of Bloodletiers
Change. Great Unclean One and Keeper of Secreis are
¢ four straight lines benseen the

of Khorne
all on the baulefield, tr
odels such that the lines create

_}Lord of Change 1\ 1 unit of Pink Horrors & bases of all four of these
of Tzeentch an enclosed foursided shape with the Greater Dacmois at
its comers. The area inside this perimeter is the Telragon of

Darkness, which has the following effects on every model at
the Bloodthirster, Lord off

i 1 Great Unclean One 1 unit of Plagucbearers
of Nurgle & east partially inside it (including
Change, Great Unclean One and Recper of Secrets)
dels chosen from Cades: Chaos Daenans

1 unit of Dacmonettes
» Friendly mo«
roll failed invilnerable saves

of Slaanesh
-°a,x_,,j inside the Tetragon e

STRICTIONS i
« All models (friend or foe) inside the Tetragon have

None.
the Shrouded special rule




;2 g s the misfortune to cross thei B =
anything that has the misf e T e > mentum indcfinitely. If Ghasghkull
; 8 5 wasion of Arniageddon is a sign of th

most instances, this ins
chering each other in self-
el such a fate may vet befall the galaxya,

neighbouring Ork Clans by
destructive internecine conflict. Howeser, o occasior
particularly poverful leader can emerge — an Ork whose
olence or sheer belligerence is such that
g cach other just long

fight instead

enthusiasm for
he can stop rwal clans from hitti
enough to find someone or something else to
So begins the Ork Waaagh!
are batlefield
Thercfore, if you
vehicle datasheet from
s formations, you can
0. Looted Baneblades,
drons’and re-
the Warboss deems that the tme is nght (or Soncinels s REEr el o
! 1 a Warboss' growing Waaagh! The ingenuity

world ripe for the lootin®) he unleashes the W
valanche of destruction. So do the greens kboyz does not stop at Imperial technologye

descend and the carnage begins once more. On occasio
o or more Wazaghs! have crossed pa

incvitable and often terminal le

the Grand Warlord, combin

‘Super-Waaagh!”. Yet cven these m

as quickly as they gather if the enthu

An Ork Waaagh! is a ventable force of nature that, if left 1o

gather momentum, can culminate in a syster
that will leave entire sub=scctors in ruins. Rum
coming Waaagh! spread through Ork socicty, 2
warbands join the throng with every passing




- BATTLEWAGON
@WLEAMB%@_ § QUAD

S, R SRR W

ewagon Steanole Sqads are famous for the rushing, g R

ey bl towards the enemy battle e with deadly &iiding, 7

e deflcted b the sprked metal cylinders on the fron ,‘“}’;;""l, a
ont of the vel

carnage th o

ey deal ot st Ui def ollas. Linig upwhel
St el D

3 Y passage The for's

e asfhey giios theo AR oo //'; ST I

A
Vel

SPECIAL RULES:
Squash "em Flat La
tack Pattern, all of the vehicl
roll the dice when determining how many:

Rollas inflict

rhead is in Br
i the formation may
hits their Def

If the spearhead 1s in Broads

ord Attack
in the formation receive

Wall of Spikes:
pattern, all of the veh
Ccover save against atiacl

C p'F!?RMATION TRICTIONS
m“:‘ lewagons in the spearhead must take
f: effrolla upgrade (see Codex: Orks)
» i e e T




BURNA-BOMMER SKWADRON

ey ’t‘

2 ibs into the
¢ i ratn of deadly burna bombs into the Hers,

Burna-bommer skwadrons pounce on large concentrations of enemy troops, _uu!mulmb’;z{xxrn:"{h e e e :
o Gt i tack s flames billow hundreds of /l-,’: i e i e el e WMM
ind vegelation alight and causing fuel tanks and ammunition o explode with d iy free Thase ol Qe el
. u‘l’l ﬁntl themselves surrounded by a blazing inferno. After the sk nwlvm; /:;n (Im;lrr{r’rll’ﬁ s e Do 1 e
t i ). Once a vic ¢ Ork Flyboyz will pitch their a gy

15 of opportunisty. Once a victim is spolted, the Orl oy g

&3 ;lq\'vm:flvnjr !h/:muu inlo (e taget. Very few can withstand such an attack withowt having

SPECIAL RULES:
Blazing Infern

35 Burna-bom Ork player can leave one of the large blast markers used |
the Bombing Run in play at its

is resolved. This may require temporarily relocating Som
ng models and putting them back in their previo
-= locations once the marker(s) is in place. This markenis
FORMATION RESTRICTIONS lethal terrain for the rest of the game,
None.
Designer’s note: Players should fecl free to mark the area d
by the bl

wool works well,

Screaming Death: Any enemy unit that is hit by one
auacks by the Fiyer Wing must T
in the formation from any Morale checks or Pinni
that they make in that phase. X A




DA BuLLy Boyz
R

e cor of an Ork Warbass” planet-conquering horde is @ great mol
and eard acruss Orkdom as Da Bully Boys, This ﬁtguguv-brrr(11“2![::1[:2’{!71”;{ Z?Z,'Zlﬁf? l’infJ"!i’ff ) s, gy
st anyone Eachof Da Buly Boysis a manor Warbassin s on righ ho serves as e of s e e g
i e Wiathl s in Ful flow and eviryonie s busily giting sk i by il e A e
B e oo ik s Orkiinsss s e brons, wod sy fo e il Bt
Galeflds bl 0 call por orbitalsupport from the Orh et oen as they stompthe foe nto the pl unstoppable force upon the

SPECIAL RULES:
, Feel No Pain.
5 Warbosses (one of these may be

Ghazghkull Thraka ) Rok ’em Boyz: Once during the batile, the Supreme

Warboss may make a single Asteroid Strike shooting attack

formation can include a mixture of

5 mobs of Nobz or Meganabz The g with the following profile:
the o types of mobs

Range s AP Type

5 Infinite 107876 Assault 1,
e Apocalyptic Megablast

FORMATION RESTRIGTIONS
8 One Warboss must be nominated as th
i Ghazghkullis in the formation, he is
' Supreme Warboss, One Warboss must be
- Nobz or Meganobz mob, which they may notJeave




DreAD MOB

D

iz cver stompier Killa Kans and Deff Dreads thal they can't stop themselues, andy
cver stom s :

RS o Dioks amap pltcd it casional Orf by into their atest contraptions witkotd theiy

run aut of willing pilots, resorting to installing a few Grots and the Lo
permission (typically after the unsuspecting ""””"'m‘l"," i hﬂ“? N Sl araone Ll have bult a big enongh

estion leave their tribe, or are driven out, but they continue to work = = 7 iz %
X “”,'I’;' I‘/"‘"",_‘/:“””m ok mate stride info the niearest Ork settlement and treat the Warboss to an impressive demonstration,

iy by demolishing hiss stronghold). Quicker than sou can kick a Grot, the Divad Mob is leading the next assault:

Songt el
Naaae

SPECIAL RU
It Will Not Die

Da Latest Gubbins: Roll a Db before deployment and
pply the result to

2+ Killa Kan squadrons

LAT)

DA
D& RESULT 3
! Extra Stompyz Gain the Hammer of Wrath spec
23 Dead Shooty: Ranged wcipons Baye %1 St

SN
FORMATION RESTRICTIONS 45 Kustom Fields: Gain a 5+ in
Each Killa Kan squadron must have 3 models. 6 Mek's Been Busy: All'of
et D i

wvulnerable sav




Sqm.ggpﬂu are Orkord monstrosities, towening hulks made of little more than muscle and bad te y
s and e all the svagery and siagle-mandednes o their swalleycousins, but Syuig i e
Janks and even buildings ;,'n",lh-;l f"',’/,p Ok tha. vide on'a Nowdah upow 115 back, e NG e ozl g d)
he how: f'is beddvched wosth heaws we cgoth thuds into battle, the B
R ,lfi'",“’-”'/"h fecked with heavy weapons that blaze all round as the h -y(-/ﬂm Heemind
5. The noise of these guns drives the Squiggoth into a thunderously bad mood, usually resultin ,""""\wnwl'fhumul
, rsulling in i

| venskin beforns and gorng; stomping and otherwise flatening them whilst emitting acrid bursts of s e
g emitting acrid bursts of fla

dulence.

}MRCANTUAN WSBS S T W v nit Type: Gargan
SQUIGGOTH 2 10 8 8 5 Uni:c':mpm ml‘ll( santian Squ

——-——leh@-ucf

OPTIONS:
o May take up 10 fa ru big shootas (must be
fired by an cmbarked Ork) 5 pts caih

SPECIAL RUI
Tusked: Wiien the Squiggoth charges, its charge
bons is +2 Attacks rather than +1

TRANSPOR

Transport Capacity: 20 models
Squiggoth is treated as an Open-opped Supet-
Jicavy vehicle for the purpases of Transport

Argantuan




o

W Daff D st s stomp, shooly or illy enoug, o Big Mek felsthe g 1o bl a Stompas Capable of laying u
entire armies, a Stompa is a walking, shooting, maring ol of Gork (or possibly Mork) that's just Spoiling for a fight, Espec
Stompas are sometimes called Gargants by the Orks. Each has a crew of Orks within its hulking frame, quite often three o for
(iesually the very ories that collaborated on the towering machine’s construction), and dozens of Grot riggers, runniers, lookoul:

A Stompa usually mounts two or three enormous guns for laying dawn some serious dakka, @s well as

, wsually some form of oversized porver klaw or whirring chainblads, perfect for chewing up enemy tanks and Tita




S

>

rArmour
WSBS S F S R
4 10 13 13 12

WARGEAR:

e Three big shootas » Skorcha

* Twinl
big shoota
» Mega<hoppa

iree supa-rokkits
T

port Capacity: 20 modcls
re Points: Four; threc in its be
icin i1 head
s Points: A Stompa has one Access
ALat the rear (the rear hatch)

RULES:
All friendly units chosen from Codex:
Stompa have the Fearless

.20 pts each

Deff kannon

Big shoota
Mega-choppa

Psycho-Dakka-Bl
Whirrer C Tick<click
feavy 1} Large B

Infinite
One use only

Supatokkit

Dakkn-Blastat: The supa-gatler makes three shooting attacks vt
the profile aboye each tme it fircs, Completely resolye each shooting
attack before moving onto the nextone. A new farget may be chosen for

each atack
mining the number
ks, then it runs out

Ifa double is rolled when de
and may not shoot

Whirrrr Click-clic)
of shots for any of the supa-gatler’s shooting

of ammunition after that attack has been resol
again for the rest of the battle: This rule docs notapply (o the very first

hating atiack a supagatler makes in a batte (50 it wil fire a minimum

of two times before running out of ammunition)




Green TIDE

P e

e nchable it for war.
te Ork 15 @ formudable adversary, muscular and violent with a resilient /r/l\J,V‘[ng\y::::;Ll\':ll;:’:',fl]:‘!" L x el uéhm o
rarely encownitered mdividually, however, for when Orks go to battle they do so 11 1 i el L
at thesr most dangerous, when they are part of a gieat Waaagh! - huge mobz of u:¢ Ilm: /n,f;m;’ o e B
step forward o take ts place. Their numbers ave so vast thal they rsemble a sea of bodie ol U
Ork Boyz come evashing down on enemy positrons, quite literally a green tide that rises u;/“w it 2
the wicimity of such a stampede get caught up in the violent charge, overwhelming all resista > :

o
3 S SPECIAL RULES X
Follow Me Lada!: Any fricndly Ork Boyz mob thatis g
,i 1 Warboss embarked in a Transport vehicle chich e
Movement phase with models wathin

5 Green Tide, immediately joms the Green Tide formatio

d 10 mobs of Ork Boyz and remains with it for the remainder of the battle. 16
Ork Boyz mob was falling back when it jomns the Green
itimmediately regroups.

e
FORMATION RESTRICTIONS T i
The entire formation must fight on foot;
no Dedicated Transports may be taken,

ss may leave a Green Tide if they
choose or are forced to join it

Green Tides All of the mobs and e Warboss form
unit known as a Green Tide, The Warboss may notl
this unit

Stampede: The formation may call upon the Waaagh
wun, If the rest of the army also calls
! then the Green Tide m X







THE ELpAR G
ARK ELDAR

\
CRAFTWORLD ELDAR

In an age long past, the Eldar ruled the stars, Now, however,
they are a dying people. There is but one reason why a
craftvorld will go (o war - to ensure the continued survival
of their race.

When a large-scale conflict looms, the Autarchs meet

10 form a war council and, if they anticipate a truly

epic baule, they send word to other craftworlds and the
Corsair fleets for assistance. The call to arms rings out
16 the distant Rangers and even the Harlequins of the
Laughing God. Guided by the foresight of the Farseers,
the Autarchs determine the precise course of action and

this symbiosis, the Autarchs weave their warhosts into
synchronised formations opumised for a devastating victory

The craftworld armies excel at combining the inherent
specialities of their component parts. Led by the godlike
Avatar of Khaine, formations of Aspect Warriors and ghost
warriors engage the enemy directly. Meanwhile, moving
with a grace that belies their size, Eldar Titans vaporise
entire formations, even as arrow-swift Windrider Hosts and
grav-tank formations appear scemingly from nowhere (o
scal their fate. Such is the vay the Eldar ensure their future
survival, sacrificing lesscr races upon the bloodied aliar of a
more promising future.

e e

DARK ELDAR

Unlike their brethren of the craftworlds, raiding parties
of the Dark Eldar can only be united by the promise of
power, spoils and thousands of When the Kabals of
Commorragh gather en masse, they darken the skies vl
their bladed craft, falling upon unwary populations with
nightmarish speed and gleeful sadism

Dark Eldar raiding forces work not by attacking the
head on, but by using surprise and speed to assault s
and then withdraw, slowly bleeding their foe dry: In th
the Dark Eldar are never gathered in a single place ford
enemy to counterattack, which leaves them free to at
where their foes are weakest. A favoured tactic is to 1t
arterial webway portals to strike in overwhelming foree
from the back of Raiders and Venoms, As their prey reel
from such an unexpected assault, squadrons of Razo
Jetfighters and Reaver Jetbikes streak past at head-heigh
1o seythe through their victims' necks with wickedly-blad
wings, even as Dark Olympiads and the mutate aberrat
of the Haemonculi covens close in for the kill:

nd methods of war may be pol
opposites, the craftworld Eldar and their dark cousins of
make common cause to fight on the same side. Yet with *
such enigmatic beings, itis all but impossible to tell if}
alliances are mutual and reciprocal, let alone reliables

Though their cultur




CLOUDSTRIKE SQUADRON

e S R RS B
*—)—M»f*},

Cloudstrie Squadions are famous for their stealth and therr lethal fusillades of heavy we
Im, :::(I(llr iﬁ. ZT::;;};:/{;/;{;:,ZTII::‘&, .I,ZZ’,;‘: :; Iu:;fr;f e, for these formation 3 S,’,“lfl,iﬁlc,., ‘,Lf,',n’i‘ffi',’i.ﬁ;?}" "1:"; ik
Lt ”,1,;’ alanks anongst the clouds scanlsly ending e o s e
P sarge their pulse lasers whilst hidden in this ,m‘; the bett /rl ‘Ioj -
ifesan of the Falcon's armament, the deonstason usctl

SPECIAL RULES

Decp Strike,

Cloudstrike: I all models in the formiation move Flat Out,
hey gain the Shrouded special rule unul the start of their
next turn.

16 none of the models in the formation shoot
Shootiug phaseall
asers and bright lances have the Tyin:

Supercharged:
i the Shooting phase, ther in theip next

of the unit’s pulse |
Jinked and Lance special rules




alt 18 po
Eldar Farseer Councils have altered history to better suit the nerds of their race on mmxll;n ur::',il;:l‘"\ ’2):1 rli/:'/l"f'li g '17’" rlllta'ﬂ'v;:/’ ot
allzeince of psykers is a force to be reckoned with, for each Farserr wields the power el Pl
armoured transport into the air with a pulse of ihought. A members of the Farse o e S
and blades, the erystal helix at their cores of each enablung their wielders (o strake down 1 w/r/"r(> e i
the mast potent of all the weapons in the Farseer Council's arsenal is the ability to dentify the : 'r;.:rd L enemy's
destruction and pluck them (o the fore, ensuring that their allies find it easy (0 destroy those mark ‘

PSYCHIC CHOIR POWER

TrE DEATHLY SKEIN. 'Warp CHARGE 3.

This power must be manifested at the start of manifesting unit’s turn. Place

A marker (a small coin is ideal) within 24" of a model from the formation:

The marker remains in play until the start of the manifesting unit’s next wim.

¥ o= While the marker is in play, all friendly models that target an enemy unit that g
FORMATION RESTRICTIONS is within 12" of the marker may re-roll failed To Hit and, To Wound rolls. nguins!i E

Vi that unit )

H

None

e d

SPECIAL RULES;
As he is an Eldar Farseer, Eldrad Foresee Peril: As long as a Farseer Cauncil includes at least three members,
[ Ulthran may be selected as one of the do notincur Penils of the Warp on 4 roll of doble 6; on a roll of double 1
Jormation’s Farseers b affected model can choose to cither suffer 1 We

ound and pass the I’.w:hici
notsulfer a Wound and instead fail the Psychic test,

e
)




THE PHOENIX CourT
OF KHAINE

an e

fhe itual that awakens an Avatar of Kaela Mensha Khaine costs an invaluable Eldar e H
ife. Howe

ants can st vouse i f e combie all thear powers: Each of the Phoenix Lords infuses the b oo el Mol e G
ix Lords infuses the li 3

ving statue with the en of one.

o the souls Jorming thetr own conscuousness. When fuelled by such mighty esse
; Ju y such mighty essences, the Avatar is virtually unstoppable.

SPECIAL RULES;

‘The Fury of Khaine: The Avatar has the Eternal Warrior
and canniot be wounded by any melta, plasma

or flamer weapons. In addition, the range of both lus

Khaine Awakened rule and the Wailing Doom's we

nd he gains a number of

profile are increased 1o
1 (o the number of Phoenix Lotds

additional Attacks equal
within 6 of him

Al m e 5 VY O T AN T




of its colossal size, it 15 agile when
of Eldar watcraft, built around a
the




Aemote 2,500 Points
WSBS S F S R I AHP Unit Type: Super-heavy Walker
3 4 1013 1811 3 3 24 Unit Composition: 1 Phantom Titan
— o e EEME

Eldar Titan Holo-fields: Before making an
armour penetration roll or rolling on the
Destroyer Weapon Autack table for attacks
against this model, the attacker must roll a D6
to sec if the attack hit the target or a holo-field
image. If this model moved in its Jast wrm, it is
hit on a roll of 4+ If not, then it 1s hit on a roll
of 3+ Only make armour penetration rolls or
rolls on the Destroyer Weapon Attack table for

4 single weapon and then Run attacks that hit the Grget.

110 weapons at all and Run twice.
! OPTIONS:

Type _ Must choose two weapons from the folloving
Primary Weapon 1, - Phantom pulsar
Apocalyptic Blast - Phantom D-cannon
Primary Weapon 4, - Phantom close combat weapon with tyin-
Large Blast linked Phantom starcannon (maximum of
one per Titan)
« May repl apacemounted

Heavy 4, Interceptor,
Phantom starcannon with a pulse laser. .. free

Skyfire
Heiwy 4

Heavy 4
Heay 2

Mclee




_ REVENANT TITAN |

" All Eldar Titans are agile and graceful, but the Revenant mov

ves with a swiftness and smoothness that beggars belief. This.
- mounts pouerful jump jes o1 i85 broad shoulders and narrow wass, allowing it to move in. @ series of diyfting leaps Despit
 uncanny speed, the Revenant’s primary defence is the mage-distorting holo-fields that Progect from s rear wing. Yet 115 the
onstve capability that makes it so feared s standard appamens - the highyield laser weapous known as pi
ing an enemy Titan at long range, though they sometimes mount son, lances that Uterally shake their ta

cach steersman pulot are further enhanced by the spivits within the Titan’s wraithbone core.




o 900 Points

TAI\?IANT WSBS S F S R

3 4 10 12 12 10

Unit Type: Super-heayy Walker
Unit Composition: 1 Reveriant Titan

SPECIAL RULES:
Agile: In the Shooting phase, the Revenant
Titan can choose (o cither

er

- Fire all available weapons
- Fire a single weapon and then Run
~ Fire no weapons at all and Run twice

e

Pramiry Weapon 2,

Lage Blast
Primary Weapon 1
Pinning, Soundquake

umcher 24" > 3 Heavy 4

To fire the sonic lance, place the hellstor
iartow end is within 18" of the wes d the I
€ 10 the weapon than the narrow end

wounded on a 3+ regardless of their

es, the sonic lnce is Sirength 1 and rolls D6 for

1 template so

Eldar Titan Holo-fields: Before making an
armour penctration roll or rolling on the
Destroyer Weapon Attack table for attacks
against this model, the attacker must roll a D6
(0 sce if the attack hit the target or a holo-field
image. If this model moved m its last wm, itis
hit on a roll of 4+, I not, then itis hit on a roll
of 3+ Only make armour penctration rolls or
volls on the Destroyer Weapon Attack table for
attacks that hit the target

Jump Jets: The Revenant may move up (o 367 in
the Movement phase. When moving, charging
or falling back, 1t can move over all other
models and all terrain freely. Hawever, it cannot
end its move on top of other models and can
only end its move on top of impassable terrain
if it is actually possible 1o place the model on

top of it

OPTIONS:
« May replace both pulsars with
sonic lances Rer




UADRON
—C o s

own right. When the fury of its prism cannon i /m:l.m_l tl(r;ughh the poun ‘
stals of others of s kend, however, 1t has the power to fire a laser beam of ¢xtreme '"",’ deesas "jff{/‘;' ":'m,";:"; : 4 1;’::"“ «
nstorm Squadron be of sufficient size, it could scar the surface of a distant moon with tls ﬂn[’;m Seusire bl lhn::,{
heir name from. he legerdary Sunstorm called doum by the father ofall Eldar gods, Asurycn, who jearrongec (hesu s
so that their constellations heralded a time of galactic 1l omen. With the speed of thought, Asursan ’m arnessed the power of o
outraged stars e had controlled, and with a mighty barrage of solar flares he destroyed his foes owtright S

Eli Each Fire Prism grav-tank is  graceful predator i its

1 Contributor

2 Contributors 96"

Non

R %
FORMATION RESTRICTIONS ﬁ; 3Contributors 108" 10

——gﬂﬂht\(m»q? 3
4 Contributors” 120" D7
SPECIAL RULES: 2 1093

The Sunstorm: Two or more models in the formation
' can combine all of their shooting attacks that tm into a
single attack. Nominate one Fire Prism as the firer, and any
number of others as contributors. All contributors must haye
Tine of sight to the firer, For the duration of that turn, the
firing Fire Prism's prism cannon has the Twindinked special
rule and uses whichever profile to the right is appropriate to
il number of contributing Fire Prisms. For example, if two
Figé Prisms conuibute (notincluding the firer), then the
s carinon uses the 2 Contributors profile.
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WRAITHKNIGHT
DREAMWALKER SQUAD

Fon
@ S

Phe Wratthknaghts in each Dreamwalker Squad are psychically attuned to one another, able to tran sfer thetr animating concion S
10 ane another's chassis by a process loosely translatable as ‘dreamualking’. A Wraithknight with several spints i nm“;”zm
* Blurring speed, if ondy for a short time, each of 1ts weapons slaved to a different vengeful wil. : il

Dreamwalk: Add the current number of models in the

formation to the distance the models are alloyed 1o move

in the Movement phase, to their charge range, and o their

Weapon Skill and Ballistic Skill: For example, a Wraithknight
nwalker Squad with five models would add 5" to their

moves and charge range, and +5 (o cach model’s Weapan

Skill and Ballistc Skill

measured by tortures of the sovl,




ELDAR |
WinpriDER HOST |

ohelming concentration of force. Nowhe " .
Wendvider hosts. Made up of some of the fastest single-pilot vehicles in the galaxy, a Windruder host cin _f[rjkmul.’/mul warning bef
swifily evading any counter-attack. With each arcing pass, the hast’s Autarch orders hus warnons to lmgtl enemy Iransports (md. g
outnders, focrusing thei shurken fire into volleys so thick they shed infantry and velicles alike. This tactc leaves Ue Joe inmobilis
and disorganised so that the rest of the Eldar army can close tn for the kall: The most famed Windrider hosts come from the Wild R
and Vypers piloted by shilled, glo g warriors !

The Eldar way of war foruses on speed and the overic

clans of Sam-Hann — flights of red-sheened fethik

T S o
Lo

ek

R
/
|
£

SPECIAL RULES:
Scout.
2 Windrider
Jetbike Squads Tornado of Blade:
g within 18" of the formation’s Autarch re-roll all failed I¢
yper Squadron Wound rolls and armour penetration rolls that do 110
5 a glancing or penctrating hit when resolving hits from
S+ units,in any combination, from the following: 4 shuriken catapults and shusikea canmons

»~ Windrider
Jetbike Squad

Pl 0 S

FORMATION RESTRICTI
All characters in the formation must have jethikes




DARK ELDAR
. CARNIVAL OF PAIN

R TR -
e lsied fleshesculpturs of the Dark Eldar requare a vast intake of rao material. :
e e e S
B ot ditach el o o Dark Elda vaid, ghding foraaiel i mocaloe fones o e
plunder ach Talos and Cronos n iz Carnival is a dark triumph unto s, mch it oy S
Aceoingly, the Master Haemonculus leading the expedition equips hus lethal toys with b Sl ekl
iduce agoiy in tie ey but also nowish and invigorate the Dark Eldar nearby il o e o

nvehicle enemy units within 127 of
a Talos Pan Enj Cronos Parusite Engine from the
Carnival of Pain have their Toughness charactenisue reduced
{ 0+ units of k  byone
Grotesques !\
In addition, friendly units chosen from Codey. Dark Eldar
b tha e within 12! . S formaton

G4 units of 34 Tulos or Cronos
Wracks @K (inany combir mmi and have one or more pain tokens have their Feel No Pabiy

1 Haemonculus Ancient
or Urien R

R al yule improved by one - nsually to Eeel No Pain (14
 unmit with four or more pain tokens ins

S emt

e




DARK ELDAR
DARK OLYMPIAD

11
2 Frladia ts. Diring the Olsmpiad’s
ar build p to a Dark Olympiad consists of @ m:l![mg frogriny f{ ,‘/;’,’,"g ;""”Ij:fl’:::;,’rw it ,»m,;lz’ o Pﬂft o
I bortal is opened in the centre of the gladiaturial arna, 4 = y the performers for their
;;’::;:rll'nlyx(lolhyz:lfzrux an ong of killing. Only the finest of stimulants and steroids are used by the performers Jor their gray

e ed to ase the carnage they so love to
e ratures are similarly enhanced to maximse i 5
e A e "“;;ml;l;-mm nearby with their wanton slaughter. She who takes the

%

f the g y tho
inflict, bathing in the blood of the slain and nvigorating ‘
lives and yeturas to Commorragh alive is declared Queen of the Olympiad.

I 1+ units of orwing Flocks in a Dark Olympiad all

Hellions haye combat drugs in addition to their other wargear.

0+ units of Hekatrix O+ units of n army that includes a Dark Olym|

Bloodbrides Beastmasters : 2 a dice on the chart when determining which
combat drugs arc available, and applies two of the results
gencrated instead of the usual one. Note that an army i

2+ units of Wyches gy 1 units of Reavers & includes a both a Dark Olympiad and Duke Sliscus €0t
roll three dice and choose iwo results

Orgy of Scarlet: Once the game has begun, whenever:
from the Dark Olympiad gains a pain token for dest
an enemy unit, choose a Dark Eldar unit within
within line of sight; that unit also gaing a pain (oke




ﬁRK ELDAR : :
K ABALITE WEB STRIKE

£

Kabals of the Dark Eldar would swifily fade nto nothingness without
< S the slaves and captives ser ch rec
-t Dark City suroives only through the suffering of others. Though such raids are usually :‘:['jn:;);:'::b;:ﬁ:f";h realspace raid, for
3 mpmml/m'amn;uysmulh 10 gamble his entire power base on the staughter and pullage of a fres rcted m/ rr:fl;'}’_’]"*"‘/'"wun an
beyond.all doubit Such an attack wll screams oul of  webway portal wihou sarming ats arsecsurf s o brove
s spred that thsrvitims tageer backuards n disoray. The Kabal il then desend o ecbmest st ot g )
ictims with overwhelming firepoter s fredtiuds

e disembarlang to begin the killing at close quarters

SPECIAL RULE
Arterial Strikes All units in the formation must be held in
E/ 1+ units of Incubi Strategic Reserve, They may enter play in any of the owning
player's wms. To represent the element of surprise, in the
0 units of Kabalite 25 units of Kabalite Shooting phase of the turn they enter play, all units in this
Trueborn Warriors | formation may re-roll failed To Hit rolls.

