


CULT MECHANICUS

DISCIPLES OF THE MACHINE GOD



INTRODUCTION

LORDS OF T HE MACHINE
The Tech-Priests of the Cu l t Mechanicu s control  grotesqu e armies
of cybernetic horrors. Every  one of their priesthood wields
technologies beyond mortal  imagining, and each  of their warriors
has been cybernetical ly  refashioned into a piti less engine of
extermination. One and al l , the Disciples of the Machine God are
irrevocably  bou nd to an ancient rel igion that skirts the edge of
madness. The Cu l t Mechanicu s plu nder the galaxy ’s secrets in  the
name of reason, l i ttle caring that the havoc they u nleash  u pon
their foes brings not enl ightenment, bu t u tter destru ction.

INSIDE YOU WILL FIND:
Pri esthood of Mars: The h istory  and creed of the Tech-Priests,
their esoteric cyborg armies, and the victories they win in  the
name of the Machine God.

Crusaders of  the Machi ne God: A  showcase of Citadel
Miniatu res, inclu ding col lections showing the colou r schemes of
the forge worlds and expertly  painted examples from the ’Eavy
Metal  team.

Forces of  the Cul t Mechani cus: A  comprehensive army l ist
that al lows you  to tu rn you r col lection of Cu l t Mechanicu s
miniatu res into an u nstoppable force of destru ction on the
Warhammer 40,000 battlefield.

Appendi x: A  description of, and ru les for, the blessed warriors of
the Cu l t Mechanicu s and the devastating wargear they bring to



battle.







PRIESTHOOD OF MARS

Throu gh the darkening twi l ight come the Cu l t Mechanicu s, their
exhau st fu mes tinged with  incense and their voices raised in
sinister prayer. This is no regimented mil i tary  force, nor a
benevolent gathering of holy  men, bu t a procession of cybernetic
horrors and sou l less au tomatons. Each  of their nu mber has
wil l ingly  traded away h is hu manity , fashioned as a l iving
weapon in  the hands of h is inhu man masters. The Cu l t
Mechanicu s bring not forgiveness, nor mercy, nor a chance for
conversion to their creed. Instead they bring death; a thou sand
different kinds, each  measu red and recorded for later
assimilation.

Perhaps these are the kind of priests the Imperiu m needs most, for
Hu manity  teeters on the brink of disaster. Together, the Tech-
Priests command enou gh firepower to drive back the night
forever. They extend the iron grip of the Omnissiah  wherever they
go, i l lu minating the dark corners of the galaxy with  h is white-hot
enl ightenment. It is a l ight they wield not as a giver of l i fe, bu t as
a weapon – a ki l l ing blaze that bu rns u ncertainty  from the
u niverse and replaces i t with  a cold and terrible logic. Their
enemies are those who keep the treasu res of the galaxy from the
forge worlds where they belong, those who tru ck with  u nhal lowed
machines, and those who keep the Cu l t Mechanicu s from their
holy  cau se for even a moment. These infidels are slain  withou t
mercy.

A nd so the procession marches from world to world, the hau nted



skies above strobing white with  colossal  energy discharge.
Lightning leaps from the ou tstretched hands of the fai thfu l ,
bu rning the u nbel iever to ash  wherever he may h ide. A rcane
cannons flatten and twist the foe, as i f their u nworthy bodies are
being wrou ght u nto ru in by  the Omnissiah  h imsel f. Blasts of
barely-harnessed energy shoot l ike miniatu re su ns from track-
driven war-servitors, and vol leys of bl inding white phosphor
crackle and spit as they bu rn throu gh armou r and into the flesh
beneath . Those who lau nch  a last, desperate assau l t in  the face of
th is inhu man firepower are met by  looming battle au tomata,
each  bru tish  metal  giant given a semblance of l i fe with  simple
commands to conqu er, to bu rn and to cru sh.

Be they gu nslave, lordly  cyborg or sou l less death  machine, the
Disciples of the Machine God march  on withou t rest. United in
u nshakeable fai th , armed and armou red with  the most advanced
technology in  the Imperiu m, they are a nigh  u nstoppable force.
Every  shot fired, every  syl lable incanted is tai lored to a singu lar
pu rpose – to fu rther the dominion of the Machine God, even
shou ld i t mean the extermination of everyth ing that stands in  the
way.





THE CULT MECHANICUS

By  the grace of  the Cul t Mechani cus, the war engi ne of
the greater Imperi um i s abl e to fi ght on a mi l l i on
di fferent pl anets at once. The number of the
Omni ssi ah’s fai thful  i s bey ond measure, and thei r
mastery  ov er machi nes i s fel t  throughout ev ery  aspect of
Manki nd’s armi es – from the l owl i est regi ment to the
mi ghti est l egi on of god-machi nes.

Every weapon u sed in  the armies of Mankind can trace i ts origin
to a forge world of the A deptu s Mechanicu s. Only  with  the assent
of the Omnissiah  do the tank squ adrons of the A stra Mil i taru m
ru mble to the front l ine by  the bi l l ion, the armadas of the
Imperial  N avy transport cru sading armies to the fu rthest stars,
and the strike forces of the A deptu s A startes bring doom from
thu nderou s skies. Even the Emperor h imsel f cl ings to l i fe
throu gh the toi l  of the A deptu s Mechanicu s, for the Tech-Priests
alone can claim to comprehend the secrets of the Golden Throne.
A ware of their vi tal  place with in the Imperiu m, the priests of the
Cu lt Mechanicu s give themselves leave to wield the most
devastating of weapons, to delve into the most esoteric of
mysteries, and to commit the most atrociou s of acts in  the name of
the Machine God.

More than a vi tal  organ of Hu manity ’s galactic empire, the Cu l t
Mechanicu s is an au tonomou s creed older than the Imperiu m
itsel f. Du ring the aeons when Mars was estranged from Terra by
u nnatu ral  tempests, the technocrats of the Red Planet took their
fascination with  matters mechanical  to the level  of worship, then
rel igion.

Despite the ravages of ten war-torn mil lennia, their abiding



bel ief in  the almighty  Machine God, the Motive Force and the
Omnissiah  sti l l  thrives. It is th is fai th  that empowers their
armies, infu sing them with  a rel igiou s energy that crackles from
warrior and war machine al ike.

The Cu l t Mechanicu s is so secretive that few u nderstand their
ways. Their ri tes and traditions are powerfu l  indeed. The Tech-
Priests that orchestrate mil i tary  ventu res command hosts of
battle servitors, congregations of Electro-Priests, and endless
machineries of destru ction, inclu ding the fabled Legio
Cybernetica. It is with in their power to u nleash  the most arcane
mil i tary  bodies in  the Imperiu m, potent ancestral  al l ies and
vassal  organisations no less fearsome. Each  forge world
commands i ts own Skitari i  Legion, a force of holy  warriors
powerfu l  enou gh to conqu er a planet, whi lst the magnificent
firepower of the Centu rio Ordinatu s and Ordo Redu ctor can lay
waste to any war engine or forti fication yet encou ntered. The
mightiest of al l  the Cu l t Mechanicu s’ assets are the famou s Titans
of the Col legia Titanica, war gol iaths who stride from the mists of
Imperial  legend.







THE BLESSED PRIESTS
OF THE OMNISSIAH

Where the Tech-Pri ests of  the Cul t Mechani cus once
sought to expand al l  knowl edge for the betterment of
Manki nd, now they  ri p i t  bl oody  from the gal axy  for
thei r own sel fi sh gai n. Regardl ess of  rank, offi ce or
stati on, i t  i s the knowl edge of death they  cov et most of
al l .

Those who lead the Cu l t Mechanicu s’ armies have al tered their
flesh-forms beyond recognition in  exchange for the power to ki l l .
Spider-l ike, they pick their way throu gh a web of cau se and effect
meticu lou sly  crafted before each  engagement, trapping the foe in
grid-l ike ki l l  zones and overlapping l ines of fire. To come to the
notice of a Tech-Priest Dominu s in  a time of war is to render
onesel f an insect u nder the scalpel  of a piti less geniu s. A nd yet
these individu als are bu t the spear tip of their order, for the forge
worlds play  host to an organisation so labyrinthine i ts logic is lost
even to i tsel f.

The term ‘Tech-Priest’ covers a thou sand different roles. Genetors
probe the mysteries of the biological , creating ever stranger
cyborgs and slau ghtering xenos by  the thou sand in  order to excise
yet more secrets. A rtisans create and restore tru ly  wondrou s
weapons of war, from ornate gamma pistols to the mind-boggl ing
immensity  of the A rk Mechanicu s. Magi  of al l  stripes pu rsu e
esoteric agendas as l ikely  to end in  triu mph as they are disaster.
A cross the galaxy Transmechanics, Lexmechanics, Enginseers,
Secu tors, Tri factors, Myrmidons and Technoshamans labou r
alongside the wider Imperiu m to bolster Hu manity ’s war
machine. Within the A deptu s Mechanicu s the ranks become even



more esoteric. Each  Fabricator Locu m can cal l  u pon Magi
Technicu s, Metal lu rgicu s, A lchemys, Cogitatrices, Pedanticu m,
Tech-assassins, h ive monitors and Holy  Requ isi tioners, who in
tu rn can command a body of fabricators minoris, Fu lgu rites,
Corpu scari i , overseers, u nderseers, stasis clerks, and techno-
dervishes. To even begin to comprehend the towering edifice of the
Cu lt Mechanicu s takes far more processing power than the
hu man brain can provide.

Ultimately , thou gh, the Cu l t’s ci tadels of knowledge are bu i l t
u pon a fou ndation of l ies. The abi l i ty  to tru ly  innovate has long
been lost, replaced with  a reverence for the times when Hu manity
was the architect of i ts own destiny. N o longer the master of i ts
creations, the Cu l t Mechanicu s is enslaved to the past. It
maintains the glories of yesteryear with  ri te, dogma and edict
instead of discernment and comprehension. Even the
theoretical ly  simple process of activating a weapon is preceded by
the appl ication of ri tu al  oi l s, the bu rning of sacred resins and the
chanting of long and complex hymns. A nd yet so long as the
process works – or rather, so long as the Cu l t’s armies can
obl i terate those who displease them – the Tech-Priests are content
to tread the sl ippery  path  toward entropy and ignorance.







SERVO-SKULL
Su ch is the Omnissiah ’s generosity  he has provided the fai thfu l
man a way to serve even beyond death . The sku l ls of the tru ly
blessed are posthu mou sly  detached, fi tted with  anti-grav
generators, and cybernetical ly  repu rposed to fi t new roles u nder
the command of senior Tech-Priests.

SANCT US CANIST ERS
These cyl inders, worn u pon the mantle, often contain anti-agapic
el ixirs. They pu lse with  l ight when the owner chants h is
devotions, the strobing patterns inspiring strength  in  nearby war
machines.

MECHADENDRIT ES
The tentacle-l ike manipu lators that Tech-Priests extru de from
their bodies al low them to accompl ish  several  tasks at once – and



in  times of war, to wield a deadly  array  of weapons.

ROD OF OFFICE
Senior Tech-Priests often carry  a rod of office. Some are simple
staves of ancient wood and fi l igree, others contain electrocircu its
that can awaken somnambu lant robots with  a single sharp tap.

POWER AXE
A  symbol  of the Omnissiah ’s might, the power axes wielded by
most devotees of the Cu l t Mechanicu s have blades sty l ised to
resemble a sacred cog. In  th is way, al l  who behold them are
reminded that the Machine God has the power to create as wel l  as
destroy.

HOLY VEST MENT S
The robes and cowls worn by al l  Tech-Priests are made of heavy,



du rable materials, bu t they exist as mu ch to spare squ eamish
al l ies from the biomechanical  horrors beneath  as to afford
physical  protection.



THE LEGIO CYBERNETICA

The au tomatons of the Legio Cybernetica are cou nted amongst the
mightiest servants of the Machine God. When rou sed to wrath
their powerfu l  claws flex, their rasping voxes emit praise-blu rts
to the glory  of the Omnissiah , and their gu ns spit hot death  into
the enemy. Tru ly  these machines are blessed, for u nl ike those
warriors who bear the cu rse of flesh , the robots of the Cu l t
Mechanicu s harbou r neither dou bt nor weakness.

Since the aftermath  of Warmaster Horu s’ rebel l ion the Legio
Cybernetica’s robots have been control led completely  by  their
masters – not by  the bio-plastic cerebra and nerve-l ike tendri l
webs of Mechanicu m constru cts, bu t by  sancti fied doctrina
wafers. N o bigger than the cards of the Emperor’s Tarot, these
sl ivers of wetware are entru sted to the Cybernetica Datasmiths
that accompany the robot maniples to war. Inserted into the
dataslot h idden behind each  robot’s chestplate, the wafer’s
command protocol  wi l l  dictate every  iota of the host’s behaviou r,
u su al ly  optimising i ts abi l i ty  to destroy i ts foes in  a spectacu lar
fashion.

Shou ld a robot be control led by  a Protector-pattern doctrina wafer,
i t wi l l  concentrate i ts efforts towards ranged combat, mowing
down rank u pon rank of the enemy with  an accu racy a mere
hu man cou ld never hope to match. If the accompanying Tech-
Priest wishes to change the behaviou r of h is charges – for
instance to the assau l t-oriented Conqu eror protocol  – he mu st
manu al ly  remove the first doctrina wafer and insert a new one in



i ts place. Many patterns of doctrina are in  shorter su pply  than the
robots themselves. Thou gh there are dozens of robot clades and
anatomies, each  is entirely  mechanical , and hence easier to
maintain  than the fu sion of bio-matter and electronics that forms
each  doctrina wafer. Fu rthermore, whenever a maniple of robots
finds i tsel f in  battle mode withou t a Datasmith , i t wi l l  continu e to
prosecu te i ts last doctrina protocol  u nti l  i t ru ns ou t of power –
something that u su al ly  takes weeks of u nbridled slau ghter to
achieve. Su ch  risks and l imitations are wi l l ingly  accepted by the
Cu lt Mechanicu s, for the act of hardwiring independent thou ght
into a battle au tomaton is strictly  forbidden. Who knows how
many maniples the Legio Cybernetica cou ld field i f the ancient
prohibition on arti ficial  l i fe was l i fted?

Thou gh the robots of the Legio Cybernetica once nu mbered enou gh
to shatter entire al ien empires, a great many have been lost to the
ravages of time. The secrets of their constru ction are al l  bu t
forgotten. Becau se of th is i t takes a Tech-Priest of su rpassing rank
to sanction their u se, and absu rd lengths are taken to retrieve
those that fal l  in  action. Y et these stoic machines remain a
common sight in  the armies of the Cu l t Mechanicu s. For a
rel igiou s brotherhood that bel ieves flesh  to be weak and metal
incorru ptible, to wield su ch  mighty  war constru cts is to command
the angels of the Omnissiah  h imsel f.





PROCESSIONS OF THE
FAITHFUL

The war-processi ons of  the Cul t Mechani cus are thronged
wi th l i v i ng weapons, each eager to gi v e v ent to thei r
l ethal  wrath. Such a gatheri ng i s a daunti ng si ght, for i t
boasts a ri ot of  cy berneti c anatomi es, and the
monotonous cant that emanates from i t  pl ay s upon the
nerv es l i ke tal ons drawn down gl ass.

To witness an army of Tech-Priests marching to war is to share
the vision of an insane prophet. A nd yet beneath  the cu rl ing
incense and the grotesqu erie of nightmarish  anatomies, there is a
stru ctu re that spans from one forge world to the next.

The Tech-Priest Dominu s that commands each  Cu l t Mechanicu s
congregation wi l l  typical ly  cal l  u pon a body of battle servitors to
protect h im. Thou gh these l iving arti l lery  pieces are potent
indeed, they are easi ly  replaced and can be mu stered in  the
thou sands i f necessary. A l l  forge worlds create these hal f-
machine war constru cts on a dai ly  basis, their biohangars
stacked with  rank u pon rank of dormant Kataphron servitors
awaiting the binharic command to awaken. Their su rvival  is of
l i ttle import, and the Tech-Priests wi l l  expend them with  no more
thou ght than a Space Marine wou ld expend a cl ip of bol ter shel ls.

The same cannot be said of the Legio Cybernetica, for i ts
au tomaton warriors are ancient and blessed in  the Omnissiah ’s
sight. When the u se of these machines is sanctioned, they wi l l
u su al ly  be deployed en masse, organised into cohorts each
consisting of fou r fu l l  strength  maniples. Wherever these rel ics of



Hu manity ’s past march  to war, they attract great nu mbers of the
faithfu l , amongst them the fabled Electro-Priests. These
l ightning-shrou ded holy  men trai l  after sacred machines in  the
manner of pi lgrims and mendicants fol lowing the rel iqu aries of
an Ecclesiarchal  saint. Theirs is the Motive Force, the th ird of the
Machine God’s trinity , who gives the fai thfu l  man the power he
needs to smite the u nbel iever. In  times of war these priests wi l l
raise a great choru s of praise to the Omnissiah , their weapons
bu zzing with  mu rderou s energy.

Su ch  is the geniu s of the Cu l t Mechanicu s’ forefathers that their
traditional  war-psalms contain binharic strings of program and
protocol . Each  is sonical ly  coded to enhance the Cu l t Mechanicu s’
warriors. Every  servitor, robot and priest has with in h im a
su bcu taneou s electoo circu it that thri l l s with  the glory  of the
Machine God, bolstering their strength  when battle rages al l
arou nd. The Tech-Priests pu t the resu l tant boost in  efficacy  down
to the inspiring effects of fai th , forgetting that each  syl lable
contains enou gh binharic cant to rou se even the basest servitor to
a mu rderou s wrath . Tru ly  i t is said that praise to the Machine God
lends the fai thfu l  might enou gh to prevai l ; those that witness the
electric raptu re of a Cu l t Mechanicu s procession in  fu l l  flow are
lu cky to su rvive.