1+ Ravager Arterial Webway Portal: When deploying fortifications at
\he start of the batde, you must set up an Arterial Websay
ety Portal. The Arterial Webway Portal functions in exactly the
FORMATION RESTRICTIONS same way as an activated Webway Portal, except that it uses
The formation’s Infantry units must begin the game the large blast marl il can be used by vehicles. It
embarked in Raider or Venom Transports A placed anywhere on the table outside of the OppaNIng side's
e iR deployment zone: B




DI;ZLDR e : S
RAVAGER TITéN HUNTERS i

: cad of the main assault. These
The strike forces of Commorragh field elite Ravager crews to locate and newtralise ene m)ml’ ’:,“;;ir";?[l:”r:f:{rl jngﬂmm,"“mbﬁ; s
Hnting fcks enpcy a Jechniqiecaled Shado dancing.to preserve thenseies fo (i e
lthcitid, sirting bevugen (es and g hdsilloweles o enem veicles 1 sk 167 s G
esfons ranies Ui lead Rtge rigyess s thdow sy, This s a ekl i 1l fodes Ve ey S 4EEE Pl
of breaches in its defences. The wealness is so nunute that the vichms remain !mumml u//: e i
pulses of darklyght energy into the breach, detonating their chosen target in @ spectacular fir

4 et A

e Y
(DT :

built into the heavy weapon on its prow i addition (o1
other armaments. This is treated as being part of the hieay
weapon on its prow in all respects, and is fired in addinon
to the heavy weapon when it fircs. Resolve the shados

auack first, before any other shooting attacks are made
the squadron

If the ray hits a target, then for the rest of the turt, any.
SPECIAL RULES; subsequent hits inflicted on
Shadow Dancing: Any Ravager in the spearhead within 6" the same squadron will ignore the ¢
of the Command Vehicle (including the Command Vehicle

pover fields and Fldar Titan holo-ficlds, The shadow.
itself) has the Shrouded special rule the following profile

e 0FT \ B Range s
[ "5 The deviant mind is oft hosted in 2 body unblemished.” 7
o .

36" 1




SRS :
DARK ELDAR
SICKLE SQUADRON

—

.mmomxmllhymulm ntatious Razorwing fulots compete with each other durmg pre ’
st s the cnemy can bring to e feld. Wi thse masters of aeial comb g e e d e i e
Wi Vi ek lwings o her crat o hat manosytho ikl et s s s chslomic hey e
B i a0t theiwings ar peendicnlun o the gt Ampon e o s et i
st death the Dak Eldar have to offer G st ey i o ol s e L
/ i asatrue feat of skilly thise

Razursoing pulots, especially if the monascythe feeld happens to dismember scveral of the victin 7
eral of the victim’s mien in the process

SPECIAL RULI

Sicklewing Fields: In the Movement phase

Squadron may attack with 115 sicklewing fields, P

vehicle enemy unit that was moved over by at le:

from the formation. Units that are locke combat may not
be selected The target unit suffers D3 Suength 8 APS hits for
cach Razorwang from the Flyer Wing that moved over il this -
urn Furthermare, you mayallocate a single Wound caused
by this attack to any single madel i the encmy unit for ach
Razorssing that moved aver the unit this e ‘The rest of the
Wounds are disgributed using Random Allocation

FORMATION RESTRI

None.




TYRANIDS

*u» e 7 SIS e, L

The Tyranid race is an utterly alien super-predator
comprised of countless billions of warrior life forms. When
the Tyranids identify a prey planet, grotesque Hive Ships
disgorge waves of biological horrors onto its surface,
where they slaughter and consume every living thing they
encounter. Indwidual creatures are of no consequence.
When a tendril of the Tyranid race reaches a world, such

is the number of bio-constructs unleashed upon it that
from arbit they appear as ink spilling across a map, each
continent becoming black with alicn invaders as th
numbers swell to titanic proportions

Lightning rips across the firmament as the skies themselves
rebel, illuminating mileslong tides of aliens that crash mto
and over the fortifications of their prey. Chiunous bodies
fly apart as thousands of Gaunts are expended merely to
deplete the enemy’s ammunition. Sinister hive-broods

pse creatures psychically spur
their charges forwards. The skics turn black and the air fills
with infernal screeching as w
battleficlds, falling upon isola

comprised of dozens of sy

d victims in ravening flocks

Should the enemy prove particularly well-armed or
tenacious, the incessant bombardment of mycetic sporcs
will yield larger and larger bio-constructs. Broods of
Carnifexes smash apart rockerete fortifications as if they
were made of eggshells. Within enemy territory, the ground

sed Gargoyles soar above the

oy
itself trembles as if in fear, rupturing and collapsing as
{owering Trygons and snake-tailed Raveniers claw their
yeay from the earth and into the stunned ranks of the

foc. Most terrible of all are the bio-titans = spiderlimbed
monstrosities with the strength to shatter entire armies.

FORGING A NARRATIVE
When a Tyranid hive flectarrives ina
spells doom for every living

However, come the Apocalypse,
there are those desperate souls who
throw their lot in with the Tyranids,
believing the Hive Mind to be a

piteous {and

doomed) souls arc usually the product of Genestealer
infilrations, and are sometimes called Genestealer
Cults. As a result, if you convert and paint your
models accordingly, there’s no reason why you can't
press some Impenial Guard or Chaos Cultists into
service as unwitting tools of the Synapse Creatres,




TYRANIDS
BARBED HiErRODULE
L e e e ST

first mcorded during the invasion of Hamman's World, @ small I

speial colony close to one of the tendnils of Hive
igantic claws and an ability o eject @ great gout of acid from
an to appear amongs! the Tyranid onganisms, Named Barbed Hiewdules
mperial authontes, tiese looming monsters are protected by thick armour plates that allow
hout harm. Thus protected, Barbed Hierodules can fire their bio-cannons at the
ush off their prey at close quarters

them to shrug off conventional attacks
Joe, providing supporting fire while they advance to

ntuan Creature
ERan T i 1 Hierodule
4 3 10 8 6

SPECIAL RULES i
Agiles In the Shooting phase, a Barbed
Hierodule can choose o cither:
available weapons.
ingle weapon and then Run.
- Fire no weapons at all and Run twice.




: TYRANIDS s
s CARNIFEX CRUSHER BROOD

B\
oy
TR

A RS
: pon L8

g gih £ 2 :
The ‘Crusher' Broods of the Tyranid hive flevts are mfumous for one thing above all = sheer ‘”’{“”," :/""””;;’,u'r'z: ,i:‘:',;;g"’a"’;"y.
sl il armoted Cavafes ha allck i the wanver of oing g rons AL der B UEER
il e ks aomour i songs oo T ik carfaes v o i alnest sl el CAHEGUEUEE
cxasheltons ave rsnfoed wilhstration's o brded hiin. ey e real s with which o i apart i
iy war wachines in their path. Worse still, when they reach the front line, the Carnifexes open thet s

clouds of intensely destructive bio-plasma that reduce thase i its path to blackened, smo

Screamer-kille f three or more of the Carnifexes’ n
formation have the bio-plasma upgrade, they can matke:
@ 36 Carnifexcs a sigle shooting attack cach turn with the profile beloy:
(chaose which model makes the attack). All partiipat
models must be in range and have line of sight to the
FORMATION RESTRICTIONS
None. Range S Type
Hellstorm X 2 Assaule 1,
Plasma Scream

SPECIAL RULES: Plasma Scream: Place the hellstorm template so that
I Will Not Die. narrow end is touching the b
§ king part in the attack. X is equal to Ui number o
hat are taking part. For example, if U
Carnifexcs were taking part, the plasma scream.
a Strength of 7, & 3




)
e eroheln gun lines and clog trenches in o lwing wave of stabl

 flets typically aliack in waves, cach comprised of millions of biologi
7y s of biological hor
e S e elogical hornrs Such s e naonber that to stand. aguinst Ui
lanel, the expenditure of countless Tyranid lives @ men: precursor to
B i bt priarty it ey s o e a0 ScTlogbls el L e
) 2ons, for if they arve not killed as th
killed as they yush closer, they will

biting aliens. Runn t of ammunition in 1 such a
g 5. uing out of ammunition in

n the face ¢
the assault (o come. £

sgorged from a vain of mycetic spores that fals wpon each

onslaught 1s sure to leave even the strongest battle line casy fire

SPECIAL RULES:

Bodies over Bullets: [f an enemy unit targets a unitin this
formation with 4 shoating attack, roll a D3, If the resultis less
than the wrn number, the enemy unit can only fire

Snap Shots.

‘Without Number: A smgle unit from the formation may be -
returned to play after cach scheduled break without spending
* Strategic Victory Point. This does not count towards U2
Humber of wnits you may return o play atter cach break:




e & o
TYRAN

Soaning on the thermals of war on oulstretched leathe

HARRIDAN

wings, the Harridan dives down over the battefield, strafing ts fors it

% underside aften appears to constantly writhe with hig
‘e or swoopung low Lo rake a tank with its massive claws. A Harridan’s underside of ;
e e b es that breal off from their brood-mother to assail the victims below.

clusters of scaly limbs and furled wings - broods of Gargoy

WSBS S T W I A LdSv
4 310 8 8 3 4 10 3+
b e

- HARRIDAN

WARGEAR: SPECIAL RULES;
« Two hiocannons Gargoyle Brood: The Harridan may act s an
* Scything talons Open-topped Transport for a single brood of
up to 20 Gargoyles. If the Harridan is slin
while Gargoyles are being transported, each
argoyle takes an Tnitiatye test. Those that fail
st are removed as casualtics.
Then, remove the Harridan model and place
the surviving Gargoylés in the space it used to
occupy, more than 1" from any enemy models
The brood acts normally from then on

735 Points \
Unit Type; Flying Gargantuan Creature *§
Unit Composition: 1 Harridan

Range
Biocannon 48"




TYRANIDS‘
'HIEROPHANT Bio-TrTAN

Higophant bio-titan towers over the battlefield, bristlin, Cor jer

; ou , brstling wnth spines, tendnils and’

/ ¢ : £ 7

i ”"X""";;";;'& ‘Wm.:;n:dl:;ﬁ?m' m'; Hierophant ss found at the forefront a,-a’mﬁﬂffz'hf'i"”"s e

o (Lo ol y 1 S

r’){ruhnljrd'acm(kln;sv ;“” u.‘,v/ the foe to toxac soup with s bio-cannons: 'rhem:)ums"([;»w”h Sl
cor g Warp shield, at has the ability to quickly reknit de gk nu‘ e
living ropes of stnew that maim anything within v L oty e e

ch. The Hierophant also constantly exudes a cloud of highty tox:

it in its armour plates that choke and burn any ey organisms foolish enough to get cl
= ry org ough to get close.

WSBS S T W I A LdSv
6 310 9 10 3 10 2+

SPECIAL RULES:
‘Agile: In the Shooting phase, the Hicrophant
can choose 1o either:
- Fire all available weapons:
_ -Fire a single weapon and then Run.
- Fire no weapons atall and Run twicc.

1000 Points
Unit Type: Gargantuan Creature
Unit Composition: 1 Hicrophant Bio-u

e _nu«o«.m?

Bio-titan Warp Field: The Hicrophant has a 6+
invulnerable save.

Biocannon 48"




TRANDS
LivING FORTRESS

e e

by towwards the enems ling,

ws that advances unstoppably : 5

b e the walls of the fortress itself. Even |
ore so than those who form e o

7  14fy enienny firepoieer; notie mo) ; il st I i

T T iy ”’m ”'[ ?'" 4 ;"I e ”“”"Jl "’/"' el ,lh;"A\ /:,n .mfm plates together and hunkers d

Hive 1:\mnlw”/lu; /:;mn:‘,'\z‘ Leect an incoming threat, the Lving /r,uln'l\\;wr//;‘ e i il bl e Vi

G e ey o, Likened by the Eldar and the Imperial e g

B I/mllwI :y{;w ”“;, zm;/zw};v {/l;;:l"jy/urn a Titan's primary weapon or @ Vortex grenade spose of t for, :

resilient thieat that nothing short of a diree good.

A Lrving Fortyess is a rippling mass of rock-hard chitin

SPECIAL RULES:

Feel No Pain.
2 Hive Tyrants

(one may be the Command Node: Any friendly unit chosen from ¢
Swarmlord) Tyranuds within synapse range of a Hive Tyrantin !
formation has the Preferred Enemy and Countei
A’ 3Ty Guard Shetarile

He.
=g §  Fortress of Chitin: If the Living Fortress is targeted!
3 Hive Guard 5 Shooting attack, you can opt o form a Fortress of ¢
I030u do so, the unit has the Shrouded special m;
ey adds +1 10 their armour save rolls until the end of
FORMATION RESTRICTIONS > 5 3
None.

{remember that a dice roll of 1 always a failure)
formation moves

as ifin difficult terrin next )
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TYRANIDS
_ SUBTERRANEAN SWARM

&

e mtimbers of burrowing Tyvanuds concentrate in @ single
annelling attracts not only Mawlocs and other Trygons towards its
 Csts, the Raveners close in on the Trygon's positio y
ke e ;"{:«ulll © and joie it in its subterrancan assault, breaking (%
S ground. Riddled with tunnels, the weakened ground shajis ";'Ilrlnmmml S
ed ground shakes and heauves as the creatures

i, ofining grent oles and. cevies that tum

sl lllz:foenvnllr repared to Stand ble sien from their fect and. throw gun posit

Bl p o stand against the sepentine losmes s e o710 10 disarray. Stunmed by Uis sudden
within therr midst :

place, th
/[Wh L nderground vibrations caused by cach Trygon Prime’s
on, bt also whole broods of Raveners. Using their alien ?

Coordinated Attack: All units in this formation must T
placed in Strategic Reserve and enter play by Decp St
The Trygon Prime must deploy first. Onice this is done,
the rest of the units from the Subterrancan Swarin may be
pl.uul anywhere within 12" of the Trygon Prime ~ do not
roll for scatter

Tremor Zone: Once the Sublerrnean Swarm has cntered
s unit within 6" of a umit from this formation
test. Furthermore, untl the beginiing
a Subterrancan Swarm luve

play, any enein:
tmust take @ Pinning
of their next-turn, all units
e Shrouded special mle




. TYRANIS .
%4 VANGUARD INFESTATION

el
X T —— e —
‘. o te potential prey planets, gatherng information o
Before the fullscale assault of a hrve fleet occurs, vanguard erganisms infillrate p Ir(/bh g

defences and other concentyations of biomass. Should a world prove rich st

will breed, muliiplying in number until they have become a legion nder the
daom of the prey planet draws near, Lictor assasst
the main invasion is about to be launched, the Vanguard Infestation u
attacking the command centres of the enemy’s vesistance and spreading terror and

beasts use their feeder tendrt en,
; ; il ise wp from the sexers and tunnels of the prey worldy
4 confusion far and wide.

SPECIAL RULES:

Every Man for Himself: On the turn this formatio
play, all enemy units within 36" of a unit in this {0
must use the lowest Leadership value in their unit)
the highest for the purposes of Leadership tests:

3+ Genestealer + Lictors
Broods (one of these can in

be Deathleaper) 2
ey Secret Deployment: All units in this formation mt
hield in Strategic Reserve. All the units in the forn
deployed as per the Lictor's Ghameleonic Skin i
the Lictors (see Codex: Tyranids).

FORMATION RESTRICTIONS T
One of the € ler Broods must include a Broodlor, §
No other brood may t e .







\
The Necrons have lain dormant for sisty million years,
slumbering away the acons deep within ancient tombs
Now the ancient dynastics arc on the rise once again. The
raiding parties that heralded their arrival have grown into
starspanning fleets and vast armics of conquest

Each Necron Tomb World was constructed according to
asophisticated template devised by the Necrongr at the
height of their civilisation. Utilising physics and geometry
beyond the ken of other races, the Necron Crypteks
created immense storage facilitics to house their race for
the millennia of their dormancy. Endless interdimensional
chambers housed millions of Necrons and vast armourics
of homnifically powerful weaponty in a seemingly impossible
space. When these labours were completed, the Crypteks
erected great temporal stabilisers (o shield the tombs, and
all within, from the ravages of time. Thus did the Necrons
slumber away the millennia, swaiting

Should a large assembly of onc of the younger races evolve
toa close to a Tomb World, the encoded programming
reacts very aggressively to defend the interred Necrons
However, where the actions of most sentient beings arc
guided by instinct and tempered by reason, the decisions
of Necrons arc slaved to logic and warped by idiosyncrasy
Whlst their armies might retreat when beaten, they do so
not aut of fear, but from a cold appraisal of the situation

at hand. Indeed, a retreating Necron army is often the
first omen that their enemies’ fortunes are about o
turn for the worse. Such withdrawals are usually teny
intended to buy time and space for additional forces o
be awoken. In effect, the more an enemy fights ag
the Necrons, the more devastating the response, I
sitations, Necron Warriors and Immortals, backed bys
Canoptek automatons and select specialist umum }»‘
Lychguard and Deathmarks, are sufficient to comb
emeryging threat. However, a5 res
the povwer of the forces released.

As the war escalates, the Necron response increases
exponentially, until the assembled forces atits dis
petrifying in scope. Uncountable ranks of Necron ¥

are transported to the baulefield by flotillas of Moy

and Night Scythes, while the remorseless Immortal
advance in their thousands. As the bloodshed continnes;
Red Harvests of Destroyers are drawn to the slaghter
Packs of Flayed Ones materialise from their charnel pil
(o tear gobbets of delicious flesh from the living and
the dead. Weapons capable of cracking a planets:

arc retrieved from stasis and brought to bears Worsta
should victory be deemed impossible, thie Caniare ay
from their n.mlm pnsons and set lomc 0} fnst aty




AR
TN o o s

\ NECRONS
ACQUISITION PHALANX

RSt T

or Dy the Infinite, ruler of desolate Solemnace, war is nothing b an opports

g ) g opportunity to add new items to i :

S, the more impressive the curiosities that can be ‘liberated” To Trazsn, a fragment of a ;’,-"I,f‘,',,j,‘,,f,/;';l,’,’ h”"’"‘";f The Loy
405 Bancblade of toried rencvun and glorious endeavous. Such prizes are more thar suffcint to s the moetc oy Sots Jrovidliies
pesonal guard into the din of battle he master of Solemnace and his

i

FIEh

i

-l by

5]

Dispersion Barries
Phalany have d
le save that deflects hits in exactly the same
shicld

5 A New Acquisition: Whenever an enemy Apocalypse
FORMATION RESTRICTI! Formation is destrayed, Trazyn’s controlling plyer places
No Dedicated Transports may be taken A an acquisition counter on the battlefield within 1° of the

e e S position of the last model remoyed (if several models were
% as the last model

DG, On i roll of 1, there was nothing of value theres on a
roll of 2+, you gam 1 Strategic Victory Point 3

y: All models in an Acquis
ial ke whilst Trazyn s alive.




NFCRONSTTE D
BALEFUL NECROPOLIS

Vorld’ ces. "These colossal hovering fortres
omplex known as the Baleful Necropolis is the most potent Q/ul”’r,l, nl'll;‘"pl‘ /‘::-T::;x:t./;:un Bhwgricr - 5 ,{k, et
e Vecron Tomib, vaised 1 shy :
v battle stations, but the very buildings of a Necron Tomb, i

it ’ml',’-’rmf:: 6 iy massive sinictres alot s @ ho w‘:}r/r {(:},{;»{.,:ZIH;E .Z:;v /””’ e nfll'rrdiml o
c ge the most powe Shards, th :
10 the task. These multi-phasic prisons not only cage , lis” cyclopean onslaught that the ya
IZ"},'ff»:Z;.Z e 5,,mm/{r mm-/ spectacle and destructive fury of the ’;[I[/ﬁlfz:\:;:m:zmo p i
Nemesor unll almost inevitably commandeer it o spearhead the advance of his own p

Ry SPECIAL RULES:

S yi ) Annihilator Beam: The Tesseract Vault can fire an
2 annihilator beam 1n addition to its other weaponey
1 Tesseract Vaule the profile below: Any Monalith in the formation: 2

§  firng its weapons to contribute to the annihilatos
You must declare which Monoliths will do so before
* 8 Monoliths g the anmibilator beam ~ only those within 3% of the Tes
Vault can contribute. Only one shot is fired, regardl
the number of contributing Monoliths, but the range
R shotincreases by 12! for cach Monolith that contrib

FORMATION RESTRICTIONS

None

Range s AP
i D 1

Supreme Shield Matrix: 2
Wwithin 3" of the Tesseract Vault has a 6+ inyulnerabl
and the It Will Not Die special rule: In addition

Teceives a +1 bonus (o its invulnerable save for e
Monalith from this formation within 3¢ of it, ©0 &
of 4+, For example, a Monolith within 3" of the'
Vault and one other Monolith has a 5 invulnersb

4,




NCRdN
INFINITE PHALANYX

=

o race can match the Necrons for the sheer relentlessness of their advance. Hundre e con )
essmes e. Hundreds upon hundreds of Necron Wa
G te s of larriors march
| camplet wnison, every step echoed a thousandfold, the screech of musaligned or decayed servomotors mu/hmg banshee. m(h" Su(‘h”l’
density of Necrons allauss therr reanimation nanoscarabs to overlap therr functions, abandoning unsalvageable ﬁmm’: i e 1 ;:// the
15 10 or u

balance elscxohere. Thus can the Warriors of an Infinite Phalanx take a pounding beyond reason, ye still return to the ranks within

N L
r‘“ﬁ‘\"a

N2

e Reanimation Matrix: Models in an Infinite Phakanx must be
B> 10univs of Necron Warriors | within 1" of another model from the same unit (o remain in
unit coherency. However, all models in the Infinite Phalanx
receive a honus to their Reanimation Protocols rolls based
on the number of models in the unit that are stillin play
at the point Reanimation Protocol rolls are taken (note
that Reanimation Protocal counters as well as remaining
models count towards this number). If there are at least
100 models/counters in the Infinite Phalanx, then its.
Reanimation Protacol rolls arc passed an a 4+ If there are
at least 150 models/counters in the Infinite Phalan, then
their Reanimation Protocol rolls are passed on a 3+, These
Reanimation Protocol ralls.cannot be improved byany -

FORMATION RESTRICTIONS
No Dedicated Transports may be taken

other means.




NECRONS
OBELISK_

s, but wholly different in function n{ul purpose. Their fus

an to Monolil ;
b i sar machines, similar in design to L S
1o et i o ot et eyl s e s sy o N, Ty et il
e thowsands = cuen ml/hllm;1}:17{[\/:’/‘1,:',“0" ey e e
; do they wake 10 h
et ft 1 the skies above thetr Tomb World ¢ / o e Obelish tigams d ot Bl

ot i, s s s s, Sl a enemy s s o s e

expanding sphere of force that sends the intruder hurtling to a fiery death.

Y
|
i
3
{
1
]

rArmoury 335 Points
BS F S R HP Unit Type: Super-heavy vehicle (Skimmet
412112 12 (6 Unit Composition; 1 Obelisk

F i * “os

WARGEAR: Slecping Sentry; When you deploy an Obelisk,  Gravity Pulse: At the start of every Shoat

 Four tesla spheres you can choose whether it is powered up or phase (friendly and enemy) any encmy|
powered down IF it is powered up; it follows Skimmers within 24" of a powered up!

SPECIAL RULES: the normal tules for a vehicle of its type. If 1t suffer a Strength 8 AP hit, resolved 9

Deep Strike, 15 powered down, it may not move or shoot, their side armour:

Living Metal, but has a 3-

Range
Teslasphere 24"

by Decp Suike is automatically considerc (o,

be powered up. Once powered up, an Obelisk

caniot paver dovm later in the game

=TI
SRk
o A
Y,
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NECRONS
TESSERACT VAuLT

vy
ranscendent Cltan are shards of such size and indomitable will that they ar too o rful to be contained with %

Labyrinil; istead, they st serve the Necron catuse from the heart of a monlithic Tesseract Vi, o oot o o
condut. 1ts Tl contarnis layers of node matrices that redirect a portion of the Transcendent C an’s en ‘sl pray
captive, but the being within can sl age foes to dust, set acres ablaze, or trigeer seismic shifts in the /,,;”fj‘h“;':;'_:"lf e ;,Z',‘ f"l

Armoury 315 Points
BS F S R HP Unit Type: Super-heawy vehicle (Skimmer)
5 14 14 11 9 Unit Compasition: 1 Tesseract Vault

t Vault must take two
different Ascendant Powers (weapons),
er of the C'tan: When a Tesseract Vault makes shooting attacks, from the following

te line of sight and distance from the G'tan itself - Cosmic Fire 50.pis
: - Sky of Falling Stars. 115 pis

- Transdimensional Maclstrom 120 pis
Bl i always suffers a Titanic Explosion! ~ there is no need to roll on - Wave of Withering 120 pis

e Gaiastrophic Damage table Antimatter Meteor 130 pis
2 - Seismic Assault 200 pis

Type

Primary Weapon 1, Apocalyptic Mega-blast
Primary Weapon 6, Apocalyptic Barrage
Primary Weapon 1, Apocalyptic Blast

_ Antimatter Mcteor 48
Falling Stars a8
Istrom 306"

Primary Weapon 1
Heavy L
Heavy 6D6

Hellstorm
Hellstorm
48"

e

o A IS 3 i




NECRONS :

TRANSCENDENT C'TAN
“,,______.__—————————‘——""”_—‘_—tﬂ

shere between a dozen and a l 2
Transcendent C'tan are the most dangerous of ther kind. Each is an u;;mrg};n/ﬁ’l:’ :}f‘:v:,lx[ g bt mmiww '
lants, and.is e fu surpasesthe s of s parts. Thosefrw that are liaimed o K smEe e P oK it
labyriniths, but by enengy shackles designed acons ago by the legendary artificer Svarokh. maki

; sk, ondy undertaken in times of da
deployment of a Transcendant C'tan without a Tesseract Vault to restrain it something of a risk, only 4 of

420 Points
4 TRANSCENDENT wsBS § T W I A Ld Sv Unit Type: Gargantuan Creature
L CTAN 5

6 69 0 6 5 8 103+ Unit Composition: 1 Transcendent C'ean

AL

P i Qe P

SPECIAL RULE! UPGRADES

‘Transcendent Necrodermis: This modcl has a Storm of Heavenly Fire: At the end of the Transcendent C'tan's

4+ invulnerable save, If the Transcendent G'an | Movement phase, place the large blast marker centred over the:

loses its last Wound, all models within 4D6" C'tan. All models under the marker (friend and foe, other than

suffer a Strength 10 AP2 hit the C'tan) immediately suffer a single Strength 6 AP3 hit with the:
Ignores Cover special rule Vehicles are hit on their side armour.

OPTIONS:

» A Transcendent C'tan must have one of the Transliminal Stride: Instead of moving normally, a G'tan can choosé
following powers: to move 18" in a straight line, ignoring intervening models and
~Storm of Heavenly Fire . 30 pts terrin. Any models passed over (friend and foe) suffer a Strength D

~Scismic Shockwave 60 pts AP-hit. A C'tan cannot cl rge in the same turn it uses this abili
= Transliminal Stride 120 pis

* A Transcendent C'tan must take two Seismic Shockway
Ascendant Powers (weapons) from the
following lst:

- Cosmic Fire . ; 60 pis
~Sky of Falling Stars. 15 pis
psdimensional Maelstrom 120 pis
- Wave of Withering .. ! 120 pis
- Anfimatier Metcor . . w150 pis - Sky of Falling Stats 48"

~ -Seismic Assault J 200 pis

he C'tan’s Stomp attacks are resolved using th
large blast marker rather than the blast marker.

S
Antimatter Meteor 48" 10/8/6

Transdimensional
Maelstrom




NECRONS :
THE War CounciL oF
_ MANDRAGORA

at the Sautekh Dynasty has achicved so much in so short a time s gnim lestament to the ruth
aeron, Imotekh the Stormilord, can be counted amongst the most brlliant sirategasts ev

lessness and gentus of its leaders. lts
ver towalk the galaxy. Every lactic and strategy

lat sprngs from hus analytical mind s merely the forerunner to another, grander accomplishment ye to come.

Imotekh the Stormlord
Nemesor Zihndrekl
Vargard Obyron
Orikan the Diviner

1 Royal Court

1 unit of Immortals

Rt 4

FORMATION RESTRICTIONS

The Royal Court must contain at least five modcls. (

SPECIAL RULES:

He Has a Plan: Before deployment begins, roll three D6,
one ata time, and consult the table below to learn yh
Imotckh has decided (re-rolling duplicate results). Make a
note of the results, and the order in which they were rolled

D6 RESULT

1 Eradicate Them All: Desuoy all remamng models n
a single enemy Apocalypse Formation.
Slay the Upstart: Kill s éncmy nodel with the
Independent Character special rule.
Cripple the Goliath: Cause a penetratng hit op an
enemy Super-heavy vehicle
Crush Their Spirit: Cause an eiiciny unit 0 Gl d
Morale test
Unmake Their Works: Destroy three or more enemy
vehicles in a single
Endure; Tlic War Cottiésl rritist lista single gabiie Bioi
swathout losing any models, }

Each result tles 10 @ particular condition that must be met by
the awning Necron player

yau gain one Necron §

the second condition can only be met if

been completed, and the third can anly be metif the first
1o conditions have alrcady been completed. Tt is possible
meet wwo or more conditions in die same tum, You
Stratcgic Victory Points when the third condition is mei
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TAU EMPIRE

and Kroot mercenarics do so supported by heavily are
Crisis, Broadside and Riptide batilesuits. Swarms ol Ve
Stingwings. Stealth Teams and Pathfinder Teams hayasy
the enemy flanks as titanic Mantas and aireraft squa

sweep the skies clear of acrial threats. Faced with such a
formidable foe, it is little surprise that so many worlds h
chosen o join the Tau rather than face them in batdle:

pace, and the Tau Empire is rapidly encountenng
growing number of aliens - many of whom unwisely match
themselves against the military might of the Tau before
joining their empire. In these war-troubled times, the Tau
must increasingly demonstrate their power, with swift and
overwhelming confrontation of those that oppose them
The Tau's Fire Caste, source of their empire’s soldiers,

is one of the most efficient war machines in the galaxy
Instilled with warrior pride, frec of superstitious doctrine
and equipped with some of the most adyanced weaponry
in the Eastern Fringe, the Fire Warriors are capable of
meeting any enemy force and defeating them

FORGING A NARRATIVE
As amb adors of the Greater Good,
the Water caste of the Tau Empire
have won over numerous other races
and cultures to their cause. The Kroot
and Vespid are the two most obvious:
examples, but games of Apocalypse
allow you to expand this concept even

For ex: e, why not include

on or two 0 represent
ents of turncoats from a planet

annexed by the Tau Empire, which now fights for the
Greater Good? In fact, it would be sumplicity itself 10
focs have discovered, despite their innocuous labels, all Bl ctosh some Imperial Guard suliadesaising TN

Firé Warrior components

The Tau organise their military forces well in advance of
any conflict, and there are many standardised formations to
adopt depending on varying circumstances and the enemy
they expect to face. The groups within it have a number

of different names, chosen to outline the function of the
formation without unduly creating fear and anxiety in the
wider Tau population: Such army titles include Encounter
Observation Teams, Threat Dissipation Contingents, Rapid
Envelopment Cadres and many others; as many of their

of thesc forces exist for the single purpose of locating
and destroying the enemy. When the Tau commit to
battle in force, their disciphined cadres of Fire Warriors




 gund-strafing Tiger Shark AX-10, As long as they dominate the skywa

¢ . AAIR SUPERIORITY WING _

in the 15t Millenniom widerstand the importance of controlling the skies ab

hiark Strike Fighters makes for an sampressive attack group more than capable of lr.' [qpl lmz (ru A’ ”1 ; 7 an
4 5 e 2 o
perianity Wing, they are frequently tashed with clearing the skies before the armval ” o ke S
of tncoming waves of Sun Shark Bombers or the

aver, i I otk
rilying Tau networking drones and comms craft can fly

lower alttudes, enabling them 10 beler lend their atd to the battlefeld by sending dowon markerlight §
: ) kerlight beams

SPECIAL RULE!

Air Superiority: Models from this formation have +1 To.
Hit when shooting at enemy Flyers, Superheavy Flyers,
Jetbikes, Skimmers, Fying Monstrous Creatures, or Flying
Gargantuan Creatures.

e Networking Drones: Ay long as at least one model from

= & 5
FORMATION RESTRICTIONS the farmiation is on the batdefield, then at the start of the
None Tau Shooting phase, the Tau player gans D3 markerligh

counters that can be pliced on any enemy units.




S
on able to respond quic 4 7
1t 15 @ common Taw tactic to maintain a fasththing formation abl ;:':1 ’1“{( i Y)_[,mm e Lo N IR e
: retriby repower, u .
sl e ., waiting to commil them wntil tieir arrrval m:fht tip lhg;;:@
adre surges yards, rushing in to grab lerritory the
vay, when they get their orders to move out, a Counte ke Cadre ‘5”‘{; $ {1::;:::11;,”’) 2 ,5/ el m.‘:::’:,,,[
h S hia position in oner (o blunt an enemy advance. Maximisiny
thought secure, or manceusmng into po

cadly volleys of fire from their pulse weapons,
dx 1 tems, the caddre’s Fire Warriors lock onto their targets and level deadly volleys of fire fr
advanced comm systems, the cadre’s Fire

SPECIAL RULES:
Precision Guidance:

shooting at enemics that are within 12" of
R 24 Fire Warrior Teams Objective can re-roll failed To Hit rolls,

& 1 Patifinder Team

= Tactical Surge; In their first turn, o the trn when.
FORMATION RESTRICTIONS deploy if placed in Strategic Reserve, all vehicles i
ach unit in the formation must take a Devilfish formation are Fast vehic




Kroot HUNTING Pack

st Carnivore Squads routinely serve the armaes of the Tau Emp: ghiing alo e the . -
e ies, or Hisnting Packs s the Kroof call them, Fiesh of the Warsphere, thes Krooy ant sty sl s e
Sprcenaries throughout e galasy, Their savage ferocity and lack of iscipline ofin upets thery. Toy sy e 706 05
d Taxc admit that Kroot Hunting Packs make formidable assault troops, and hase come o el s’ Sl
g barbarians on ther side than against then. il pda e dela

SPECIAL RULES:
Furious Charge.

Grafty Fighters: The Hunting Pack has the Outflank
special rule, There is no need to roll for the bl ed
on which the e owming player decides.




TAU EMPIRE G :
ROUP
OPTIMISED STEALTH GROUP

B e e — o
Onee the mamn Tau force has engaged the enems, the,
1 1t capable o ¢ the for's best lard plans - :
- n/‘mm;ﬂl 1\ ”;"I/m/(}:;m,/:,l‘,,',;‘,/::’,'n[:, ,/;,y,' XYL o /\VZS Jattlesuits to materialise, o vll/jmm’ ;,:,/,. :m 1.’:,’,: ha" f:{zbmk s
he stealth field generato eir ) > : s : i
KJZT‘.,'?)" l//{m /inr‘ : th burst cannons and fusion blasters blazing = wiping W_;/WW f[f:l‘”" ,“ it ,"'M;IWZ” with g
Afl e Stial assault takes out any defenders, the Optimised Stealth Group quickly conso! % i Ui g

they have captured until supporting Taw forces arrive to welieve them.

—g 3+ Stealth Teams #% SPECIAL RULES;
Stealth Deployment: The Optimised Stealth Group

= the distance it must set up from enemy units i it dep
FORMATION RESTRICTIONS using the Infilrate special rule.
.

ons used by the Optmisé
Cover special rule.
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TAU EMPIRE
RAPID INSERTION FORCE
m = S DNV EOHEE

s the Tau formation that most o 7 1 i, lo : 5 Te
‘ often delivers the Mont' ;
. s e : he Mont killing blow,
‘:”’(lmu:/' p from “1’1::(h(|a“mu"b ore tnggering their homing. ['r':]' ML/"IA ”MM ‘" g wvm i
; i 1-: £ i on. Above, the Tau atr flert swoop
ghing air flect light up targets be Sy one in on the Stealth Team’s coon m/’m i m",
A ip targets as multiple XV8 Crisis Teams descend from ;A «;’: m:”lv“’”mm” Sl
fies — their impressive arsenal of weapon
weapons

sy blazing axway in unison at the enemy's grcatest thn
g away o val. Occasionally, o :
i s i tremendous froser to the sudden battesuat on xhu‘w;;;’l”“ e e

ned to the Rapid Insertion Force,

SPECIAL RULES;
Locked Coordinates: The Stealth Team must begin the
leficld. The rest of the forces
must be beld in Strategic Reserve and arrive by Deep
Strike. Any Crisis Team or Riptide from the formation that
chooses o Deep Strike within 18" of the Stealth Tean docs
sunts all its weapons as Twindinked in the

| ot scatter, and
0-1 XV104 Riptide ensuing Shootng pha

o

game deployed on the

V8 Crisis Teams

Fach rI"OKM:\"I"IO?\' RESTRICTIONS
 Feh Crisis Team must consist of three models
(not including drons)




TAU EMPIRE
RipTiDE WING .

-7 R ¥
The XV104 Riptide 15 the apex of Tau battlesutt technology, The protatype has frroven so successful that the Earth caste can,
lly deployed singly at cadre level, it was Commander

manufacture them quickly enough to me the demand. Although norma
«a formidable trio of the XV104 battlesuals, working in conju

adowsun that first ordered the formation of the Ripide Wing
1 jier the Riptides, harmonising their reactor frequencies, as

m the ability to nefwork togel
nate their altacks to achieve maximum effectiveness.

SPECIAL RULES:

f::r;lmmcd Attacks: Any Ripuide that shoots at au

hs already been shot at this phase by one ot more!
m the formation has +1 BS when resolying thats

Network 5
Riorked Reactors: Each Rpude within 0" ot 10
Ruptide from it own formaion can reoll il




; S TﬁMPIRE
KYSWEE
| OKYSWEEP MISSILE DEFENCE

N o

ey Ry

a fighter wing tasked with clearin
d g g w g the skies above the battlefeld
o0 ;’:P""ﬂ;::ftlﬁ:m;.}.zn uxm::;mm 0 gain air supemority over their foes I{fc::‘l;\’l;;;; i ff("m” 12 docinne ol /a0y

mmeting wrecks than the Sky Ray A eres G % e e better at i

B b bie e s e el ol can st
o e e etwar, e T crate sone of desruction o he bl Vi e Ly
s auerhead target and launch seoker missles that streak of, folloue el n e omoand SR
explosion and a fireball that brisfly shoras where the enemy craft e to e el @/t moments latr by @

e =i SPECIAL RULES:

_‘ 1 Devilfish Command Override: Sky Ray Gunships within 12° of the:
farmation's Command Vehicle can fire any number of
missiles in each Shooting phase.

‘ 21 Sky Ray Gunships
Early Warning: As lng a5 the Conunand Vehicle is not

e destroyed, all frendly Tau units within 60° of it have the
Shrouded special rule against shots from enemy Khyer
uper-heayy Flying Monstrous Creatures and i

Gargantan C

FORMATION RESTRICTIONS
The Devilfish is the Command Vehicle.




FORTIFICATIONS _

When Manknd first conquered the galaxy during the
Great Grusade, many of the subjugated worlds were
heavily fortfied after being brought into compliance
This was especially the case on those planets claimed for
coning Imperium by the Imperial Fists and Iron
Watrriors Legions, whose preference was ever for the art
of sicgre warfare, In other cases — particularly on those
worlds that initially resisted compliance with force before
succumbing to the might of the Imperiv
such fortfications were commonly built tw remind the
local populace of their duty to the Emperor and of the
consequences for ignoring such an obligation

1's armies —

So do many worlds in the galaxy bear the mark of
Mankind’s great expanision in the form of mighty
fortifications — cach an awe-inspiring edifice raised in
honour of the Master of Mankind, to intimidate both
friend and foe alike. At the heart of these armoured
strongholds lic ancient armaments with firepower of such
terrible magmitude that they can annihilate even the
mightiest machines of war or cripple a battleship in high
arbit. Indeed, some of these weapons systems date back
1o the Great Crusade itself and encompass technological
marvels long since lost to the Adepts of Mars. Others are
powered by unique cogitators or intricate machinery 5o

ced that they can no longer be replicated — only
carefully mamtaned

With such power (o command, itis 06 SHrprise that i
commanders seck (o control such fortifications = 4 s
the enemy’s armies will shatter against. Oonsequmuy it
is common for large scale engagements (o be fought
bautlefields dominated by fortified redoubis, plan
defence silos and other strongpoimts. Control of

can be the difference between victory and defear,

FORGING A NARRATIVE

Although the grand fortifications

listed in this section are of Imperial

origin, they are by no means exclusive

10 the Imperium. In a game of

Apocalypse, there 1s plenty of scope

1o make use of them in other armies

as well - with the additon of a few

blasphemous runes daubed onto the: T
walls and perhaps some skulls or sacrificial victims
scattered hberally about the building, a fortification:
can appear to be reconsecrated to the Dark Gods of
Chaos. Similarly, the Orks have ever made use of the
technology of other races, ‘Orkifying it and turning
ta their own ends.




 GRAND REDOUET

e,
langed canaign, one o botlsdes il usually build dfensive lnes o selier ther rsos A 1
tenches wnll grow inlo @ massive defensive fortfcation Fnown as o Grand Redoub Eneh G s o &
s, and studded with nl(u\mrbblull(m( and gun emplacements. At (s heart lies an enormous /"Ulr’l’l} 1""“1’;’ % r;"ffd s
g L g ad {"m/‘] L0777 cation that shelters reserves
W& ex: also protects the troops fi b
the enemiy launch their assault, the reserves pour forth to occupry the Grand Redoubt’s /mu//:fl[( and ty o I""'h"nh"' g
e atack. Such postions can only b taken by the applcation of devastating frpier o e winpn hfm/m,l e
u d huge numbers of troops

hat started

3 5 s SPECIAL RULES:
_ H Aquila l 0-1 Fortress of Defend to the Last Man: Any unit vath a model occupping any

* Strongpoint Redemption part of the Grand Redoubt has the Stubborn spécial rule

0+ Imperial "W 0-1 Skyshicld

Defence Lines Landing Pad

0 Imperial “ 0-1 Firestorm
Redoubt

Bunkers

Underground Barracks: Infantry units in Strategic Reserve
may enter play from the Access Points of any Aquila
Strongpoint in a Grand Redoubt

e R

0+ Imperial & 0 Vegence

Defence Weapon
Emplacements Batterics

02 Imperial
Bastions
e
" FORMATION RESTRICTION |
Comprise at least 6 structures from the above list &




MACRO-CANNON
AQUILA STRONGPOINT

R ,
often used as bastions in Imperial defensive battle lines, Egzh

that houses the huge Aquila macro-cannon that gives the
e shells, each of which i5 several feet i lemg

Aquila are miasstoe
¢ v a large hurret U
strongpoint consists of a lower munitions silo, topped by a large ;" i
mou:@mm ats name, The munitions silo allows the macro-cann Al
‘has a powerful charge that cawses it to reach hypersonic velocity when

Composition; One bunker annex with battiements and one

main strongpoint with baulements Aquila macro-cannon

-Macroshell 72"
Terrain Type: The hunker anncx is a Medium Building
(Armour Valuc 15). The main strongpoint 1s a Large -Quakeshell 180" 10/7/5 1/4/6
Building (Armour Value 15). All are Massive Fortifications

Access Points & Fire Points: As per model Heavy bolter © 36
Weapons: The main strongpoint has an emplaced Sonic Boom: After firing a quake shell, draw a straight
aquila macro-cannon between the Aquila Stongpoint and the central hole:
il apocalyptic mega-blast matker. Rolla dice for eich B
)PTIONS: : L Flying Monstrous Creaturc, or Flying Gargantuan 2
May take up to four emplaced heayy bolters model crossed by this line. On a roll of 1, 3 Flyer will
and Bum, while a Flying Monstrous Greature or
Gargantuan Creature vill
throvs allowed :

10 pts each




ANY
VORTEX Missiig
AQUILA STRONGPOINT

'gﬂ: ;nll.:l fe Imd u-mllmnls m lgu‘ Ivn{m7al armoury 1s the vortex missile. A Vortex Missile St 5

lestructive warheads an 2 o _ ] Strongpoint houses several's

S wn;l“{“f ih comples targeting arnays o guide sach vortee e e Scveralof the

missile ' ) g is torn in the fabnic of space-time, utterly destroy; g e Tt s :1{?[)/7"1:1"41/; target. When
g that lies within its radius of effec

ion: One bunker annex with battlements and one SPECIAL RULES:

nigpoint with batlements Missile battery: The battery mi
vortex missiles over the course of the battle, No mare than

one missile may be fired per Shooting phase

imum of seven

i Value 15). The main strongpoint is a Large
CArmour Value 15). All are Massive Fortficavons,

Containment Failure: If the emplacement siffers  Total
Collapse or Detonation! result, roll one dice for cach
remaining vortex missile. On a roll of 12, the missile
lodes. Place the vortex missile’s blast marker on the
centre of the main strongpoint, and scater it 206"










MINTATURB AND Honny SHOWCASE
o o

The mighty war engi pon the b
war engine known as the Tesseract Vaul
: e I draws
power of the Cltan Shard imprisoned within it to obliterate I/‘('Ij: m} Ihmmum
ate the foes of the Necrons
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Worker-scarabs trelessly repair the Vault as the

captive Clan’s entropic enevgy takes its toll.

i e nlestrctible war engine that rises fom o Tomb World's rust oher i comes

The Necvan Obel
ding enemy aireraft hurtling to @ fiey death

sesider attiack, ils grav

itic pulses s
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RES AND HORRY SHOWCASE

The Lord of Skulls draws much of its power

i
3 Festooned with the remais of s vty
i Jfrom the cauldrons of ho

Daemon Enginie is a luving altar to,

g blood at its rear

Khaorne Lord of Skulls,

great cleaver of Khorne, a
cannon and a skullhurler
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vl creation i a blend of fiesh, The growling engine d of Skulls are
.’:»«: chini, clad in thick plates of ar augmented by the ling blood.




ainous warlords in the galaxy.

The Lords of the Black Crusade are the most vills

Abaddon the Despo: o of the Blac i Chirn erer of T .
”z;:« )’m {)}/ l/.’rﬂ Lard of the Black Crusade Khérm Uie Betrayer, champion of the Ahriman, Sorcerer of Tosentch and Chief
and master of the Black Legion Z ” T : -
f the Black Legion bloodthirsty World Eaters Libranan of the hliluand&;m‘
ms




MNiATURES AND Hongy SHOWCASE

ters of the Chapter is a gathering of the mightiest heroes in ¢
ted by the presence of its Captain; in force, there is nothing
- Those shown below gathered for the cos

he ranks of the Space Marines, Eacty company is

duals cannot accomplish on the
gn in 698.M40,

such formidable ind
the Palamar Campaj

mmencement of

wof the Ist Company Captain of the 2ud Company,

Captamn of the 3nd Company,
of Ultramar the Master of the Watch

the Master of the Arsenal

C n of the 71 Co
Captarn of the 5th Company, Captain of the 6th Comprny, (.;,,m;: {/VYIr 1 C
the Master of the Marches the Master of the Rites Chef Victualler

Captain of the 10th Comparn.
: { ; uils
Captain of the 9ih Campany, e,
i ke lmlvmmlm Company Caplain

ECompiany Captain

e




SHOWCASE
n\m'ruwss AND Honpy e
e P

Staff from Games Workshap i1
acruss Uhe UK made ¢ theer s
the entire Ultramarines Chapte f,
Games Day 2012, To aehieve iy
used the How 10 Paint Citadef vy
Ultramarines digital pasmbing e
that their combiried force would fusk
This impresstue collection include oy
Marine companies including the 1ot
Veterans and the Scout Company, oy
the Librarius
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FEach Baneblade displays a variely of

smgimental idents and hillmarkings

A Bancblade bristles with enough fireporoer
1o flatten a city fallen (0 heresy, ome hab-block
ata time.




ableof Masting an enemy Titar i halfwith are shat

mounds & voleans cannon af

o, most famous of all Buneblade variants,




The Hellhammer, optimised for urban war, blasts its

Joes from cover with a deadly arsenal.













@he heraldry of cach Titan Legion is proudiy . Ba
displayed on their Titans’ carapaces 3

d by immense plasma 7 tie waighly pislons tha dyive the God:
reactors ~it's a bad wdec to'stand foo clase. marhines ta war bear Imperial teonography




Mars pattern Rever Titan with
afucalypiemissile lwuches biser
Blaster and giatling bidster.




z -
" Each Revenanit Titan 1s crewved by a single
- sleersasi whase tranee-like state enables him
to become ane with his war machine.
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The Hievophant 1
been adapted for




The Hicruphant Bio-titan is a gargantuan horror capable of
destroying entire enemy regiments

Biottan wiith tp

Biocannons

$8hms, lash wohigs and foic micsmis




Mast Stompas are infested with
dazens of Gretchin vilers
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~ STAGING THE APOCALYPSE

The build-up to an Apocalypse game can be great fun. Amongst other thin

a great excuse to add some impres

new models to your collection and get them painted up in time to reinforce your existing army. The next few pages p
a number of methods for best preparing for your own Apocalypse game, allowing you {o participate in a truly imp

wargame that you and your friends will always remember.

So you've read over the theory of how to play Apocilypse,
but what about the practice? This section showcases
different approaches to cach of the main aspects of gearing
up for your Apacalypse game - gathering your army
preparing your battlefield, and adding a narrative to bring
itall together.

As such, there are several aspects to the Staging the
Apocalypse section, and cach of these is further broken
down into different approaches and helpful tips: You might
want to pick a single method that best suits you, though
feel free to myent your own approach to fit the venue and
timescale you have available. You could even use all of the
tips listed here for a truly magnificent experience! There
really is no ‘right answer', people’s collections, tastes and
venues are so different that it's really up 1o you how to
address your preparations for the big day. This section ends
by yang up all of the ideas and tips into a si

game of Apocalypse centred around a cool narrative

-en B e 1 = S
ONE MAN'S APOCALYPS]
Meet Chris Prach, a hoblyist whase
collection of Imperial Guard is reaching

Spocalspse lruels, He has volunieered
10 onganise a game of Apocalypse for his
friends, and to make his own force truly

[} mpresse i the process —but he has tess

’ e than a month i which to do i, Over the

g next fexw pages we'll be following Chris®
preparations for the big game

Below: Paul Gayner's Crimson Heralds,  Chapter of his own
that has been assembled over several sears. A collection ke this i
magnificent sight, whether t be in a display cabinet or deplayed eni
baltlefield, wady to slay some heretics. Paul’s army incorporates the
terram, objective markers and even a Shadowsword for good
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ag yotir amy for an Apocalypse game can be like a
game unto tself. Here are a few simple methods

'YOUR ENTIRE COLLECTION

ammer 40,000 players have more than one
iheir disposal, and/or a disparate collection of
they've collected over the years. Well, amongst the
iy (o field an Apocalypse army is (o field them all

s of their allegiance, There are armics listed in

ammer 40,000 rulebook that would only ally with

ns ‘Come the apocalypse, but not before’ ~
s just such an occasion! The narrative side of why
lisparate forces are allied s up 1o you to decide

or
just go for it and see what happens

[NFORCES WITH A FRIEND
flier great way to boost your Apocalypse force to truly
ificent levels 15 0 join forces with one or more of
ends. This is as simple as it sounds — just bring
to the baule on the day, and team up with some
pinded individuals, This is a popular tactic amongst bringing so many collections logether on the battlefield, can itself
layers, especially during the high-energy games  encourage a narrative. Commanders negoliate whe and when to
¢ 1n Games Workshop Hobby Centres on oy their precious reserves, and. armies
d gaming nights.

1 used 1o f
1055 Uhe tabletop




ADD AN IMPRESSIVE CENTREPIECE

A well-planned game of Apocalypse i an excellent reason

{0 add a centrepiece model 10 your collection. What better
time to add a Superheavy vehicle or Gargantuan Creature
1o your force with which o pound your focs into dust?

I you fancy keeping your centrepicee in the same vein s
your collection, there are plenty of heavy-duty formations
for cach race to choose from. Imperial players have the
mighty Baneblade, the Shadowsword and their many
variants to choose from, plus the terrifyingly powerful
Titans. The devotecs of Chaos can also make use of

these war machines with a little conversion work, and the
ternifying Khorne Lord of Skulls can tear a chunk out

of any batdle line. Ork Warlords have a Superheavy tank
of their own n the Skullhamma Batde Fortress, not to
mention the mighty Stompa, a war machine capable of
spitting out a termifying amount of dakka. Necron players
have the dreaded Tesseract Vault. the Obelisk and the
Transcendent Cltan at their disposal. Opponenits of such
thunderous war machines would do well to deploy in cover!

Wi

Such military heavyweights can quickly see the size of your
army reach Apocalyptic proportions. The best thing is

that, m a game

of Apocalypse, y

aren’t limited o taking
only the units that fit the allegiance of your army - the
commanders of the 41st Millennium use everything at

their disposal to sccure victary. Some players collect entire
squadrons of super-heavies. Forewarned is forearmed, you'll
need a lot of anti-tank weaponry to take them on!

ADD UNITS YOUVE ALWAYS WANTED
For most collectors, there are models and kits out there.
that they have always wanted 10 use, but have never go
around to adding to their force, This is us\mlly beciuse
their regular games are designed to last & couple of

Perhaps there are Heavy Support or Elite choices you just
don't field in your Warhammier 40,000 army, or pechapss

have a couple of trusty HQ choices that you always take
the exclusion of all others. Well, those ather units that
would dearly love to try out, but have never quite made
sour wsual foree, come into their own in Apocalypse. |

Have a flick through your codexes; soon enough, you Il
units that you always wanted to try out. Well, now’s the
~ get busy with the spray paint and the paintbrushies, ar
before long they'll be ready to roll out for the big
Remember the units need not come from the same
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jway to bolster your grand muster.
st some potent in-game advantages
Jangain) is to aim your collcction
{the various Apocalypse Formations
peal to you: Veteran pl

A game of Ay e ONE MAN'S
A game of Apocalypse is all the
: £ excuse £
;‘;s(:‘::‘ q.lm an entirely new army, p, '”::In; APOCALYPSE 1
end to use this o I 7 he g
0 usc this force as a set of allics ¥ Chris wsed th upcoming 1

for your main T 40,00 game as an incentive
N army in Warhy
: mmer 40,000 i
§Ames, or maybe just because you ey

e able (0 arrange their collection  fancied trying somethyng o always | gint up a brand new foree
e rements of certain g different of Impenial Guard. A frw G
ithouit painting a single model,  You'll be 0 i paling
e gether during the bty nights with your
ey dmdi:‘ulc nn)‘ sl ftl\ : nial surge of enthusiasm ~ and “,\f',, Jriends can pay great
 predaton bt nk, focinsance, - ows o may enjoycollecing the s ditdends o e day, ‘
couple more, and you've a dreaded  Kids on the block so much tha -
] ; 4 at they may
o Assasin Squadion (pg 101) one day grow into an Apocalypse army of
seful when your opponents plonk their own, with your o §

Superheavy vehicles on the table the'allied contingent) sinal foree forming

players make it their mission to

Lo ficld onc of every datashet Thelingy

addition of a
Battleforce or
two

| WARHAMMER

oppable; much greater than the
Jts parts. Others like to muster as

il bring
a wellounded
ets as they go. Conversely, L ,‘,;.‘,',ff"("’ﬁmm
e always those players for whom an § 2
«tisn't complete unless it covers the ki o
in a tide of bodies! A good start : your Afealpse
through the datasheets in this i ‘army nicely
your favourites, an z
in their dircction

to your foce,

{

i

|
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NEIL HODGSON'S
SPACE MARINES
Nei
Spac :
Cities of Death force: the lron
Knights (they re the gunmetal
chaps on the right). When
the original Apocalypse book
was released, Neil decided

1o bulk out his army to form
an entire company of Sp:
Marines. He'd deliberately
chosen a colour scheme that
would allow him to paint up
units nice and quickly, so e
had his army ready m tme for
some really impressive games
Bitten by the collecting bug,
Neil then went on to build

an auxiliary force of Crimson
Fists, complete with no less
than three Vindicators!

He also added a couple

of Baneblades to his Iron
Knights as centrepieces =
techmcally an Imperial Guard
darasheet, but they fit in
Neil’s collection just fine

‘s impressive collection of

arines began life 4

ce
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REALMS OF BATTLE

Many players will already own a Gitadel Realm of Battle
board,; six two-foot square ules that can be fitted together
in any confij to make a classic Wa 40,000
battlefield. Placing two Realm of Battle boards together
provides an ideal Apocalypse playing area, and allows a
multitude of different bautlefields. It's simplicity itself to
combine your table with those belonging to your friends,

ADDING MORE TILES

Though a 6' by 4' table isn’t really large enough for a
proper game of Apocalypse, even adding a couple of tiles
can make all the difference, giving you enough room for
flanking manoeuvres and daring Deep Strikes. Extra tiles
are a quick and casy way to get your gaming table up to

a scale that is adequate for multiplayer batdes, though if
you've more than four players, you may need to aim higher

APOCALYPTIC TERRAIN

Regardless of battlefield, when you're putting together
your terrain for a game of Apocalypse, it's important

to clump the terrain together. This will leave you with
wide open spaces at first, but they will soon fill up when
deployment begins. You'll need a fair amount of scenery
10 set the scene — some players prefer o use pre-prepared
datasheets bristling with guns, such as the Macro-cannon
Aquila Strongpoint, whilst others will see the big game as
a chance to embark on an epic scencry-making project of
thicir own devising

o different-coloured Realm of Baitle boards have been combined here
o sepresent the boundary of a war-lorn I'mpertal ity ~ the ties of each
doar have been staggernd, with Imperial Defonce Lines cunningly
Positioned to conceal the contrast betwween the tuwo ayeas

FLOOR WARS 55
There are times when all the boards you can lay your han
aren’t enough to cover the area you have m mind. So

the best solution is just to play on the floor!

Though this lakes a degree of care — no-one likes stepping o
prized collection of Citadel miniatures ~ it can be a quick a
effective way of getting a really massive batlefield into play.
This tactic 15 especially wseful if-yow've managed to wanglea
chuach hall, school gym o confererice room as your Apaca
gaming area.