CULT MECHANICUS
BATTLE CONGREGATION

A ty pi cal  Battl e Congregati on consi sts of  serv i tors,
pri ests and robots from a forge worl d, uni ted i n thei r
desi re to see the enemi es of  the Machi ne God destroy ed.
The forces av ai l abl e to a Tech-Pri est Domi nus are a
refl ecti on of hi s status i n the l aby ri nthi ne hi erarchy  of
the Cul t Mechani cus. The exampl e bel ow i s just one of a
thousand i terati ons.





TEMPLES OF THE OMNISSIAH

The forge worl ds that stud the creaki ng edi fi ce of  the
Imperi um prev ent i t  from fal l i ng apart al together. They
prov i de both sword and shi el d for Humani ty ’s armi es,
thei r dauntl ess l egi ons and weapons experti se an
i nv al uabl e asset to al l .

MARS - The Red Planet

The Red Planet is the birthplace of the Cu l t Mechanicu s, the
hol iest of celestial  orbs save Terra i tsel f. So vau nted is Mars that
across the stars a hu ndred worlds have been terraformed and
settled in  exactly  the same manner. Su ch  planets are not pleasing
to the eye, for the A deptu s Mechanicu s has always prized
efficiency and fu nction over ephemeral  concepts su ch  as
aesthetics or moral i ty . Whilst Mars was once a jewel  in  the crown
of Mankind’s achievement, mil lennia of incessant constru ction
have tu rned i t from a miracle of Hu manity ’s potential  to a smog-



choked hel lscape. Like al l  cast in  i ts image, i ts su rface is covered
with  massive forge complexes, sprawl ing refineries, towering
monu ments to the glory  of the machine and weapons shops that
scrape the skies.

The Disciples of the Machine God and their al l ies are the only
inhabitants of the Red Planet, for they wi l l  not tolerate any other
organisation settl ing there for long. A side from the legendary
wars of the Horu s Heresy, where the tou ch  of Chaos permeated a
fu l l  hal f of the Titan Legions and swept throu gh the orders of the
Tech-Priests, there have been no recorded confl icts on Mars that
were not du e to schisms and civi l  wars in  their own ranks.

The massive orbital  constru ctions that tu rn above the Martian
equ ator are known col lectively  as the Ring of Iron. Spacecraft and
other large starfaring constru cts are constru cted with in the
Ring’s extensive orbital  factories, and many of the sh ips of the
Battlefleet Solar are based in  i ts hu ge floating docks. The moon
Deimos is absent from Mars’ orbit, seconded to the warriors of
Titan in  aeons long past. The gu n-stu dded moon of Phobos is
incorporated into the corona of su rveying stations, defence
networks, space fortresses and mining systems that constantly
orbit the Red Planet. Every  day, craft from al l  over the Imperiu m
visi t the Ring to trade with  or learn from the Cu l t Mechanicu s,
each  soon lost in  the largest man-made stru ctu re in  the galaxy.





LUCIUS - The Hollow Forge

The hol low planet of Lu ciu s has at i ts core a fu sion reactor so large
many have l ikened i t to a captive su n. With  su ch  bou ndless
energy at their fingertips, the Tech-Priests that dwel l  u nder the
planet’s cru st have become experts at mil i tary  innovation. Their
geniu s was displayed anew when the planet was invaded by a
spl inter fleet of Hive Fleet Leviathan. Despatching Lu ciu s’ Legio
Cybernetica and a great host of battle servitors to the planet’s
su rface, the Tech-Priests Dominu s largely  fou ght their battles
from below the planet’s cru st. By tracking the motions of their
servant clades and control l ing their activi ties via
electromagnetic data-tethers, they waged their war withou t
risking direct harm. Su ch  is the wonder of the Cant Mechanicu s
that their battle plans were enacted to the letter. Wherever the
Tyranid swarms overcame their servitor armies, the Tech-Priests
waited for the xenos predators to devou r the biological  components
before sending servo-sku l l  swarms to carry  the most vi tal  of the
remaining machine parts below the cru st of the planet. There
they were instal led into fresh  recru its, and the next wave sent
back u p to the su rface. Thou gh i t took months to accompl ish , the
resu l tant war of attri tion ended in  victory, for the Lu cian armies
fou ght l ike l ions, and their hymns to the Omnissiah ’s glory  did
not cease for a single moment.



T HE CANT  MECHANICUS
The  Te ch-Prie sts of the  Ade ptus
Me chanicus spe ak a numbe r of
strange  diale cts that ble nd the

machine  tongue  with those  of the
wide r human race . The se  include

binharic cant, Lingua Te chnis,
he xamathic code , noosphe ric ble e d

and Novabyte , amongst many othe rs.
Fe w outside  the  Ade ptus Me chanicus

can compre he nd the se  tongue s, le t
alone  re produce  the m. Many Te ch-
Prie sts have  the ir jaws and throats

alte re d, the  be tte r to spe ak language s
that we re  de signe d only for cogitators
to use . Furthe rmore , e ach language  is
re ple te  with inte rnal se lf-re fe re nce s

and allusions to knowle dge  that
re mains unknown to those  outside  the
orde r. The ir use  is forbidde n by any

not of the  Cult Me chanicus. A lot of
the se  language s have  words and e ve n

e ntire  grammatical structure s
missing, e rode d by the  e ntropy of

mille nnia or corrupte d by scrapcode .
The y are  source d and re -imagine d

from alphabe ts, le xicons and tongue s
throughout history into an omnibe t

that only the  Te ch-Prie sts truly
unde rstand. This me ta-language  is the
root of the  sigils and icons that adorn

the  warriors and war machine s of the
Ade ptus Me chanicus. More  than that, it
is the  foundation of the  battle  cant the y

chant to e mpowe r the ir minions in



time s of war.



AGRIPINAA - Orb of a Million Scars

A gripinaa has always been at the forefront of the Imperiu m’s
wars against the encroaching darkness of Chaos. Whenever a
Black Cru sade su rges forth  from the Eye of Terror, A gripinaa
meets i t with  al l  the tremendou s firepower at i ts disposal . Despite
having committed a large portion of i ts strength  to the war for the
Cadian Gate, A gripinaa’s du ties are not pu rely  those of a sh ield for
the wider Imperiu m. The forge world’s Tech-Priests have plu nged
the spear of their fleets deep into the Eye of Terror, seeking to
u ndermine A baddon’s power by  razing the sou l  forges – the
worlds of the Dark Mechanicu m that stand in  stark mockery  of the
Omnissiah ’s creed. Upon the mind-bending cog plateau s of
Temporia, Cohorts Cybernetica and conclaves of Electro-Priests
trade blasts of l ightning with  the mechadaemons of Warpsmith
V aladrak. The size of Temporia’s blasphemou s monstrosities
beggars bel ief, bu t the war machines of A gripinaa are many in
nu mber and indomitable in  fai th . For every  wave of terrors the
twisted planet heaves into the path  of A gripinaa’s fai thfu l ,
another cohort makes planetfal l  to repel  i t. Here the might of the
A deptu s Mechanicu s is tested against a bleak reflection of i ts own
manias and obsessions. Perhaps i t is not u pon Cadia that the fate
of Segmentu m Obscu ru s wi l l  be decided, bu t in  the Eye of Terror
itsel f...



T O PLY T HE ST ARS
The  Ade ptus Me chanicus has always

ke pt its own fle e ts, e ve r since  the  dark
time s whe n the  first of the  e xploratory

missions de parte d from Mars.
Dropships capable  of transporting

Titans be rth ne xt to sle e k e xplorator
ships de signe d to trave l vast distance s
without re supply. The  Explorators of
the  Fle e t Me chanicus form some thing

of a bre e d apart in the  Cult
Me chanicus, though in the ory any

Te ch-Prie st is fre e  to join the ir ranks.
The y unde rtake  the  Que st for

Knowle dge  across the  stars, se e king
out undiscove re d data, uncatalogue d

phe nome na, the  lost worlds of the
Empyre an, forgotte n arche ote ch
hoards and unknown life  forms.

Re se arch stations, pione e r ships and
outposts se ttle d far from the  forge

worlds are  all like ly to be  manne d by
Explorators. De pe nding on who you

ask, the y are  intre pid and re source ful
adve nture rs that de lve  in the

une xplore d re ache s of the  galaxy, or
e lse  madme n inte nt on dabbling with
that which is be st le ft alone . Though

such Te ch-Prie sts have  found many of
the  gre ate st prize s in the  Que st for
Knowle dge , countle ss Explorators

have  me t with grisly de aths upon the
hostile  frontie rs of the  Impe rium. In

the  halls of the  forge  worlds it is e ve n
whispe re d that, on se ve ral occasions,



the ir ill-conce ive d prying has
unle ashe d cataclysmic horrors on

Mankind.



STYGIES VIII - The Ever-staring
Cyclops

The Tech-Priests of Stygies V III are infamou s for their pu rsu ance
of forbidden xenos technology. Su ch  is their cu riosi ty , they wage
war against the al ien races of the galaxy not to conqu er, bu t to
stu dy. Their dangerou s yearning for the war-tech  of other races is
often overlooked, for Stygies V III provides a great deal  of vi tal  war
materiel  for the su rrou nding systems, and in  these tempestu ou s
times the Imperiu m cannot afford to lose i t – even the High  Lords
of Terra have deemed i ts continu ed existence vi tal . Even with  that
official  sanction, a secret war u nfolds u pon Stygies V III. With in
its yawning rel iqu ary-hal ls, battles between Deathwatch  Ki l l
Teams and radical  Tech-Priests are sti l l  a  distu rbingly  frequ ent
occu rrence. There are those amongst the Stygian priesthood who
have taken their obsession with  xenos war-tech  to another level
entirely , breaching the ancient webway portals of nearby
V u lcanis III and taking entire war processions into the labyrinth
dimension of the Eldar. They seek nothing less than to find the
Black Library, plu nder i ts bou ndless riches of knowledge and
retu rn triu mphant to Stygies V III – even i f they  have to cu t their
way throu gh Eldar Harlequ ins, Chaos Space Marines and worse to
achieve their goal .



‘Whe n De imos and Phobos are  at
apoge e  and pe rige e , the re  thou shalt
se e  the  face  of the  Omnissiah. Clad in a
body of gold, and wre athe d in the
firmame nt of the  storm, the  Lord of All
Machine s will stand in the  midst of his
pe ople , and shall re ign ove r all the
dominion of Man. S o gre at shall be  the
glory of his pre se nce , that the  sun
shall hide  his face  in shame .’

- Excerpt from The Coming of the
Omnissiah , 

Pico del la Moravec, Primu s of the
Brotherhood of Singu lari tarianism



GRAIA - The Crown of Miracles

Like so many of i ts brethren, Graia was once a forge world cast in
Mars’ image. However, since the Cu l t Mechanicu s breached the
strange portal  atop Mou nt Laochan – and in  doing so triggered a
devastating invasion from migrating Donorian Fiends – the forge
world has been su bject to emergency relocation. It now resides in  a
geometrical ly  perfect network of space stations that crests the
planet l ike a gl i ttering diadem. Thou gh the Cu l t Mechanicu s does
not make i t widely  known, the Graian Crown is capable of
independent fl ight. Giant fu sion engines al low i t to escape i ts host
planet’s gravity  and move to the nearest Mandevi l le Point, where
it can then travel  throu gh the Warp. The last time Graia
attempted th is, i t was assau l ted by  an invasion fleet of N ecron
aircraft that soared u p from the Laochan Gate and teleported
u nl iving warriors directly  onto the su rface of the Graian Crown.
Only  by  sending massed Cohorts Cybernetica on magnetical ly-
control led space walks did the Graian Tech-Priests hold back the
foe long enou gh to effect warp translation. Thou gh Imperial
records cu rrently  claim that Graia’s priesthood have retu rned to
circu mnavigate their original  home world, at least one recent
Rogu e Trader report l ists the planet’s orbit as strangely  empty.

‘The  Ade ptus Me chanicus is capable  of



cre ating the  de adlie st war machine s
imaginable , but the y acce pt no
re sponsibility for the ir e mployme nt.
Too obse sse d with what can be
cre ate d, the y do not stop to conside r
whe the r it should be  cre ate d in the
first place .’

- A non



RYZA - Furnace of Shackled Stars

Ryza once fu el led the larger Imperial  war effort, bu t since
Waaagh! Grax descended, those days are long past. N ow Ryza’s
Tech-Priests tu rn every  second of the planet’s indu stry  to the
bu siness of su rvival  alone. The greenskins made planetfal l  u pon
Ryza in  the hu ndreds of bi l l ions. That nu mber soars and dives
with  every  hou r, defying even the abi l i ty  of the Magi  Logis to
qu anti fy  i t. The Imperiu m has met the greenskin assau l t with
over twenty  A stra Mil i taru m regiments fighting alongside
Skitari i  macroclades, Legio Cybernetica war cohorts, even Titan
Legions, yet the Orks attack afresh  with  every  new dawn. The
Tech-Priests of Ryza have tu rned to more inventive measu res:
viru s bombs rain  down across the Obdu ras continent, laying low
lesser greenskins by  the mil l ion as hermetical ly  sealed Kastelan
Robot Maniples thu mp phosphor rou nds into those Orks tou gh
enou gh to su rvive. A bove the polar metropol ises, Ork fighter craft
are harried by  Onagers modified to crawl  u p the sheer h ive wal ls.
Salvation teams reclaim fal len god-machines, piecing them back
together with  ri tu al  and su ppl icant incense even as Ork
mekaniaks resu rrect their Gargants with  l i ttle more than
welding torches and fou l  langu age. Upon Ryza i t is not attri tion
that wi l l  carry  the day, bu t invention – a qu al i ty  the A deptu s
Mechanicu s considers al l  bu t heretical .



Dominus Lycathre nsis Bute  pulle d his
cowl forward as the  sky burne d bright

with the  fire s of e ngine  war. In the
strobing shadows of the  basilica, a
killclade  of S icarian Ruststalke rs

we re  slashing the ir way through a
throng of orkoid warriors, but the  mob
of crude  Ork dre adnoughts stamping

across the  plaza we re  as ye t
une ngage d. Bute  gave  a binharic blurt

of irritation as he  turne d to the
Kataphron De stroye rs at his back. He
would ve ry much like  to conclude  his
dure ss e xpe rime nts on orkoid fle sh
this day, but it se e me d the  Machine

God had othe r work in mind.

‘Le t the  fire s of e nlighte nme nt rain
from thy sacre d we aponry!’  crie d

Bute  to his corpse -face d congre gation
of plasma se rvitors, all four of his

arms raise d to the  skie s, ‘Le t the  soul
of Ryza he rse lf e mpowe r the e !’  He

turne d back, re calibrating his
e radication ray as thre e  tank-size d
Ork walke rs waddle d into we apons

range , the ir pince rs snipping and the ir
circular saws buzzing. To his

e xaspe ration, the  Kataphrons be hind
him still had ye t to e ngage . ‘And
Omnissiah de live r us from slow-

minde d glitchwits,’  mutte re d Bute . ‘All
right, ope n fire .’

The  plaza lit up with blinding white



e ne rgie s, and the  Ork walke rs me lte d
away like  candle s in a fire storm.

METALICA - The Gleaming Giant of
Ultima Segmentum

The forge world of Metal ica is inimical  to l i fe. The sole exceptions
are the legions of the Cu l t Mechanicu s that pu rposefu l ly  keep the
planet bare so their work can continu e in  blessed steri l i ty . By
their toi l  does the forge world thrive, imposing order and logic
u pon the worlds nearby. The only  real  bl ight u pon Metal ica’s
h istory  of terrible efficiency came from with in. In  923.M39 the
Elu cidan Schism saw hard-l ine Fu lgu rites shoot down a
Corpu scari i  congregation on a pi lgrimage to Mars, claiming their
wastefu l  ways wou ld destroy the balance of the priesthood u pon
the Red Planet. The resu l tant civi l  war raged for several  hu ndred
years, and the planet has been a lodestone for mil i tant Electro-
Priests ever since. The last mil lenniu m has seen Metal ica’s Cu l t
Mechanicu s u nited once more against a common threat – that of
the Daemon. Metal ica’s Tech-Priests have a special  revu lsion for
anarchy, and when the indu strial  lynchpin world of A rmageddon
was invaded by the forces of Chaos, their priesthood was qu ick to
answer i ts cal l . Metal ica’s overseers were driven by morbid
cu riosity  as mu ch as a sense of du ty  and sol idarity , bu t when the
Daemon Primarch  A ngron’s nightmarish  hosts rampaged across



the planet, the Tech-Priests met them with  every  weapon at their
disposal  – and harnessed reams of data in  the process.

‘Gre ate r anomaly inbound,’  buzze d
Datasmith Mu-Colohe re , his gamma

pistol blasting a le e ring gore -dae mon
back to the  he ll from whe nce  it came .
S wooping through the  skie s towards
his maniple  was a winge d brute  of a

monste r soake d in blood. Mu-
Colohe re ’s oculus irise d wide  as the

be ast smashe d a S tormrave n Gunship
from the  sky with a swing of its titanic

axe . Distracte d, the  Datasmith was
ne arly de capitate d by a me tre s-long
blade  of slick black ste e l. Luckily he

had re ce ntly se t his Kaste lans to
Conque ror protocols, and the

dae monic wie lde r was stampe d into
the  dirt by a looming automaton.