If you use this approach, we recommend marking the
boundaries of your battlefield wnth heavy-duty tape, and
making sure your players know what areas are offlimits to
them before play starts -
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2 id unwsual boards on which o pl,

ilight s seting up strange an n which to play Apocalypse. Reatm o

Care very useful for this, as they can be placed it a number of dfferent configurations, Hm:f 1
‘and put logether again in anather pattern ready for the next game.

cqmpusiteBoards made from (o gaming tabls spanned by  massve g, long thin
ing the highetys of the 4151 Millennsum, staggered boards fraturing suceesog trench
boards with artillery batienes that can bombard the action wnfolding on the other

o, A et bosrd scup can add a ol fun dimension 0 our games o Apocabype.

ONE MAN'S
APOCALYPSE
Having invested in o brand
new Realrs of Batle bos
10.0dd o the rather battle
worn versian in his gaming
1o0m, Chris got busy

tka
drybrush, painting his second
board to match s first before
Ppopulating it with Imperial
Defence Lines that he s
with Chaos Black and then
painted with Meckanicus
Standard Grey. Whilst k b /
, Chnis listened to
Li 3

doing s

aB
f
onder 10 get 501

| the upeoms

i
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[AGING THE APOCALYPSE

ONE MAN'S APOCALYPSE

o

The culmination of Chris' mission approachi

; cach of the players he's gathered together has been made aware of

and is raring to go. With the armies and terrain determined, all that remains is to set the scene before the battle beg

Though hie had a few late nights over the course of the
last week, Chnis® mighty Imperial Guard army has been
mustered. His gaming buddies have by

Steve’s Imperial Guard force has some

in the shape of a detachment of Space Wolves, and their
apponents, Alex and Dave, have trundled out several Orky
superheavies with which to take the fight 1o the foc

Chis, as the organiser, has themed this game aronnd an
epic struggle for a doomsday weapon that may well go
nuclear during play (who arc we kidding, of course it willl)

With the scenery painted, the gaming area prepared, the
armies mustered, and the storyline decided upon, Chris
and the gang are ready to rumble. The night before battle,
Chris stocked up on plenty of drinks, frozen pizzas, and
cool battle-themed soundtracks to play in the background
this was set to be a weekend (o remember!

FORGING A NARRATIVE

Games of Apocalypse are far more

enjoyable if you've gota grand ¢

storyline in mind. In the baule

below, Chris Peach’s Imperial

Guard are fighting (o defend an

Aquila Strongpoint from an Ork

horde before they can unwittingly

detonate its stockpile, flattening:

everything within a six-kilometre radius, Ideally, -
the game organiser should prepare the story long
before the game itsclf. If the other players know
in advance, they can theme which formations,

characters and scenery they bring

OBJECTIVE MARKERS

Making a set of markers for your Strategic Objecs

be as simple as putting a transfer on a spare base @

complex as scratch building a minkdiorama tieme

own collection, Again, there is no ‘correct’ way
your objectives — just go with your own preferei
have some fun in the process 4




CHRIS AND STEVE'S
IMPERIAL GUARD
By felding every squad, tank
and regiment he has ever
painted, Chris mustered an
mpressive army of Imperial
acd with which to wage
war on his Ork-loving friends
Betier yet, he gave his
friend and colleague Steves
Bowerman enough notice
that he could bring not only
his own Imperial Guard
collection ~ but also his dad's!
Steve's dad has no less than
three superheavy tanks of
arious kinds in his army; it
only right and proper that
these epic reinforcements be
added to the Imperial army

With such a mulutude of
weapons at their disposal,
Chns and Steve felt more
than confident that a fine
weckend's gaming lay ahead
~ with hundreds of dead Orks
1 boot

DAVE AND ALEX'S
ORK HORDE

Though the informal Studio
gaming group boasts many
an Ork player, Dave and Alex
are perhaps the most ardent
Alex's army started as a Speed
Freeks force but has been
reinvented over the years

— most recently he’s added

4 Stompaas a centrepiece
Dave, on the other hand, is a
Big Mek at heart. His heavily
converted flotilla of vehicles
and super-heavies is a joy ©
behold and a terror to face
on the baulefield, particularly
now he’s added  wing of
“kustomised” Dakkajets to
control the skies.

Together the greenskin duo
have a hotde to strike fear
into any commander’s heart
Chris and Steve are going to
have onc heck of 2 fig]

they want to stop the Aquila

Strangpoint’s munitions
causing untold destruction
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ag sector is vital to the maing
Mostimportant of all s the hive-world Armageddon, whose sy Es

nce of the Imperium’s power

ufactorums sy ly arms and it
d. Itis unsurprising, therefore, that it should have such 4 blog Moo oo e

has invaded the planet not once, but twice.
frontations fought by Mankind since the days of the

URGENT NEMESIS
fore has the Ork menace been greater: Ghazghkull
ed what was thought impossible; he has united
ofwarbands with a single goal — the utter

‘of Humanity in the Armageddon Sector. The fate
sof worlds vall be decided on the blood-soaked ash
f Armageddon. The Imperium cannot afford to fail

‘Armageddon would pose a serious threat to
um's power in this area of the galaxy, as was
2 massive Chaos host invaded in the mid-41st
im That ttanic battle has long since passed into
it revealed just how fragile the Imperium'’s control
s this is swhy Ghazghkull chose Armageddon as the
first great Waaagh! Although this ncursion was
feated, Ghazghkull escaped, vowing to return

dstained past,
The resulting battles haye b
Horus Heresy

Most recently, the Ork Warlord
een some of the most brutal and

More recently, Ghasghkull allied with the Ork W
Nazdreg Ug Urdgrub in a vicious assault on the Imperial
planet Piscina IV The Orks used a previously unknown type of
teleportation device which enabled them (o manouvre tieis
troops directly onto the surface from a space hulk located a
massive distance avay from the planet The Imper 1 garrison
was taken completely by surprise and only the presence of
Space Marines from the Dark Angels Chapter saved Piscina.
from being overrun by the alien hordes

lord

However, this sccond defeat was of litle consequence to
Ghazghkull, for with the completion and testing of his new
tellyporta’, he was finally ready to unleash his full force
against the Impenum, in the form of a second great Ork
invasion of Armageddon. A plan that had been fifty years in
the making was about to reach fruition

e R

0
5




GHA7GHKULL MAG
URU!

Gl hrL,ﬁl.nIl is llml mast
dangerous of Otk leaders, one
with both drive and ability

in abundance. A serious
head injury in Ghazghkull's
south awoke visions' from
the Ork gods which have led
him on an unnvalled path of
bloods conquest. His return lo
Armageddon follows decades
of planning, testing Imperial
defences and unifying dozens
of Ork tribes. If Armageddon
falls, Ghazghkull could lead
Ihe segmentum’s Orks in an
wistoppable Waaagh! which

might thcaten Terra itself

ARMAGEDDON STEEL LEGION

INVASION OF ARMAGEDDON

Erb\u»___«_—»—- e T R e

In 941.M41, the Ork warlord Ghazghkull
Thraka inyvaded Armageddon at the head
of a massive Ork Waaagh! The hive world
of Armageddon, the principal world in
the Armageddon Sub-scctor, lies roughly
10,000 light years to the galactic north-east
o Terma. 1t 4 & vl miode at the centre of
the Armageddon Sub-scctor’s navigational
channels and its countless weapons shops
supply arms to Imperial Guard regiments
several thousand light years ayway

At the time of Ghazghkull’s first invasion.
Armageddon was under the command
of Overlord Herman von Strab, who was
once described by Princeps Prime Kurtiz
Mannheim of the Legio Metalica as ‘the
greatest waste of flesh and bone born in.
the last five hundred years’. Even when:
a space hulk of massive size was sighted
in the Armageddon system, von Strab
did nothing fo investigate or report its
appearance to other Imperial authorities

The Steel Legion have suffered horrendous casualties in defence of their home world,
but under the leadership of Commissar Yarvick, they will fight to the last man

The banner of the
Steel Legion 16th,
known as the
Tankstormers for
their lightningfast
attack patterns

The Pale Star
was awanded to
thase Imperial
regiments who
repelled the first
Ork invaston.

Steel Legionnaires bear the icons of
their regument with great pride.

It was Commiissar Yarrick who'o'
Astropaths to send a signal for.
carned him von Strab's displeas
subsequent exile to Hades Five.
it was this act which was t ultimat
Armageddon from falling to

defenders of Hades Hive fough
they were possessed. The Orks

litdle headway against the suff

that Ghazghkull himself joined thi
leading his forces from the front.*
was the stage set for the greatest cof
of wills seen in the entire war, For &
Ghazghkull tried every stratagem
him by Gork and Mork; making light
assaults and fcm's, attacking in m

counteratiacking along a flank whes
Orks tried to storm the barricades,
falling back from diversionary a
draw the Orks into ambushes.

The desperate defence of Hades
Hive boughtjust enough time fos
reinforcements Yarrick had req

to arrive. With the coming of the |
Ultramarines, Salamanders and
Angels, the tide turned on Arm:
Furious counter-attacks smashed U
armies, and it was even rumoured that
Ghazghkull himself had been &h
he went missing — though this e
1o be false. Leaderless and assau
sides, the Orks refused to surret
fought to the death, others sl

ash wastes and eventually mad

to the jungles between the o

of Armageddon. The first Ork
Armageddon had been repd
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COMMISSAR
YARRICK

Commissar Yarrick had
already enjoyed a distinguished
career when Ghazghkull first
invaded Armageddon, and
masterminded the plan that
defeated the first Ork tnvasion
Badly wounded in the

spaign, he returned to aclive
duly once it was clear that
Ghasghkull wes alive. Since
then, he has been relentless in
his pursuit of his old foc, often
leading attacks personally from
the turret of hus Baneblade, the
Fortress of Armogance.

GHAZGHKULL'S SECOND
INVASION OF ARMAGEDDON

R
Ghazghkull was not idle following his
defeat on Armageddon. If the Imperium
tmade one terrible mistake, it was (0
consider Ghazghkull beaten, This was far
from the truth. What the Ork gods had
revealed to Ghazghkull ~ or rather what

he said they had revealed to him = was that

in order to destroy your foc, you must first
know him. For Ghazghkull, the war had
been a way to learn how the Imperium

would react and deal with a major invasion

In effect, he had been doing little more
than testing the Imperium’s defences

Having learned all he nceded to know

about mperial strategy, the Grand Warlord

began practising the tactics that he felt
would lead to his enemies’ defeat. As he
did not want (o draw undue attention
to himself untl he was ready to attack,
these experiments were carried out on a

‘much smaller scale than the invasio
Armageddon. His new ‘tellyporta’
which had been developed by Warlord
Nazdreg and brutally field-tested at Pise
had proven suitable for the 1ask at by
Ghazghkull was finally ready 10 thro
Ork hordes, which he had amassed

the first invasion, against the Impe
new defences. Five decades of pre

were about to culminate in total
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, augur probes
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7 4
Ui S Estimated Ork forces in the Dead Lands, il
N its way o
ity and GlxazgllkU{l,s hordfi\ Great Fiend Gorsnik ~ Black Cloud .
Armageddon once more. An Magash’s War Horde Speed Freeks A
(250 wasbans (20 Speed Kult* i
160 Batte Fortresses) — Warbands) 2
Warlord Bogsnik's  White Lightning
Blitz Brigade Speed Freeks
4 massive Ork fleet moving into ko 2 { (8 Warbands, (31 Speed Kult
‘comprising 50 Ork cruisers and i i 26 Battle Fortresses) Warbands)

Warlord Skabsnik’s The Sky Splittas

litz Brigade 200+ Dakkayets,
seven Imperial cruiser squadrons,

7 (12 Warbands, Burna-Bommas and &5
Apocalypse-class battleships His { ?ﬁ ' 41 Battle Fortresses)  Blitza-Bomwmas)

St. Jowen’s Dock within
 hours. The Imperial flect, The Blood Axe clan, known
by Admiral Parol, entered Jor their aping of Impenial
days later; the first engagement doctrine a
lements of the Ork fleet was camouflage, were o common
chestrated ambush around sight during the first war.

The ghphs of the White Lightning Speed Freehs

wwere discovered on numerous Orl wrecks :




Although eutmumbered by more than six (o one, Parol’s
flect continued to harry the Orks as best they could,
distracting and drawing off their foes into baited traps and
minefields, and doing whatever else was in their power to
yeduce the tidal wave of Ork machines arriving in-system
To their dismay, the Imperial Navy ships encountered
dozens of crude asteroid fortresses, or 'Roks’, in the
normally vulnierable tail of the Ork fleets. These heavily
armed weapons platforms proved difficult to atack directly,
but the yery presence of such unusual numbers of them
scemed to indicate some more sinister design at work

On Armageddon, the final weeks before the Ork fleet’s
arrival saw frenzied preparations. Titan Legions fired

up their ancient plasma reactors and ook up defensive
positions around the hives, their scanner-eyes scouring the
skies: Tmpenal Guard reginents were mustered and dug

in, and Space Marincs from over wenty Chapters dispersed
into the wastelands and mountains. Imperial merchant
vessels daily ran the ughtening gauntlet of Ork ships to rush
more reinforcements to the planet. The last transport (o
touch dovm carricd a living legend: the famed Commissar
Yarrick, the *Old Man' himself, set foot on Armageddon for
the first time in twenty years (o rapturous cheers

The old Commissar met with the military council that
very night and advised them on Ghazghkull's most recent
tactics and strategics, adding a dire warning against
underestimating the warlord’s capabilitics. Many said

KROURK OGRYN AUXILIA
The hugh-gravity steppe world of Krourk 15 home to bridtal iriy
of Opgryns that have provided frontline roos for Uhe armies of
the Armageddon Sul-sector for centuries.

his single eye. General Kuroy, renowned for his judges
of men in batle, was decply impressed by Yarrick's dr
and intelligence. He requested that Yarrick take over
leadership of the military council for the duration of the
current crisis and, to the relief of all, Yarrick agreeds

Six weeks after entering the Armageddon system,
Ghazghkull's vast armada attacked the space station
weapons platforms in high orbit over the planet. Tl

who had hoped that the powerful space defences of
Armageddon would keep the Orks at bay were soon s

1 be hopelessly deluded. The orbital battle raged forth
days and two fiery nights, but by dawn of the third

the skics were filled with the vapour trails of Ork land
pods and the incandescent meteors of attack ships ca
through the skies. Hades Hive, stll a virtual ruin‘after
last war, was the first to die. In an act of terrible vengeant
the entire hive and its inhabitants were smashed asunder
glant asteroids fired from orbiting space hulks. This acte
wanton annihilation was only a prelude to the blo

which was to follow:

DEATH FROM ABOVE

As the fires of Hades' destruction lit the eastern hon:
the first Ork hordes clashed with Impenal forces nea:
Volcanus, Acheron and Death Mire. Ground-based ai
aircraft strongpoints took a terrible toll on the Orks
they landed, but the survivors regrouped and assaile
defences with such feracity that, soon, more and

the horde was reaching the planet’s surface unscath
Feral Orks swept down from the Pallidus Moun

out of the equatorial jungles to join the growing h
Where the Imperial defences proved too strong 19
taken by ground assaults, huge mabs of Orks and
machines were teleported directly into the ene

lines from the hulks above.




lc Ork landings, Yarrick 42ND VALKYRIE S
e TARTARUS HIVE ML Apr O ARMAGEDDON
dott (o be throw into the baule Poparly known as The Enperar's Py
e attempt 1o destroy o ;gr,r/;aunu in the defence of Tartarus FHyoe ':2"'1 o uadron hat been a vial
ull's horde as possible Kouuloskiy it has suffred a ouer casualty oty e Cpohicin el Devl!
ched the ground. The quadron on Armageddon b rate than any other Hive Militia

low skies over Armageddon
ierwoven with twisting contrails
s of Ork Kamnage Squadrons
Jmperial Thunderbolts and
Stormtalons. The Imperial
advantage of returning to
d

to climb back up to their
e and hulks in orbit. Soon,
¢ Orks secured ground bases
tle turned against the brave At Volcanus Hive, on the same day that
nilots as the crushing Ork Acheron fell, massed Ork -
ere brought fully to bear. R A ok infantry surged
over the defences atop Volcanus Mount,
just outside the hive's suburbs. Seventeen
garnison regiments of hive militia
@ : were routed and the Orks took many
omA i forufications intact. Volcanus was soon
b a-j.’g'admb besieged, surrounded by a ring of Orkish
steel and relentlessly pounded by captured
macro-cannons and barrage bombs

ORKIMEDES
The Titans of Legios Tempestor At e
Victorum, with supporting Stompa Hunter ot able 1 spectale ahoi)
the presence on Armageddon
Sentinel formations, virtually annibilated <
of the technical genius dubbed.
the Blackfire tribe in a three-day running Orkimedss’, Allhough tie
battle across the Plain of Anthrand. But Sndividual bt vl besn dGeeIn]
the Ork landers fell from the skics like identified, his handiwork
a relentless storm across Armageddon, includes the tellyportas installed
until every hive and factory complex was i the Orks” fortresses, the
hic landings, Acheron Hive  under auack. In many places, the Orks ant submersibles caployed
: g5 P! &
swithout warning, captured  were beaten back, but again and agamn at Helsreach and Tempestora
ty organised from within. they regrouped and attacked within hours, and the deadly upgunnicd
spoke of sabotaged power exhausting the isolated defenders. Gangants in Ghazghkull’s
b s lulwtz., au, accounts m[dnmlznn
As Yarrick had predicted, Ghazghkull's Az“l": 7Y ”’””“‘ "'l" ’”'{u’;:ﬁ’"ﬁ
T Orain ability, and duc to this s
strategies proved deadly, The Orks! iror ol it
165 ¥as soon revealed grip on Armageddon’s skies me Offtis Asiasinprin:

than the infamous war- hombardments and fighta-bommers
mperial forces wherever they

rman von Strab, He quickly pounded |
hive as its new Overlord,. tried to form a baule line, immobilizing THETITAN LEGIONS

them while further Ork landings The god-wachines of the
tuirounded them. Where the Orks vere R N

red, they foughta guerrilia tide in dozens of major battles.

o Striking at their foes and withdraving

before retnbution could arive. Ghazghkull

e wellxersed in varfare against Mankind,

o prepared his plans so that the fighting

sing w genteelly. swas scattered um} chaotic; pfl:c.si,\l:‘):;‘

¢ ad thrown n his  conditions in wzr;.ccrx:“ﬂ(; wastenie i

Ldangerous al denying the Imperia i
L 1o coordinate and fight effectivels

Qutside Death Mire, the war went better.
1

ant orbital

outnumbe!




ZAGBOSS
SKARGRIM RUKNAR
Zagboss Skargrim 15 the
nalarias leader of the Burning
Decith Speed Freeks, responsible
Jor the immalation of the
World-library of Sker. On
Armageddon, the Burning
Decth participated in the sirge
of Infernus Hive, destroying

a regiment of Savlar Chem-
Dogs in the wasies when they
attemped to break out. The
Burning Death are so-called for
their love of fire, and thersfore
it 15 ot surpnsing that they
use large niombers of skorchas
and burnas in battle. Their
reputation has been vastly
enhanced by the cunning and
brutality of their leader. In
batile after battle, Skargrim
has proved @ dangerous foe, as
wmany Imperial Commanders
have learnt to their cost.

,TFG‘TE = ‘

The one force which was consistently
able to defeat the Orks was the Adeptus
Astartes, and the Space Marines tirelessly
scoured the hinterlands of Armageddon
on search and destroy missions aimed

at eliminating specific greenskin forces
before they could join the war.

At this stage, as the battles raged across the

planet, Ghazghkull enacted another of his
carefully prepared surprises, Incredibly,
dozens of the great asteroid fortresses
encountered by Admiral Parol’s ships
began to descend from orbit. Slowed by

powerful force fields, rockets and modified

traktor kannons, the Ork Roks made:
landings in the verdant equatorial jungles
and across Armageddon Primus and
Secundus. Many were lost to ground fire
or accidents, but cach one that survived
became a bastion for the Orks, a rallying
pomtand a rcadymade fortress.

As well as their guns, the Roks contained
giant tellyporta arrays like those first used
by Ghazghkull in his Piscina campaign
These were employed o teleport Ork
remnforcements to the planet in an endless
stream, including Stompas and heavy
artillery, Commissar Yarrick personally led
attacks by Cadian shock troops supported
by the Titans of Legio Metalica and Legio
Ignatum which destroyed several of the.
fortresses, but bloody battles around many
others consumed whole regiments in

ANGELS OF VIGILANCE

8 Noless than six companies from the Angels

of Vigilance Chapter take part in the
\rmageddon campaign

hours, For the rest of the war,
Marines bore the task of elirmin
grounded Ork Roks where they
salamanders Chapter winning pars
cclaim for their successes against
strongholds along the Hemlock R

Arsiy badlge) Corbests B

Mysteriously, the Orks also made |

in the Fire Wastes and Dead Lands
north and south of the main conting
Armageddon. Even Yarrick was surpri
these grim, forbidding lands had

been believed 1o be uninhabitable
utterly valueless. Their value 1o Gha
became apparent weeks later, when
hundreds of tanker-sized Ork subm
rose from the polluted waters and
landings at Tempestora and Helsreachis
Surprise was total. Tempestora fell wif
days and the dockyards of Helsreach we
soon captured by the Orks® Red Skull
Kommandos. Only a bitter defence b
the Helsrcach Hive gang militias, wi
supporting companies of Storm Trooj
and Space Marines, prevented the O
from overrunning the entire hive:

Fourteen days after the initial Ork
landings, the first major confront
bewveen Ork and Tinperial war engiae
occurred. A ten day battle raged over th
expansive Diabolus factory complex
Skullhamma battle fortresses and
Mobs of Warlord Burzuruk and
Skarfang clashed with the Titans of
Crucius. Numerous Titans and Stomp:
were destroyed in the fighting, and
athers would require weeks of rep
The Diabolus complex itself was
during the battle, its foundries and!
machie shops crushed by giant figk
machines. In the aftermath of the b
Ork Speed Kults swiftly encircle
Hive, cutting it off from all outsid
Mechanised counter-attacks into ¢
wastes met with initial success, but
entire regiment of Savlar Che
surrounded and wiped out by th
Freeks, further attempts to break
abandoned by those inside.




JAL GUARD ORDER OF BATTLE

of Imperial Guard regiments ar involved in the Battle

of battle below bists the Imperial Guard forces involued
two year long campaign.

Jfor Avmageddon
during just one day

Ash Waste Militia. -5 Regiments  Krourk Ogryn Ausilia
Command Guard........... 5 Companies  Minervan Tank Legions
120 Regiments .
5 Regiments
25 Regiments  Noctan Strike Forces

<o LLegion Ocanon Phalans Troops }
<2 Regiments Pyran Dragoons 10 Regiments § ;
15 Regiments  Savlar Chem-Dogy 6 Re amm»m §
-3 Reguments  Saviar Chenrders 2 le?},mmz:

-5 Regiments  Semtexan Bombardiers 9

S ardic 9 Battenirs
an Drop Troopss 14 Squadrons  Storm Troopers 18 Companies
Indentured Sqdns. 17 Battahons  Zowvan Skirmishers ... 4 Brgades

2 Regiments

Standard, Ist Command Guard

Army Badge, Armageddon
Command Guard

the sicge, reports came in of a TEMPESTOR
jorde rounding the mountains VICTORUM
- north-cast. Soon, the horde was
Hive Infernus, a great sea of HONOURS
shich seemed to fill the empty This badge was auwanled to the defenders of
the ash wastes to overflowing the Tenpestor Victorun trench; lines.
fing Gargants strode through the
« great ships rolling on a green sca.
ural war chants of the Orks could  legends of Commissar Yarrick and how ERCLSLER
d from over twenty miles away, he made the Orks pay for every inch of
ground shook with their progress.  ground at Hades Hive However, not all ﬁfgfmbﬁgsgx g
[all, the countless banner-poles were brave enough to face their doom, and e liibiant b sk vl
1 the horde bore the personal  thousands fled into the wastes to be killed e Bl of e
e mighty Ghazghkull himself or captured by the Speed Kults, which s il
aircled the hive like vultures over a carcass. Saii g A ik of el
by the end of the ca
The Adeptus Arbites soon moved to secure Shorlly ofterwards, Koo ook
fisst orbital bombardments the hive, tuming back or executing any part in the Bakkus Crusade,
o who failed in their duty o the Emperor where he was appounted o
As Ghazghkull's horde came within range, Commander Bock's staff, He
the lnst great siege guns of Infernus roared outdid himself under Bock,
{0 life, lobbing thousand-pound shells into Jis tactical msights proving
(e mass of grecnskins. So colossal yas so invaluable that he was :
the throng that the crews had no need promoted to the yank of genera

e hi within theyear
d weapons and ammunition (0 1o retrain the weapons between ficing

they performed these duties,  each mighty shell, as more Orks \\vuul‘(l i e

take mspiraton from the immediately fill each rupture they created e
Soon, though, rewn fire from the orbiting {2370 s
hulks smashed the huge guns apart. In Al
the brief lull that followed, Ghazghkull e ontstlh i al
dehvered w the defenders of Infernus s e
 messenger: 1t was Colonel Gortar of s Ko s Gurmiy i
{he Chem-Dogs, horribly mutilated, and divect conmand o all Inperial
missing his eyes and hands, The messige Guuand forces on Armiagrddan,
e Colonel bore was a simple one where his considerable skills
sehich would be heard many Gnics acoss ave proved to be a ratch

age he months (0 come: Jfor even the great warlord
Armageddon in the e fr e oy

upon their defences,
f Infernus knew that their

ling their souls to the

‘Surrender or diel’




The scale of the war on Armageddon is difficult to imagine. Millions lost their lives, mighty war machines clashed, mil
hive-cities were razed to the ground and decds both heroic and villainous were performed. The Imperium committed iz
from hundreds of light years around the Armageddon Sub-sector in response (0 one of the largest Ork invasions in it

thousand ycar history.

The war involved millions of Imperial troops. At least
wwenty-three Chapters of the Adeptus Astartes were on
Armageddon at the height of the war, and most suffered
serious losses during their time there. The Celestial Lions
were all but obliterated, and the Blood Angels lost one of
their mightiest heroes when Captain Tycho fell taking the
breach at the siege of Hive Tempestora

Imperial logisticians can only estimate how many Impel
Guard took part in the defence of Armageddon. It is known
that twenty-four regiments were originally called upon to
serve, but the Armageddon Command have Tong since lost
K of the number of men involved and the casualtics
suffered amongst them. The Orks, too, sustained enormous
Tosses, although these only served to spur the invasion
onwards, Towards the end of the first phase of the war, the
Imperial Navy regained control of orbital space, stemming
the tide of Orks landing on Armageddon. However, duc
to the Orks’ unique reproductive cycle, the greenskins are
fated to occupy the planct for the foresceable Ruture

Under threat from the hordes of Ghazghkull Thraka
himself, Infernus Hive had been reinforced with some
dic most powerful Impenial formations on Armageddoy
Most notably of all, Gommissar Yarrick chose Infernus to
be his own personal battleground aguinst his sworn en
Ghazghkull, fighting hand-to-hand in the renches aga
waves of Ork Boyz and rallying Imperial troops with his
righteous fervour, The citizens of Infernus were force

to endure terrible privations during the siege, including
constant bombardments from orbiting space hulks and
lumbering Gargants of Ghazghkull’s horde. E

The beginning of the end was signalled by a blaze of d
fire on the southern horizon A solid phalanx of over
twenty Imperial Titans was burning a path to Infernus,
thousands of years old collossi of steel and adamantium
shattering warbands and Gargants with plasma fire and

as the chance Yarrick had been waiting for. W
the Ork horde wavered in confusion, he sent his carel




reserves onto the offensive.
Cadians, Steel Legion
d Pyran Dragoons hurled
aunst the barbaric foe, driving
step by bloody step.

ny months ofincessant warfare,
& stalemate was reached in most
“ath neither army able to gain
tadvantage over the other. As
ofFire approached, both sides
consolidate their: positions in
oweather the storms ahead. When
on of Fire comes 10 Armageddon,
fizis the last thing on the mind of
canghtin the open; even an Ork
ok first to finding shelter. The worst
e superheated ash-storms will ill an
d'man in minutes and foul the
‘and tracks of any vehicles

irst searing winds vose across the
& and swept down through
and Death Mire, the Imperial
ed along the hundred-mile-
ench lines began to dig in. Vast
ere constructed along all fronts,

shelters, but even they were
dig in and seek protecuon
worst of the searing ash-storms.