‘++OMNIS S IAH BE WITH YOU++’
intone d his robot in its grinding

monotone , backhanding a dae monic
cavalie r from its Jugge rnaut mount.
‘And with you in turn,’  re plie d Mu-

Colohe re . His gamma pistol’s be am
punche d through the  Jugge rnaut, and
the  be ast’s image  fade d from re ality.

‘Not prope r me tal,’  said Mu-Colohe re .
‘Hypothe tical: the  cre ature s we ar an

e mpyric re fle ction, rathe r than the
substance  itse lf.’



Ahe ad, the  winge d monstrosity
roare d in savage  joy as it slamme d

hoove s-first into a Kataphron
Bre ache r, crushing it in a spray of

blood. ‘Ble sse d are  we ,’  cante d Mu-
Colohe re , e je cting doctrina wafe rs
from his robots and de ftly re placing

the m. ‘Prote ctor protocols initiate . Aim
for the  e ye s.’







THE QUEST FOR
KNOWLEDGE

Ov er the l ong mi l l enni a si nce i ts i ncepti on, the Cul t
Mechani cus has been ri v en, reformed, brought to the
bri nk of catastrophe, and has engaged i n conquests that
span the gal axy . Cal cul us Logi  l abour ni ght and day  to
catal ogue i ts hi story , though they  di scl ose i t  not. Onl y  a
handful  of  ev ents are al l owed to reach the annal s of
Imperi al  truth.





c. M31
T HE BIRT H OF A NEW AGE
The aftermath  of the ru inou s Horu s Heresy  sees the Mechanicu m
reforged as the A deptu s Mechanicu s. The Fabricator General  of
Mars is given a permanent position on the galaxy-ru l ing cou nci l
known as the High  Lords of Terra.

011.M32
T HE GIRIDIUM EXPERIMENT
The Cu lt Mechanicu s bu i lds a fortress arou nd the ‘hau nted’ caves
of Giridiu m. Du ring the manifestation which  occu rs every
equ inox, the disciples of the Omnissiah  blast apart rank u pon
rank of red-skinned Daemons. The process is repeated for nine
long years. Ju st as the A deptu s Mechanicu s are compil ing reports
and preparing to withdraw, the sky  above yawns wide and
disgorges a rain  of capering, whirl ing flame-daemons. The
ensu ing battle rages for months, and when a new wave of blood-
horrors bu rsts from the caves at the next equ inox, the combined
daemonic onslau ght sees the Cu l t Mechanicu s slain  to a man.

c. M32
T HE SHADOW WAR
A n intense paranoia drives the Cu l t Mechanicu s to bu ry  their
secrets deep. When the Inqu isi tors of Terra’s new order take their
ti the of data-tapestries, they also u nwittingly  take the
cou ntermeasu res that wi l l  u nravel  them. A ware of their mistake
bu t u nwil l ing to admit i t, the Inqu isi tion devises pu rge protocols
that engage in  an u nseen battle with  the sel f-repl icating
deletion-programs of the Cu l t Mechanicu s. Thou gh th is shadow
confl ict flares u p into several  planet-wrecking wars before fading
into obscu rity , i t sti l l  rages in  secret to th is day.



401.M34
T HE HOWLING
A n A deptu s Mechanicu s Explorator fleet clashes with  the
Cacodominu s, an al ien cyborg of colossal  psychic potential . The
horri fic creatu re learns wel l  of Hu manity  and i ts agents. With in
a year i t controls the popu lace of th irteen hu ndred planetary
systems. The resu l tant heresy  is ended by a concerted attack from
the Legio Cybernetica and their Black Templar al l ies. A las, the
Cacodominu s’ psychic death  scream bu rns ou t the minds of a
bi l l ion A stropaths and distorts the signal  of the A stronomican
itsel f. Entire su b-sectors sl ide into barbarism withou t the l ight of
the Emperor to gu ide them.

97 9.M34
T HE PROPHET  OF COGS
The long-time rivalry  between those Tech-Priests who dwel l  in  the
north  of Mars and those of the Martian Sou th  flares u p into open
war. A s the confl ict grinds on, both  sides are assai led by  the feral
packs of mal fu nctioning Servitors and bu rnt-ou t war machines
that hau nt the desert wastes. The war reaches a gory  conclu sion
when the sel f-proclaimed Prophet of Cogs broadcasts a control -
choru s that binds mil l ions of long-abandoned machines to h is
cau se. A ppal led by  the hal f-l iving cyberghou ls he sets on h is foes,
both  north  and sou th  u nite to drive h im from the face of the Red
Planet. Ru mou rs persist that he hau nts the A lpha Centau ri
System wel l  into the 41st Mil lenniu m.

c. M35
T HE T IME OF T WIN EMPIRES
Du ring the secession of Segmentu m Pacificu s, the rebel  forge
world Moirae is destroyed by retal iatory  Exterminatu s, bu t not
before the Moirae Schism has spl i t the A deptu s Mechanicu s in



two. The ensu ing confl ict draws Titan Legions and even those
Space Marine Chapters affi l iated to the A deptu s Mechanicu s into
the tu rmoil . The schism takes a heavy tol l  on the A deptu s
A startes, resu l ting in  the death  of dozens of companies and the
excommu nication of several  Iron Hands clans. It takes over two
mil lennia of desperate warfare before the Moirate doctrines are
considered fu l ly  pu rged.

104.M36
T HE WAR OF RECOVERY

550.M37
T HE OCCLUSIAD
The northwestern fringe is ravaged by the A postles of the Bl ind
King. Rogu e Tech-Priests who view Hu manity  as an affront to the
Machine God, the A postles u ncover artefacts lost in  the Dark A ge
of Technology that al low the creation of su pernovae from the
hearts of l iving su ns. Constel lations are forever changed as the
A postles pu rge the ou ter sectors of Segmentu m Obscu ru s. War
rages for a decade, thou sands of heretical  macroclades and
Cohorts Cybernetica exterminating al l  hu man l i fe from world
after world with  chi l l ing efficiency. The tide tu rns only  when
N avigator Joyre Macran discovers the palace-warship of the Bl ind
King h idden in  a fold of Warp space. Macran gu ides the Emperor-
class battleship Dominus Astra to the palace’s location and the
Bl ind King is slain. Withou t h is prescience, the A postles are
overcome – not least du e to the efforts of Mars i tsel f and the
fou nding of the heroic Dark Hu nters Chapter.

383.M38 
T HE T ELOK EXPEDIT ION



The radical  Magos V ettiu s Telok leads a foray  into the void beyond
the Halo Stars in  search  of the fabled artefact known as the
‘Breath  of the Gods.’ His expedition is reported lost with  al l
knowledge.

7 43.M40
T HE REALIT Y CAGE
The Tech-Priests of V enatoria create cagefields of pu re law and
reason that magnify  the material  dimension’s inherent
resistance to the energies of the Warp. Forbidden to test the
resu l tant technology in  realspace, the Tech-Priests lead an
invasion fleet into the Ocu laris Terribi l is. Three V enatorians
make i t back al ive to their forge world. They devote the rest of their
careers to the creation of a ‘real i ty  bomb’ that they bel ieve wi l l
seal  the Eye of Terror forever more. Sadly , their test ru n, staged
u pon the yawning ri ft known only  as the Maelstrom, ends in
disaster.

029.M41
T HE EXHUBRIS PORT AL
The ru ne-sealed portals u pon Exhu bris II’s grand archipelago are
hidden with in a landscape of leech-infested pyramids, bu t the
Stygian Cu l t Mechanicu s makes i t their mission to open them.
The excavation is wel l  u nder way when a large force of Eldar from
Craftworld Ulthwé arrive withou t warning to assai l  the Cu l t
Mechanicu s work teams. Stygies requ ests aid from a nearby
Martian fleet. So determined is their defence that the
reinforcements have time to make planetfal l  in  great nu mber,
and the Eldar grou nd forces are hammered to ru in. The ru nic
portal  is broken open, and Tech-Priests from both  Stygies and
Mars enter the lambent labyrinth  beyond.



139.M41
T HE GOT HIC WAR

17 3.M41
T HE BAIT ED BEAST
The Cu lt Mechanicu s del iberately  triggers Waaagh! Kragga in  the
tightly-held Urdeshi  System. Thou gh the Waaagh! boi ls ou t of
control  planetside, the Imperial  N avy keeps i t contained to
Urdesh  and i ts neighbou ring worlds. The Tech-Priests greedi ly
harness every  screed of information; so mu ch data is gathered
their overheating archives have to be relocated to the cool  of
Urdesh ’s u ndergrou nd catacombs. Eventu al ly  the greenskins are
methodical ly  exterminated clan by clan. The next three centu ries
are spent cleansing and rebu i lding the Urdeshi  System. In  the
process, the invalu able data-catacombs are fi l led with  rockcrete
to form fou ndations for a grenade manu factoru m.

7 45.M41
T HE DEAT H OF T YRAN

865.M41 
T HE CURSE ENT ROPIC
A  Chaos fleet of Iron Warriors and Daemon Engines u nleashes a
destru ctive machine-cu rse u pon Cypra Mu ndi . Soon the forge
world ru ns with  rivers of molten metal , i ts su rface dotted with  a
mil l ion bu rnt-ou t machines. Ju st as al l  seems lost the Cu l t
Mechanicu s coordinate a psalmic banishment that l i fts the cu rse,
leaving the Chaos Space Marines bereft of their Daemon al l ies.
The planet is cleansed with in a week.



97 9.M41
T HE CAVERNS OF CALT H
Ru mou rs circu late of a u niqu e Tyranid bioform u nearthed from
the ice of Cal th ’s polar cru st. Magos Locard leads an Explorator
army into Ultramar, delving deep u nder the planet’s cold skin
with in minu tes of planetfal l . The torsion cannons of hu ndreds of
battle servitors grind a path  towards u nsanctioned l i fe signs in
Cal th ’s ancient tu nnel  networks. They do not find the legendary
Carnifex they were expecting, bu t nest u pon nest of bu rrowing,
serpentine horrors. A  desperate su bterranean battle breaks ou t in
the darkness, and Magos Locard is forced to leave empty-handed.

983.M41
T O PUNISH T HE USURPER
Upon the lodestone world of Knu thor, a nation of feral  hu mans
worships their Ork slavers as prophets of the primitive deity  King
Thu g. When the nearby forge world of Graia learns one of the Ork
roks is bu i l t arou nd a fabled A rk Mechanicu s, i t sends forth  i ts
legions on a priori ty  intercept. With in a year of the travesty
coming to l ight, both  xenos and hu man al ike have been scou red
from the planet, and the salvaged pieces of the A rk Mechanicu s
born reverently  back to Graia.

988.M41
T HE OMNIT ASK BLASPHEMY

992.M41
T HE SCOURING OF JOHAN’S EDEN
A n ancient data-cache is u nearthed u pon the ju ngle planet of
Johan’s Eden. The Cu l t Mechanicu s descends, only  to find the



planet’s modest popu lace slain  by  N ecron Canoptek constru cts.
Several  war congregations lau nch  a simu ltaneou s attack. Eight
years of war fol low before the Cu l t Mechanicu s recover the data-
cache. Three intact STCs are recovered as a resu l t – one for sel f-
heating cookpots, one for parchment au toqu i l l s, and one for stable
flu x-core bol t rou nds that can melt ceramite as i f i t were wax.

67 4999.M41
RET URN T O ABHEILÜNG

986999.M41
DESPERAT E MEASURES
The Tech-Priest cu stodians at work in  the Emperor’s Palace
u ncover irrevocable fai lu res in  the mechanisms of the Golden
Throne. A  dozen contingency expeditions are immediately
lau nched, inclu ding a Xanthite war procession sent throu gh the
Exhu bris Portal . The Xanthites fight throu gh Harlequ in Trou pes
and Daemon hordes al ike before reaching their intended
destination. In  the grave-cold ou bl iettes beneath  Commorragh, a
dark bargain is stru ck.







TECH-PRIESTS DOMINUS

Shapers of destru ction, masters of the Cu l t Mechanicu s, the Tech-
Priests Dominu s can redu ce entire worlds to ru in. They can
command a ci ty  to be broken down u nti l  not a single rockcrete
brick rests u pon another, or order an entire race eradicated and
expu nged from the h istory  books. These feats they accompl ish  not
throu gh diplomacy, bu t via the relentless, merci less appl ication
of firepower.

The vau nted rank of Dominu s is bestowed only  on those of the Cu l t
Mechanicu s with  a tru e talent for war; those who bel ieve the
su premacy of the Machine God is to be proven at every
opportu nity . Thou gh they are as l ikely  to hai l  from the
laboratories of the Biologis as they are from the war hal ls of the
Magi  Mil i taru m, each  is an expert in  weapons arcana. To them the
secrets of the battlefield are laid bare. Every  bu l let’s bal l istic
trajectory, every  las-pack’s cu rrent capacity  and every  battle
engine’s optimal  fire solu tion fl ickers in  their mind’s eye. They
feast on raw data and cerebro-stimu lants, al lowing them to visi t
destru ction personal ly  u pon the foe even as they coordinate front-
l ine tactics and exload war-psalms from their vox arrays. N one
are safe, for they are as lethal  to machines as they are to organic
l i fe. A  Tech-Priest Dominu s can tear the machine spiri t from a
su per-heavy tank even as he blasts i ts infantry  escort to coi l ing
wisps of steam.

A GRIP OF COLD IRON
The  Cult Me chanicus wie lds vast

powe r. On some  de pe nde nt worlds



the y are  accorde d e ve n more  re spe ct
than officials of the  Ade ptus Te rra – or

e ve n the  Inquisition itse lf. I t is the
Te ch-Prie sts that are  re sponsible  for
une arthing ancie nt te chnical re cords

and de signs, for maintaining
mille nnia-old machine s, and for

capturing and analysing alie n
arte facts. The y have  a holy duty to

prote ct Mankind from the  pe rils that
such te chnology can bring, for it is

wide ly be lie ve d that soulle ss
constructs we re  re sponsible  for
bringing about the  Age  of S trife .

De spite  worshipping machine s, the
Cult Me chanicus doe s not strive  for a

re turn to the  Dark Age  of Te chnology.
Inste ad the y ye arn for a time  whe n

man and machine  are  pe rfe ctly
e nme she d with one  anothe r, as

typifie d by the  Omnissiah himse lf.
The y look down upon those  who

would work to othe r e nds, and will
crush any foolish e nough to

blasphe me  against the  Machine  God
by the  acts of unlice nse d

e xpe rime ntation, discove ry and
inve ntion. Though the  lowe st ranks of

Te ch-Prie st have  mainte nance  and
construction dutie s, as ade pts
progre ss and le arn gre ate r

knowle dge , the y are  e ntruste d to
study the  gre ate st myste rie s of the

galaxy. All e nde avour to maintain a
position of absolute  knowle dge  and



authority. A Te ch-Prie st who fe e ls his
domain is thre ate ne d will go to any

le ngths to prote ct his powe r, including
murde r, sabotage  and outright war.





KATAPHRON BREACHERS

Kataphron Breachers are battle servitors many times the size and
power of those u sed by the rest of the Imperiu m. Utterly  deadly  at
close qu arters, they are not born so mu ch as constru cted, their
every  enhancement geared for maximu m lethal i ty . They are
easi ly  recognised by their growl ing motive u nits, v iciou s
hydrau l ic pincers and deadly  shou lder-mou nted cannons. Y et the
most vi tal  component of al l  is with in – the sou l  of a violent man.

In battle Kataphron Breachers ru mble forward at the command of
their Tech-Priest masters, fu l fi l l ing the role of l iving sh ield and
battering ram al ike. Original ly  devised to break apart enemy
battle l ines and forti fications, they are of great u se to those adepts
who wish  to seize a valu able artefact from the clu tches of wou ld-
be u su rpers.

A s they near the front l ine the vol leys level led by  the foe thu nder
arou nd the Breachers to l i ttle effect; the th ick overlapping plates
that cover the flesh-parts of the battle servitors make them al l  bu t
invu lnerable to smal l  arms fire. Once their proximity  bel ls
chime, Breachers retu rn fire with  hel ical  blasts of energy from
heavy arc ri fles or the twisting, ripping fields of torsion cannons.
Whilst the foe scatters in  disarray  the Breachers accelerate,
crashing into enemy l ines to cru sh  and ki l l  with  piston-driven
talons and coru scating arc claws.

T HE MERCY OF T HE OMNISSIAH
The  se rvitor comple me nt of e ve n a

single  forge  world will typically



numbe r in the  te ns of millions. Many
we re  once  wante d criminals – hard

and intimidating me n from all walks of
Impe rial life , from hive  gange rs
stitche d with vat-grown slabs of

muscle  to Inquisitorial e nforce rs that
committe d bloody murde r afte r

le arning too much. Whe n the  Ade ptus
Arbite s find a transgre ssor of
surpassing physical size , that

individual will be  be ate n se nse le ss
with powe r mauls and se nt batte re d

and bloody to the  ne are st forge  world.
The re  he  is give n a se cond chance  to

se rve  Mankind as one  of its most
faithful se rvants. First the  spe cime n is
mind-wipe d, che mically lobotomise d
so that his pe rsonality and me morie s
are  a blank slate  – in the ory at le ast.
Ne xt his arms are  cut away, usually

re place d with we apons or tools suite d
to the  ne w role  his maste rs have

chose n for him. In the  case  of battle
se rvitors, the  spe cime n will be  halve d

at the  abdome n and pe rmane ntly
suture d into a tracke d motive  unit. His
mind will be  hardwire d with targe ting

compute rs, and his voice  box
surgically modifie d to be tte r sing

binharic praise  to the  Machine  God.
The  proce ss is of course  painful in the

e xtre me , but the n no atone me nt is
e ve ry truly comple te  without

sacrifice .





KATAPHRON DESTROYERS

The cyborgised horrors known as Kataphron Destroyers exist only
to ki l l . There is perhaps no pu rer cal l ing in  al l  the galaxy than
that of the l iving weapon, especial ly  one u nsu l l ied by  the
responsibi l i ty  of moral i ty , or even thou ght. A l l  servitors are
u l timately  tools wielded by the hand of another, and the
Kataphrons are no exception. When su ch  a battle servitor is
control led by  an adept of the Machine God, they become
destru ction incarnate.

Where the standard Kataphron Breacher has at least one claw-
l ike arm, the Destroyer has both  i ts u pper l imbs replaced by h igh-
yield weaponry. On one side i t mou nts a cannon of advanced
design, ranging from the heavy phosphor blaster – a weapon that
fires white-hot spheres that cl ing, bu rning, to the target – to the
plasma cu lverin, a cannon so volati le the servitor’s own flesh
crisps and bu rns even as h is targets are redu ced to molten slu dge.
Perhaps most feared of al l  the Destroyer’s tools is the heavy grav-
cannon, a weapon that can flatten even the wraithbone ghost-
constru cts of the Eldar in  a single cru shing second. Their
potential  for deal ing death  does not end there, for on the other side
of their torso Destroyers bear secondary weapon systems that can
hu rl  nearby enemies back with  roaring gou ts of flame and
streams of phosphor shot. Those that somehow su rvive th is
bl istering array  of firepower wou ld do wel l  to flee qu ickly , lest
they be grou nd into the dirt u nder the Destroyers’ heavy tracks.

The  basilica wall gave  way with a
landslide  crash. A gigantic bio-be ast



shoulde re d through it, thick knots of
le sse r Tyranids spilling through
amongst the  rubble  and clouds of

ancie nt brick dust. The  cognis
we aponry of De stroye r-clade  Vho-9-
Rhombus re acte d be fore  the  se rvitors
the mse lve s, snapping round to be lch

gre at clouds of prome thium flame  into
those  we apon-be asts skitte ring

forwards. As one , Vho-9-Rhombus
pivote d and slowly re ve rse d, the

e xpre ssions of the  thre e  battle
se rvitors as slack and disinte re ste d as

if still in transit to the  war zone . The
spindly se rvo-limbs of the ir cognis
flame rs de ftly de tache d the  e mpty

caniste rs and re place d the m without a
microse cond of he sitation. Tyranids
le apt, blade -arms whipping through

the  air, only to be  caught once  more  in
blasts of flame .

The  giant wre cke r organism
barre lle d through the  fire s with a

scre e ching roar, a crab-like  pince r
crushing the  le ftmost battle  se rvitor in

an e xplosion of sparks and stinking
blood. From the  nave  be hind came  a
monotonous chant, the  sound filling
the  basilica’s pe rfe ct acoustics with

binharic battle  cant. The  two
re maining Kataphrons shook as if in

e cstasy be fore  le ve lling the ir graviton
cannons at the  be ast ploughing
through the  pe ws towards the ir



maste r. The  Tyranid cre ature
scre ame d as its carapace  cracke d in a

hundre d place s, and the n it burst,
squashe d like  an inse ct unde r the

Omnissiah’s iron he e l.





FULGURITE ELECTRO-
PRIESTS

Fu lgu rite Electro-Priests crackle with  energies stolen from those
they slay  in  mortal  combat. A  protective shrou d of l ightning
known as a vol tagheist field su rrou nds them, and their rewired
veins and su bcu taneou s electoo circu its thru m with  divine force.
The Fu lgu rites are amongst the most blu nt and bel l icose of the
Omnissiah ’s disciples – these holy  warriors do not slay  their foes
at range, bu t blu dgeon the l i fe from heretic and foe-machine
al ike.

A lso known as Lu minen or ‘the sparks of l i fe’, Electro-Priests exist
as lesser orders of the Tech-Priest h ierarchy. They are fanatical ly
devoted to the Motive Force, th ird of the Machine God’s trinity ,
bel ieving that al l  l i fe and motion owes i ts continu ed existence to
that ineffable divinity . Electro-Priests are capable of channel l ing
energy throu gh anything they tou ch. Cybernetic grafts in  their
nervou s system al low them to channel  electrical  energy throu gh
their copper-etched palms, the charge bu i lding qu ickly  as the
Electro-Priest works h imsel f into an ecstatic frenzy. A t the
heights of their rel igiou s mania, the tru ly  devou t can destroy
enemies of the Machine God with  bol ts of l iving l ightning – or, in
the case of the Fu lgu rites, drain  their l i fe energy as a Catachan
mega-leech  drains blood.

It is the creed of the Fu lgu rite to tear the l i fe energy from the
galaxy – in  particu lar the bioelectrici ty  that animates l iving
sou ls. A lso known as the Brotherhood of Petri fied Lightning, they
wish  to harness the animu s of their foes and bind i t to the
Omnissiah , reclaiming the Motive Force and sol idi fy ing i t with
the power that dwel ls in  the care of the Tech-Priests. The



Fu lgu rites bel ieve that only  those fou nd worthy in  the eyes of the
Machine God shou ld possess the divine grace of h is galvanising
power. They wou ld wi l l ingly  render every  civi l isation that did not
praise the Omnissiah  total ly  inert, plu nging the civi l isations of
the u nenl ightened into eternal  night. This sel fish  creed is no idle
phi losophy, bu t rather a holy  cru sade, and they fight for i t night
and day.

To the Fu lgu rite, to waste energy is almost as vi le an act as to
al low the u nbel iever to u se i t to h is own ends. Rather than slaying
their foes from afar or committing what they see as blasphemy by
u sing powered weapons, these priests stride bare-chested into
battle, smiting their foes in  person with  long-hafted electroleech
staves. These contain condu ctor rods that draw the energy from
those they strike and store i t in  powerfu l  capacitor cel l s. They can
rob the Motive Force from an enemy war machine, leaving i t cold
and dead. More u nsettl ing sti l l , they  can su ck the bioelectrici ty
from l iving creatu res, drawing i t ou t in  one great drau ght and
harnessing i t with in their core capacitors so that same energy
can later power the holy  instead of the heretic. Those so stru ck wi l l
col lapse to the grou nd, their corpses left cold and motionless as
stone.

ELECT OOS
Eve ry one  of the  Omnissiah’s

worshippe rs is fitte d with a pe rsonal
e le ctoo. Taking the  form of

subcutane ous circuitry, some  of the se
de vice s are  little  more  than small
ide ntifie r-plate s and information
wafe rs that can only be  acce sse d
whe n illuminate d by se nior Te ch-



Prie sts. Othe rs are  far more
advance d. The  e le ctoo ne tworks the
brothe rhoods of the  Ele ctro-Prie sts

implant be ne ath the ir skin are  so
e xte nsive  the y cove r the  e ntire

ne rvous syste m, the ir bio-e le ctric
pulse s pote nt e nough to se nd out

bursts of scorching powe r that
inte rce pt incoming proje ctile s.

Through de vice s such as the se , the
mana of the  Machine  God can visit

Fabricator Ge ne ral and lowly S kitarii
warrior alike . Eve n se rvitors and
robots are  ble sse d with the ir own

form of e le ctoo, as much to brand the m
as the  prope rty of the ir maste rs as for
the  re ligious rapture  the y can bring.

Through the se  e le ctoos, the  disciple s
of the  Ade ptus Me chanicus can

channe l the  e le ctric maje sty of the
Omnissiah. The  faithful are  fille d with

a glorious ambrosia of data, the ir
floodstre ams thrilling with the  swe e t

ne ctar of pure  information. In time s of
battle , an e ntire  proce ssion can have

the ir e le ctoos re mote ly se t to re spond
to the  same  canticle s and invocations.

In doing so, the  le ade rs of the  Cult
Me chanicus e nsure  that the ir

cybe rne tic congre gation is fille d with
the  divine  ability to de stroy its foe s –

be  it with blasts of living lightning,
piston-drive n fists, or the  blinding light

of the  Omnissiah’s truth.







CORPUSCARII ELECTRO-
PRIESTS

Tru ly  blessed are the Corpu scari i , for the Motive Force l i teral ly
ru ns in  their veins. These blazing fanatics can su mmon
l ightning at wi l l , stretching ou t electrostatic gau ntlets to send
jagged bol ts of the Machine God’s wrath  into the foe. Those stru ck
by these sacred energies are granted the ecstasy  of fu l l -body
electrocu tion. For a brief second before death , the u nbel ievers see
the l ight, their paroxysms shaking them apart as their bodies
bu rn from the inside ou t. Su ch  is the generosity  of the
Corpu scari i , for their du ty  is to i l lu minate the galaxy.

The Electro-Priests’ sacred cal l ing requ ires their bodies be
hardened, conditioned and electrosu rgical ly  prepared for the
ordeal  of hosting the Motive Force’s sacred energy. The wearing of
heavy ru bber boots is of paramou nt importance, for to simply
grou nd the energies of their order is seen as wastefu l  by  brazen
Corpu scari i  and miserly  Fu lgu rite al ike. Regardless of faction,
Electro-Priests do not see in  the conventional  sense – the
channel l ing of sacred electric force boi ls the eyes in  their sockets,
or else melts them so they ru n, globu lar and bu bbl ing, down the
cheeks – a sacred phenomenon the order knows as the
Omnissiah ’s Tears. Corpu scariu s and Fu lgu rite al ike are gratefu l
for th is gi ft, for they can sense the electromagnetic signatu re of
friend and foe al ike, and perceive the world as a crackl ing vision
of the Motive Force that powers al l  th ings. To the Corpu scari i , the
galaxy ’s inhabitants are l i ttle more than dim ghosts of electric
force ju st waiting to be sent blazing to the Omnissiah ’s side.



CONDUIT S OF ST RIFE
The  schism that divide s the  Ele ctro-
Prie sts date s back to pre -Impe rial

time s, whe n this offshoot of the
Me chanicum was still in its infancy.
The  fore fathe rs of the  Corpuscarii
focusse d the ir worship upon the

Machine  God – the y be lie ve d his light
should be  brought to the  galaxy. His

e ne rgie s we re  to illuminate  the
savage , in doing so bringing more

re source s to the ir orde r. The y
mounte d gre at re ligious crusade s to

this e nd, e xpe nding a gre at de al of
Mars’  re source s in the  proce ss, but

be lie ving the  price  worthwhile  – those
e arly pione e rs conside re d the

Omnissiah’s powe r to be  infinite .
Those  who would be come  the

Fulgurite s we re  aghast whe n the y
counte d the  cost. The y we re  je alously
prote ctive  of the  Motive  Force  – that

invisible  de ity that give s all cre ature s,
be  the y me chanical or be  the y fle sh,

the  powe r to move  of the ir own
accord. Be lie ving the ir god’s favour to

be  finite , the y claime d that the
Corpuscarii we re  flagrantly wasting
the  Machine  God’s powe r – the y not

only abuse d his divine  e ne rgy in
illuminating the ir ships, but fritte re d

his powe r into the  e the r by
channe lling blasts of e le ctricity.

Ince nse d at the se  accusations, the
Corpuscarii re turne d to Mars. The



brothe rhood fracture d many time s,
and the  first Conduit Wars be gan. To

this day, Mars’s surface  is still
scorche d by the  le gacy of those  dismal

time s.





KASTELAN ROBOTS

The Kastelan combines tremendou s physical  might with  a ru gged
stamina that has seen i t fight the Imperiu m’s foes for ten
thou sand years. Twice the height of a Space Marine, the Kastelan
is a nigh  u nstoppable force, for i t is bu i l t of sol id metal  with  a
ceramite h ide that al lows i t to stride throu gh hai ls of fire withou t
pau se. Y et every  Kastelan mu st be carefu l ly  programmed with
each  new task, lest i t simply  continu e ad infinitu m with  i ts
existing orders. It is not u nknown for a maniple of Kastelans to
stride pu rposefu l ly  into a lake of lava, or slau ghter their way
throu gh a ci ty  even after destroying the techno-insu rrectionists
i t was sent to pu t down. Special ist Tech-Priests, su ch  as
Cybernetica Datasmiths, can adju st the Kastelans’ programs mid-
battle. Shou ld a maniple’s bal l istics su brou tines be triggered,
pinpoint vol leys of phosphor stream into the enemy ranks, forcing
those who somehow su rvive the storm to seek shel ter as their
persecu tors lu mber ever closer. A s the maniple approaches, the
Datasmith  wi l l  set the imperatives driving h is robotic charges to
Conqu eror protocols. A  moment of readju stment and the Kastelans
qu icken their pace, their incendine combu stors bu rning the foe
from cover as their stomping stride tu rns into a loping ru n that
shivers the tortu red earth . When a maniple of Kastelans h its the
enemy l ine i t does so with  the force of a battle tank squ adron, each
robot’s barrel -sized power fists slamming the foe into broken ru in
as they stamp their victims to bloody paste u nderfoot.

T HE MIND IN T HE MACHINE
The  Le gio Cybe rne tica can trace  its

origins to whe n e arly te chnosavants



e xpe rime nte d with artificial life . Eve r
curious, those  e arly pione e rs not only
constructe d vast hosts of automatons

but also gave  the ir cre ations the  gift of
inde pe nde nt thought. That de cision

was to cost the m de arly, and the  re st
of Humanity with it. Afte r the  te rrible

conse que nce s of those  time s, the
dre ad conce pt of the  S ilica Animus
was outlawe d fore ve r, its cre ators

subje cte d to excommu nico fatal is and
its re surre ction punishable  by torture

to the  point of de ath. And ye t the re
we re  those  that still ye arne d to walk

in the ir shadow. In lie u of cre ating
automata with the  souls of me n, many

re cidivist Te ch-Prie sts cre ate d
machine s imbue d with the  animus of

loyal be asts – or worse , with e sse nce s
from the  Empyre an. The  re sultant

schism was e xploite d by Horus
himse lf. I ts le gacy was the  Dark

Me chanicum, whose  me mbe rs go to
infe rnal le ngths to give  life  to the ir

machine s. Many latte r-patte rn robots
are  tainte d by the ir association with

the  machine -pre dators of that
de spe rate  age . S o it is that the

animalistic Thanatar, Caste llax and
Vorax are  forgotte n on all but the  most

intre pid and inde pe nde nt of forge
worlds, and the  Dark Me chanicum
spoke n of only in whispe re d code .



The  se e thing mass of chitin-clad
monste rs stre tche d to the  horizon, a
se a bre aking against a cliff of stone .

Le aving the  battle me nts, Xi-Lomax fe lt
tiny hairs rising on what was le ft of his

skin. He  dismisse d the  fe ar, and le d
his maniple  to the  mag-lift

none the le ss. Out the re  some whe re  –
1.29 de mi-mile s distant, to be  e xact –
we re  price le ss re lics of the  Machine

God. And Magos Gostonblyte  had
give n him and his fe llow Datasmith



Rho-Ghox orde rs to re cove r the m.

With a thunde rous clanking of chains,
the  strongpoint’s vault door ratche te d
ope n. Pe e ring down the  corridor past
the  first two Kaste lans of his maniple ,
Xi-Lomax could se e  the  wan light of
the  infe ste d world be yond. Jagge d
shadows re ache d along the  walls

towards him.

Without warning, Gostonblyte
e me rge d from a sliding door that le d
to the  base me nt and spoke  a single

word of powe r. The  robots of Xi-
Lomax’s maniple  storme d forward,

sudde nly galvanise d into action.
The re  came  a whooshing roar like  the
bre ath of a S ydonian cog-dragon, and
twin ge yse rs of flame  e rupte d along
the  corridor. S plashing downward,
the y burne d through the  xe nos life
forms jostling through the  e xit. The

sme ll of thrice -ble sse d prome thium
mingle d with an acrid stink that Xi-

Lomax pre sume d was burning alie n
fle sh.

The  robots barge d out from the  vault
door, the ir barre l-like  phosphor

blaste rs stabbing white -hot de ath into
the  re coiling invade rs. Xi-Lomax

crunche d blacke ne d corpse s unde r
his me tal boots as he  followe d the m

into the  xe nos-infe ste d he llscape  that



had once  be e n sacre d ground.

Xi-Lomax blaste d a xe nos cranium to
ash with his gamma pistol, adding his

voxchant to that of Rho-Ghox and
Gostonblyte . The  rhythmic chatte r of
the  Be ne diction of Omniscie nce  was

audible  e ve n ove r the  din of
scre e ching alie ns. Within mome nts,
the  Kaste lans we re  barging a path

through the  xe nos with e ve n gre ate r
sure ty, e ach point-blank shot burning

through the  e longate d skulls and
sine wy throats of those  be asts trying
to claw the m down. A trio of twe lve -
foot xe nos monste rs wade d through
the  horde , the ir flute d bio-we aponry

spitting glutinous filth. S e ve ral
gobbe ts hit home , burning laye rs of

me tal from one  of Xi-Lomax’s charge s.
A tight knot of ange r gre w in the
Datasmith’s throat as the  robot

stagge re d and fe ll, its ancie nt form
quickly burie d unde r fre nzie d alie ns.