BLITZ BRIGADES
Ork mekaniaks labour ong
vehicles to fight alongside |
longside the Ork

D ramshackie weapons e ooy L

Brigades ~ hordes of Bat
: ordes of Battiewagons, Trukh

Wartraks and Tigh-powersd f:“’r’: th[’ly o
crewed by thrillsecking Boyz,

Warlord Kragrak Bltzdakka's
battlewagon. Note the
representation of Kragrak's
bionic rye on the bosspole

The troops manning the enormous trench
lines bore the very worst that nature could
throw at them. The monotony of long
months in cramped, poorly-filtered sheliers
was only relieved during lulls in the storms,
when they had to make patrols and sorties
across a hellish warscape. Visibility was
seldom greater than three metres and
death yas as ikely o come at the hands of
the weather as from enemy infiltrators

ABLAZE OF VIOLENCE

In areas where cover was sparse, the onset
of the storms imtensified the feroaty of
the fighting; around the cities, forces
attempted to consolidate their positions
within the relative protection of the hives,
Across Armageddon, vicious cityfighting
erupted, engulfing every squ.

cach contested hive. Amidst this fighting,
hundreds of provisional companics

were formed, consisting of hivegangers,
house-guards and even ordinary civilians
defending their homes

The Targest threat caused by the storms

came from Orks sceking shelter amidst

e jungle. The Impenal forces stationed

i the jungle regions yiere already sorcly
adquarters at

e from

pressed, with their he
Cerbera Base under constant sicg
ading hordes of Feral Orks.
¢ Orks 1o

ne an ancrease in e reports
around the

the surrour
With the influx of even me
the area car

of unexplained phenomena aroun
‘Angron’s Monolith and Ancient Pyramid
<ectors. The Relictors Space Marines spent
on fighting in the vicinity of

he entir
i J-tcams of the

the Monolith, while the Kl
Ordo Xenos saw almost constnt action
Pyramiid. No official reports

near the
sivities of either group

regarding thi
Jave been logged:

and hard making armoured
Sometimes, these
'pons ar gathered together to form B

HERMAN
VON STRAB
1t appears that, having been
deposed from poeer in the
2nd Armageddon war by
mander Dante of the
, von Strab thi
in hss lot with Ghasghlkull
Undoubtedby, the Ork Warlord
Learnt much about the
Inpersin’s defences from his
“advisor’, 1n exchange for the
promise of refurning von Strab
to power, The traitor’s triumph
ed. he was killad in
sion by the iny

command of Calonel Schacffer

It

AQUILA MACRO-
CANNON SHELL
Armageddon’s Aquila macro-
cannon emplacemends fre shells
Uhat weigh several tons and ure
taller thar @ man




HIGH MARSHAL
HELBRECHT

Helbrecht was elected High
Marshal in 989.M41,
Jollawing decades of feroent
service to his Chapter. He
exemplifies the qualities of
stublioress and unswerving
loyalty to the Emperor which
are the hallmarks of the Black
Templars Chapter. His arrival
on Armageddon stopped the.
Orf: invasion of Death Mire,
and may well have coniznced
Ghazghkull that his dreams of
galactic conquest could best be
achieved elsewher:

At the height of the Season of Fire, both
sides took advantage of the opportunity
presented by the lull in the fighting to
bring in fresh troops: Orbital space wits
the only theatre truly dominated by the
Imperium, and so the task of bringing

m reinforcements was far casier for

them than for the Orks. The casualties
sustained on Armageddon stretched many
Imperial forces to breaking point, and
many regiments were amalgamated with
otliers to mantain cohesive formations,
forcing the Imperium to cast its net wider
than ever before in order to import fresh
troops. A general call 1o arms went out
from Armageddon, and planets as distant
as Valhalla and Necromunda answered

Finally, after months of blindi
the Season of Fire drew to a close and
the cooler Season of Shadows began. At
this crucial juncture, a powerful force

storms;

ed in answer to Armageddon’s pleas
for aid; High Marshal Helbrecht brought
three crusades of Black Templars to the
conllict. The Black Templars fought bloody
campaigns throughout the wastelands of

swhere Chaplain Grimaldus was one of
few survivors of the battle for the Te
the Emperor Ascendant) but it was
that their greatest contnbution was.
High Marshal Helbrecht took commiag
of the many ships of the Adeptus Astar
in orbit and coordinated their deplo
and attack sorties. Under his masterful
leadership, numerous asteroid fortre
viere boarded and destroyed, and

of the largest Ork hulks ever encourite
were crippled by Space Marine battle
Darges, denying reinforcements and
support to the hordes below,

WAAAGH!
ICON

This icon is
typical of those
borne by many
Ork Nobs to




e began to turm against
| the superionty of Helbrecht's
{Fas the Orks' inability to )
cir ground troops allowed O TITAN LEGIONS
m 10 consalidate their 1Ol ering god-machines from seven
¢ this time, the attacks made ; Uferent Legions took part in the
become more sporadic, and i )
territory was increasingly
¢ Imperium. When the
‘of Fire brought another
emate to Armageddon,
e portion of the Ork forces Legio Matatica
y, and Imperial Strategos predicted
wm wwas over. Pursuing the hulk

's flagship,
Helbrecht and the Hero of
lon, Commissar Yarrick, left the
g Imperial forces to hold the vital
d Helbrecht hunts Ghazghkull
day, his unswerving loyalty to
arand thirst for revenge driving




‘A Bancblade is a living, breathing moaument fo the
destructive power of Mankind. It is the warrior's violent
psyche cast in stecl, 2 holy weapon with the power to
obliterate anything in its path. Inside it labour supplicants
and devotees by whose blood and sweat the behemoth is
givenlife. To command such a miraculous war machine in

Battle is a rarc honour. I shall not be found wanting.*
- COMMANDER ILUINO VON DARRACK

ILLINOG VON DARRACK L5

COMMANDER OF SACRED BLADE
998.M41-999:M41







Volcanus Hive is besieged and the population is starving. A massive arm
defenders attempt to create a land corri

VOLCANUS HIVE
MEDAL

The Volcanus Hive medal was
awarded posthumousty 1o all
of the citizens and Dnperial
Guardsmen that lost their
Lives fighting i the defence of
Volcanus Hive.

BREAKOUTFROM
VOLCANUS HIVE, 998.M4 1

In 998 M41 Volcanus Hive was enduring
a heavy siege. Situated on the western
shore of Armageddon Prime, Volcanus was
surrounded almost as soon as Ghazghkull's
invasion began. The Orks quickly took

{he Volcanus mountain range to the east
of the hive-city, from where captured:
macro-cannon and Ork artillery pounded
Volcanus, To the west, Imperial defence
batteries situated on Nemesis Island and
the hundreds of small islands that make up
the Volcanus Archipelago had been able

to keep the Orks at bay, but were under
constant attack from crude Ork gunboats.
and submersibles

Supply drops into Volcanus intended 0
aid the populace had been drying up,

and the situation inside the Hive was
desperate; every day, thousands were
dying from dehydration and malnutrition,
not to mention casualties from the

oured battle takes place when the bel
dor that will allow vital supplies to reach the hive-city.

continuous Ork bombardments, Uy
sranglehold could be broken, it
be a matter of tme before the

BREAK OUT OR DIE!
Recently reinforced by Elysian D
Troopers, the defenders of Volcany
resolved to break through the Ork
and link up with elements from
Primus Front fighting around Tem)
If the wwo forces could reach each

vital supplies could be ferried into

Deep within the hive, factories wor
day and night to produce weapor
ammunition for the attack. M
regiments of Steel Legion troops s
pulled from the front line, where
been suffering heavy losses, and
husbanded resources were used o}
them to their full fighting strength:
These armoured units, spearhcaded |
formations of Baneblades and Len
baude tanks, would lead the attack|

join up with the Blood Angels re
striking from the north-east:

ARMOURED APOCAL
Unfortunately for the Imperial
breakout coincided with a full
attack on the defensive bastion

The array was led by Warlord Th
Stompa Bigs Mob, which comp!
less than eight Ork Stompas, Sup
by countless Ork Boyz and vehi
every type and hue, This vast h
just lumbering into its &

when the Imperial breakos

forth from gateways and sally po
along the eastern wall of Vol
The stage was set for one of
super-heavy tank battles of ¢
Armageddon campaign!




BREAKOUT FROM VoLCANUS

e following mission, and the accompanyin,
kout from Volcanus Hive,

S5k

 used are listed on the following pages.
le must select one of their Warlords to be

OYMENT
iperial players deploy the Defence Line units first
must be placed i the Grand Redoubt and
wal Bastions in the Impenial deployment zone (see
in Suategic Reserve (pg 37).

¢ Impenial side then deploys their Breakout Force in
errain in the Impenial deployment zone (see map)

suard units may be placed in Strategic Reserve,
we to enter play in the appropriate location

)rk players deploy in their deployment zone
in Strategic Reserve.

g orders of battle on the following pages,

SRS

when we refought the

VICTORY CONDITIONS

The side that has the most Strategic Victory Points at the
end of the gume wins the baule (pg 22). If both sides have
an equal number of points then the battle is a draw.

The Imperial side gains an additonal 2D3 Strategic
Victory Points if there are at least five units from the
Breakout Force in the Ork deployment zone when the
game ends

MISSION SPECIAL RULES

Disine Intervention, Finest Hour, Mysterious Objectives,
Strategic Assets (sce below), Strategic Objectives,
Strategic Reserves (see the following pages for where
these must deploy), Strategic Victory Points, (pg 22-37).

Armageddon War Zone: All of the rules of engagement
from the Armageddon War Zone apply to this batle: use
the Ash Wastes Unnatural Disaster table (pg 252)

Specific Strategic Assets and Additional Special Rules:
The Strategic Asscts used by cach side are listed on the
following pages, along with an order of battle listing the
units in cach army and any army specific special rules.




THE FORCES OF THE IMPERIUM
& B

The defenders of Volcanus Hive have gathered (o make a desperate breakout attempt. Can they link up with
Commissar Yarrick and the Blood Angels before the Ork inyasion reaches critical momentum? 3

The Imperial forces intend to smash through the
cordon of Orks that surrounds Volcanus Hive and
link up with the Blood Angels from the North Primus
Front. To achieve this, the forces of the Imperium
haye gathered together all of their most powerful
batde formations, carefully hoarded reserves which
will launch one final offensive. Squadrons of super-
heavy tanks fire up their engines, while in the air,
flights of aircraft prepare to provide acrial support for
the breakout attempt

Meanwhile, far o the north-cast, the Space Marines ]
of the Blood Angels 3rd Company prepare to launch
a surprise attack that will fall on the rear of the Ork

line The Blood Angels’ commander, Captain Tycho,

will personally lead the attack at the head of the ’
compan S . Behind him follows a full
company of Blood Angels, supported by squadrons

of Imperial Navy flyers and the immense firepower of
the Blood Angels’ orbiting strike cruiser: Can anything =

stand in their way?

L4 L
IMPERIAL STRATEGIC RESERVES

Strategic Reserves: Any Imperial forces that
arrive from Strategic Reserve must armive at the
following locations

* Deep Striking Units: Anywhere on the table

* + Imperial Guard Defence Line Force Reserves: Must
enter play using the ‘Underground Barracks' rule
from the Grand Redoubt datasheet

» Imperial Guard Breakout Force Reserves: Must
enter play from anytable edge west of the Imperial
forward defence line (see mission map)

» Blood Angels Relicf Force: Must enter play within 48"
of the north-castern comner of the table (see map)

IMPERIAL STRATEGIC ASSETS

The following Strategic Assets must be used by the
Impenal army: Blood from the Skies, Heroic Stand,
On My Coordinates!, Ultimate Sacrifice.

IMPERIAL BATTLE PLAN
“The Imperial battle plan is to use their Titans and
* Flyers to blast a hole in the Orks’ right flank, while
their Superhieavy vehicles and Emperor’s Fist Tank
Company occupy the Orks in their left flank. As the
* Otks react 1o these two hammer blows, the Blood.
ngels will crash into their rearguard.

IMPERIAL ORDER OF BATTLE

The forces used in the Imperial army are listed belows.

Imperial Guard Defence

Line Force

* Lord Commussar

 Primaris Psyker

* 1 Grand Redoubt

* 6 Imperial Bastions

* 2 ‘Impenal Shield”
Infaniry Compantes

o 1 ‘mperial Sword’
Heavy Weapons

Imperial Guard

Breakout Force

* Company Command
Squad

© 3 Baneblades

* 2 Shadowswords

* 1 Doomhammer

o I Hellhammer

o 1 Stormlord

* I Reaver Titan
Company * 2 Warhound Titans

* 3 Impertal Guard * 6 Valkyries
Infantry Platoons o1 Emperor's Fist®

* 1 Ogryn Squad Tank Company

o 4 Lenian Russ
Tank Squadrons

* 3 Basilisk
Ordnance Batteries

* 3 Manticore
Rocket Launchers

* 4 Scout Sentinel
Squadrons

* 3 Mechanssed Infantry
Platoons

Blood Angels

Relicf Force

* Fortress of
Arrogance

* Captain Tycho

* 1 Black Rage
formation

* 1 Luafer Armoured
Task Force

* 1 Blood Angels
Space Marine
Company

*  Stormraven
Gunshipss




g Skyshicld XVII are I
tin front of them!

DAKKA DAKKA!
A Karnage Skandron of Dakagets suoop dor
 Jipericl Bastions and armoured vehicles from bohind.

0 atlack

FURY OF THE
BLOOD ANGELS
Brother, aplain Erasmus

0 and he Blood ATEHS
31d Company spearheaded
Uhe batllforre sent o Telieve
Voleanus ve. 1ycho was
10 fal in battle months
laler in the fighting for
Tempestara Hive, bt hus
presence ai Volcans proved
10 be vital, fnspired by hs
valous, the Space Manines
under his command fought
with a fury that cven the
Orks could not withstand.




FURY OFTHEELS

BLOODANG

Brother-Caplain.

Tycho and the Dlood
upany spearheaed
leforce sent (0 T

i Tycho was

1o fall tn baltle months

laler in the fightng for

Tempestora Hi

presence at Vol ;

10 bevital, Inspired by his

STRONGPOINT
OF DEATH!

The Aquili Strongpoint s
the heart of the Imperial
Grand Redoubt devastated
the Ork army with the
massive shells fired by its
Aquila macro-cannon. An
assault by Orfk Stormb

came close 1o overrurning
the Stromgpoint in the
carly stages of the battle,
and it was anly saved by a
desperate counter-attack by
Imperial Guard infantyy,
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ABOVE 20
The sucessfl deny,

the Aquila Stromgp
o s

d the Ork playe
o use the Ghazghp,
Revenge Stratggie 7y
10 crush the emplacmyn,
with n asternd drypgug
Jrom ortut! The massi,
rock destroged the
strongboint and severgy
Iperial Guard super.
heavy vehicles that ygre
positioned nearby,

- THEHE

Commissar
1 the first ¢
Armagedis
was (0 be
of the attad
Baneblads,

down a wil
blasting af
brutal effec




THE HERO OF HADES HIVE
Com eemed 1o be everywhere
in the first desperate battles of the Irt
Armageddon War. Learning that Volcarius
a5 to be relicved, he
of the attack L ccially modsfied
Baneblade, the Fortress of Arrogance
Grashing into the ear of the Ork army,
Cammissar Yarnck and the Blood Angels
proved unsiop] and quickly carved o
through to the Imperial Guand troops
Struggling 1o break out from the embattled.
Jive aty. The Fortress of Arrogance laid
hering hail of supporting fire,
Ork: Boyz and Stomp




THE Ork Horpg

‘The Orks have gathered (o crush the defensive bastions.
cries of the Ork tribes shake the spires of Volcanus,

rk Warlord Gazgrim, the self-proclaimed Despat of:
Dregruk, has ordered the Ork warbands surrounding
Volcanus Hive (o obliterate the defensive bastions that

lie outside its walls.

' The Orks have gathered their forces in the gullics
and ravines of the Volcanus mountain range. using
* the low cunning for which their race is famed to hide
 from the Impenal defenders. Macro<annons captured
~ when the Orks overran the mountains have been
. pounding the bastions for days on end, and the Orks
are now ready to launch their auack and crush the
defences once and for all.

At

that lie just outside the walls of Volcanus Hive. The
+ while dozens of Stompas lumber into the fray.

However, just before the attack commences, the Orks
are surprised and delighted to find that the puny
humics’ are making an atack of their own! There's
nothing an Ork likes better than a good dustup, ant
10 the open, with none of those pansy fortifications
and wotnot 1o get in the way, so the wasteland around
Volcanus Hive s ideal for a ‘proppa’ fight.

With a mighty Waaagh! and cheerful cries of ‘Ere
we gol’, the greenskin hordes rush forward to meet
the Imperial assault column head-on. The Orks
neither know nor care that the Imperium bas them:
surrounded in turn

R
ORK ORDER OF BATTLE

The forces used in the Ork army are listed below.

* 3 Warbasses

* 2 Weindbayz

* Boss Zagsiruk

* 2 Stompa Mobs

* 1 Big Mk Stompa

* 3 Stompas

« 1 Gargantuan
Squiggoth

* 2 Skullhamma Baitle
Fortresses

* 1 Battlwagon
Steamrolla Squad

* I Bully Boyz formation

* 1 Red Skull
Kommandos formation

* 3 Nobz mobs in
Battlewagons

* 1 mob of Nob Bikers

* 1 Green Tide
Jormation

+5 Ork: Bayz mobs

* 3 Gretchin mobs

* 2 Stormboyz mobs

« 7 Ork Boyz mobs in
Trukks

« 1 Dread Mob

* 5 Batllewagons

* 3 Shokk Attack Guns

o 1 Kult of Speed

« 3 Defffiopla squadrans

« 2 Bumna-bomma
Skawadrons

« 1 Kamage Skwadron

“Itis a curious fact that of all the races
encountered by Mankind, the only onc that can
be found throughout the galaxy is tht of the
Oxks, Why this should be is 3 mystery. Some
maintain that the Orks arc the decayed remnant
of a vast galaxy spanning civilization. others that
they spread from world to world by inter-stellar
sporcs, No-onc knows the answer and most
likely no-onc ever will!

ORK STRATEGIC RESERVES

Strategic Reserves: Ork Strategic Rescrves must enter
from any table edge east of the Imperial forward
defence line, at least from the defence line
and not within 48" of the north-cast corner of the
table (s map). Decp Striking units may deploy

anywhere on the table as normal

ORK STRATEGIC ASSETS

The following Strategic Assets must be used by the
Ork army: Blind Barrage, ’Ere We Go Ladz,

Flank March, Ghazghkull's Revenge, Replacements;
Surrender or Dic, Treachery!.

ORK BATTLE PLAN

The Ork commanders have decided that their

main objective should be to overnm the Imperial
Grand Redoubt. The assault is spearhieaded by the:
bulk of their Stompas, with their Green Tide and
Batdewagons in close support. Flyers, Stormboyz and
Kommandos will launch surprise attacks on the Aquily
Stronghold and Skyshield Landing Pads, distrcting
e Imperials whilst the main assault reaches the
Tmperial defence line
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A S1EGE UNDONE
5 -

The Ork army is caught between the anvil of the Imperial
Guard and the hammer of the Blood Angels.

Acid rain swept across the battlefield as the Ork and

Imperial Guard assault forces crashed into cach other.
Imperial Titans and the Macro-cannon Aquila Strongpoint
poured heay fire into the Ork Stompas, quickly
destroying three of the massive lumbering war machines
Fortunately for the Orks, there were plenty more Stompas
in reserve, and the losses were quickly made up. The
Orks' return fire tore gaping holes in the Imperial Guard
formations, blunting the attack as the Imperial troops
tried to break out from Volcanus Hive. Meanwhile, in the
air above the battlefield, a ferocious dogfight was taking
place between Imperial Guard Valkyries and Vendettas on
one side, and Ork Dakkajets and Blitza-bommers on the
ather Itwas at this point that the Blood Angels arrived,
smashing into the Orks’ right flank with the force and
fury of a lightning bolt. It was too much for the Orks

to withstand, and although a cunning Ork flank attack
bauled its way to the gates of Volcanus Hive, it was 100
little 100 late. The Orks were caught in a vicelike grip
between the two Imperial armies; attacked from all sides
and forced to withdraw. The siege of Volcanus Hive had

been lifted!

Ghazghkull Mag Uruk Thraka, Great Overlord of the Waaagh! and:
instigator of the entire Armageddon invasion, was angered greatly by
his minions’ inability to conquer Volcanus Hive and redutce it o o
o than a mile-high inferno. He was last seen gronoling ta himself |
Ufyer want somefink duen properly, yer gotta do it yerself.* 3




The stealthy Bass Swikot and his Red Skill Kow
wreaked havoc behind the Imperial Gua

ol Dreads thndered s

Sata the Teriak ranks just Jpams darfed by he Simpet
oy i uller mazhem.
b, chausing:




ARMAGEDDON
RuLES OF ENGAGEMENT

TS M Bl ~
s

The scorched conti of

have been 1 by war time and time again, and the planct bears scars
wrought by Mankind’s many enemies. The following rules will allow you to fight battles

On the following pages we have included additional
environmental rules, Apocalypse Missions, Strategic Assets,
Finest Hours, and Apocalypse Formations il FORGING A NARRATIVE
Armageddon is an inhospitable hive
The missions and environmental rules in this section have world, one of many such worlds all
been designed to represent a crosssection of the wealth K “’\""‘f '“]"‘ . 3 3
2 serts of ash, their climate forces the
of battles in the Third War for Armageddon, and the descrts of asl |lnu le. L] hlllh
§ 8 assive populations that inhabit them
conditions in which the desperate combatants fought massive populati
to live in vast hive cities. In addition,
The Asscts and Finest Hours allow you to recreate the Armageddon hat teicCbgeTiarecletOREN
s 11 £ A 1don’s ¢ ¥ Warlord Ghazghkull Thraka. You should feel free
strategies and heroics of Armage s s
Bl DS o ot @ rmageddoneiprotagoniits 10 use the hive world themed rules in this War Zone
5 T 1d 1A I Fo 1 1 for baules set on other such planets, and the Ork-
H he additonal Apocalypse Formations represented in this {hemed rules for battics gainstan Ore Wil
% section camed glory or infamy at Armageddon. However,
Hthese military formations have been seen in many different

Ei\mr zones, 50 they may be used in any Apocalypse game. P —
/
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don is iome to a range of uniquely hostile organisms and terrag
jous to catalogue the full spread of Armageddon's deadl, terrain, Althoy,
d types of unique terrain that can be 24

igh Imperial scientists have found i

- : ound it

toxic environment, some of the more commonly
A

on the
O are described below,

GROPEWEED
his camivorotes plant has dozens of thick tentacles armed with
Uions that wave in the breczs, seemingy guided by malign
igence, grabling any creature that ventures too close. The.
of the plant is protected by a dense thicket of porsoned spin,
y proy grabbed by the grope weed’s tentacles 1s hawled onto these
Spines, where it 5 Killed by the plant’s deadly poson and
digested.

| A grope weed plant is impassable terrain. Any non+ehicle
sdel ending its move within 3! of a grope weed plant

t pass a Strength test or suffer a Strength 2 AP- hit

it the Poisoned (4+) special rule. As soon as one

odel s killed by a grope weed plant, place the model or

¢ Helsreach monster is a large, carnivorous plant, and is
st the mast deadly of its kind in the galaxy. Standing more - - ]
0 feet tall, the bulb of this plant is @ massive maw that is cHrf ] "
with shasp tecth which drip a losic ichor. The lower stem NG s )
ves of the plant are studded with foot-long thorns, and. mi b \§ B
by a thick, leathery bark. Each Helsreach monster 1s BN |
igly fast for its size, striking swifily at any creature that
within reach.

steach monster is impassable terraim, The first unit
diis move within 6" of a Helsreach monster cach

iedhately suffers D3 Strength 6 AP4 hits. Each

ich monster will attack a maximum of one unit

ICASH |

fArmageddan’s surface 1s covered in a thick layer of
ieloured ash, produced over the millonnia by the fuctonies
il planet’s hiveities: Some drifis and ash dunes e

i dof dangerously toxic waste,  result of the cocktail of
used an the production of advanced weaponry and

. These areas of toxic ash are easy (o spot, as they
“covered with a layer of bones and corpses ~ the bodies.
£ or ceatures that were the first 1o come across the

s s 4 special type of dangerous terrain. Unlike
orms of dangerous terrain, toxic ash is treated
ground rather than difficult terrain. Units that
st sull (ake a Dangerous Terrain test.




ARMAGEDDON UNNATURAL DISASTERS

ted desert, an arca of ash wastes, lashed by acid
To make matters worse, when Armageddon’s orbit
is is known as the Season of Fire.

SEASON OF FIRE UNNATURAL DisASTER TApLe

Much of Armageddon outside of the hive cities has become a pollu

storms, and struck by massive asteroids that rain down from space.

reaches elose 1o its sun, the planct is engulfed by terrible burning winds; thi
R 2

it D3+ | Errect ErrcT
i TURN o
| 23 | Shifting Ash: In parts of the ash wastes, the ash is miles Scalding Dust Devils:

the Season of Lire is the nppmmna a/mna, burning:

decp and can suddenly shiff, swallowing entire convoys
hot whirlwinds known as scalding dust devils.

f The Master of Disaster chooses a point on the table o
and marks it with suitable marker of some kind. The Master of Disaster takes 5 pieces of paper,
The marker then scatters 3D6”, Roll a D6 for each cach 1" square ]IL holds them in his upraised

Infantry model that is occupying open ground

pa
within 18" of the marker. On a roll of 1, the model and turns his hand over so that the pieces of

is swallowed by the ash and removed as a casualty, paper drop from his palm and flutter down to
with 1o saves of any kind allowed, including the tabletop. Any model within 3" of oneor
special rolls such as Feel No Pain or Reanimation more of these pieces of paper takes a Strength 5

Protocols. On a roll of 26, the model survves AP5 hit

unscathed. After each model has been rolled for,

the marker is removed 45§ Searing Winds: Euen thick-shinned Orks are fored:

5; o seck cover in the face of the first searing winds tha
LS 4-5 | Acid Rain: Acid ramn is laden with toxins and whirl down from the Fire Wastes.
i carmsive elements that can stnp a man to the bone
i 1 @ matter of minutes The Master of Disaster determines a random
| pointon the table edge by rolling the scatter
B “The Master of Disaster resolves an Acid Rain dice near the centre of the table and marl
i Squall attack by placing the apocalyptic blast the point on the table edge pointed to by th

A marker anywhere on the table and scattering it arrow on the scatter dice (re-roll any roll ofa

All models under the marker's final position *Hit!"). This is the point where the searing w
trength 2 AP5 hit with the Poisoned (1+) originate from. Any model within 24" of this
special rule. point takes a Strength 5 AP5 hit.

Asteroid Storm: Ork spacecraft used massive tellyporta Superheated Ash Storm: Superheated ash stamms
devices to pull asterords out of their normal orbit and ar so deadly that they will kill an unprotected man
crash them into the surface of Armageddon. in moments, while the superfine hot ash will ender
wehicles inoperable alimost as quickly.

The Master of Disaster rolls a D3, Starting with
the Master of Disaster’s side, take it in turns to The Master of Disaster takes the ap
resolve a number of Asteroid Storm attacks equal mega-blast marke S 1t

For example, on a result of 3, the table. [t then scatters 4D6" All mo(lcli under

Master of Disaster’s side would make a total of two the marker’s final position suffer an automatic
Asteroid Storm attacks, while the opposing side hitwith the profile below. Leave the markerin
b would make one Resols cach aack by placing &7 ¢ play after resolying the attack, It s treated as

dangerous termain: Tt scatters 2D6" at the start
cach Shooting phase, hitting any models that

the table and scattering 1t 2D6". All models under
the marker's final position take a hit with the
following profile:

Range s Type S & e
% N/A 10/8/6 1/3/5 - N/A 87674 17973
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. THE BOILING Spas

campaign, Ork suby

fe Baule section (pg 18-20). One anmy must be
‘of Imperial units, and the other composed of

erial side deploys first. They may deploy anywhere
b that s more than 12° away from the shoreline,
fatbe kept in Strategic Reserve (pg 37). The Ork side
ot deplos. Their army must be split into 10 waves
stwave consists of all Flvers and units with the
Strike special rule. all Infantry units that are not
d m Transports, and all vehicle units that have

{han 3 Hull Points (and any units embarked in

d wave consists of all remaining units. They
eptin Strategic Reserve. The shoreline is
10 be the Ork table edge

and Scouts may not use their special deployment

fied 1o fie just off one of ¢

tedges of the table. The

P e edge in question is cal!
shorcline’. If several ¢

rose fros
ransport crat disgorged hundreds of Ork Boyz and wehicly. roup e 70U Tempestora and Helsreach Hives.

cl

flect of submensible transports throughout the course of the '\:’“‘"d Tempestora was overrun. The Orks continued

ageddon campaign, always to deadly effect,
FIRST TURN

The Ork side has the first turn.

GAME LENGTH
Thie battle continues until the tme fimit is reached (pg 21)
VICTORY CONDITIONS

The side that has the most Strategic Victory Points at the
end of the game wins the battle (pg 22). If both sides score
an equal number of points then the battle is a dray

MISSION SPECIAL RULES
Divine Intervention, Finest Hour, Mysterious Objectives,

Strategic Assets, Strategic Objectives, Strategic Reserves,
Strategic Victory Points (pg 22-37)

Armageddon War Zone: All of the rules of engagement
from the Armageddon War Zone apply 1o this battle, use
the Ash Wastes Unnatural Disaster table (pg 252)

The Boiling Seas: Apart from Flyers and Deep Striking
units, Ork models must pass a Dangerous Terrain test

before entening the table. Vehicles that fail the Dangerous
Terrain test lose 1 Hull Point instead of being Immabilised

Surprise: For the duration of the first game tumn, the
Imperial defenders may only take Stap Shots when they
shoot; m: all enemy units as having the

Fear special rule;

Timperial Deployment Zone
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ONE: ARMAGEDDON Py
e as

THE SEASON OF FIRE
e

At the end of every year, sup. ash storms wrack Armageddon, swirling down from the Fire Wastes (0 the nor
they finally encompass all of the planct. In the early days, when the firestorms are first approaching, it is possible for
desperate combatants to carry on fighting. However, doing so is fraught with peril, as many have found (o their cost.