S till a hundre d fe e t le ft to go. The
invade rs we re  re sponding like  the

ce lls of an immune  syste m to the
fore ign bodie s in the ir midst, massing

around the m whilst giant shadows
loome d close r through the  ochre

mists. Ele ctricity crackle d from the
battle me nts of the  stronghold, the

de tonations shive ring the  e arth as the
congre gation’s Corpuscarii unle ashe d



the ir ble sse d lightning. And ye t e ach
kill bought the m a microse cond at

most. Gostonblyte  be gan the  Chant of
the  Te chnopurge  – a xe nos blade be ast
le apt at Xi-Lomax, knocking him back

hard, but he  took up the  canticle  as
be st he  could none the le ss. Jave lins of
e ne rgy fe ll from the  skie s above , one
spe aring the  be ast on top of him. The
bolt’s afte rimage  fille d his sight with

the  glorious light of the  Omnissiah. His
vision subroutine s re surre cte d, and

he  saw a cle ar path to the  falle n re lics
ahe ad. A blurt of binharic cant, and his
robots se t up twin walls of flame  that
ke pt the  xe nos at bay. He  ran, falling

upon the  acid-scarre d re lics. His
me chade ndrite s we nt to work.

Anothe r rumble  unde rfoot, and a
snake -taile d horror the  size  of a be ll

towe r burst from the  ground, bio-
lightning spe wing from its jaws.

The  be ast’s blade d tail slashe d at he ad
he ight. A be ll-like  pe al rang out as the

last of his maniple  le ft standing
ste ppe d in to block its path. The  top
half of the  robot topple d to the  dirt,

sparks flying from its waist. The  be ast
re are d back to strike , crackling maw
ope ne d wide  e nough to swallow Xi-

Lomax whole . From nowhe re  a cle rgy
of Fulgurite s sprinte d past, one

springing from the  ruine d le gs of the
robot to slam his e le ctrole e ch stave



into the  cre ature ’s face . S word-like
te e th fle w, the  bio-e ne rgy of its maw

stole n away into the  stave ’s
capacitors. The  be ast spasme d,

scything down the  Fulgurite s in its
alie n rage , but the y had bought Xi-

Lomax time  to comple te  his holy work.

Roaring static-lace d war crie s, the
robot maniple  codifie d as the  Fists of
the  Omnissiah rose  from the ir ashe n

grave s. The ir carapace  we apons spat
phosphor at the  se rpe nt-be ast, its

thrashing wrath se nding Rho-Ghox
flying. Magos Gostonblyte ’s

ministrations had brought Xi-Lomax’s
maniple  back into the  fight, the  robots
forming a ring of ste e l that no blade -
be ast could bre ach. The  se rpe ntine
monstrosity lunge d, but one  of the

Fists ste ppe d in to catch its yawning
jaws in powe r-wre athe d gauntle ts.

This time  Xi-Lomax le d the  chant. His
maste r Gostonblyte  joine d him e ve n
as he  hacke d the  tail from the  be ast

with his powe r axe . A glowing halo of
binharic code  crowne d the  robot’s

me tallic pate . I t he ave d, se rvos
grinding, and rippe d the  xe nos

monste r’s he ad apart in a spray of
ye llow ichor.

Unstoppable , the  Fists of the
Omnissiah barge d through thick

swathe s of scythe -limbe d te rrors,



smashing a path back to the
stronghold-like  Catachans hacking

through the  jungle . The  invading
cre ature s, robbe d of the ir se rpe ntine

champion, fe ll scre e ching into
disarray be fore  the m.

‘Omnissiah be  praise d,’  crie d Xi-
Lomax. ‘We ’ve  broke n the m, maste r.

Tyran can ye t be  save d!’







MARS



The Electro-Priests of Mars wear robes the deep red colou r of their
home planet, in  keeping with  the traditions of the Cu l t
Mechanicu s. Congregations may be distingu ished by di fferent



decorative metals or markings u pon their robes.



Kataphron Breachers bear the icon of their forge world on the
armou red flanks of their track u nits, accompanied by a servitor
identi fication nu mber. Each  servitor in  a u nit wi l l  carry  a
different nu mber.



Kataphron Destroyers wi l l  instead display  servitor identi fication
nu mbers and warning glyphs u pon the sides of their colossal
heavy weapons, along with  the icon of their forge world of origin.





The Tech-Priests Dominu s of Mars may wear variants of their
forge world’s heraldry, bu t always incorporate the du l l  si lver of
indu strial  sprawl , the matt black of scorched carbon residu e, and
the deep red of the Martian su nrise.









Each Kastelan Robot is a totem of the Omnissiah ’s might and so is
accorded a u niqu e recognition symbol , commonly  borne u pon the
knee and shou lder. Maniple sigi l s may also be appl ied to robots
and the armou r of their attendant Datasmiths.



LUCIUS



The Electro-Priests of Lu ciu s once wore only  the cream and dark
metal  of their forge world’s original  heraldry, bu t since the
disastrou s Incu lcata Schism they have wisely  added the dark red



of Mars to their heraldry, reaffirming their al legiance.



Lu ciu s’ Kataphron servitors wear exoskeletons scorched black in
the traditional  ri te known as the Solar Blessing.



The war machines of Lu ciu s adopt the same system of markings
as Mars, an ou tward sign of obeisance to i ts laws.

Ominou s and stark, the heraldry  worn by the Kastelan Robots of



Lu ciu s has remained u nchanged for mil lennia.



AGRIPINAA





The Tech-Priests of A gripinaa wear the colou rs of Mars reversed,
al thou gh some of the crimson of the Cu l t Mechanicu s is always in
evidence. Their artefacts and armou r plates are u su al ly  gi lded or
inlaid with  preciou s metals, each  metal  disti l led from those
su bterranean ores that have never fel t the u nclean l ight of the
Eye of Terror.









A gripinaa’s Legio Cybernetica cohorts are often armou red in  the
charcoal  grey  of endless night, for in  their war against the
l ightless worlds of the Eye of Terror, even the tiniest advantage
can be the di fference between victory  and damnation.



STYGIES VIII





The Tech-Priests of Stygies V III wear the sacred colou r of Mars
u pon their armou r plates, whi le their ceremonial  robes are the
pitch  black of endless night.









The deep red of the Cu l t Mechanicu s is prou dly  displayed on the
armou r plates of the Stygian Kastelan Robots and the Tech-
Priests who command them, with  icons and glyphs prou dly
picked ou t in  white.



GRAIA



Graia’s priests claim their interest in  warfare represents their
desire for enl ightenment, thou gh their rivals claim they go to war
for war’s sake, and that their obsession with  blood is evinced by



the deep red of their robes and tabard markings.



War machines hai l ing from Graia carry  the colou rs of death  –
blood red, fu nereal  black and bleached bone.



Graia’s Kastelan Robots commonly  bear white iconography u pon
the black slabs of their battlehide, whi le the markings of i ts
Kataphron Battle Servitor clades are black u pon their bone-
colou red plates.





METALICA



The white robes of Metal ica’s Electro-Priests are complemented by
tabards of deep red and gu nmetal , the former a nod towards their
heritage as part of the greater A deptu s Mechanicu s, and the latter



in  honou r of their metal -skinned world.



The gu nmetal  u sed in  the constru ction of Metal ica’s servitors is
the same material  that covers i ts su rface.



V ertical  bars of crimson are often u sed to distingu ish  di fferent
clades of Kataphron Battle Servitors.

To honou r the blood they have spi l t in  centu ries of war, Metal ica’s



Kastelan Robots wear ri tu al  red over ivory.



RYZA





The Tech-Priests Dominu s of Ryza dress in  an ochre hu e that
represents the ever-shifting ru st du nes of their arid and l i feless
forge world. Seniori ty  with in the priesthood is indicated by
greater amou nts of crimson in  robes and armou r.









Thou gh the Legio Cybernetica of Ryza displays many thou sands of
variations in  heraldry, al l  i ts robots bear combinations of ochre,
deep red, si lver and black. Each  distribu tion of colou r is echoed by
the u niform of i ts assigned Datasmiths.



METALICA

The cohorts of the Legio Cybernetica have marched to war in  the
colou rs of their forge worlds for ten thou sand years, bu t the
Kastelan Robots themselves are older than the Imperiu m and
some cal l  no single forge world home. Bands of these i tinerant war
machines may appear in  the battle congregations of the Cu l t
Mechanicu s, their arrival  u nheralded and taken as a sign of the
Machine God’s favou r. They wi l l  al low themselves to be directed by
local  Tech-Priests u nti l  the battle is won, after which  they
disappear once more, perhaps for centu ries at a time. A  nu mber of
legendary examples are shown here.



N ihi lor Rad-Ulthu s, Detestatu s Maniple (macrosabotage
special ists)



Cromag-Conqu estor, Blessed Maniple of Thoth , XIIth  Gnu vian
Recidivism



Electru s 9-Shantar, reported lost du ring the Goloch
Transmographism



V erg-Rhombor, the Giant of Destregrad IX



3-N u l l  Cortex, Eighth  Maniple of the V itru vian Honou r Cohort



Sor-Methu selas, Din-Thoria Maniple, the Red Lessons of A gra
Prime



Legionariu s 6-Stenngra, last of the Grim Shepherds, A labastex
Schism



Two-Malavont, Cloneskin Su ppression, M37 Cross-Segmentu m
Cru saders



A ladothris 8-Maximal , lost in  service, Ghou l  Stars Explorator
Cru sade



A ttendu s V III, Cross-ref: A lacria Tert, su rvived Exterminatu s
operations



Loctax 0-5-9, recovered from space hu lk Me me nto Maximori
(u ncleansed)



Esmodd 9-Determinis, last seen heading for the Protoid N ebu la



Galahos 2-Urian, Maniple of the Gi lded Dawn, Ultramar
Penu mbra



13-Tor, A u tomongrel  of the Graian Stel lar Drawbridge



Bane of Ecclesiands, destroyed and later rebu i l t on si te at
Sanctu ary  101



Dostoyon V ladimu s 12, Iron Ghost of Farewel l  Secu ndu s



8-Ondos, A u tostigmaton of the Lu cian Cyborg El i te





CRUSADERS OF 
THE MACHINE GOD

The machi ne creed of the Cul t Mechani cus thri v es upon
dozens of  forge worl ds. Each has i ts own tradi ti ons and
heral dry , and i ts di sci pl es go to battl e weari ng the
col ours and i nsi gni a of  thei r home pl anet. Thi s secti on
shows exampl es of  the Cul t Mechani cus array ed i n the
ful l  majesty  of  war.















































FORCES OF THE CULT
MECHANICUS

The fol l owi ng secti on detai l s background and rul es
i nformati on that descri be the forces used by  the Cul t
Mechani cus. Thi s secti on wi l l  enabl e y ou to forge y our
col l ecti on of Cul t Mechani cus mi ni atures i nto an army
ready  to fi ght battl es i n y our games of Warhammer
40,000.

CHOOSING AN ARMY
When choosing an army to play  a game of Warhammer 40,000,
there are two main ways of organising you r col lection. These are
the Unbou nd method, which  means taking whichever u nits you
l ike, and the Battle-forged method, which  is more rigid bu t has
extra benefi ts. Both  are described fu l ly  in  Warhamme r 40,000:
The  Rule s.

If you  are u sing the Unbou nd method, simply  u se the datasheets
later in  th is section that correspond to the Cu l t Mechanicu s
models in  you r col lection. If you  are u sing the Battle-forged
method, you  wi l l  instead need to organise the Cu l t Mechanicu s
models in  you r col lection into Detachments su ch  as the Combined
A rms or A l l ied Detachments in  Warhamme r 40,000: The  Rule s, or
the Cu l t Mechanicu s Battle Congregation shown below. This is a
fu n process in  i ts own right. N ote that you  can also inclu de any of
the Formations presented in  th is section as part of a Battle-forged



army.

‘This machine  is discharge d into your
care . 

Fight with this machine , and guard it
from the  shame  of de fe at. 

S e rve  this machine , as you would
have  it se rve  you.

Fight for this machine , as you would
have  it fight for you.’

(re sponse ) ‘ I  shall.’
- from the Ceremony of Commission



COMPULSORY
1 HQ
2 Troops

OPT IONAL
6 Troops
4 El i tes
2 Heavy Su pport

1 Forti fication



REST RICT IONS:
A ll  u nits in  th is Detachment mu st have the Cu l t Mechanicu s
Faction (or have no Faction)

COMMAND BENEFIT S:
Tech-Adept: If th is Detachment is you r Primary Detachment,
you  can re-rol l  the resu l t when rol l ing on the Warlord Traits table
in  Code x: Cult Me chanicus (see the A ppendix).

Di v i ne Chorus: If you r army inclu des one or more Detachments
with  th is special  ru le, you  can, once per game, choose to re-u se a
Canticle of the Omnissiah  (see the A ppendix) that you r army has
already u sed earl ier in  the game.



DATASHEETS

Each Cul t Mechani cus uni t i n thi s book has a datasheet.
These detai l  ei ther Army  Li st Entri es or Formati ons,
prov i di ng al l  the rul es i nformati on that y ou wi l l  need
to use y our model s i n y our games of Warhammer 40,000.

ARMY LIST  ENT RIES
Each A rmy List Entry  contains the fol lowing information:

1. Facti on: The  unit’s Faction is shown he re  by a symbol. All units
that have  this symbol, which include s all the  units de scribe d in this
book, have  the  Cult Me chanicus Faction.

2. Battl efi el d Rol e: The  unit’s Battle fie ld Role  is shown he re  by a
symbol. Units in this book have  one  of the  following Battle fie ld
Role s: Troops, Elite s, Fast Attack or He avy S upport. The  symbols
for the se  Battle fie ld Role s are  de fine d in Warhammer 40,000: The
Ru les.

3. Uni t Name: He re  you will find the  name  of the  unit.

4. Poi nts Cost: This is the  points cost of the  unit without any
upgrade s, use d if you are  choosing an army to a points value .

5. Uni t Profi l e: This se ction will show the  profile s of any mode ls
the  unit can include .



6. Uni t Ty pe: This re fe rs to the  unit type  rule s in Warhammer
40,000: The Ru les. For e xample , a unit may be  classe d as Infantry,
Cavalry or Ve hicle , which will subje ct it to a numbe r of rule s
re garding move me nt, shooting, assaults, e tc.

7. Uni t Composi ti on: This se ction will show the  numbe r and type
of mode ls that make  up the  basic unit, be fore  any upgrade s are
take n.

8. Wargear: This se ction de tails the  we apons and e quipme nt the
mode ls in the  unit are  arme d with, many of which are  de scribe d in
more  de tail in the  Appe ndix of this book. The  cost for all the  unit’s
basic e quipme nt is include d in its points cost.

9. Speci al  Rul es: Any spe cial rule s that apply to mode ls in the  unit
are  liste d he re . S pe cial rule s that are  unique  to mode ls in that unit
are  de scribe d in full he re , whilst othe rs are  de taile d e ithe r in the
Appe ndix of this book or in the  S pe cial Rule s se ction of Warhammer
40,000: The Ru les.

10. Opti ons: This se ction lists all of the  upgrade s you may add to
the  unit if you wish to do so, alongside  the  associate d points cost for
e ach. Whe re  an option state s that you may e xchange  one  we apon
‘and/or’  anothe r, you may re place  e ithe r or both, provide d you pay
the  points cost for e ach. The  abbre viation ‘pts’  stands for ‘points’  and
‘pts/mode l’  stands for ‘points pe r mode l’ .

11. Uni t Descri pti on: This se ction provide s a background
de scription of the  unit, de tailing the ir particular stre ngths and
we akne sse s along with the  tactics and me thods the y e mploy to
wage  war in the  grim darkne ss of the  41st Mille nnium.





FORMAT IONS
Formation datasheets are identi fied by  the symbol  above. The
ru les for Formations can be fou nd in  Warhamme r 40,000: The
Rule s. A  Formation datasheet wi l l  l ist the A rmy List Entries
which  make u p the Formation, any restrictions u pon what i t may
inclu de, and any special  ru les the Formation’s u nits gain.



CULT MECHANICUS WARGEAR
LIST

These l i sts detai l  the poi nts v al ues of  v ari ous i tems of
wargear av ai l abl e to uni ts i n y our army . Many  uni t
entri es i n the datasheets that fol l ow may  i ncl ude
wargear opti ons from one or more of these l i sts – i n each
i nstance, the datasheet wi l l  tel l  y ou (i n bol d text)
exactl y  whi ch of these l i sts y ou may  use. Rul es for these
i tems can be found i n the Appendi x.

SPECIAL ISSUE WARGEAR
A  model  may take any of the fol lowing:
- Digital  weapons...10 pts
- Infoslave sku l l…10 pts

A  model  may replace h is refractor field with  one of the fol lowing:
- Conve rsion fie ld...5 pts
- S tasis fie ld...15 pts

ARCANA MECHANICUM
Only one of each  i tem of A rcana Mechanicu m may be taken per
army. A  model  may take one of the fol lowing:
- A nzion’s Pseu dogenetor...15 pts
- Mask of the A lpha Dominu s...15 pts
- The Scryersku l l  Perspicatu s 1...25 pts
- A u tocadu ceu s of A rkhan Land 1...30 pts
- Raiment of the Technomartyr...30 pts



- Uncreator Gau ntlet...35 pts

1 May only be  take n by a Te ch-Prie st Dominus.

‘Toll the  Gre at Be ll Once !
Pull the  Le ve r forward to e ngage  the

Piston and Pump…
Toll the  Gre at Be ll Twice !

With push of Button fire  the  Engine  and
spark Turbine  into life …

Toll the  Gre at Be ll Thrice !
S ing praise  to the  God of All

Machine s!’
- Canticle of the Cu l t Mechanicu s





TECH-PRIEST DOMINUS

UNIT  T YPE:
Infantry  (Character)

UNIT  COMPOSIT ION:
1 Tech-Pri est Domi nus

WARGEAR:
• Arti fi cer armour
• Vol ki te bl aster
• Macrostubber
• Power axe
• Mechadendri te harness
• Scry erskul l
• Refractor fi el d

SPECIAL RULES:



O

• Canti cl es of  the Omni ssi ah
• Feel  No Pai n
• Independent Character
• Rel entl ess

Master of  Machi nes: In  each  of you r Shooting phases, instead of
firing one of h is weapons (control l ing player’s choice), a  Tech-
Priest Dominu s can choose ei ther to repair a single friendly
vehicle that he is in  base contact with  or embarked u pon, or to
restore a Wou nd lost earl ier in  the battle. To do ei ther, rol l  a  D6. If
the resu l t is a 2 or more, you r attempt was su ccessfu l : i f repairing
a vehicle you  may restore a Hu l l  Point that the nominated vehicle
lost earl ier in  the battle, or repair a Weapon Destroyed or
Immobil ised resu l t su ffered earl ier in  the battle; th is is effective
immediately . If restoring a Wou nd, ei ther the Tech-Priest
Dominu s or any model  with  the Skitari i  or Cu l t Mechanicu s
Faction in  h is u nit regains a Wou nd lost earl ier in  the battle; th is
is effective immediately .

PT IONS:
• May replace volkite blaster with  an eradication ray...15 pts

• May replace macrostu bber with  a phosphor serpenta...5 pts

• May take i tems from the Speci al  Issue Wargear and/or
Arcana Mechani cum  l i sts.



S lithe ring, floating, stalking with avian gait, the  Te ch-Prie sts
Dominus scour the ir surroundings with carrion e age rne ss. Eve r
vigilant for lost tre asure s the y can pluck from the  corpse s of the
worlds the y conque r, the ir minds boil hot with data, and the ir spine s
are  be nt unde r the  imme nse  we ight of knowle dge  the y have  torn
from an unwilling unive rse . De spite  the ir crooke d appe arance ,
the se  warrior magi are  amongst the  de adlie st and most de te rmine d
of all the  Omnissiah’s hunte rs. To the  Te ch-Prie sts Dominus, the
armie s of the  une nlighte ne d are  little  more  than spe cime ns upon
which the y can de monstrate  the  supre macy of the  Machine  God.
Alie n, he re tic and traitor alike  are  conside re d me re  ve rmin, victims
re ady to be  e xte rminate d with the  most advance d we aponry e ve r
de vise d by Man.



KATAPHRON BREACHERS

UNIT  T YPE:
Infantry

UNIT  COMPOSIT ION:
3 Kataphron Breachers

WARGEAR:
• Kataphron breacherpl ate
• Heav y  arc ri fl e
• Arc cl aw

SPECIAL RULES:
• Canti cl es of  the Omni ssi ah
• Very  Bul ky

Heav y  Battl e Serv i tors: Models with  th is special  ru le cannot



O

make Ru n moves, bu t can fire u p to two weapons in  each  Shooting
phase. Fu rthermore, models with  th is special  ru le cou nt as
stationary  when firing Heavy or Salvo weapons, even i f they
moved in  the previou s Movement phase, and are al lowed to charge
in the same tu rn they fire Rapid Fire, Heavy or Salvo weapons.

PT IONS:
• May inclu de u p to nine additional  Kataphron Breachers...50

pts/mode l

• A ny model  may replace heavy arc ri fle with  a torsion
cannon...fre e

• A ny model  may replace arc claw with  a hydrau l ic claw...10
pts/mode l



Kataphron Bre ache rs te ar the  he art out of the  e ne my army with
arcane  guns and grasping claws. He avy battle  se rvitors slave d to
the  will of the ir Te ch-Prie st maste rs, the y grind the  rubble  of
conque re d worlds be ne ath the ir tre ads. Kataphrons are
re doubtable  foe s that force  the ir way through volle y afte r volle y of
e ne my fire powe r, the ir sole  focus the  de struction of the ir pre y.
Once  within range , the  Bre ache rs will ope n fire , the ir he avy arc
rifle s e le ctrocuting man and machine  e ve n as the ir torsion cannons
re duce  the ir pre y to mangle d ruin. Unstoppable , unre le nting, the
Bre ache rs come  on through the  ozone -sce nte d mist of the ir
we apons discharge . Those  who e scape  the ir salvoe s are  soon
fighting for the ir live s against re morse le ss arc claws and hydraulic
talons.



KATAPHRON DESTROYERS

UNIT  T YPE:
Infantry

UNIT  COMPOSIT ION:
3 Kataphron Destroy ers

WARGEAR:
• Kataphron demi pl ate
• Pl asma cul v eri n

SPECIAL RULES:
• Canti cl es of  the Omni ssi ah
• Very  Bul ky

Heav y  Battl e Serv i tors: Models with  th is special  ru le cannot
make Ru n moves, bu t can fire u p to two weapons in  each  Shooting



O

phase. Fu rthermore, models with  th is special  ru le cou nt as
stationary  when firing Heavy or Salvo weapons, even i f they
moved in  the previou s Movement phase, and are al lowed to charge
in the same tu rn they fire Rapid Fire, Heavy or Salvo weapons.

PT IONS:
• May inclu de u p to nine additional  Kataphron Destroyers...55

pts/mode l

• A ny model  may replace plasma cu lverin  with  a heavy grav-
cannon...fre e

• A ny model  may replace phosphor blaster with  a cognis
flamer...5 pts/mode l



Lobotomise d to e nsure  unswe rving faith, Kataphron De stroye rs
stray not one  iota from the  path allocate d to the m – that of holy
annihilator. The  minds of the se  se rvants of the  Omnissiah have  be e n
fille d with thoughts of war alone . The ir limbs have  be e n e xcise d and
cast aside  to make  room for arcane  we apons that jut like  batte ring
rams from the ir shoulde rs. The se  ce ntauroid cyborgs have  be e n
fashione d with more  than brute  force  in mind, howe ve r, for e ach is
a minor artille ry pie ce  in its own right. In battle , the  Kataphron
De stroye rs raise  the ir guns in uncanny unison, blurting praise  to the
Machine  God as the ir bionic e ye s acquire  fre sh targe ts. A mome nt
late r the  e ne my is burne d to re e king ash, pulve rise d into
unre cognisable  mush, or physically annihilate d without so much as
a blink of he sitation.



FULGURITE ELECTRO-
PRIESTS

UNIT  T YPE:
Infantry

UNIT  COMPOSIT ION:
5 Ful guri te El ectro-Pri ests

WARGEAR:
• El ectrostati c gauntl ets
• Vol taghei st fi el d

SPECIAL RULES:
• Canti cl es of  the Omni ssi ah
• Feel  No Pai n
• Zeal ot



Si phoned Vi gour: If a u nit that contains one or more models
with  th is special  ru le completely  destroys an enemy u nit (i .e.
cau ses the last model  in  the enemy u nit to be removed as a
casu al ty) in  the A ssau l t phase, al l  vol tagheist fields in  the u nit
confer a 3+ invu lnerable save instead of a 5+ invu lnerable save
u nti l  the end of the battle. This inclu des catching an enemy u nit
in  a Sweeping A dvance.

If several  u nits with  th is special  ru le are involved in  a mu ltiple
combat, be su re to resolve each  u nit’s close-combat attacks
separately  to determine which  (i f any) of the u nits completely
destroy an enemy u nit.

OPT IONS:
• May inclu de u p to fi fteen additional  Fu lgu rite Electro-

Priests...18 pts/mode l



Fulgurite  Ele ctro-Prie sts crackle  with the  life  e ne rgie s of those  the y
have  pe rsonally slain. The ir que st is to locate  the  Motive  Force  that
animate s all things, rip it from the  bodie s of the  unworthy in the  he at
of battle , and hoard it on be half of the  Machine  God. To do so the y
use  e le ctrole e ch stave s – e ldritch we apons that suck the
bioe le ctricity from living cre ature s, drawing it out in one  gre at
draught and harne ssing it within the ir core  capacitors. Once  stole n,
that sacre d e ne rgy can be  use d to powe r the  holy inste ad of the
he re tical, crackling around the m in such me asure  it can e ve n burn
away incoming proje ctile s. Those  that a Fulgurite  strike s with his
holy we apon will topple  to the  ground like  falle n tre e s, the ir
synapse s se ve re d and the ir sudde nly ine rt bodie s as life le ss as if
rigor mortis had se t in days ago.



CORPUSCARII ELECTRO-
PRIESTS

UNIT  T YPE:
Infantry

UNIT  COMPOSIT ION:
5 Corpuscari i  El ectro-Pri ests

WARGEAR:
• El ectrostati c gauntl ets
• Vol taghei st fi el d

SPECIAL RULES:
• Canti cl es of  the Omni ssi ah
• Feel  No Pai n
• Zeal ot



O

Shock: Whenever a model  with  th is special  ru le makes attacks
with  i ts electrostatic gau ntlets in  the Shooting phase or the
A ssau l t phase, each  To Hit rol l  of a 6 cau ses 2 additional  h its on
the target. Snap Shots never cau se additional  h its as a resu l t of
th is special  ru le.

PT IONS:
• May inclu de u p to fi fteen additional  Corpu scari i  Electro-

Priests...18 pts/mode l

The  nomadic warriors of the  Corpuscarii Ele ctro-Prie sts blaze  so
bright the y burn like  living torche s as the y stride  across the



battle fie ld. S uch is the ir de sire  to bring the  Omnissiah’s glory to
une nlighte ne d machine s that the y have  voluntarily be come  living
batte rie s. Upon ince ption to the ir orde r, the  Corpuscarii have  dorsal
ge ne rators grafte d to the ir spine s. The se  allow the m to funne l living
lightning through the  cybe rne tic e le ctoos that thre ad the ir body like
artificial ve ins. Unfortunate ly for the ir foe s, the irs is a ge ne rous
cre e d; whe n the ir orde r marche s to war the y use  e le ctrostatic
gauntle ts to se nd coruscating bolts of e ne rgy se aring across the
battle fie ld, granting warriors and war machine s alike  the  holy
rapture  of e le ctrocution a mome nt be fore  the y are  re duce d to
smoking ruin.



KASTELAN ROBOT MANIPLE

UNIT  T YPE:
Kastelan Robot is Monstrous Creature. Cybernetica Datasmith
is Infantry  (Character)

UNIT  COMPOSIT ION:
2 Kastel an Robots
1 Cy berneti ca Datasmi th

WARGEAR
Cybe rne tica Datasmith
• Arti fi cer armour
• Gamma pi stol
• Dataspi ke
• Power fi st
• Refractor fi el d



Kaste lan Robot
• Kastel an battl ehi de
• Carapace-mounted i ncendi ne combustor
• Two power fi sts

SPECIAL RULES:
Cybe rne tica Datasmith
• Canti cl es of  the Omni ssi ah
• Feel  No Pai n

Kaste lan Robot
• Canti cl es of  the Omni ssi ah
• Fearl ess

Kastel an Battl e Protocol s: Kastelan Robots always begin the
game with  the A egis Protocol  active (see below). Y ou  can select a
new Battle Protocol  at the end of any of you r tu rns, so long as a
Kastelan Robot Maniple has a Cybernetica Datasmith  in  the u nit.
However, the new Battle Protocol  does not become active u nti l  the
start of you r next tu rn; the u nit’s cu rrent Battle Protocol  remains
active u nti l  then. When a new Battle Protocol  becomes active at
the start of you r tu rn, i t immediately  replaces the former Battle
Protocol ’s special  ru les.

- Conqueror Protocol : A l l  Kastelan Robots in  the u nit
dou ble their A ttacks characteristic, bu t cannot make
shooting attacks of any kind.
- Aegi s Protocol : A l l  Kastelan Robots in  the u nit have the
Feel  N o Pain special  ru le.
- Protector Protocol : A ll  Kastelan Robots in  the u nit can
fire their carapace-mou nted weapons twice, bu t cannot
move u nder any circu mstances.

Repul sor Gri d: Kastelan Robots have a 5+ invu lnerable save



against shooting attacks. Fu rthermore, each  time a Kastelan
Robot is targeted by a shooting attack and passes a saving throw of
any kind on the rol l  of a 6, the shot is deflected. If a  shot is
deflected, the u nit that fired i t su ffers an immediate h it resolved
with  the Strength , A P valu e and special  ru les of the h it that was
original ly  al located to the Kastelan Robot, as i f i t had ju st been
shot at by  that Kastelan Robot. A  repu lsor grid cannot deflect
Blast or Template weapons or psychic shooting attacks.

OPT IONS:
• May inclu de u p to two additional  Cybernetica Datasmiths...50

pts/mode l

• May inclu de u p to fou r additional  Kastelan Robots...120
pts/mode l

• A ny Kastelan Robot may replace both  power fists with  a twin-
l inked heavy phosphor blaster...10 pts/mode l

• A ny Kastelan Robot may replace carapace-mou nted incendine
combu stor with  a carapace-mou nted heavy phosphor
blaster...5 pts/mode l

• A ny Cybernetica Datasmith  may take i tems from the Speci al
Issue Wargear and/or Arcana Mechani cum  l i sts.

‘The  soul of the  Machine  God
surrounds the e . The  powe r of the
Machine  God inve sts the e . The  hate  of
the  Machine  God drive s the e . The
Machine  God e ndows the e  with life .
Live !’



- The Litany of Ignition

Kaste lan Robots are  ancie nt monstrositie s that stamp to war, e ach
an unliving giant assigne d a de adly purpose  by its maste r. S oulle ss,
the se  me tallic gole ms are  give n thought only by the  doctrina wafe rs
in the ir re ce sse d che stslots and the  Cybe rne tica Datasmiths that
program the ir e ve ry move . The se  machine s are  walking re lics
from ae ons past, and all the  de adlie r for it – the  air ne arby thrums
with powe r, bulle ts ricoche ting from re pulsor fie lds that glow like
golde n cage s around the m. Volle ys of phosphor blasts and
prome thium incine rate  the ir foe s whe re ve r the y may hide , and



crushing fists bring ruin whe re ve r the y strike . The  viole nce  me te d
out by e ach maniple  is as inspiring to the  Omnissiah’s faithful as it is
te rrifying to his foe s.



COHORT CYBERNETICA

FORMAT ION:
1 Tech-Priest Dominu s

2 Kastelan Robot Maniples

REST RICT IONS:
A ll  models in  th is Formation mu st be
fielded as a single u nit, even thou gh

this is not normal ly  al lowed. The
Formation’s Tech-Priest Dominu s

cannot leave th is u nit.

SPECIAL RULES:
Adept of  the Cy berneti ca: This Formation’s Tech-Priest



Dominu s cou nts as a Cybernetica Datasmith  for the pu rposes of
the Kastelan Battle Protocols special  ru le. Fu rthermore, as long as
th is Tech-Priest Dominu s has not been removed as a casu al ty , any
Kastelan Battle Protocol  that you  choose at the end of you r tu rn
takes effect immediately  for al l  Kastelan Robots in  th is
Formation.

Targeti ng Ov erri de: In the Shooting phase, any nu mber of th is
Formation’s Cybernetica Datasmiths and/or the Tech-Priest
Dominu s can choose to direct the fire of one of th is Formation’s
Kastelan Robots instead of shooting. For each  model  that does so,
one of th is Formation’s Kastelan Robots can shoot at a di fferent
target to the rest of the u nit.

Desi gner’s Note: This Formation counts as thre e  units for the
purpose s of Canticle s of the  Omnissiah until it is comple te ly
de stroye d, and counts as thre e  units for the  purpose s of Victory
Points whe n it is comple te ly de stroye d.



Whe n the  Le gio Cybe rne tica goe s to war, the  ground itse lf shake s.
Ranks of towe ring robots stamp forward in thunde rous unison, the ir
psalm-programs grinding loud above  the  din of war. Volle ys of
white -hot phosphor sow burning de ath into the  e ne my’s ranks
whilst ince ndine  combustors se t the  lands the mse lve s alight.
Amongst the ir robotic charge s, Cybe rne tica Datasmiths fire  hand-
he ld we apons powe rful e nough to me lt the  hulls of starships; those
brave  e nough to counte r-attack are  blaste d back into the  mud by
unifie d re pulsor grids that glow around the  Kaste lans like  cage s of
force . S lowly, ine xorably, the  robots close  in, powe r fists ripping
the  fle sh of the  foe  as the y offe r up bloody sacrifice  to the  Omnissiah.



ELIMINATION MANIPLE

FORMAT ION:
2-3 u nits of Kataphron Destroyers

1-3 Kastelan Robot Maniples

REST RICT IONS:
N one.

SPECIAL RULES:
El i mi nati on Vol l ey : If a  Kastelan Robot from th is Formation
scores one or more u nsaved Wou nds, glancing h its or penetrating
hits on an enemy u nit with  a weapon that has the Lu minagen
special  ru le, al l  Kataphron Destroyer u nits from th is Formation
that target the same enemy u nit add 1 to their Bal l istic Ski l l



characteristic and their weapons gain the Ignores Cover special
ru le u nti l  the end of that phase.