THE ARMIES FIRST TURN s i
Select two armies using the rules found in the Fighting an The side that deployed first has the first turn, unless
Apocalypse Baule section (pg 18-20). One army must be opposing side can Seize the Initiative (pg 22).
composed of Imperial units, and the other composed of’

Ork units GAME LENGTH

The battle continues untl the time limit is reached
DEPLOYMENT
Both sides secretly bid the amount of time they want o
take setting up. Bids must be in whole minutes, The secret
bids are then revealed and the side that bid lowest deploys
first (in the case of a tie, rolloff to see who deplogs first)
They must finish deploying within the amount of time that
they bid

Units may deploy anywhere in their deployment zone that
is more than 9" away from the opponent’s half of the table,  VICTORY CONDITIONS
or may be kept in reserve. Any units not deployed when the  The side that has the most Strategic Victory Points at
time limit runs out are placed in Strategic Reserve (pg 37) end of the game wins the battle (pg 22). If both sides scol
an equal number of points then the baule isa draw.
Once the first side has deployed, the opposing side deploys !
in the same way, and has an amount of time to deploy equal  MISSION SPECIAL RULES
10 the amount of tme that they bid Divine Intervention, Finest Hour, Mysterious Objectives,
Strategic Assets, Strategic Objectives, Strategic Reserv
Alter both sides have deployed, Infiltrators may deploy and  Strategic Victory Points (pg 22-37).
Scouts redeploy using their special rules

from the Armageddon War Zone apply to this battle;
the Scason of Fire Unnatural Disaster table (pg 252):

THE BATTLEFIELD = T
Set up the terrun for the batdle b

in any mutually agrecable
manner and then rolloff, The
winning side divides the playing
area 1nto two roughly equal
halves. The border between the
two halves does not have to be a

Side A Deployment Zone

sight line. The opposing side ;
decides which half of the table 9
each side vall deploy in. Finally,

Strategic Objectives arc o
placed (pg 20).

Side B Deployment Zone.
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s travelled to Armageddon on hoard spacecraft fo
 protected by immense power field projectors,
 to battle their way past hordes of Ork defends

‘armies using the rules found in the Fighting an
Baule section (pg 18-20). One army must be
ofImperial units, and the other composed of

ide deploys first. They may deploy anywhere in
half, or may be kept in Strategic Reserve (pg 37)

Ork side has deployed, the Tmperial side does
perial units may deplay anywhere in their table
‘more than 12" away from any enemy models.

des have deployed, Infiltrators may deploy and
loy using their special rules.
RN
side has the first turn, unless the Ork side can
uve (pg 22).

GTH

‘continues untl the time limit is reached (pg 21)

rged from massive asteroids,
which made them invulnerab)
ers in order to get close enou;

3 /AR ZONE: ARMAGEDDO! ]

commonly known as ‘Roks’, The
€ to long.range attacks. Imperial
gh to damage the Rok directly,

VICTORY CONDITIONS
The side th,

At has the most Suategic Victory Points at the
ory Poi h
end of the

Bame wins the battle (pg 22). Ifboth sides score
an equal number of points then the batile is a draw, Note
that the Imperial side can score additional Stra
Points by aacking the Rok (see below)

MISSION SPECIAL RULES
Divine Intervention, Finest Hour, Mysterious Objectives,
Strategic Assets, Strategic Objectives, Strategic Reserves,
Strategic Victory Points, (pg 22-37).

egic Victory

Armageddon War Zone: All of the rules of engagement
from the Armagedd
the Ash Wastes Us

Zone apply to this batile; use

natural Disaster table (pg 252)

Destroy The Rok: The narrow table cdge of the Ork
deployment area represents the side of an Ork Rok (you
may want to represent it with a suitable terrain feature
though this 1s not strictly necessary). Destroyer weapons
may be fired at the Rok if they arc less than 18" from the
Orks’ table edge. In addition, Destroyer weapans that use
markers which scatter off the appropriate table edge will
hit the Rok. No To Hit rolls are required to hit the Rok.
Instead, roll immediately on the Destroyer Weapon table, as
if shooting at a Building. Each Detonation! result earns the
Tmperial side 1 Strategic Victory Point

Lup the terrain for the batle
oy mutually agreeable
snnerand then roll-off.
seinning side divides the
fing area into two roughly
al halyes by drawing a line
i the centre of the longest
edge to the centre of
Opposite table edge?. The
Gt between the wo halves
* 15t have 1o be a straight
The Ork side decides
i half of the tble they
Seploy in. Finally, Strategic
are placed (pg 20)

Impenal Deployment Zone

7' note: The object s to
o the length of the table,
than across sts widdh.

sy WAoo 0
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BOOBY-TRAPS

IMPERIUM

Tmperial Guard troops were taught how
to make and set deadly traps.

Allof the buildings and fori
i your deployment arca are dangerons
terraim for enemy unis this game

 ULTIMATE SACRIFICE

IMPERIUM

Princeps Prime Kurtiz Mannheim
sacrificed his Titan to stop an Ork
assault in the Second War
for Armageddon.

Discard this card at the end of any
cnemy Movernent phase (o catse one
friendly Superheasy velicle to suffer 4
Titanic Explosion! No borius Strat
Victory Points ace scored for the
vehiele's destruction

HELBRECHTS
__ PLEDGE
BLACK TEMPLARS

The Black Templars have swomn to
hunt down Ghazghkull whercver he
‘might flee.

Plag this card after deployment if the
appasing army includes Ghasghkull
Thraka. All friendly Black Templar
units have the Zealot special nule for
the duration of the game. In addition
the Black Templars’ side reccives D3
additional Strategic Victory Points if
Ghazghkull s cemoved from play as
casualty during the game

WAR ZONE
RMAGEDDO

il

EARTH-SHATTERING
L SAIVO
IMPERIAL GUARD

On Anmageddon, Manticore Rocket
Launchers were modified (o fire their
missiles in a single devastating salvo.

ph
uncher models that shoot in that
hase must fire all four of they
their type from Ordnance
ge D3, to Ordnance Barrage D3,

WAR ZONE
GVARFONE
ARMAGEDDO]

SURRENDER ORDIE!

ORKS

The Orks told the defenders of
Infernus Hive: surrender or die!

Play this card at the start of any encmy
wm. Roll a D3, Until the start of
their next wm, enemy units must
biract the result of the D3 from their
lership value and the charge range
ny charges they make

TELLYPORTA ARRAYS

Ghazghkull used massive teleportation
devices o land 1r00ps on Armageddon.

Play this card at the start of any Ork
turn. It alloys all units in a single.
friendly Ork Apocalypse Formation to
Deep Suike from Strategic Reserves, T
addition, units from the fornation that
Decp Suike this tum do not scatter

e
BLOOD ANGELS

Blood Angels are renowned for the
ferocity of their aerial assaults,

Diseard this card it the start of any
Imperial turn: Ericndly Blood Angels
wnits that Decp Suike this turn
(or disemburk from Decp Stuiking
Transports) may charge this wirn:

STRATEGIC RESOUR(

ORKS

Hades Hive was smashed by asteroids
Taunched from orbiting space hulks.

Discard this card in the Shooting
phase to make a single Asteroid Storm
attack ~ sec the Ash Wastes Unnatural.
Disasters table (pg 252). You are the
Master of Disaster for the purposes of,
this attack.

ORKS

Acheron Hive was captured by
treachery from within.

enemy weapons may shoot this tum o
in their next turn




Hour (pg 26)-

of his oldest and must hated
Ok Warlord Ghazghkull Thraka,
Gomnissar Yamdk 0 extraordinary
galour, and the troops under
command al Armageddon are
fy hus heroic cxample.

issar Yarrick calls his Finest
it the beginming of any wrn
Hich Ghazghikull Thraka is alive
{ocated anywhere on the same
fefeid, the following applies.

on to the usual effects,
andall friendly Imperial

uts within 24" have the Zealot
| rule:

DEATH TO ANYFING D,
WALKS OR CRAWLS o
GHAZGHKULL THRAKA

Only one man has ever defied

and swrvived, and hus presence on the
battlefield drives the Ol Warlord into a
funous berserker yage. perhaps tinged with
@ hint of grudging respect,

If Ghazghkull Thraka calls his Finest
Hour at the beginning of any wim
in which Commissar Yarrick is alive
and located anywhere on the same
batlefield, the following applies

In addition (o the usual effects,
Ghazghkull receives tie Armourbane,
Furious Charge, and Hammer of
Wrath special rules.

- e
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RMAGEDDON FINEST HOURS

¢ fllowing special characters are included in an army, and are one

of the army's W
llowing special rules when they take their Finest Hour, These spe . * &

special rules are j

5
rlords or its Warmaster, then they
n addition to the normal benefits

THE STRENGTH OF LEGEND
CartaIN Trcho

When consumed by the Black Rage,
Captain Tscho transforms inta an atmost
unstoppable force of destruction, capable of
tgnaning blows that should lay him low

Ifyou are using the Death Company
version of Captain Tycho and he calls
his Finest Hour, the following applics

In addition 10 the usual effecis, he
doubles the number of Wounds he
has left. At the hegimning of his
next wrn he retuns 1o his former
value, minus any Wounds he has
suffered during his Finest Hour
which may resultin him being
yemoved as a casualty




The Reaver is a vast machine, protected by thick adamantine armour plates and carrying devastating firehower. The Mars
Reaver is suid to be older than any other Titan pattern still in Impenal service, its onigins fredating even the Great Crusade.
Rettver caryies three weapon mounts: the single armament on its carapace is slightly smaller than the weapons that form is ars
e ae ferfectly capable of slaughternig entire segiments in a storm of fre. The appearance of even a single Reaver
die tide of a conflict, the enemy fleeing in tevor before a striding colossus whose very: Jootsteps cause




WSBS S F S R
2 410 14 1418

jont result on the Catastrophic
jreactor goes nuclear! All hits from this Titanic
{are resolved as being from a Destroyer Weapon

Reaver Titans have four void shiclds. Each hit
gainst a Reaver Titan will mstead hit a void shield
jése remain). Close combat attacks come from
dethe shicld and therefore are not stopped. Void shiclds
‘Amnour Value of 12 A glancing or penetrating hit
dhit from @ Destroyer weapon) scored against a void
[Gauses it to collapse. After all the void shiclds have
a further hits strike the Titan instead. At the end of
je Titan’s wns, roll 1 dice for cach collapsed void
ich roll of 5+ nstantly restores one collapsed shield

Range

»

Primary Weapon 1

[=SE- RS

Primary Weapon 1

Primary Weapon |

=

Primary Weapon 2
Primiary Weapon |
Primary Weapon 1

Heavy 15
Melee

Primary Weapon 2,

it Type: Superhcavy Walker
Unit Composition: 1 Reaver Titan

ST

3

OPTIONS:
* Must choosc two of the following arm weapons, at no
additional pomnts cost
atling blaster
- Laser blaster
- Melta cannon
~Titan power fist
~Volcano cannon
« Must choose one of the following carapace weapons, at no
additional points cost
- Apocalypse missile launcher
- Double-barrelied tirbo-laser destructor
- Inferno gun
- Plasma blastgun
- Vortex missile
~Vulcan mega-bolter

Primary Weapon 5, Apocalyptic Barrage
Primary Weapon 6, Large Blast

Primary Weapon 3, Large Blast

. Apocalyptic Blast, Melta

ssive Blast
. Apocalyptic Blast

. Large Blast
| Massive Blast

! Large Blast. Vorics, One use only




'WARHOUND ScouT TITAN

*

Warhounds are the smallest class of Titan, sometimes referred to as a ‘Scout” Titans. They are the eyes and eays of the Titan L
and, wher on camprsgn, yange far ahead of the main battle groups. They are fuster and more agile than a Reaver,
bt cannot match these mighty machines for armour or firepower, Like all Princeps, Warkound commanders  feel, see.and.

tieir Lian's sensors and mind-implse controls. They have a particular veputation for daring among their peers 2




Armoury 720 Points
WSBS S E S R Unit Type: Super-heawy Walker
2 4 10 14 13 12 Unit Composition: | Warhound Titan
— e T e
OPTION
choose o of the followt
capons, atno additional pomts cost
~Inferno gun.
- Plasma blastgun
- Double-barrelled turbo-laser destructor
~Vulcan megabolier
I hit scored

lo%¢ combat attacks come from inside the shicld
Stapped. Void shiclds have an Armour Valuc of 12 A glancing or
Wi it (or any hit from a Destroyer weapon) 3¢ d against a
auses 1 10 collapse. After all the void shiclds have collapscd,
SSirike the Titan instead. At the end of cach of the Titan's
. shield: cach roll of bt instantly

Range s AP Type
Hellstorm 7 ° Primary Weapon 1

Primary Weapon 2, Massive Blast
Primary Weapan 1, Apocalypiic Blast
Primary Weapon 2, Large Blast
Heawy 15




IMPERIU e

/ _HEROES

OF ARMAGEDDON _*

The siege of Trmpestora Hive saw a gathering of three of the
an Ork surprise attack spearheaded by the ma:
and, unless they could be stopped, they would ot

vatest heroes of the Armageddon War. Tempestora had fallen swiftly to
submersible transport craft created by Orkimedes. The Orks had overrun the city
serrin Armageddon Prime completely. A war council was suiftly gathered, consisting

of Commissar Yarrick, High Marshal Helbrecht, and Captain Tycho. Seemingls everywhere along the front lines at once, Uiese thres
mighty heroes masterminded a desperate defence, which first slowed and then drove the Orks back mto the shattered ruins of the hrve
Tempestora may have been lost, but thanks (o the actions of these three men, Armageddon Prime still held on!

B Commissar Yarrick ‘ 1 Command Squad

(Black Templars)

h! Captain Tycho

¥ 1 Honour Guard

1 Company
Command Squad

High Marshal
Helbrecht

FORMATION RESTRICTIONS

None

SPECIAL RULES: 3
Everywhere At Once: At the start of each of their tums, Ui
formation may Deep Strike to any pointon the balefields

Inspiring Aura: Any friendly models in units from Cadet
Black Templars, wgels or Codex: Impenial Guard.

Helbrecht and/or C
Leadership for

Their Finest Hou
Helbrecht and Captai

rules. High Marshal Helbrecht and Gaptain Tycho may s
the Sons of the Primarch rules if they prefer, However, Gily
one of the charmcters may use the Finest Hour an

of the Primarch rules each




A 3
: RMAGEDDON
OTOMPA HUNTERS

lly, a Sentinel 15 considercd illsusted to duell th super-he ®
i ; elling with super-heauy,
i almost every regard. However, when organised into dedicated sear y er 7 quarry
/ ed search-and-destre
stroy teams, Armoued S
, ed Sentinels Junt thes
it

in
‘. Together, they are capable of proy ,,
i the) ducing a torrent of fi o
¥ \g a torent of firepower thal
Sentinel formations are those that patrol the ash x:'n\h'{:]/ \:l: ; ”l‘d[”m oHple sl dmengs e ol
AR & sl ost illustrious of

Titan-cla 7 engines, be tgunned and out:
G s
engines, being outgunne u

SPECIAL RULES:

Divert Power: A Stompa Hunter spearhiead thatis in an
Arrowhead Atack Pattern can elect (o divert pover (o its
weapons in the Shooting phase instead of firing normally If
the formation does this, selecta single Supcrheavy vehicle,
Superheavy Flyer, or Superheayy Walker (or 4 squadron of
oy of these) vithin line of sight of the Command Vehicle
i models in the formation must immediately fire tice At
the target. A formation that diverts poer canniot shoot in

their next wrn.

| Armoured Sentinels within 12" of
d Vehicle add +1 0 their armour penetration :
Super-heayy vehicle, Superbeas

ke with A shooting attack.

Super-heavy Hunters: Al

the Comman
rolls whenever they hit
or Superheay Wa




) N PLRIALGUARDT
FORTRESS OF ARROGANCE

15 s
When Commissar Yarrick hunted down Ghazghkult Thraka after the Ork's first invasion of Armageddon, he caught vp with the
warlord on Golgotha. 1t was here that Yarnck commandeered ihe Banchlade Foriess of Arrogance lo confront the marauding greenshin, %
When Ghazghkull was threatening to invade Armageddon a second time, Yarrick requested that the Foruress of Arrogance be recovered. - { (W)
from the plains of Golgotha. An Adeptus Mechanicus Reclamator expedition found the remnants of the venerable Banieblade and, = /
during its voyage to Armageddon upon one of the great Mechanicus Arks, it was repawed and re-fitted. Now, Yarrick once more leads
armowred assaults against the greenskin hordes from the cupola of the Fortress of Arrogance

940 Points
rArmourq Unit Type: Supcrheavy vehicle:
FORTRESS OF BS F S R Unit Composition: 1 Baneblade and
ARROGANCE 4 13 12

Comnussar Yarrick (embarked)

R

WARGEAR: TRANSPORT:

* Autocannon Transport Capacity: Commissar Yarrick

» Baneblade cannon Fire Poinf 3
* Demolisher cannon Access Points: The Fortress of Arogance is treated as Open-topped for
* Hunter-killer missile embarking and disembarking purposes. The +1 damage modifier for

* Two lascannons (sponson) Open-topped yehicles does notapply to the Fortress of Arrogatice
* Storm bolter

* Three twin-dinked heayy bolters Range S
(two sponson, ane hull) Bancblade cannon

« Scarchlight

* Smioke launchers Autocannon 48"

Type

Heaw 2
Ordnance 1,
Large Blast

Demolisher cannon 24"
SPECIAL RULES:

_ Hammer of the Greenskins: All units chosen Heayy bolter 36"
from Codex: Orks that declare a charge against Hunter-killer
thé Fortress of Arrogance halve their charge range missile Infinite

& Lascannon 48"
jendly units chosen from Storm bolter
v Impertal Guard within 24" of the Fartress of
riagance have L 10.
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; IMPERIAL GUARD
N}MPERIAL VENGEANCE

. MEcHANISED Company

Guard mechanised companies are used in offensive op l e rol aga avil
1ve operations, espectally in se d
and cont
si0 L

Chimera transports speed t objec

n X aoards a vital objective, overri
¢ These brave men must then hold out for rei mfl I,I( L1ue ouernunining eneny posi gorging platoo

nforcements (o armve, defending their sitions before disgorging platoons of

2 g their prize as the enemy ki

1y counter-attack

SPECIAL RULES:
Hold At All Costs: Any Infantry unit from the formation that
s within 12" of a Stratcgic Objective has the Counter-attack

g ‘ 1 Company Command Squad

and Stubborn special rules

X ity Placons E{ Objective Sighted: Any vehiclein the formation that s
Jithin 127 of the Company Command Squad’s Chimera may
9 move 127 when it moves. Flat Out, as long as the entire move
» e is made over open ground
o FORMATION RESTRICTIONS
Manizy Platoon must have one Platoon Command
lh"};ﬁ?ln!&un y Squads, All Squads, including the
¥ Command Squad, must have Chimerd Dedicated
Transport vehicles




BLACKTEMPLARS
CRUSADER
HAILSTORM SQUADRON

Haulstorm Squadions thrust fearlessly into an enemy battle line, and then lay down a withering hail of fire. Addutional anmunition fo
each vehicle’s hurricane bolters is carried in the transport compartment of the Crusader. This reduces the number of assault troops that
the velicles i the squadron can carry, but allows them to conduct a coordinated hatlstorm’ fire attack that is capable of sweeping auiay
dozens of enemies at a stoke, and tearing the heart out of even a heavily fortified defensive postion.

%5

SPECIAL RULES:
Ammunition Stowag Land Raider Crusader in a

Crusader Hailstorm Squadron has a Transport Capacity of
10 models

Hailstorm Attack: Two or more models in the formation ¢an®
combine all of their shooting attacks in a turn into a swgle
attack with the profile below: All of the participating models
must be in range and have line of sight to the target..

Range s AP Type
20" e 5 Heay X,
Apocalyptic B:
Hailstorm

All your works turn to ash and dust if they do not

serve the Emperor.”

=G

wsr »"@, —




HERTRERING.,
S BLACKTEMPLARS
,..SONS OF GRIMALDUS

Grmaldus entered legend during the battle for Helsreach Hic SR

51 of the Emperor Ascendant against a massive horde xty days, he co
e tomple fll. Miraculousty, Grimaldus uﬂl[{:;l::’m![;y[:);’;;l ot e dfri i e o 8
fouight and. died besidz them. Other Black ack Templars survved. These few s mbered hindreds fa
?""’,,{,,’;,"'h e dr’;fi:‘;‘ ’/”I’;/flm‘ locked to their banner; and ﬁm:‘;/,{‘;‘ s "m;‘w {he rani oarpg
i £ 2 ather, and now pursue them ever at day the Sons of Grimaldus have
i Ghasghhl and cury Ok under s comman hs e s 1 e e e of sce. They

ve. For more than i

SPECIAL RULES:
Feel No Pain,

1 Sword Brethren %

Terminator Assanlt Avengers of Helsreach: All Sword Brethren units in the

Squad Tormation have the Fearless and Hatred (Orks) special rules

None Shall Escape: When charging a unit from Codes:
Orks, all models in this formation have the Furious Charge

special rile

1 Sword Brethren i 2 Sword Brethren

P s X e e
Terminator Squad Squads &7 'Beyond the needs of mortal flesh cs the sustenance

of the soul that only true conviction 1n the Wil of the

FORMATION RESTRICTIONS

None !

Emperor can supply-




%) TuE LEGION ASCENDANT

I Dwis

; R S

Of all the legends of the Imperim, one of the strangest i that of the Legion of the Damned. The Inquisition has amassed dozins of
reports describing the manifestation of these otherworldly warrors on batilefields where the defenders of Mankind faced impossible odd
Their aspect is terrifying in the extreme, ghostly apparitions from some bygone cra or pevkaps a time yet to come. Appearing amidst
enemy in a scouring blast of spectral flamie, the Damned Legionnaires’ very presence evokes unteasoning horror while thew every shat
a fiery bolt of jud , turning flesh to scattered ash. Only when victory is asswred do they vanish without trace, their disappearanes

SPECIAL RULES:
Deep Strike, Fear,

2R
FORMATION RESTRICTIONS
All Legion of the Damned units must consist of 10 models.

rule, In addition, on the turn they deploy, all of the
Ascendant's shooting attacks have the Fleshbane and
S Ignores Cover special rulcs;
“No man dicd 1n the Emperor’s service

that dicd in vain."




ANY
_ FIRESTORM NEXUS

g
vidually, Firest

i , Firestorm redor
enemy arrcraft are all but doomed (o
fyng reputation amon,
storm Nexus' vicinity for

estorm Nexus & the Ilmr word in Imperval anti-airerafl capababity. Ind;

4 - when deployed as a Fire Nex S

o St ubls are often enough to counter
annihilation, such 1s their withering

3t the Inperium's enemies, and few

ar of their complete destraiction

when fired in wnison. These ‘las-storms’ have earned a tery
anders il sk employing thear aireraft squadyons i a Fire

SPECIAL RULES:

Firestorm: Two or more redoubts in the formation can
combine all of their shooting attacks into a single attack
cach tarn with the profile below. All participatng models
smust be in range and have line of sight to the target

Range s
o Range (RNl 20
96' 9 X, Lasstorm,
Interceptor, Skyfire,

Twindinked

he vastness of space, alicn races plot the

53 ¢ is cqual to 3 per redoubt parucipating in

Las-storm: i
Enemy Flyers cannot choose 1o Evade against

the attack
Lasstorm attacks.




IMPERIUM
IMPERIAL STRONGHOLD

The galaxy 1s @ dangerous place, inhabited by a vast array of hastile ifeforms. Because of this, settlements in ssolated locations will
asually be built under or near a specially constructed Imperial Stronghold. In times of danger, Impenal citizen's will quickly evacuate

{0 the stronghold, taking shelter behind s thick armoured walls, and in the large bunkers that lie underneath it. Military formations
garnsoning the upper levels of the stronghold can then keep the citizens safe from attack, and devastate enemy forces with coordinated

Joe from the cover of the stronghold's defence lines, bunkers and bastions. Once any attack has been worn down, the defenders will. .iall] %
forth from the stronghold and dvive the attacker from the field with a fierce counter-attack

| Macro-cannon Aquila
" ¢ @ Si0ngpoint o Vortex Missile
Aquila Strongpoint

“ 1 Firestorm Redoubt g

@PE® |,y perial Defence Lines

amn 1+ Imperial Defence Emplacements
|— | 1+ Imperial Bunkers
X 1+ Vengeance Weapon Batteries
‘a‘?sgep»—)

FORMATION RESTRICTIONS
None

SPECIAL RULES: 3
Coordinated Attacks: If two or more emplaced weapons:
from the Imperial Stronghold, and /or units occupying p:
of the Imperial Stronghold, fire at the same enemy farget
unit in a single Shooting phase, then those units shaoting
after the first have the Shred special rule.

Refuge: If, at the end of the battle, the Aquila Strongpoint
has not suffered a Total Collapse or Detonation! result, oF
been occupied atany time by enemy units, then the side that

Sally Forth: Units in the Imperial Stronghold may exita
building and charge on the turn they do so, even on i
turn that the building has been destroyed (unless the
pinned). In addition, units that do this have the Furi
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ORKS
BikEBOYZ
_Kutr oF Seeep

Bikebaye fecl a desperate need for speed! Such is the

together to form 1ampaging Kulls of Specd. T e "( ;,"::v;l};:u of putting
cross a war zane. In battle, a Kult of Speed h

the rushing wind. of Speed huntles tow

iRy

the pe
sl w}”:;l{";’ul IASJ the metal that massive hordes of Ork Bikeboyz
her Speed Frecks in a lavge nomadic cavalcade 1/12;

vards the enemy at breakneck spe T gunz blazi 2
enemy at breakneck speed, their gunz blazing, voices hotl
zing, g

piA s . SPECIAL RULES:

o
Wabosson gl 2¢ squadrons of Kult of Speed: All models in the formaion that mose Flat
% Warbike Warbuggies Out or Turbo-boost may still fite their weapons

G+ mobs of & 0% s oF Quick Ladzli A Kult of Speed can move an unlinited
arrives from SUALEgIC

Warbikes Nob Bikers distance in the Moyement phase that it
Reserve, The move may not be made if any models in the
T formation arrive within 12 0f an cnemy model and no
FORMATION RESTRICTIONS model from the formation may move within 12" of an €Bety
Non model as part of the moye 3




Some Big Meks get so influential that they start lording it over their biggers and betters. In normal Ork society, the offending ups
“will quickly get beaten back down 1o size by a Nob or Warbuss. However, talented Big Meks like Orkamedes find that building:
monstrosity bristling with awesome gunz and crackling power fields more than levels the playing field. The Weindbayz beli
ol Stompa eprtomises the brutal Ork god Gork, whereas @ Big Mek's Stompa is an effigy of Mork, the Ork god of kun




rArmour-
WSBS S F S R
4 2 101313 12

830 Points
Unit Type: Super-heany Walker
Unit Composition: 1 Big Mck Stompa

= RO

1 A HP
1 4 12

Big Mek Stompas are protecied
er of power fields. Roll a Db when
'k Stompa 15 deployed 10 see how
fields it starts with. Each hit scored
Mek Stompa will instead hit 2
{(whilst they remain). Close combat

from inside the field and therefore

gDcsuyycrw ipon) scored against
causes it 1o collapse. After all the
e collapsed, further hits strike
d. Power ficlds that hay
be repaired.

Big shoota

TRANSPORT:

Transport Capacity: 20 modcls

Fire Points: A total of 10 models may fire from the Big Mck Stompa’s
firing hatches

Access Points: A Big Mek Stompa has one Access Point at the rear

OPTIONS:

« May take up 10 3 supa-rokkits

« May replace megaklaw with deff kannon,
« May take one belly mounted deff kannon

20 pts each
50 pis
100 pis

s AP Type
5 5 Assaultd
1 Primary Weapon 1,

Dell kannon
Massive Blast

Gaze of Mork
Lifta-droppa

a
Supa-rokkit Heawy 1, Large Blast

One use only
Melee

Infinite

Megaklaw - i
Lifia-droppa: Choose an enemy vchicle whicl began ihe game with up (0
4 Hull Poyis, If the target i hit,{Lis scized by the Weapor § traktor beam,
Jiicdl up and smashed back int the ground. The Stompa's controlling
player moves the target o anywher¢ Within 2D of s starting location
vatis mot withiiy 1° of another nodel, Whte i immediately suffers an

Explodcs' result from the Vehicle Damage Table:




KARNAGE SKWADRON

e TR Gl R
Ork Dakkajet pilots are notorious for their suicidal unpredictability, their wild flight paths making them extremely hard to target. Itis’ 4
the Orhs” stagzering inability to back down from a challenge, however, that makes their Karnage Skuadrons especially dangerous, Euery
fyboy worth hss goggles knows the drll = when faced with something that dakka just won't krimp, get on a collision course and go full
throttle, Many a Princeps'last sight has been a spinning Dakkajet dving gracelessly toward their Titan’s bridge in @ manoeuure Use:
fiyboy= call 'da flyin” eddbutt’

i G S e Dakkajets that moved overit:
may perform a Flyin' Eddbutt. Remove the Dakkajets that are
making Flyin' Eddbutis from play. Then, for cach Dakkajet
removed, place a large blast marker over the target and
scatter it 2D6". Units touched by this blast marker take D3#1ES
e Strength 10 AP2 hits using Random Allocauon Hits against
FORMATION RESTRICTIONS ] vehicles are resolved against their side armour: These hits
None ignore void shiclds, power fields and Eldar holofields:
- —Mc;«\w.lf

SPECIAL RULES:

Erratic Flight: Providing neither the base nor the model

ltself 1s within 2" of another model, a Dakkajet in this

formation that Evades reccives a +1 1o ts Jink save, Note that
eyhis s cummulative with the bonus for moving Flat Out.