Elimination Maniple s are  sanctione d whe ne ve r a Te ch-Prie st
wishe s his e ne mie s not me re ly inope rative , but re duce d to ash on
the  wind. Once  the  maniple ’s re le ntle ss hunt re ache s its e nd, its
quarry come s unde r a coordinate d barrage  of Kaste lan phosphor
cannon fire . Each luminage n sphe re  blaze s incande sce nt as it
hungrily de vours fle sh and ste e l alike . Mome nts late r the  Kataphron
De stroye rs fire  the ir plasma culve rins, re ducing the  survivors to
gobbe ts of molte n ruin. Those  still de xtrous e nough to e scape  are
slowly crushe d by he avy grav-cannons, brought low as the  fire s of
phosphor and plasma me lt the m away. Moral conside rations are  of
course  irre le vant; in the  furthe rance  of the  Omnissiah’s cause , no



amount of fire powe r is conside re d ove rkill.



NUMINOUS CONCLAVE

FORMAT ION:
2-3 u nits of Fu lgu rite Electro-Priests

2-3 u nits of Corpu scari i  Electro-Priests

REST RICT IONS:
Y ou  mu st have an equ al  nu mber of
each  type of u nit in  th is Formation.

SPECIAL RULES:
• Crusader

The Corpuscari i  Gi v eth: Models in  a u nit of Corpu scari i
Electro-Priests from th is Formation that is with in 6" of one or



more u nits of Fu lgu rite Electro-Priests from th is Formation fire 1
additional  shot with  their electrostatic gau ntlets when making
shooting attacks. Enemy u nits that su ffer one or more u nsaved
Wou nds from these shooting attacks are said to be ‘Electri fied’
u nti l  the end of the A ssau l t phase.

The Ful guri tes Taketh Away : Units of Fu lgu rite Electro-
Priests from th is Formation re-rol l  fai led To Wou nd rol ls when
fighting with  their electroleech  staves i f they  are locked in  a close
combat that contains any Electri fied u nits (see above).

Like  a thunde rhe ad of living lightning come s the  Numinous
Conclave , the  inte nse  e le ctricity the y command blowing apart
e ne my tanks and turning living be ings to smoking corpse s. The



conclave ’s Corpuscarii se nd crackling columns of lightning into the
e ne my, frying the m from the  inside  out; the  Fulgurite s are  close
be hind, charging in to bludge on e ve ry joule  from the  spasming
victims with the ir e le ctrole e ch stave s. The  stole n e ne rgie s are  the n
channe lle d back to the  Corpuscarii in arcs of force  that se ar the  e ye .
S o it is the  divine  circuit be gins again, e ach thunde rstrike  volle y
de adlie r than the  last. In the ir he arts, the  two brothe rhoods know
this is the  path the  Omnissiah inte nde d for the m, ye t only in time s of
gre at mome nt do the y ove rcome  the ir obstinacy and put the ir bitte r
rivalry aside .



HOLY REQUISITIONER

FORMAT ION:
1 Tech-Priest Dominu s

2-3 u nits of Kataphron Breachers

REST RICT IONS:
N one.

SPECIAL RULES:
• Deep Stri ke

Appari ti on Extremi s: A ll  models in  th is Formation mu st be
placed in  Deep Strike Reserve. When making Reserve Rol ls, make
a single rol l  for the entire Formation, which  you  can choose to re-



rol l . On a su ccessfu l  Reserve Rol l , al l  of the u nits in  the
Formation arrive from Reserve. The Formation’s Tech-Priest
Dominu s mu st be placed first, bu t does not scatter when he Deep
Strikes, so long as he is placed with in 6" of an Objective Marker.
This Formation’s Kataphron Breachers do not scatter when they
Deep Strike, so long as they are placed with in 6" of th is
Formation’s Tech-Priest Dominu s.

Inhuman Av ari ce: While they are with in 6" of an Objective
Marker, u nits of Kataphron Breachers from th is Formation have
the Cou nter-attack and Zealot special  ru les.

Whe n a true  miracle  of te chnology is une arthe d, a Te ch-Prie st
Dominus will go to spe ctacular and bloody le ngths to re trie ve  it.



Whilst his maniple s e ngage  the  foe , the  Te ch-Prie st dons the  mantle
of the  Holy Re quisitione r, te le porting from low orbit to the  e xact
location of his prize . The  e xtre me  value  of such tre asure s me ans
the y are  rare ly unprote cte d. To e nsure  he  can wre st the  obje ct of
his de sire  from its sanctum, the  Te ch-Prie st surrounds himse lf with
pugnacious Kataphron Bre ache rs whose  powe re d claws can pe e l
ope n e ve n an adamantium re liquary. S hould the  e ne my withhold
that which he  se e ks, the  Te ch-Prie st inste ad se nds binharic
impe rative s for his Kataphron Bre ache rs to e nte r a battle  fre nzy
calibrate d to le ave  only the  re lic itse lf intact.



APPENDIX

Thi s secti on of the book detai l s many  of the rul es for
usi ng a Cul t Mechani cus army  i n y our games of
Warhammer 40,000, i ncl udi ng thei r uni que Warl ord
Trai ts, wargear and Tacti cal  Objecti v es. The profi l es page
at the end prov i des a l i st  of  uni t and weapons profi l es
for reference duri ng y our games.

ARMY SPECIAL RULES
A  Cu lt Mechanicu s army u ses a nu mber of special  ru les that are
common to several  of i ts u nits, which  are col lected here for you r
convenience. Special  ru les that are u niqu e to particu lar u nits are
presented in  the relevant u nit entry  instead. Other, more common
ru les are simply  l isted by  name – these are al l  described in  fu l l  in
the Special  Ru les section of Warhamme r 40,000: The  Rule s.

CANT ICLES OF T HE OMNISSIAH
In time s of war, the  disciple s of the  Omnissiah incant comple x war-
ble ssings. The se  are  as much optimisation subroutine s as the y are
e xpre ssions of faith in the ir all-knowing, all-compre he nding de ity.

A t the start of each  of you r tu rns, you  can choose one Canticle of
the Omnissiah  from the l ist below. The effects of each  Canticle last
u nti l  the start of you r next tu rn. Unless otherwise stated, each
Canticle can only  be u sed once du ring the game.

Fu rthermore, the strength  of each  Canticle wi l l  vary  according to
the nu mber of u nits performing i t. A t the start of you r tu rn, add
u p the nu mber of friendly  u nits on the battlefield that have the
Canticles of the Omnissiah  special  ru le and apply  the appropriate
level  of effect. Do not inclu de u nits that are cu rrently  Fal l ing



Back in  th is total . Once a Canticle has been activated i t remains at
that level  of effect u nti l  the beginning of you r next tu rn, even i f
the nu mber of u nits performing i t changes du ring that tu rn.

WARLORD TRAITS
When generating Warlord traits for a Warlord with  the Cu l t
Mechanicu s Faction, you  can ei ther rol l  on one of the Warlord
Traits tables in  Warhamme r 40,000: The  Rule s or rol l  on the table
below.

ALLIES
A ll  u nits in  Code x: Cult Me chanicus have the Cu l t Mechanicu s
Faction. The Cu l t Mechanicu s are part of the A rmies of the
Imperiu m and al ly  as su ch, as described in  the A l l ies section of
Warhamme r 40,000: The  Rule s.





CANTICLES OF THE OMNISSIAH

INCANT AT ION OF T HE IRON SOUL
Raising the ir voice s in binharic praise , the  Disciple s of the  Machine
God bolste r the ir spirits with the  sure ty of iron.

LIT ANY OF T HE ELECT ROMANCER
S ummoning the  spark of the  Machine  God’s divinity that burns
within the m, the  Omnissiah’s faithful manife st blazing auras of
e ne rgy that lay low the  unbe lie ve r.

CHANT  OF T HE REMORSELESS FIST



In spitting out a staccato chant to the  Motive  Force , the  faithful
warriors of the  Cult Me chanicus are  fille d with me rcile ss sure ty as
we ll as inte nt.

SHROUDPSALM
Robot, se rvitor and prie st shift the ir binharic e missions into the
visible  spe ctra, the  static pouring from the ir vox-grille s manife sting
as an e le ctromagne tic storm that hide s the m from the  foe .

INVOCAT ION OF MACHINE-MIGHT
The  Te ch-Prie sts le ad the ir minions in a binharic praye r that se nds
miraculous stre ngth surging through te ndons, wire s and pistons.



BENEDICT ION OF OMNISCIENCE
Those  ble sse d e nough to compre he nd this blaring vox-praye r find
the ir targe ting re ticule s guide d by the  Omnissiah’s own vigilance .



WEAPONS OF
ENLIGHTENMENT

Thi s secti on of Codex: Cult Mechanicus  l i sts the weapons
and equi pment used by  the Cul t Mechani cus, al ong wi th
the rul es for usi ng them i n y our games of Warhammer
40,000. Rul es for any  standard equi pment used by  the
Cul t Mechani cus can be found i n Warhammer 40,000:
The Rules, but the more esoteri c weapons and wargear
they  uti l i se are detai l ed here.

RANGED WEAPONS

ELECT ROST AT IC GAUNT LET S
Corpuscarii we ar me tal apparatus around the ir wrists that channe ls
tre me ndous e le ctrostatic pote ntial from dorsal ge ne rators. This can
be  discharge d in a cascade  of killing lightning.

ERADICAT ION RAY
The  e radication ray spe lls de ath to any caught in its pallid light.
Those  on the  pe riphe ry of its cone -like  e manations find the mse lve s
discorporating, me lting like  smoke  into nothingne ss. Those  unlucky
e nough to be  close  to the  muzzle  are  simply rubbe d out of e xiste nce .



One shot from an eradication ray  has a di fferent profi le
depending on how far the target is from the firer. If i t is not clear
which  of the profi les to u se, the control l ing player can choose.

GAMMA PIST OL
The  gamma pistol is e ntruste d only to the  truly ble sse d. The  be am of
ionizing radiation that le aps from its muzzle  can re duce  a man to a
blacke ne d shadow in a se cond, but this is a waste  of its true  stre ngth
– those  able  to tame  its savage  machine  spirit can cut hole s in an
Aquila S trongpoint if ne ce ssary.

HEAVY ARC RIFLE
De vise d to slay the  Dae mon machine s of the  Dark Me chanicum, the
he avy arc rifle  is powe re d by ancie nt Martian e le ctrote ch. I t se nds
out shallow parabolas of crackling e ne rgy that re volve  around e ach
othe r, forming triple  he lixe s as the y blast forth. S hould the se  ground
upon a me tallic targe t the y will swiftly ove rload its circuits and
banish its animating spirit to the  e the r.



HEAVY GRAV-CANNON
The  graviton te chnologie s use d by the  Ade ptus Me chanicus are
fe arsome  inde e d. A targe t hit by the  he avy grav-cannon’s invisible
fie ld will be  stunne d and like ly cripple d, or e ve n crushe d unde r
the ir own e xpone ntially incre ase d mass until all that is le ft is an
oozing disc of biome tallic waste .

MACROST UBBER
The  macrostubbe r is an antique  pistol able  to hurl out a thunde rous
cloud of solid slugs. Though the  pistol’s we apon-scie nce  is re lative ly
blunt, the  sight of its bulle t stre am che wing the  fle sh of the  foe  offe rs
an unde niable  charm to e ve n the  most jade d Te ch-Prie st.

Burst Pi stol : A  weapon with  th is special  ru le fires five shots
when fired, bu t is otherwise treated as a Pistol .

PHOSPHOR WEAPONS
Phosphor we apons range  from the  hand-he ld se rpe nta favoure d by
many Te ch-Prie sts to the  he avy phosphor blaste r mounte d upon
Kataphron Battle  S e rvitors. The  burning white  sphe re s that shoot
out from phosphor we apons cling te naciously to the ir targe ts,
sizzling wildly as the y me lt into fle sh or burrow through armour and
e xoske le ton alike . More  ofte n than not, it is the se  luminage nic orbs
that de al the  de ath blow. Eve n if a targe t prove s tough e nough to
survive  the  burning pain, the  phosphore sce nt glow the se  sphe re s



e xude  can guide  an ally’s volle y to strike  the  same  targe t.

PLASMA CULVERIN
Plasma culve rins sacrifice  the  range  of the ir cannon-patte rn
e quivale nts in e xchange  for a highe r rate  of fire . Only the  Ade ptus
Me chanicus dare  coax such rampant de struction from the ir plasma
we aponry, ye t to the  ade pts of Ryza in particular, the  scars the y
le ave  on wie lde r and war zone  alike  are  conside re d quite  normal.

T ORSION CANNON
The  tri-se ctional barre l of the  torsion cannon is amongst the  holie st
of Mars’  we apon te chnologie s. Whe n e ne rgise d, it se nds out thre e
synchronous gaol-fie lds that hold se ctions of the  targe t in place . As
the  se ctions of the  cannon’s barre l turn counte r to one  anothe r, the
matte r graspe d in the  fie lds is me rcile ssly twiste d, subje cte d to an
impossible  torque  that rips, buckle s and ruins alie n monstrositie s
and e ne my war e ngine s alike .



Grav i ti c Contorti on: Each time a non-vehicle model  su ffers an
u nsaved Wou nd from th is weapon, i t loses D3 Wou nds instead of
only  1. Each  time a vehicle model  su ffers a penetrating h it from
this weapon, i t loses D3 Hu l l  Points instead of only  1.

VOLKIT E BLAST ER
Favoure d during the  Gre at Crusade  be fore  the  Te rran boltgun
drove  the m into de cline , volkite  we apons impart so much
the rmodynamic e ne rgy to the  targe t that those  unde r the ir
shimme ring rays simply combust. S uch unfortunate s burn to
cinde rs in e xplosions of je tting flame , fre que ntly taking ne arby
comrade s to the  grave  with the m.

Defl agrate: A fter normal  attacks by  th is weapon have been
resolved, cou nt the nu mber of u nsaved Wou nds cau sed on the
target u nit. Immediately  resolve a nu mber of additional
au tomatic Strength  6 A P5 h its on the same u nit equ al  to the
nu mber of u nsaved Wou nds. Models in  the target u nit mu st sti l l
be in  range in  order for these additional  h its to take effect. A ny
fu rther Wou nds cau sed as a resu l t of th is special  ru le do not cau se
any fu rther h its.

FLAMER WEAPONS

Cognis flamers and incendine combu stors are Flamer weapons for
the pu rposes of any special  ru les that interact with  Flamer
weapons, as described in  Warhamme r 40,000: The  Rule s.



COGNIS FLAMER
The  spark-like  ange r of the  cognis flame r’s machine  spirit has be e n
fanne d to a roaring blaze . Whe n unde r dure ss it will fight with
ince ndiary wrath, e ve n should its wie lde r be  distracte d.

Cogni s Fl amewal l : If a  Flamer weapon with  the Cognis
Flamewal l  special  ru le fires Overwatch  u sing the Wal l  of Death
ru le, i t au tomatical ly  infl icts 3 h its rather than D3.

INCENDINE COMBUST OR
Typically mounte d atop the  Kaste lan Battle  Robot, the  ince ndine
combustor hurls out gre at gouts of burning, thrice -ble sse d
prome thium. Lace d with Magos-ble sse d ungue nts and ignite d by a
flame  lit from the  Pe rpe tual Forge , e ach holy fire -throwe r can turn a
te chnohe re tic into foul tallow in a matte r of se conds.





MELEE WEAPONS

Profi les for the weapons in  th is section are also l isted on the
Profi les page. The fu l l  ru les for the fol lowing Melee weapons can
be fou nd in  Warhammer 40,000: The Ru les: Power A xe, Power
Fist.

ARC CLAW
During the  Cybe rghoul Wars, the  burrowing Dae mon machine s of
Warpsmith Votogr Bolga we re  me t talon to talon by Me talica’s
se rvitor de fe nde rs. I t was the  inve ntion of the  arc claw that turne d
the  tide  – a pote nt de live ry syste m for the  most sophisticate d
scramble r te chnology the  Ade ptus Me chanicus could de vise .

DAT ASPIKE
The  dataspike s favoure d by the  age nts of the  Ade ptus Me chanicus
can stab into the  corte x of e ne my machine s and ste al the ir se cre ts
within a couple  of he artbe ats.

Dataspi ke: When a model  equ ipped with  a weapon that has th is
special  ru le makes Melee attacks, i t makes an additional  attack
with  th is weapon at the Initiative 10 step. This does not grant the



model  an additional  Pi le In  move.

ELECT ROLEECH ST AVE
The  powe rful capacitors built into the  le ngth of e ach e le ctrole e ch
stave  allow the m to drink e ve ry iota of e le ctric force  from those  the y
strike  – be  the y living foe man or blasphe mous machine .

El ectrol eech: A ny To Wou nd rol l  of 6 made by an electroleech
stave has the Instant Death  special  ru le.

ELECT ROST AT IC GAUNT LET S
Corpuscarii we ar me tal apparatus around the ir wrists that channe ls
tre me ndous e le ctrostatic pote ntial from dorsal ge ne rators. This can
be  discharge d in a cascade  of killing lightning.

HYDRAULIC CLAW
The  hydraulic claws of Kataphron Bre ache rs are  drive n not only by
powe rful pistons, but also sanctifie d oils that are  colle cte d, drip by
drip, from God-Machine s at re st. The  Te ch-Prie sts’  be lie f is that in
maintaining this proce ss, the y confe r some  of the  Titan’s stre ngth to
the ir se rvitors. One  who has witne sse d the  ruin wrought by a
hydraulic claw will be  hard pre sse d to re fute  it.



Iron Grasp: When a model  equ ipped with  a hydrau l ic claw
makes i ts close combat attacks, i t can choose instead to make a
single Grasp A ttack. If i t does so, rol l  To Hit as normal , bu t resolve
the A ttack at dou ble the model ’s Strength  (to a maximu m of 10)
and A P2.

ARMOUR

ART IFICER ARMOUR
The  armour worn by the  more  warlike  prie sts of the  Ade ptus
Me chanicus make s e ve n the  advance d Mark VIII  powe r armour of
the  Ade ptus Astarte s se e m basic by comparison. Each suit of war
plate  is a work of art, its e le ctrofibre  bundle s and ce ramite  plate s
customise d to the  we are r via a hundre d cybe rne tic inte rface s. For
many of the  Omnissiah’s faithful it is nigh impossible  to de te rmine
whe re  the  armour e nds and the  we are r be gins.

A rti ficer armou r confers a 2+ A rmou r Save.

KAST ELAN BAT T LEHIDE
The  robotic automata of the  Le gio Cybe rne tica are  not clad in
hype rde nse  me tal so much as constructe d from it. No trace  of me at
nor bone  can be  found within the ir hardy me tal frame s. Eve n krak
gre nade s de tonate  against the m with little  more  e ffe ct than a hive -
juve ’s hurle d fire cracke r.

Kastelan battlehide confers a 3+ A rmou r Save.



KAT APHRON BREACHERPLAT E
Though the  torso and he ad of the  Kataphron Battle  S e rvitor hints at
its fle shy past, the  re st of its frame  is a titanium-lace d fortre ss of
me tal and plaste e l that turns aside  bulle t and blade  alike .
Cybe rne tically re inforce d to fit the ir role  as close  assault
ope rative s, e ach Bre ache r is capable  of driving right into the
fire powe r of an e ntire  squad and still e me rging intact.

Kataphron breacherplate confers a 3+ A rmou r Save.

KAT APHRON DEMIPLAT E
The  we apon syste ms of the  Kataphron De stroye r ge ne rate  so much
he at that the ir cabling is ne ce ssarily e xpose d – to armour the ir
wie lde r in he avy bre ache rplate  would doom it to swift burnout.
None the le ss, its cyborgise d anatomy and he avy ste e l tre ads
provide  a gre at de al of prote ction against small arms fire .

Kataphron demiplate confers a 4+ A rmou r Save.

SPECIAL ISSUE WARGEAR

CONVERSION FIELD
The  te chnocrats of the  Ade ptus Me chanicus are  past maste rs of
e ne rgy conve rsion. I t was the ir orde r that de vise d the  conve rsion
fie ld, a sphe rical proje ction of transformative  force  that can turn an
incoming burst of e ne rgy into harmle ss light.

A  conversion field confers a 4+ invu lnerable save. A t the end of a
phase in  which  the bearer passes one or more invu lnerable saves
granted by the conversion field, al l  u nits with in D6" of the bearer
mu st test as i f they  had been h it by  a weapon with  the Bl ind



special  ru le. Friendly  u nits can re-rol l  th is test.

DIGIT AL SKULL
Digital we apons, miniaturize d guns commonly worn as je we lle ry
upon the  finge r by Inquisitors and influe ntial Rogue  Trade rs alike ,
are  ofte n implante d dire ctly into the  primary manipulator digits of
the  Ade ptus Me chanicus. One  so ble sse d has the  powe r of sudde n
de ath at his finge rtips.

A  model  armed with  digital  weapons can re-rol l  a  single fai led
rol l  To Wou nd in  each  A ssau l t phase.

INFOSLAVE SKULL
The  gilde d skulls of particularly de vote d archivists are  ofte n
posthumously re purpose d as infoslave s, se rvo-skulls that re cord
e ve rything the ir highly advance d autose nse s pe rce ive  on the ir
maste r’s be half.

A  model  equ ipped with  an infoslave sku l l  adds 1 to i ts Leadership
and gains the A cu te Senses special  ru le.

MECHADENDRIT E HARNESS
The  me tal cable s and spide ry armature s that augme nt the  Te ch-
Prie sts of the  Cult Me chanicus can fulfil a hundre d diffe re nt tasks,
from ste aling the  se cre ts of unhallowe d cogitators to punching into
the  e ye  socke ts of ne arby assailants. Most commonly, the y allow
the ir we are rs to wie ld a profusion of advance d we aponry.

A  model  with  a mechadendrite harness can fire al l  of i ts ranged
weapons in  the Shooting phase. In  addition, a model  with  a
mechadendrite harness is also equ ipped with  a dataspike (see
Melee Weapons).



REFRACT OR FIELD
Conside re d e sse ntial by many le sse r Te ch-Prie sts, the  re fractor
fie ld distorts the  image  of the  we are r with a shimme ring cloak of
e ne rgy. Incoming attacks that strike  the  fie ld will be  re fracte d into
multispe ctral bursts that dissipate  into harmle ssne ss.

A  refractor field confers a 5+ invu lnerable save.

SCRYERSKULL
The  Ade ptus Me chanicus take  the  asse ssme nt and e xploitation of
battle fie ld re source s ve ry se riously inde e d – so much so that many
of the m continue  the ir work in this role  be yond the  point of de ath.

A t the start of each  of you r tu rns, a model  with  a Scryersku l l  can
choose to identi fy  a single Mysteriou s Objective anywhere on the
battlefield.

ST ASIS FIELD
Te ch-Prie sts e xte nd the ir live s by a varie ty of me ans; re juve nat
tre atme nts, anti-agapic e lixirs, contrachron symbiote s – some  e ve n
carry e xomantic stasis fie lds that hold the m in suspe nde d animation
whe ne ve r the  we are r’s life  force  is in imme diate  dange r.

While a model  equ ipped with  a stasis field has Gone to Grou nd, i t
gains a 2+ invu lnerable save, bu t i ts Weapon Ski l l  and Bal l istic
Ski l l  characteristics are redu ced to 0.

VOLT AGHEIST  FIELD
Nimbuse s of pure  e ne rgy surround all Ele ctro-Prie sts, crackling



from the ir bare  skin to coale sce  into sparking pocke ts of
e le ctromagne tism that hove r like  will-o-the -wisps above  a
drowne d corpse . Whe n incoming proje ctile s or e ne rgy be ams
thre ate n an Ele ctro-Prie st the se  tiny voltaic ghosts will ofte n
inte rce de , shatte ring or dissipating the  thre ats in puffs of burning
ozone . Whe n the  we are r of the  fie ld charge s the  foe , those  same
voltaghe ists ground upon ne arby e ne mie s in bursts of e le ctric force .

A  vol tagheist field confers a 5+ invu lnerable save. Fu rthermore, a
model  with  a vol tagheist field has the Hammer of Wrath  special
ru le, resolved at Strength  4, and does not su ffer the penal ty  to
their Initiative for charging enemies throu gh difficu l t terrain,
bu t fights at i ts normal  Initiative in  the ensu ing combat.





ARCANA MECHANICUM
Arcana Mechani cum are i tems of mi racul ous power
crafted l ong ago by  the Cul t Mechani cus and borne to
war i n the furtherance of thei r cause. Onl y  one of each of
the fol l owi ng rel i cs may  be chosen per army .

RAIMENT  OF T HE T ECHNOMART YR
This baroque  suit of artifice r armour contains doze ns of e age r
machine  spirits that buzz within its fibre  bundle s like  stinging
inse cts. The  Te ch-Prie sts conside r the  re sultant discomfort of little
import, for at a simple  conjuration, the se  spirits swarm out in a
sparkling cloud to inhabit the  we apons of those  ne arby. Guns that
have  be e n grace d by one  of the se  e xcitable  animas can pour volle ys
of fire  into the  e ne my e ve n whe n the ir wie lde rs falte r.

The Raiment of the Technomartyr confers a 2+ A rmou r Save.
Fu rthermore, al l  ranged weapons carried by  models with  the Cu l t
Mechanicu s or Skitari i  Faction in  the bearer’s u nit have the
Cognis Weapons special  ru le.

Cogni s Weapons: When a model  makes Snap Shots (inclu ding
Overwatch) with  a weapon that has the Cognis Weapons special
ru le, i ts Bal l istic Ski l l  is cou nted as being 2 instead of 1. If a
Flamer weapon with  th is special  ru le fires Overwatch  u sing the
Wal l  of Death  ru le, i t au tomatical ly  infl icts 3 h its rather than D3.

ANZION'S PSEUDOGENET OR
Appe aring as a ne st of me chade ndrite s, this unse ttling de vice  can be
se t to disse ct a ne arby alie n organism with startling spe e d and
e fficie ncy e ve n in the  midst of battle . Blood flie s, paralytic e lixirs are



administe re d, skin is pe e le d from muscle  and muscle  parte d from
e ndoske le ton. The  we are r watche s with scie ntific inte re st as his
de vice  swiftly conclude s its autopsy, filing away obse rvations upon
the  biome chanics of the  foe  until the  spe cime n collapse s in a me ss of
lase r-slice d visce ra and drille d bone .

When a model  equ ipped with  A nzion’s Pseu dogenetor makes i ts
close combat attacks, make D6 additional  A ttacks u sing the
fol lowing profi le in  addition to any other close combat attacks i t
makes:

MASK OF T HE ALPHA DOMINUS
The  we are r of this mask can ove rride  the  programming of ne arby
battle  constructs with an impe rious binharic blurt. S uch is the  force
of the  mask’s de mands that it re duce s the  forme r doctrina wafe r to a
smoking wre ck. The  Alpha Dominus conside rs it a small price  to
pay, for his maniple  can go from a brace d firing stance  to a
de structive  rampage  in the  blink of an e ye .

The bearer can u se the Mask of the A lpha Dominu s at any time to
instantly  change the Battle Protocol  of a friendly  Kastelan Robot
Maniple or Cohort Cybernetica Formation with in 12" of the bearer.
The new Battle Protocol  becomes active immediately . However, the
u nit or Formation cannot u se the Battle Protocol  that they
changed from for the rest of the battle.

AUT OCADUCEUS OF ARKHAN LAND
This rod’s runic tip can impart ble sse d e ne rgy to anything me tallic
that the  wie lde r strike s with sufficie nt vigour. Those  cyborgs and



e ngine s so struck will stitch the mse lve s back toge the r as if re paire d
by the  hands of the  Te chnoarche ologist himse lf.

The bearer of the A u tocadu ceu s of A rkhan Land, and h is u nit,
have the It Wil l  N ot Die special  ru le.

UNCREAT OR GAUNT LET
The  Uncre ator Gauntle t was originally de vise d to re ve rse -e ngine e r
lost te chnologie s. Whe n laid upon a machine , xe note ch fie lds are
re le ase d that cause  the  construct’s chronology to be  wound back. I f
the  timing is accurate  to the  picose cond, the  te mporal anomaly can
re juve nate  the  machine  to the  prime  of its ope rative  life span – or go
on to re duce  it to a ne atly-arraye d pile  of compone nt parts, e ach
re ady for the  Te ch-Prie st’s inspe ction.

A  model  equ ipped with  the Uncreator Gau ntlet can u se i t in  the
Fight su b-phase instead of making i ts normal  close combat
attacks. To do so, nominate a vehicle model  (friend or foe) in  base
contact with  the bearer. If you  choose an enemy vehicle, rol l  To Hit
with  a single A ttack. If the attack h its, or i f you  chose a friendly
vehicle, rol l  a  D6 and consu l t the fol lowing table:

* Invulne rable  save s can be  atte mpte d against e ach Hull Point lost
in this manne r.

T HE SCRYERSKULL PERSPICAT US
This tiny se rvo-skull re ads the  battle fie ld as a cascade  of binary



code . Those  who gathe r and proce ss its pape ry e xpulsions se e  not
only the  tre asure s of the  battle fie ld, but also the  we akne sse s of
those  e ne my ve hicle s found wanting in the  Pe rspicatus’  sight.

A t the start of each  of you r tu rns, a model  with  the Scryersku l l
Perspicatu s can choose ei ther to identi fy  a single Mysteriou s
Objective or to scry  an enemy vehicle anywhere on the battlefield.
If you  choose to scry  a vehicle, any friendly  u nits with  the Cu l t
Mechanicu s or Skitari i  Faction re-rol l  fai led armou r penetration
rol ls against that vehicle, and can choose to re-rol l  glancing h its
scored on i t in  an attempt to instead get a penetrating h it, u nti l
the start of you r next tu rn.



TACTICAL OBJECTIVES

Codex: Cult Mechanicus descri bes si x Tacti cal  Objecti v es
to use i n y our games that are excl usi v e to Cul t
Mechani cus pl ay ers and hel p to refl ect how the
eni gmati c rul i ng caste of  the Adeptus Mechani cus and
thei r roboti c charges fi ght.

If you r Warlord has the Cu l t Mechanicu s Faction, these Tactical
Objectives replace the Captu re & Control  Tactical  Objectives
(nu mbers 11-16) described in  Warhamme r 40,000: The  Rule s.

If a Warhammer 40,000 mission has the Tactical  Objectives
special  ru le, players u se the normal  ru les for u sing Tactical
Objectives with  the fol lowing exception: when a Cu l t Mechanicu s
player generates a Captu re & Control  objective (nu mbers 11, 12, 13,
14, 15 or 16), generate the corresponding Cu l t Mechanicu s Tactical
Objective instead, as shown in  the table on the right. Other
Tactical  Objectives (nu mbers 21-66) are generated normal ly .

11 PRAISE T HE MACHINE GOD
T YPE: CULT  MECHANICUS



Le t the  e ne rgising powe r of the  Machine  God surround you – the
jubilation of his flock shall be  the  bane  of his foe .

Score 1 V ictory  Point at the end of you r tu rn i f you  u sed one of the
fol lowing Canticles of the Omnissiah  du ring you r tu rn;
Incantation of the Iron Sou l  or Shrou dpsalm.

12 NET WORKED ARCHEOT ECH
T YPE: CULT  MECHANICUS
Many ancie nt tre asure s have  be e n scatte re d across this land.
Ensure  you unite  the ir compone nts whe re ve r the y can be  found.

When th is Tactical  Objective is generated rol l  two dice (re-rol l ing
any dou bles). Score 1 V ictory  Point at the end of you r tu rn i f you
control  ei ther of the Objective Markers whose nu mbers correspond
to the resu l ts. If you  control  both  these Objective Markers at the
end of you r tu rn, score D3 V ictory  Points instead.

13 ST UDY T HE MACHINES OF T HE FOE
T YPE: CULT  MECHANICUS
Lay low the  unhallowe d machine , but le ave  as much of it intact as
possible  – the re  is much we  can le arn from the  wre ckage  late r.

Score 1 V ictory  Point at the end of you r tu rn i f at least one enemy
vehicle was completely  destroyed du ring you r tu rn, bu t did not
su ffer an Explodes! or Crash  and Bu rn! resu l t on the V ehicle
Damage table.

14 RECLAIM LOST  KNOWLEDGE
T YPE: CULT  MECHANICUS
You must drive  the  blasphe me rs from site s of le arning and
e nlighte nme nt, should it take  a thousand ye ars to do so.

Score 1 V ictory  Point at the end of you r tu rn i f you  control  at least



one Objective Marker that was control led by  you r opponent at the
start of you r tu rn. If, at the end of you r tu rn, you  control  three or
more Objective Markers that were control led by  you r opponent at
the start of you r tu rn, score D3 V ictory  Points instead.

15 T HE WILL OF T HE OMNISSIAH
T YPE: CULT  MECHANICUS
Channe l the  divine  might of the  Machine  God through your corpus,
le t his inhuman wrath scatte r the  foe  be yond re cove ry.

Score 1 V ictory  Point at the end of you r tu rn i f you  u sed one of the
fol lowing Canticles of the Omnissiah  du ring you r tu rn;
Invocation of Machine-might, Chant of the Remorseless Fist or
Litany of the Electromancer, and you  completely  destroyed at
least one enemy u nit du ring the A ssau l t phase of you r tu rn.

16 DEST ROY, RECORD, REJOICE
T YPE: CULT  MECHANICUS
Dire ct your guns at the  e ne my and obse rve  the  re sults as the y
unle ash the ir fury upon the  various force s that oppose  you.

Score 1 V ictory  Point at the end of you r tu rn i f at least one enemy
u nit was completely  destroyed du ring you r Shooting phase. If
both  an enemy vehicle and an enemy non-vehicle u nit were
completely  destroyed du ring you r Shooting phase, score D3
V ictory  Points instead. In  ei ther case, i f any of the destroyed u nits
was a Su per-heavy vehicle or Gargantu an Creatu re, score an
additional  3 V ictory  Points.

DESIGNER’S NOT E -
T ACT ICAL OBJECT IVES



CARD DECK
I f you own a de ck of Cult Me chanicus

Tactical Obje ctive  Cards, you can
ge ne rate  your Tactical Obje ctive s by

shuffling the  de ck and drawing the  top
card inste ad of rolling a D66. The se

should be  ke pt face  up, so your
oppone nt can se e  which Tactical
Obje ctive s you have  ge ne rate d,

unle ss the  mission you are  playing
instructs you othe rwise .



PROFILES

UNIT TYPES
Infantry = In , Monstrous Cre ature  = MC, Characte r = (ch)
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