ORKS
— ORK STORMER ELTg

boye outlive their adolescent fascination wy ot
e st cxchange he 0/‘7 e ;:"j:l'x;‘:lh order and discipline and grow 1
B vt o o ’1;[ "nn 7/:1,(., younger brthren for :;I' 10 become proper, right-thinking ma,
el wisavntus Siornersofen g s of fungus ber g i
et w3 e 2 o sncak up and st d el for o s Lk et ol backs ke vack 1
v (o Uie largest of battles, diving into Meﬁwtolwnmmln; lation year q ’/l“'\m: ;,f this, Ork Warlonds Imw/l'n’miml;n
ks eontrls o k10 e o strng stuff Stormers
survive their death-defying charges.

SPECIAL RULES:

Fearless, Feel No Pain.

Corkscrew Dive: Any unit of Stormboyz in the Stormer ENe
o charge on the it it enters play. I£a unit opts (0 do o,
emove D3 Stormer Elites from that unit a the beginning af

e Fight subphase as crash-landing cuualtics

FORMATION RESTRICTIONS
None




Herman von Strab was the vainglorious ruler of Armageddon at the start of Ghazgkhull’s first invasion. Thanks to his incompetence,
the planet was nearly overrun and countless millions of Imperial citizens lost their lves, Von Strab was eventually deposed and arréstedy ¥
only to escape and return with the Orks decades later when Ghazghhull launched his second muasion of the planet, With squads of 8
Ork brutes at his side to stifle any dissent, he proclaimed himself Overlord of Acheron Hive. In the months that followed, he yuled with
a maxtwre of such vanity and capricious cruelty that even the nobality who had welcomed him back as a long-lost prince turned againse
Jum. Forced into hiding by the rebellion, he was eventually slain in a Secret mission by the 13th Penal Legion,

Herman yon Strab (1 Imperial Guard il All lmperial Guard umits have the Hatred :
Company Commander from Codex { is Ork Nobz mob) special rule In
Imperial Guard) addition, any Imperial Guard unit within 12" of von Strab.

iﬁ' 1 Nobz mob is possible for them to do 50,

e Incompetent: Von Strab’s formation never confers the
FORMATION RESTRICTIONS additional Strategic Asset o its sidle for being a High
Von Strab is taken on his own and docs not come with any (4 Command formation
other members of the Company Command Squad: He
must join the Ork Nobz mob and may not leayc the unit Von Strab Must Dicl: At cach break time, von Strab cou
The mob must have 10 models (including von Strab). B a¢ controlled Strategic Objective for his side if e is alive
and a controlled Strategic Objective for the opposi
lic has heen slain.




3 R ORKS 3
ED SKULL Kommanpos

i he jungles that separate Armageddon P :
e
s fought a guenla war agamst the hul»n;:’:lf ;’n et e 4 ot
for y
d ambushes, fuelling a legend that has spread over o e o
B i e s i g o
' v St f andos in nameno;
that the Red Skull Kommandos seem to have a ]nm:n:xllm ! abils e L ’:‘
al ability to snea V

act 15 3
. : €y can never b
wanish back into the gloom of the jungle. ke u/nn’m g \n‘ Al nf’l,
: on an enemy, launch a b 0
brutally swift attack,

SPECIAL RULES:
Puvoured of Mork: On the turn the Red Skull Kommandos
deploy, Boss Snikrot and all riendly Infaniry models chosen
from Codes: Orks within 12” of him have the Shrouded

il the beginmng of their next i (esen il

special rule u
e start of the game)

‘! 1 mob of Kommandos they deploy at !
-5 Vanish in the Gloom: Boss krot and any friendly Infantry
FORMATION RESTRICTIONS e e from Godra: ke within 131 0T i e :
None. D gsing Resarve o tho sty ofan Ok urty 3 GHE oS
£ ote thian 12" from all enemy modch

@




SKULLHAMMA
BATTLE FORTRESS

= =y

Lor the senous Mek, a popular construction project is the Battle Fortress — a clanking, smoke-belching behemoth festooned with gins and
bayz, alive with Grot nggers and whirring tracks. Typically twice as big as a Battlevagon, and often even largen, a Skullhamma Baitle
Fortress 1s a molnle stronghold and artillery battery rolled into one.

it 430 Poiats
S F S R HP Unit Type: Su
FORTRESS 2 1313 11 9 Unit Composition: 1 Skullhamma

WARGEAR: TRANSPORT: OPTIONS:
* Kannon Transport Capacity: 30 models * May replace Kannon with a Lobbi
« Skulllamma kannon  Kire Points: A total of 10 models may firc from  ® May take up to three supa-rokkits
» Two twindinked the Skullhamma’s Fire Points * May take up to two additional
big shoolas Access Points: A Skullhamma has one Acces: twindinked big shootas ...
Point at the rear. * May replace any twinlinked big s
with a twin-linked rokkit Tauncha
Range Type
Skulliamma kannon 60" Primary Weapon 1,
Apocalyptic Blast
" Big shoota 867775 Asault 3

36" k Heavy 1, Blast
36° Heayy |
48" Heawy 1, Blast
247 Assault [
Infinite Heavy 1, Large Blast,
One use only




STOMPA Mo

cgmmon for Warlords and. Big Meks to combine tiei» — R
ater opportunits of a good fight against forces pmior 1o a bay "
CRotkable nunter of Warlords that /Fm\m.:gf,',',',"”‘" Joe. Such was the case ,lf,’ o ety sivalries are set
Bl prodicei by the nuomerous Ovk Mk, they hrame i gl g e el i
4 , they b ersuade
e e 0 became alnast s comman o sgh Tl under s wited Ok Waaagh! Witk
e bencath their massive armousrd fect, \in/nf,; r machines humber across the fild hazghleull’s combined forces as Batile
hangs can withstand the axirsome py U,[ b"/’"f‘ crushing anything that gets i
wrsome might of a rampaging Sk :
iging Stompa mob!

Stompa Mobs. P

e e

s i SPECIAL RULES:
Combined Power Field 1f a Stompa Mob is in Arrowhead
Attack Pattern and has a Big Mck Stompa, its power fields
24 Stompas protect all of the Stompas in the formation

£ Stompa Mob is in Broadsword
ach vehicle in the farmation may.
oll it makes on the Stomp table

Stomp, Stomp, STOM
Auack Pattern, then
choose to re-oll any

“The wretched alicn mind cannot be

FORMATION RESTRICTIONS measuicd by any human standard.
None.










/52|y, THE ADEPTUS MECHANICUS
How like a god He i, that ancient machine,
£ primal of all His hind, the Imperator! His mighty
Jists, masiive like twa lowers of destruction, laden
wilks ihe doom of Mankind’s bitter fors. He walches
aver us now as batile joins, and in His shadow we
shall aduarice wpon our enemies and defeat them”

When
temples and restored order 1o Mars they
also Jaid the basis for the military arm of the
Cult Mechanicus, the Titan Legions. They
created weapons capable of functioning
i the hostile environment of their planet
The vast fighting machines they constructed.

the Tech-Priests built their first

were called Titans. Since that time the Titan

Legions have formed the backbone of the
{ armies of the Cult Mechanicus, Now, as part
i of the Imperium, they serve the Emperor,

i Throughout the Imperium there are countless
forge worlds devoted (o the pursuit of
knowledge. Many of the developments that
stem from these cndeavours are given form
f amongst the Titan Legions and the teche
| guard armics of the Adeptus Mechanicus,
| who protect and expand the territorics of
i the Machine God. In conjunction with the
Space Mannes and Imperial Guard, they
farm the fighting armics of the Jmperium,
potent force in the
The forge worlds remain fiercely loyal ©

the  most

galaxy.
their Martian masters; their tithes ~ the
fruits of their industry ~ are paid 1o the
Adeptus Mechanicus and the Techno-Magi
of the Cult Mechanicus, Where ather worlds
in the Imperium are controlled by the
Administratum of the Adeptus Terra, the
Adeptus Mechanicus retains direct ownership
of its own territanies. Thus, the forge worlds

ralse no regiments for the Tmperial Guard
I and they pay no tithes w the treasury, They
are not answera

le o the Adcpuus Terra
hut 1 the Adeptus Mechanicus. Only the
Inquisition bas jurisdiction in their realms,
and there is no world in the Imperium where
their Titan Legions may not walk freely.

Of all the galaxy's fighting machines, nonc
can match the sheer size and power ofa Titan,
The largest Titans bristle weaponed
turrets and carry potent guns capable of

ArPENDIX |

THE 2 ADEPTUS TITANICUS

In the grim darkness of the far future, the Imperium’s armies march to war in the shadow of giant war mlchlnu, the
trembling beneath their mighty tread and their fearsome guns sweeping entire legions of their foes from the baulefield. W
follows is an investigation into the storied history of the Titan Legions — the greatest legacy of the Dark Age of Technol

destroying entire formations of enemy troops
Inside the Titan's armored shell countless,

crew busy themselves with their duties. Some

operate the throbbing engines that propel

the machine, enabling It to walk over the
batlefield. Others direct its potent weapons.

of destruction, guiding its trrets
its lethal missiles. A Titan is a ponderous

battleship of the land - a machine of such &

and aiming

this problem by using dangerously |
plasma the  atien
visks of meltdown or runaway re:

reactors with all

Titans are controlled via the use of a m
impulse unit - or MIU as they are sometin
known Mind impulse units read comm:

directly from the brain-waves of e Ti

size and complexity that it is
by infantry and tanks so that it can deliver its
substantial firepower in the most effective way.
Some the

reaction
o an exient the Tiam and i ercitl
in particular its commander or Pri

towering leg

ctions forming mighty bastions

from which squads of troops attack the enemy

The construction of a Titan takes many years,
and centuries of maintenance and care may
lic behind a single machine. The largest and
oldest Titans are held to contain a spark of the
Machine God's divinity, butall have a holiness
invested in them by virtue of their antiqui

and technical  complexity.  Tech-Priests

deck cach Titan with hanners proclaiming

their divine natre and on the eve of baule
they anoint the machines with holy oil and
perform the Mass of the Cult Mechanicus
before the entire legion, The sacred names
of the Titans are chanted amidst readings
from the Manual Technicanum. To the
Tech-Priests, a Titan is more than a fighting
machine; it is an aspect of the Machine God,
aholy and warshipful creation of Technology:
To serve aboard a Titan is (o serve the
Machine God in person. This is the greatest
service that @ mere mortal can perform

BATTLETITANS

Bale Titans are enormous machines that
tower over even the heaviest tanks. Their
limbs are moved by electrically motivated
fibre bundles that bunch and flex like muscles
around 'bones' of adamantium and armaplas
They are protected by a scries of massive void
shicld generators and have thick armour of
ceramite and adamantium comparable o
that of super-heavy tanks. The void shields
are a Baule Titan's first line of defence, but

their generators have a ferocious power
requirement beyond the capacity of most
portable power sources, all Titans overcome

Battle Titans have multi-configuration wea)
mounts which allow their attendant Tech
Priests o interchange weaponry easily.

theory, this enables them to arm a Titan
theideal weapon combination for every terra
type and opponent. Of course, when in a3
sone ik ebdom he A TR
be away from the necessary facilites for we
ata time. I is also noticeable that in
Princeps and their crews quickly d
a taste for specific weapon combina

EMPERORTITANS

The Emperor class is the largest om'_
of Titan, being almost twice the size o
Baule Titan They mount veritable -

of vaid shields over armour o thick it
not be out of place on a planetary deft
installation. The Imperator is one of the larg
cxamples of an Emperor class Titan.
the most baule-hardened Princeps are g
command of un Tmperator Titan and the
permitted their choice of crew members fr
ather Titans within the legion. Imp
spend much of their tme emphyed
ast mobile fartresses used to strengtly
vulnerable scctars of the battlefront o“r
actas a reserve force behind the froncline
When a major offensive begins, Impe

Titans spearhead massive nmnlu o(S

and machines, their terrifying firep




SO

ight Batdle Titans which mount up
ceapon systems. They bear a number
| shicld generators and are protected

“are most commonly deployed in a
i ivine o mipport to

- and tank atacks. In this capacity,
ey usually wield shortranged, rapid fire
e and a massive melec weapon such as
fist. When operating in baule groups,
br oo of the Reasers will be cquipped

arch suggests the Reaver was designed
proximatcly the sme time as the
sound. 1t differs considerably from older

ihe frony, the more exposed coling
reactor make it 2 comparatively
from the side or rear. The greater
of the Reaver in comparison to Warlord

fitans minimises this problem but it

Scout Tians are not,  strictly
Baitle Titans at all. Howeser, there

ears of the Titan Legions Fastand
ndangerous recannaissance
or raids behind enemy lines.

s almost  imariably  operate
“that they can outmanocuyre

pursue “soft
ich a5 infaniry and - ariiliery

,» ns ke Vulcan  mega-bolters

o guns, & pair of Warhounds can
nse dimage using this method
are shielded by a pair of void
and are relatively lightly

The small crews of ¥

hound Titans are

The armament of a battle group's Titans varies

p of tough and
expertsin unorthodos tactics al, they possess
a ficrce fighting spirit that is the cvy of other.

N crews. The recurring nightmare of
any Warhound’s crew is «

atan incompetent
commander will deploy them in the centre.
o an open battlefront, where they will draw.

heavy enemy fire and quickly be destroyed

TITAN BATTLE GROUPS

The arming of Titans mus, by necrssity,
always be a compromise: 1o guin long range
you  must sacrifice firepower, and vice versa
You must_ approach this decision . o levels,
Firstly, the level of the individual Titan. Consider
carefully’ whot it mustachieve and hue. it
avmament il affctis ability 6 fulf s objectve.
Secondly, the level of the force itsclf. this may
be the ligion as a whols, or  batle group on o
particular mission. Never forgnt that a Titan
Jorce is a team  a single body ~ and may have
spectalised members designed for specfic tashs.
Meditate on e subjeet if you fiel the need,
ot consult the Tnperial Tarot. The decision

is important, so do ot

it Hghtly
De Belli Titanicus
Attributed to Haran axx

The Titan Legions are cxtremely fexible

organisations. The number of operational

a single legion can vary between

barcly a dozen, in the case of the elite Legio
Ordo Sinist
Destructor When at war, some of the legion's
(e

; 10 over a hundred in the Legio

Battle Titans are sent to different secto

g

de front o support specified companies,

nominally coming under the conteol of the
scctor commander. Likewise, most Emperor
class Titansare deployed tostrengthen the front
atkey points, although these remain under the.
dircet command of the legion’s Grand Master

The bulk of the legion's remaining Battle
Titans are formed into baidle groups of three
Jly rentain together for
I battle group.

Titans, which will us

the course of the campagn. E:
s independent, frequently including its own
« faailities

supporting troops and maint
Fhe Titans within @ group arc nearly ahays of
the same type; this ensures that they remain a
cohesive formation with similar capabilitics

Scout Titans, such as Warhounds, have not

heen arganised it baule groups since

the excesses committed by Senior Princeps
Esau Turnets Death’s Head Scouts, part of
the Traitor Legio Martis, during the Horus
Heresy. Instcad, Scont Titans usually operate
in pairs; the resulng ‘hunting  packs
are atached (0 battle groups as required.

T e e T s BT T AT

rling 1 the terrain it is ighting in
and the strengihs o its opponents. The Grand
Masters of the Titan Legions have pondered,
the optimum weapon mixes for batle groupe
for thousands of years. [s it better 10 arm all
three Titans with weapons of the same range
1o achicve mass firepower? Ot should each

Titan be talored 1o complement its fellows
and cover their shortcomings® Inmimerable:

codexes and papers have been writen on.
the subject of Titan armament but individual
Priniceps and Grand Masters all harbour.

heir awn perceptions of the ideal weapon fit
RENEGADETITAN LEGIONS

In the dark days of the Horus Heresy, great
numbers of the Mechanicum were lured
into the service of Chaos with promiscs of
forgotten knawledge The TechPriests of
Mars were pitched into bloody eivil war,
e

surfuce of the red planet. The Titan Legions

ng forbidden weapons (o scour the

split into Joyalist and traitor factions, with,

over half of the Titan Legions joining Horus

Throughout the Heresy, innumerable battles
were fought between the divided Titan
Legions and whole citits shook beneath the:
!

v tread of these awesome war machines

With the falure of the Heresy the

were driven

rencgade  Titan
into the Eye of Teror, where they sl
duell, ten thousand years on, waiting o,
attack the worlds of the lmperium again
During their long sojourn among the Dacmon.
worlds, the renegade Titans have become.
warped and twisted, for the mutating power.
of Chaos is not

nited 10 living flesh, Nearks
all Chiaos Titans have heen aliered in some!
Some have hiad their heads reshaped into

dacmonic visages, o mounted close combat
weapons or extra guns in place of their mouth
grills, others spart long sinuous tails wiclding
weapons or gigantic blades. Many stll contain
their original crews, their lives wnnatrally
prolonged by the warping power of Chaos:
others are sieered by Dacmonic sentience

Flags, kil bannces and pennants ffy from the
af these Chiaos Titans,

weapons and a
often with the eye-aching symbols.of the
Dark Gods promuwently disphayed. The
pitiful followers of Chios seem to gravitaie
towards the renegade Titans, secing them
a5 monstrous, bmoding effigies of ancient
gods of war: These gigantic engines of terror
are universally feared s they wander the
Daemon wolds from hattle to batle. cternaliy
wreaking the carnage they were built for,

i
i




The Legio Ignatum is one of the oldest
[ legions, its forge world heing Mars jtself.
The legion saw battle diroughout (he Great
Crusade and sull retains a number of Tit
blessed by the Emperor himself at this tme
In later years, the legion fought through the
darkest days of the Horus Heresy, defending
st the impossible

s

the Emperor's palace ag:
odds that Warm
Innumerable individu

er Horus brought to bear

tales of personal
heroism and individual sacrifice survive from
i that time and the Fire Wasps have more than
their share. To this day, the Legio Ignatum
is the only Titan Legion granted the honour
8 of guarding the Emperor’s throne room
After the siege of the E
broken, the Legio Ignawm went on to fight
g i most of the major campaigns to cleanse

thuse worlds tainted by the hereties. The

peror's palace was

legion fought in the mighty conflicts on
Paramar V and m the Tallarn system as it
strove to drive the Traitor Titan Legions back

In these long and bloody campaigns, the
Princeps of the Fire Wasps came o know and
hate with an abiding passion the Legio Mortis;
old rivals which had now tirned to dark heresy

and foul worship of the gods of Chaos. It was
£ the Legio Mortis who breached the walls of the
Emperars palace; it was Death’s Heads Scouts
who terrorised and systematically destroyed
the populations of a dozen hives on Paramar
. and Tallarn. The flames of hatred still burn
hot and bright in the hearts of the Legio
Ignatum - one day, a reckoning will be made.

LEGIO MORTIS
D= HEwDs

ATTOR LEGION)

The very name of Legio Mortis has long
since become a foul taint to the defenders of
humanity, uttered only with fear and loathing
Their infamystretches back 10,000 years o the
tume of the Horus Heresy, when the Dacmon:
possessed Warmaster Horus sent the new-born
Imperium tumbling into bloody eivil war.
Legio Mortis had fought for the Warmaster
in a hundred campaigns during the great
crusade: their loyalty had long since been
pledged o him rather than the distant
Emperor. When Horus began the heresy
by virus-bombing the defenceless world of
Isstvan LI, the Death’s Heads made the
fandings 1 scour the corpsc-packed hives
{or the pitifully few survivors. Some say that
mutated suains of the virus brought their
~ | final corruption, others that the madness
 inspired by the billions of puurelying corpses
ensured they turned heir faces to Chaos.

Who can say where the truth lies? Certainly,
when the Legio Mortis lauded on Earth to
besiege the Emperor's palace they were warped
and mutated almost beyond  recognition
The adamantium skins of their Titans were
pocked and bubbled with foul effiuvia; great
tentacles of twisted flesh and metal lashed;
k and forth. Their

spiked tails whipped
Titans’ heads had been transformed into
drooling dacmonic visages filled with malice
and their engines roared like angry beasts
Death's Heads the
honour of breaking through the outer
walls of the palace and through their own

fanaticism  they did s, despite

Horus granted the

suffering
the loss of over thirty Titans in one night

However, in spite of their efforts the siege
e remnants
of the Legio Mortis fled from Farth and were
hunted and pursued, system by system, to the
Eye of Terror. There, where the Warp and
e has flowed strangely
for the Death's Heads. They lin

failed and Horus was defeated

realspace overlap, ti

before its reactor melted down. m
Otk Gargants outnumbered  the
Metalica more than theee o one and:
outcome was inevitable. The legion %
most completely wiped out and took 3
further part in the Armageddon campaig
At the end of the campaign Mannheim
posthumously awarded the Emperor’s Star
his bravery and loyalty to the Imperium, Legi

LEGIO VULCANUM I/LEGIO
YULGANUMIL
The Vulcanis system is remarkable for its

clipsing binary of red giants, These :\mllm
2y

servitude to the gods of Chaos, fighting a war
that ended 10,000 years ago, building their
strength and testing the Imperium's defences
for the time when they shall rewrn and
wreak terrible vengeance on all living things
for the defeat of their beloved Warmaster:

LEGIO METALICA
(TroN SkuLLs)

The Legio Metalica is righty famous
for its tragic part in the Second War for
Armageddon, a hive world which produced
weapons and munitions vital 1o the security
of several systems in the sector. Armageddon
th a foolish and ers

1 von Strab, who refused

suffered  ben
Overlord,
0 believe warnings of invasion by, the
fiercest Ork Waaagh! in centuries, Waaagh!
Ghazghkull. The Legio Metalica was stationed
on Armageddon o protect its vital industry
hed through von
Surab's inadequate defences, the Overlord
commanded the legion to perform  the
impossible task of stemming the Orkish tide
Princeps
temporary command of the legion after
the death (suspected o be assassination)

c

Herm

and when Ghazghkull

Prime  Kurtiz Mannheim  held

of its Grand Master By Imperial law, it was
his duty to obey the Overlord and von Strab
refused to hear Mannheim's advice. Unable
to betray his oath of loyalty to the Emperor,
Mannheim put on his best dress uniform,
said goodbye to his wife and children and.
climbed into his Titan Steel Hammer to lead
his baule groups to certain destruction
The legion fought hard and it fought well;

large moon in arhit arpund a massive rin
gas giant on the outer fringes of the
Because of its clase proximity (0 the E
of Terror and the attendant risks of Chiios:
attack, Stygles VIIL was home (0 two Titan
Legions, the firstand second Legio Vulcanum
Whileitisunusual forasingle system (0Suppo
two legions, it is far from unknown ~ Mars
itself supports three. The curse of Vulea
swas that both legions betrayed the Empi

Most of the brotherlegions' machir
were on crusade with Horus when ¢
heresy began. However, a horde of Cha
cultists back on Stygies VIl made a
of blaody surprise attacks w0 seize cont
the forge world's manufacturing fu-u

ﬂonumdmlum.mndmdmmu ,"

defending the Temple of Knowledge aj
the robed cultists and the hastily-improy
berserker machines they had - prod
Trapped and alone, the loyalists expected on
10 die - but rescue came from an unexpected
quarter On the 315t day of the siege,
of tall, graceful Titans supported by spee
jetbikes in their hundreds appeared
smashed the scions of Chaos. The.

~notto help the loyalists, but to deay Ch
sunmgpu\uudmclolh:Eyeorrﬂmr Wi
the Heresy ended, both the brotherlegion
fled into exile in the Eye of Tecro an | Suygies:
now hauses a third legion, Leg
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APPENDIX 2

ORK STOMPAS

i

ks are a crude and savage species who revel in violence,
d vast, mechanical effigies in the guise of their e
epitomise the Orkish way of fighting. Read on,

e lrcart of the Ork expansion throughout
niverse i a phenomenon known as the
The Waaagh! is a spontancous

ening which starts suddenly, in obscurity,

8 thon sradually gathers momentum
ki from across whole sectors become

d, disturbed and  dynamic, and
alyeays ensues as brutal leaders rise
snence amongst the Ork warbands As

ook to expand their domains, more and
Ok tribes become part of the gathering
of the Wasagh! This is a time when

detion of the gigantic war machines
‘a3 Stompas or occasionally, when

ering war machine with awesome

r I alo a utanic

made in

glite  povcy
Cebianical, fire-belching  idol
ge of the Ork gods. The building of
akin (0 worship for the Orks; their
and Mork, are big, boisterous
ga that leave a tradl of destruction in their

and in baitle, Stompas carve a similar

o surprise that fighting alongside
Stompa inspires a fanatical

A miracles  of  mechanical
t, packed with whisring cogs and
wheezing pipes and pistons, dials,
opeocks, gauges and no end of other
ical devices that scem to work purcly
e faith of tieir Mckboy inventors
Ty awesome firepower. heavy

nd giant (lamethrowers are mounted
0n the Stompa’s shoulders and often
are carried on the head as vell

Il Stompas also bear an enarmous
cambat weapon of some kind, be it @
g chainblade, a sicam-powercd
imnense erushing claw. No 10
lentical, as cach Otk Mckboy

cate @ bigger, more fearsome
peers. Each of their weapons
kustomised” by their creator

Stompas are protected by layers of thick
plate; their armourcd hulls are
from all Kinds of different

made
and bits
of armour plate scavenged from wrecked
vehicles and welded o hammered inta place
A vast krew of Orks, Greichin and Snotlings
ride into batle aboard a Stompa, each
performing a specific role The Orks fire
the guns and sioke the boilers, under the
stern cye of the Stwmpa Kaptin and his
Nobz

Tiggers

Teams of Snotlings and Gretchin

armed with spanners and oily
rags are sent frantically crawling into the
cramped workings o fix hings and fight

fires as the Stompa suffers baule damage

The immensely proud Warboss of a clan
that has any Stompas will almost always be
one of the Stompa's Kaptin, and some of
his Nobz will take up the posts of First Mate
(who shouts at the krew). Gunboss (who
shouts at the gunners), and Flaghoss (who's
in charge of the signal flags Stompas use
in baule — as well as shouting of coursel).
The talented Mekboy who built the Stompa
i rewarded with the post of Bast-Mek and
gets (o order around all the other Mekboyz
onboard and shout at the riggers. These
individuals all work together — for  time,
at least - 1o keep the Stompa stomping
around and blasting away at the enemy
STOMPAMOBS i
In the buildup 1o the Waagght, when the
Ork tribes are driven (o build the idollike
Stompas in praise of their savage gods, most
Warbosses manage (o get one or two Stompas
built by industrious Mekboyz Some of the
more powerful Ork Warlards can command
enough resources (o build many, and on
occasion, several Ork Warbossea will join their
tribes together to form an even more potent
\Wanaght In siich cases, an Ork horde iay be
Jucky enough 1o e led 1o war by a Stomp
Aob, usually comprising three Stompas. Or

ningly destructive creation;

Stompa isa frights
gh 1o send all

a formation ol them s e
bat the brasest troops flecing for cover
The massed firepower of a Stompa Mob has
spelied the doom of many a buttlcforce urdec
a thundering birrage of smoke and flame

e S
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destruction and death. When a ‘Waaagh! calls them to war,
grunuy crude and savage deities. These aptly named Stompas truly
if you dare, to gain insight into these fiendish creations.

The biggest Stom, nanded
by the Warlordand iskniownas the BossStompa

The other

in the moh is con

npas are always commanded by
the Warlord's wost trusied Nobz. In baie,
all the Stompas in a Mob hase to stick lose
together sa the Nobz can sce the signal flags
being fr on top of the
Boss Stompa; these tell them what their orders
are and where they're supposed 10 be goie

BIG MEK STOMPAS.

Just as the Big Meks finally sit back and
ulate themsclyes on the excellent job
they've done getting the Warboss' Stompa,
seadyin time, theyall oo of ten realise (hat hey
haven't got a vehicle or Stompa of their cien (o
join in the Waaagh! Somehomw, i the midst of
all the buggies and weapons 1o be bulll, they
haven't finished off thei
Skullk

with the Doyz

ustom Battlewagan
or buile 2 1
So it s ready brawhing
amongst themselses i anticipation of the
coming fight, that the Mckboyz can be seen
hammering and welding through the night
collecting whateser scrap is left over ftom
the Warboss' Stompa and building anather
such monstrosity at bréakneck speed
Just as the horde begins to pour forward, the
Big Mck's trumphant team start up their
lutest creation =4 new Stampa. All Swimpas
are individual creatians, but Big Mek Stompas
are espeaally varied. Each is protected by
a kustom foree field and earries an eclectic
range of exotie experimental weaponry, Lifta
droppas or other force ficld weapons offer
long range desteuction, usually backed up by
a bewildering array of kustom kannons and.
shootas, and close cambat weapons build from
the mighty crancs, grabbers and huge elccular
saws used in the Mekboyz' constr uction work
The Big Mek Stompa is run by 1 devoted krew.
5. commanded

 “bridge’);

he bellows his orders down speaking tubes
into e bowcls of the great mefal beas




This section

from W

1Eyou need o cheek or clanfy any of the rules during your games, cach b. Declare Finest Hours
rules summary also has a page reference to the ‘full’ version of the rules ¢ Take Player Turn (as described in
: the Warkammer 40,000 rulebook)

A

How 10 USE THIS SECTION APOCALYPSE TURN SEQUENCE
ncludes quick reference versions of many of the rules

presented in the Rules of Engagement section, a summary of the rules 1. Determine Unnatural Disasters.
2/411 for each of the Apocalypse Formation types, and & reminder of the

Apocalypiic Weapons tules for use insg
Zone Armageddon are also included. a. Determine Divine Intervention

ARPENDIX 3

REFERENCE
=

e The ensironmental rules 2. 1st Side Player Turn:

8 3. 2nd Side Player Turn:

a. Determine Divine Intervention

b. Declare Finest Hours

c. Take Player Turn (as described in
the Warhammer 40,000 rulebook).

4. Return to Step 1.

§ are met. The

i until that side

DivINE INTERVENTION (PG 24)
A Warlord can invoke Divine Intervention once per game at the start of any tum after the first prosided the conditions in the Codex & Critenia columis
arlord must be from the codex listed, and cach cntity can only be invoked once per game (not once per Warlord). The effects listedh

next wm,

L only apply 1o friendly units from the codexes listed in the Codex & Criteria column.

DIVINE INTERVENTION CHART

Extiry

The God-
Emperor of.
Mankind

Ruinous Powers

Gork & Mork

The Greater

s  The Hive Mind

The Star Gods of
the C'tan

Copek & ChiTenia 3 | MiscuiousErreeT
Imperial Guard, Sisters of Battle, Space Marines, Dark Angel For The Emperar!: Furious Charge, Fearless.

Blood Angels, Space Wolves, Black Templars, Grey Kaights

Half your units have been removed as casualtics.

Chiios Daemons, Chaos Space Marines Rewards of Chaos: You can choose to treat any
Hitor To Wound as ‘6"

“The number of opposing units that have been removed as casualties

equals or exceeds the number the opposing side currently has in play.
Orks

anywhere on the table, using the massive blast marker
Note that the first marker does not have ta be placed is
base contact with a friendly model. 3

Half of the total number of non-vehicle units from Codex: Orks on the
batdeficld (friend or foe) are engaged in close combat.

Eldar, Dark Eldar Children of the Bloods-Handed God: All Eldar an
Eldar have Hatred and Rage. i

More than 50 Eldar and/or Dark Eldar have been removed from play
4 casualties (friend or foe) 2 o
Tau Empire Desperate Strength: All Tau units have Stubborn, Feel

No Pain (4+) and Counterattack.
Your side has at least 5 fewer Strategic Victory Points than the

opposing side.
Tyranids.

3 or more HQ models from Codex: Tyranids are vithin
‘Strategic Objective in the enemy's deployment zone.

The Jaws Snap Shut: All Tyranits bave Prefers

and can both Run and then shoot in the same

phase, then charge in that wrm's Assault
%

ofa

2
SRS
Anti-C'tan Protocols: All Necrons have Adam
and Fearless, and pass Reanimation Protocols

Necrons

A C'tan Shard, Tesseract Vault or Transcendent C'tan has been
remaoyed from play as a casualty

v v s




Hours (PG 26)

orel may take one Finest Hour per game: decla

are itat the start of any of your fu
o e e s, Uniil the start of your next tum, the Warlord has a 3

- and rolls an onc of the Exemplar tables below:

Exmmn TABLE Pznso‘m EXEMPLAR TABLE STrRATEGIC EXEMPLAR TAl g
= - - ) BLE

i D6 EFESTsmg  pos :

bl Advameel Warire, and al i 0 |

,,,p, le Advan 1 Exceptional Display of Skill: Re- 1 g

* friendly units in 217, arc Relentless rollal faled To Hit role.

e 41 Srategic Asee y |
g 3 riendly 2 Bloody Rampage: Tripies A 3
; Jase Feel No Pain. g cRRe e 2 The Whitesof the Byes: rkndly

Neves Give Up, Never Surrendes ‘;‘“""' Display of Power: Re rolls in 24" of Warlord use theie

3 n all faled To Wound rolls aorma

yarlord, and all fricndly units in 247, ound ol Sty

5 A Hero'aMight Sircngh and 3 Coordinated Firing Solution:

i Toughnessx2 Nominate an enemy unitithin

e Great Push: Warlord, and all Wal
B 5 T ekt srlord's line of sight. Rerol filed
%3‘ ol T VR ek

Anaionin the Shwu“g Toughness 10;
20 imvulnerable save 4 et Plece Rl Notminate an efcrsy

unit within Warlord s line of sight.
Re-roll all filed rofls T Wound,
or failed armout peretration volls,
againstic

6 None Can Stand Before Me: +2
Attacks; melee attacks are AP1 with
Tnstant Death.

Zone of Death: Nominate a Strategic
Objectise within Warlord's line of

sight. All friendly units within 12° of
it have Zealot. /

Perfect Timing: Return one
destroyed unit (o Ongoiti Resetves.

S OF THE PRIMARCH (PG 28)

u‘lmngznbtmphrub!c (above), Space Marine ace ) ¢ 4 B«

= = e ]
Son of Honour: Watlordandall el ltrnarines 3

Son e Hal o Fi Slr.ucb\ 1\\9cxaml
m.fﬁ‘u'fnﬁ,o"" e Ulrmaoss i 12 of i ave citer Tank Honters, Splt Fire
e Preferred l'_ncmv Stealth, Fearless, of Releatless,
Warlord and ny fricndly unit with Mark ==
A 3 Lord of Corraption: w:.m-m-ufmmymouw
RSl Yo Ro P (49 Death Guard ) hye Fearless und Foel No Paln.
vadnl ‘Destruction: Warlord nd all fricndly Iron
% rd of Flux: Becomes Psyker, gains 2 Mastery
Rffioe in 12 bave (Tank Homter 3ud Armouchane {Thousx Lc\ch Generate powers immediately from Biomancy,
 Khuans Warlord and 511 'ruml]y wmu Scars in S0us Pyromancy, Telepathy or Trcenich disciplines J
SRGIE B Tiby ot 1 Lord of the Bk Crsades Vialondsod all iy
Wﬂm Son of the Wolf: Aicks X2 bae contt with an Black Leglon ,,‘u Tegionuais 1 121 u,'mmmﬂ_m
cncmy characte, Strength x2 jous Clsrge, Fearles, o Crussder
4y Somof| omxﬂ'hagm all other friendly Iroperial Lord of Heresy: Control encmy unit in 24° of the Mmmt
: &‘qﬁ&n Vo e (0 it i Corbat i h st o ods s
9% be 17 away from aay other models No Consalidating

Lord of Terror: Warlord has Fear Encmies in 24° of

Warlord r-foll passd Leadenbip (s

Salamanders
x o the Ravea: Worond s friendly Raven Guscd

Rayen Guard |~~ have Flcet, Move Throngh Cover, and Hit & Run

: o of e e Wedord sed iy
Alpha Legio 2+ pave Comnter-atiack, Hatred g5 It i



i STRATEGIC RESERVES (PG 37)
If a mission uses Strategic Reserves, these un
the table (o the right (vou don't have to roll for Reserves as normal)
- note they don't have (o arrive on the turn they are available. Units
that enter ‘after any break” can enter in the turn immediately after

enter play based on

any scheduled break.

n,m. Superheavy Hyem Fying
Monstrous Creatures, and Flying
Gargantuan Creatures
Units ariving by Decp Strike

Fast yehicles®

Any tum, from the !nd §
After any break (excep
break during the first taris
*Unless they are Flyers or arive by Deep Strike

All remaining units

UNNATURAL DISASTERS (PG 38)

£ I youare using the Unnatural Disaster rules, choose or randomly

. determine one table. Each turn, a randomly selected player (the Master
é af Disaster) rollsa D3, adds the trn number, and applies the result

from the relesant table

‘WaRP STORM BREACH TABLE (PG 39)

D3+ Errect

23 Daemon Gale: For Morale and Pin

i wse their lowest Leadership, Psykers within 24° of the Breach

g chiecks, units must

generate two extra Warp Charge points per turn.
Warp Invasion:
anodels within 6 of the Breach and 1 from other units
These are Codes: Chaas Dacmans units, from the troops, elites
or fast attack sections. They may charge this twrn, and are
ander the control of the player that placed them for the rest
oF the game

(e Master can place up 1o DS units of 206

6+ Lords of Doom: As for Warp Invasion, above, but the units
are single models from the HQ or hieavy support sections
fnstead, and cannot have optional upgrades.

Ouce More Unto the Breach: Rolloff before deployment. The

X swinner places a marker, and scatters it 2D6 Their opponent then

5 plices a secand marke
5 line between the o n
terrain and block¥ Tine of sight

*from the first, and scatters it 206" The

rkers forms the Breach; itis impassable

PsycHic CON]U]\CI"ION TMxLz (rc40)
D3+ Eeecr
Tur e

23 TheMind Ascendant: Al nomsehicl, o P;ymumu
have Brotherhood of Psykers and Smite.
45 Causality Breach: Re-roll all 1s this game trm. ;,L} #
6+ Psychic Tornadoes: The Master placesa large blast
marker on the table; it scatters 2D6", The marker remains
in play, scattering 2D6" at the start of each wen. Any 1on:
vehiicle model it moves over is remaved as a casualty with
nosaves allowed. I the marker ends up over a vehicle,
move tas lule as possible beyond the vehicle along the. 8
same trajectory, The marker is lethal terrain. Models &

within 6" of it have Fearless, Hatred and Rage. "

Susmic E TasLE (pc 40)
— ===
Turn
SR i
S  The M: S

g b ecoR Rat e pare e e
These section edges are dangerous terrain until the start o
the next game wm
45 Ruination: The Master nominates D3+1 buildings.
the Building Damage table for cach, adding +2 1 the

6+  Toul Collapse: The Master randomly selects boal\i o
section. It is removed from play, along with w.-rykhlnxun 2
“The resultant gap 1 impassable terrain.

i

Macma Storm TABLE (PG 39)

“EmEcT

23 Rain of Lava: D3 units are hit by the Rain of Lava, Starting
AR with the Master of Disaster's side, the sides select a different
E ‘enemy unit to be hit. These suffer D6 57 AP3 hits.

.45 Flaming Boulders: Stirting vith the Master, the sides (ke
itin turns o resolse a total of D6 Flaming Boulder attacks
‘Bach Boulder scatters 2D6° and has the folloving profile:

Range s AP Type
N/A 10 T Tange Bt

: All S: by 1 and
all weapons have the Gets Hot special rule this game uirn.
Weapons that have this rule already get hot on Is and s

ExterMINATUS TabLE (PG 41)

Orbital Bombardment: Starting with the Master of

side, take itin urns (o resalve a total ofD3
Orbital Strike attacks (see the Orbital Strike Strategic.
Asset card pg 31). These are not Strategic Resources:
Virus Bomb: Every non-vehicle unit takes a n u
Strength 3 AP hits equal to the. munbero{
their unit.

Disastcs

ﬂumgd\ 10 AP2 hit equal 1o the nmber nrm
their unit

s ol th
Aind




asualtics due to
e saving throas become Plague Zombics. These mst join
. unit of Plague Zombies within 6 i possible. If they can't,
3 " ey form a niew unit. They have 1 Wound, WS 1, Armour
e - and may notshoot or Run. They may charge on the
* i they enter play. They hive Fearless, Feel No Pain and
Slow and Purposeful. Plague Zombics arc controlled by cach
ra's Master, and are eneumies 1o hatl sides. Deadl Plague
Zombies do notreturn a play as new Plaguc Zombies
: Restless Dead: The Master places one init of 506 Plague
jes more than 6 frotn any models, wing any carlicr
atry castaltien during the hatile

atfull strengih
“carless, and Feel No Pain,

i

'&  Shifting Ash: The Master of Disaster plces a marker that
& scattens SDG". Rall a D6 for each Infantry model in open ground
‘within 18" of the marker. On 2 1, the model is destroyed, 1o
e allowed. Then remove the marker
d Rain: The Master of Disaster places the apocalipiic blast
etz it scatters 2D6° Models under the marker tak
 Strength 2 AP hit with Poisoned (4+)
Asteroid Starm: Starting with the M
s resolving a total of D3 Asteroid Storms. For cach, place
the apocalyptic mega blast marker and scaticr it 206
Range s
Na 1086

rof Disaster's side, take

AP
17575

Type.

OF FIRE UNNATURAL DisASTER TABLE (¢G 252)
et

- Scalding Dust Devil: The Master of Disaster drops 5 il
of paper 36" above the table. Models within 37 of these
- ukea Suength 5 APS hit
* Searing Winde: Thie Master of Disaster rolls a scatter dice near
cenre of the wblc. and marks the point on the table edge
ow points 1o (reroll if a Hit! is rolled) Modcls within
"of this point take a Suengih 3 AP5 b
| Superhieated Ash Storm: The Master of Disaster places the
apocalypiic mega-blast markec anywhere, It scauers D07
e below, Leave the
- warker in play: it is dangerous termin. 1t scatiers 2067 cach
_ Shooting phase, hitdng any models underneath it aficr
 scattering, Remove thie marker at the start of the next i

For a thousand days the great barge of the Adeptus
Astronomica sailed towards Earth. In the thirteen
holds, cach as cavernous as a temple nave, our human
Cargo sent up a great wailing and mozning, There were
over two thousand souls bound for service, men,
women and children; young and old; the sick and the
sound. Only the children did not know. But1am 2
psyker like them and I know their pain. I felt the chains
as if they were upon my own fimbs. I knew their fate,
they had been tested and found wanting, they were too
vulnerable, too dangerous to live. I am a guardian of the
Adeptus Astronomica. Souls such as these I carry to
the Emperor's table.”

'WAR ZONE: ARMAGEDDON TERRAIN (PG 251)

Grope Weed: Inipassable terrain. Nonschicle models ending their

AP- it
with Poison (45). Once nre model s killed by a plant. place a market by
e plant. i will ot attach for the et of the game

move within %" must pas a Strength test or suller a Strength

Helsreach Monster: lispassable terrain. The first unit (o cad their
mosc within 6 cach turm suffers D3 Sircagth 6 APA hits

Toxic Ash: Toxic ash is dangerons terrain, but is open ground rather than

difficult terrain. Units entering it mustsull ke Dangerous Tecrain tests




| APOCALYPSE WEAPONS (PG 72-75)

Primary Weapon (pg 72)
Roll two dice for armour penetration and pick the higher result

Destroyer Weapons (pg 72)
These have Strength D. 1 you hit, roll on the able below, No saving
throws of any kind are allowed against hits from Destraver weapons.

DESTROYER WEAPON ATTACK TABLE

D6 VeHiCLEORBUILDING  NONWVEHICLE
1 Clipped: Targets suffer a penctrating it Lucky Escape:
£ None.
25 Solid Hit: Supecheaw vehicles lose Seriously
D341 Hull Points. Other vehicles suffer Wounded:
an Explodes! result. Buildings suffer a Lose D341
Dewonation! result Wounds.
6 Devastating Hit: As for Solid Hit (above), Deathblow:
except Superheary veiicles lose D66 Lose D6+6
Hull Points instead. Wounds.
i Hellstorm (pg 73)

Use all the rules for Template weapons, but with the hellstorm template.

Vortex (pg 73)
These are Destroyer weapons. Place the appropriate blast marker, roll for

tier and apply damage For Wound allocation, assume the shot comes
rker is not removed from play itis
impassable terrain. At the beginning of every player turm, it scatters 2D6"

from the centre of the marker The

I a double is rolled, remove it from play instead.

Apocalyptic Barrage (pg 74)

These Barrage weapous use the apocalyptic barrage marker = twist the
shape howeveryou like, and maintain its orientation after scatter (do not
scatter cach marker separately) Then roll a D6 for each attack on the
sweapon's profile - the number rolled shows which part of the marker is
hit, resolve lits under each part separately. Depending on the overlap of
the template and the numbers rolled, units may be hit several times by
the same barrage

i Massive Blast (pg 75)
These Blast weapons use the massive blast marker (

Apocalyptic Blast (pg 75)
§ These Blast weapons use the apocalypiic blast marker (10%)

Apocalypiic Megablast (pg 75)

These Blast weapons have three Strength values and three AP valucs
sellecting the three zones on the apocalyptic megablast marker. The first
Surengih and AP value are used for the inner zone, the second for the
middle zone, and the third for the puter zone:

Always use the best Strength and AP if a model straddles two or miore
zones. 1fa unit has models in several zones, work out each zone separately.

For cover saves and Wound allocation, assume the shot comes from the
centre of the marker. Veliicles are hit on their side armour.

Amounm SPEARHEADS (PG 60)
These are treated as a Vehicle Squadron. One vehicle is the Com
Vehicle, and may shoot at a different target 1o the squad. Sq
deplay or end their Movement phase in a single Attack Pattern, whicly
granis e a special vule unll the end of their next Movernent phise

FLYER Wchs (PC 60)

Use the same rules and Auack Patterns as Amoured sPu.hmd.; by
Flyer Wing in Ropier Attack Patter also has Strafing Run.,

BATTLE FORMATIONS (PG 62)
Units in a Batle Formation deploy at the same time. within 36" of

same point (before any scatter) Special rules listed on a formation’
datashect apply to every model in it.

HicH CommaNDS (PG 63)
Nonsvehicle models in a High Command form a single unit Oq
game, in a scheduled break, the owning side can take an extr
Assetif at least one of these models is in play, In cacl of thelr Mov
phases, while at least one of these modelsis in play, a single frient
can make an Allout Atack - this Movement phase, that uni
move, may not shoot or Run, but may charge, Difficult terrai
slonthem, butis treated as dangerous terrain. Vehicles
Flat Outin an All-out Attack, but can Ram ar Tank Shock-
A

.,1




i s Payelic Choir form a single unit. They combine theis Warp
e Points into ane pool which all can use, and each Choir has
. Paychic Chioir Power on their datasheet which any one modcl
he unitcan use, provided atleast S moxdels remain. I3 Pryher

% m-om\: Warp, they also suffer Terrors of the Warp (right)

ER-HEAVY VEHICLES (PG 66)

car and Move Through Cover but may not Jink. When shooting.
ireated as having remained stationary, and may fire at

e targets. They may fire Ordnance weapons and still fire other
freely. If they are Transports, they can transport more than one

m Esplodes!, which instead remores D3 Hull Points. When they rin
ok Hull Points. roll on the Catastrophic Damage table (ight). Any
engers on board at the time sulfer a $10 AP2 hit. When a Super.
ehicle Tank Shocks or Rams, use the Thunderblitz tble (belos

TERRORS OF THE Wase Taste
Sl

The R Closess N onal effect

Phychic Fevdback: Each model n e Prichic o puffees s

Sercagh 6 AR it with no swves atioued.

3 Dimensional Cascade: Centre the birge bt
manifesdog the power.

"

cher over the Pyskes
ber of SIOAPT

s el 6 the R
4 Tentacles of Cisos: Exch Poyker in the Choie iakes 3 Sucaith
test. A Ut €4 ave rewsoved 31 case
5 Chaos Spamm: Repluce the ke
Clraos Spmown controtied
combat with
4 Spasn, the
6
CatastroPHIC Davace TanLe
Dé Tiee o Exriosion S AP
1 Explosion D42 246
23 Devastating Explusion D/RA 85
15 Tieanic Explosioa! D/1075 2314

flict DS Hull

Invincible Bebemoth: Astacl
Explodes

" TANK SHOCK REsuLr

Hom.su.'num standurd Tank Shock.

h 6 AP4 hits, then is Tank Shocked

Wy WALKERS (PG 68)

can tmove 12°. Have Fear, Hammer of Wrath, Invincible
® Through Cover, Relentless, Smash. Strikedown. Use
sehicle Shooting, Vehicle Damage, Carastrophic Damage
fules but cannot fire Overwaich, In close combit. they

Kerrsmash: The vebicle
Deing stomped sullers &
penerrating hit

Flipped: The yehicle being
stomped scaters D then
suffers an Explodes! restlt

‘Overrun: 206 Strength 10 A2 hits, then & Tank Shocked a4

Supgr-HEAVY FivErs (PG 69)

Have Fear and Invincible Bebemoth. Are Fivers, b

the Superhe:

{they do rot Crash and Burn), 2

(GARGANTUAN CREATURES AND

Frying C‘\RGANTUA.\' Cﬂmmnas (PG 69)
4 et

r&loﬁmd P\;rpollhd Sasash, medmnm.v antuan

oy move 127 the Mo

Both b
Relentless,
Creatures ave Mo
Gargatian Creas

s Creatiees, b
e azc Flying Moostro Creatares

phase. Flying

they may fire t

and 5
© Oy 2 others frecly. but canniot
saay Stosmp fike Super-heary Walkess. Atracks that

) Garganian Creamees,

targets and can fir
fire Overwasch. ol

44 oa (P

¢ Weapoms only wound themi 0a 2 &

cause Instant Deathy

instead. Poisa




BLAST MARKERS IN APOCALYPSE

Given the worldabattering weapans of destruction at d during these games are (insurprisingly) alot

lay it Apocalypse battles, die matkers res

biggger than wsuall You can buy

etof special Apocalypse markers from your local Hobby Gentre or (rom Garnes Workshop onlirie. However, if you need
aseturgenty or would just ike 10 have some spares, we've inchided a handy guide 1 making your own here. Simply use the shapes and meastrements
shown below for each marker or template, and carefully draw them out onto a big picce of paper or card before cutting them out

Massive Blast (7")

Apocalyptic Blast (10") Apocalyptic Mega-blast (5"/10"/15") Hellstorm

10%

50 110§ 15

Apocalyptic Barrage (5"x5)




THE éPOCALYPSE CoNTINUES

i tome is but a taster of Fighting vast baules in the grim darkness of the far future, 1

{ game of Apocalypse and pitting your collection against those of your fricnds in an ¢

wiumph on such legendary batdleficlds. p
CIPATION GAMES WHITE DWARF

ofyou who may be struggling to find the s

fyou baven't done o already, why not try arranging
ic confrontation? Glory unbound s the prize for those

ce required o White D
taa game of Apocalspse (we know, dining tables and floor

s Games Workshop's monthly magarine that features page.
after page of new releases, Intervies, hobby tips and locat
Every

ctivities.

are only s bigl), panic not, for there are plenty of opportunitics

e presents the most exciting news in the hobby cack month,
reyealing the latest miniatures (o come from the forges of the Gitadel
Design Studio and puting them through their paces in @ batle report

t test their mettle on the tabletop. Other articles range from the Army

here o eagage in suitably sized battles. Games Workshop's Hobby
sites egularly host enormous participation games, so contact your

et store for further details about when these exciting batdles are
Saking place. Our annual Games Day events, which take place across the
be. feature many eatachysmic batles that are larger sul, 0 be sure not

of the Month and Parade Ground, displaying various collections of
miniatures painied to the highest standard, (o regular columns stich i

Jervis Johnson's monthly

musings and useful Kt bashing showcases

impresute creations t0 dominate the baefields of the 415t
jam, Specialising in highly detailed resin kits, Forge World
duced dorens of powerful superheary vehicles, garganiuan

es and mighty Titans ~ something for every army in Warhamuier

game They are also responsible for a number of other
roducts, from modelling masterclasses, exciting campaign

GAMES WORKSHOP ONLINE

For full information on all of our events, Hobly Centrcs and.
products, look no furdher than the Games Workshop website at

s games-workshop.com. Ot online store presents the full
of Warhammer 40,000 miniatures, including a large selection

of products that are only available 1 oxder onli
browse the everincreasing range of digital products online,

at codexes t painting guides and
s, White Diart Daily; ovie

from the popular digital e
Lactics articles for your favourite arij
ontine blog, displays a selection of inspirational conversions and

beantfully painted miniatires exery day; 40 be sure 10 check i
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Banchammer : 3
Banesword ¥ Ao Mastoes
Space Marine Compa
Catachan Ambush Patrol ""f‘ e \‘ EED
Doomhammer SR oRmg el
Legion Ascendant, The

*Emperor's Fist' Tank Company. . Librarius

“Emperor's Talons' Recon Company
“Emperor's Wrath” Artillery Company.
B s G Fortress of Arrogance

Masters of the Chapter
Predator Asassin Squadron

Grimaldus

Scout Company
Hellbaminer Thunderhawk Gunship,
Tmperial Shield Infantry Comp

Imperial Sword
% Heavy Weapons Company

‘Imperial Vengeance’

Space Wolves
Brethren of the Great Wolf
Great Company

Mechanised Company Wollpack Flanking Force

Lord Castellan's Supreme Com

Sanctioned Psyker Baidle Elite
hadowsword

*Steel Fury' Banchlade Company

Stormlord

Tmperium

Heroes of Armageddon
Reaver Batle Titan
Warhound Scout Titan

Necrons Tau Empire

Acquisition Phalanx Al Superiarity Wing
Baleful Necropolis Counterstrike Cadre
Infinite Phalanx Kroot Hunting Pack
Obelisk. Optimised Stcalth Group
Tesseract Vault Rapid Insertion Force
Transcendant C Riptide Wing

War Council of Mandragors, The Skysweep Missile Defence

Orks Tyranids
Batilewagon Steamrolla Squad Barbed Hierodule

Bigg Mek Stompa Carnifex Crusher Brood
Bikeboyz Kult of Speed Endless Svarm
Burnabommer Skwadron Hamdan

Da Bully Boye. Hicrophant Bio-

Dread Mob Living Fortress

Karnage Skea
Ork Starmer

Oxcrlord von Strab

Red Skull Kommandos
Skullhamma Batile Fortress.

Fordfications
Fircstorm Nexus

Grand Redoubt

Imperial Strongpoint
Macro-cannon Aquila Strongpoiut

Stompa Vortex Missile Aquila Strongpaint

Stompa Mob
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STRATEGIC ASSETS
Any Army

Blind Barrage

Camoufiage

Flank
Minchicld
Orbital Sirike

reh

e Coordinates

Re-arm
Replacements.
Shield Generator
Supreme HQ
Trophy Kill

Blood Angels
Biood from the Skies

Black Templars

Helbrecht's Pledge

Imperial Guard
Bombardment
Earthahartering Sahvo
O My Coordinates!

Tunnel Rats

Tmperium
Booby-raps

Ultimate Sacrifice

Space Marines
Crusade Ba

Fury of the Just
Hail of Fire:

Heroie Stand

s
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Relic Weapois

Vortex Grenade

Chaos Space Marines

Chiros Altar
Cormipt & Despoil
Dacmon Shell
Daemonic Allics

Mass Staughter

Time of Vengeance

Chaos Daemions
Blood Thirst
Grand Pavane
Lies of Tzeentch

Plaguestarm

Orks
Ere We Go, Ladz

Get 'em Boyz

Gliazghkull's Revenge

Idol of Gark
Mek Workshop.

Surrender or Die!

Treacher

Eldar
Eldritch Tempest
Phiantasi
Strands of Fate

Waygate

Dark Eldar

Combat Stimms

3

Glorlous Pain
Lards of Twilight

Webway Assanilt

Tyranids
Reanimator
Spore Chimneys
Surrounded!

World Digestion

Necrons
Cannibalise
Entropic Plague
Star Pulse
Subsert Machine

Tau Empire
Darkstar Warhead
Drone Network.

For the Greater Good

feetire Warhead.

MISSIONS

Bailing Seas, The

Breakout from Volcanus
Crossroads of Death

Exterminatus!
Final Assault
Meatgrinder, the
Pincer Attack

Race to Destruction

Rok, The

Season of Fire, The
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VICTORY BELONGS WITH.
'THE BIGGEST GUNS

The grealésl heroes of the agelead halmlmns of roops
and tanks apainst the foe. Super-lmavy war machines
dominate the conflict like gods of ‘battle as bombardments
rain from the skies: This is war on awhole new level.
L Kisis Al’OCALYPSE' =
Apocalypseis the mh‘r voliane fo \VarlmulmcMD 000. Nour batlles
anthe#1st Millenniunuaall never be the same agai,
Yol need a copy of Warhamnicr 40,000
3 atorderdo use the contents of this book.

8 3 sy .

. ' Inside you will find:
14 FIGHTING AN APOCALYPSE BATTLE: How to field all the
" models in your collection in one gigantic army. As well
& as Apocalypse Missions, this section includes rules. for £
¥ divine intervention, acts of insane heroism, world-ending

unnatural disasters, pnd a host of strategic asset cards.

~ APOCALYPSE FORMATIONS: Details of over 100
devastating formations that feature the most powerful
military assets of the 41st Millennium ~ everything from
the C'tan-powered Tesseract Vault to an entire
Battle Company of Space Marines!

b of
super-heavy vehicles, gargantuan creatures and heroic
commanders that roam the most apocalyptic battleficlds.

WAR ZONE: ARMAGEDDON: Details one of the most
i with
anique special rules, datasheets and missions.
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