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INTRODUCTION

Tl
B THIS IS APOCALYPSE!
On the pages that follow, you will find all the information
you'll need to fight apocalyptic battles of Warhammer
40,000, No longer will you lead a single detachment of
troops into battle. Now you can have hundreds of troops
and squadron after squadron of armoured vehicles under
your command, and the greatest heroes of the age will
battle at their side. First, though, you will learn how to
set up and organise your own Apocalypse, about the new
‘models you can collect and field in games of this scale, and
* all the rules you will need to use them

This book also introduces Apocalypse War Zones. These
are selfcontained supplements detailing some of the most
famous campaigns of the 41st Millennium, complete with
‘orders of battle, fantastic examples of Apocalyptic armics
and terrain, as well as bespoke missions and datasheets. On
pages 228979 you'll find War Zone: Armageddon, and in
the future we'll be releasing more War Zone books for you
10 collect and play through.

Tnterspersed throughout the book, you will also find
illustrations, additional information about how different
‘races fight batiles of this scale, and just about anything
‘else we think you'll need for your games of Apocalypsel

In fact the only limit (o what you can achicve is your own
imagination. So have fun, and remember: victory may
ot alvways o (o the side with the biggest guns — but they
certainly do help!

FORGING A NARRATIVE
Throughout this book you'll find
little boxes of advice much like this
one. They include everything from
1ips on liow 10 get the most from your
Apocalypse games 0 how best to
construct an inbuiltstory]
all, games that have a parrative side
are alot of fun, and this goes double for Apocalypse
From desperate alliances formed in the
battle to nailbiting struggles that determine the fate
of a planet, a game that features some real end-of-
theworld drama will be remembered for a long tme™
10 come by your entire gaming group.

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

s D 3 UL B
WHAT'S IN THIS BOOK?
RULES OF ENGAGEMENT

This section explains how to sct up and fight an
Apocalypse battle. It covers all the basics of preparing
the battlefield, choosing and deploying the armies
and determining who has won the game:

Six Apocalypse missions, complete with some truly
fearsome Apocalypse mission special rules, are also
provided. Strategic Assets, for example, allow you to
do things like call down arbital bombardments, sct
up shield generators or even equip a character with
adreaded vortex grenade! There are also Unnatural
Disaster rules, which allow you to represent the
terrifying environments in which many Apocalypse
battles are fought. Lastly, there is an Organising

the Apocalypse section that includes some practical
advice for those organising the game (like finding a
venue and remembering to take a break!)

APOCALYPSE FORMATIONS

This section discusses everything you need to know
about Apocalypse Formations, including the rules
for the different types of formations, such as Psychic
Choirs and Armoured Spearheads, and the rules and
profiles for the devastating weapons they use. The
section ends with a huge collection of datasheets

for use in your games of Apocalypse, providing
information and tules for everything from a Necron
Tesseract Vault to a full Company of Space Marines

APOCALYPSE MINIATURES AND HOBBY SHOWCASE
Here you'll find a dazzling array of beautifully
painted Apocalypse models; units and terrain
followed by useful advice and guidange for organising
your apocalyptic collections and battleficlds

‘WAR ZONE: ARMAGEDDON

This Apocalypse War Zone is a self-contained mini-
supplement that includes background information,
special rules, and famous Apocalypse Formations
from the climactic Third War for Armageddon.

APPENDICES

‘This section explores the titanic war machines
of the 41st Millennium, and contains rules
aries, tables and other handy information




WHAT IS APOCALYPSE‘?
e

Jife where their collection of Citadel miniatures has grown so arge that they can tio
er 10,000 Althougl it's always handy to have enough extra ti
frustrating too; every now and then you want to be ah

There comes a time in cvery gamer’s
longer use all of their models in a single game of Warhamm,
10 be able to “fine tune’ your amy for a battle, we all know it can be

to fight a battle where you get to use your entire collection. 3
B <

o

SIZES OF GAMES
© Games of Wa
more or less time depending on the size of the game,

Apocalypse is designed o be played between 040 teams
of players, where every player can field all of the Citadel
tmintatures in their collection: This means that Apocalypse
ncs arc large — at least as big as a large game of

Warhammer 40,000, and often much Jarger If the players :
mmer 40,000 Warnamnen 40,000

are hardened veterans with several Warl

atmics, then Apocalypse games offer them the opportunity A regular Warhammer 40,000 or small Apocalypse
1o field all of their armies in  single game! e, wath 1 player per side, takes an evening to p[a’
Although this may scem dauntng, the good news is that APOCALYPSE

in practice it really isn't. We've found that it is acwally A typical Apocalypse game, with 4 or more players spl

sery casy to play huge games of Warhammer 40,0001f you into two sides, takes up 10 a day 1o play.
swan to; all that is required are two sizcable armics, a large

playing area, a bit of time and some advance planning. MEGA-APOCALYFSE :
Half a dozen players, cach with a 1,000 pomt army, have A massive Apocalypse game, with 8 or more players
cverything they need to take part in an Apocalypse baule split into two sides, may take a weekend to play. 3

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

\|m( alypse battles do take Im\gu to play. Because of t
Apocalypse battles are not really replacements for the
smaller sized games that you will want to play the restol

n as something of a special 0¢c

This wwas shown quite clarly in our very first game of
Apocalypse, 4 massive game benveen two sides of three  batles also require more preparation,
players cach. The game started off at 10 in the morning because of their sheer size and the time they take to
wath the deployment of the two armies, and had been
fought to 4 conclusion and packed away by 6 that evening,
including a ane hour break for us o have our lunch. More
smportantly, it had been a breeze to organise and left
everybody who took part eager for their next game

outweigh the time taken to set up the game, but yoirdos
need to be avare of what you're letting yourselfin orso 5
you can prepare accordingly. A lot of this book is Gken i

with advice on how to go about organising large
based on our own experience of doing just mau

Thie aim of this book, then, is (o inspire you to fight large
Dattles like ours, and to make sure that we teach you However, Apocalypse offers far more than just th
everything you nced to know so that the games you play 10 get together with your mates and fight a batdle Wit
are as much fun as the battles we haye fought. This brings of your (mnhlmml.mms Most notably, it has gm:ii: u
up another important point: while Apocalypse battles '
don't require any changes to the rules presented in the

Warhammer 40,000 rulebook, they are not the same type of

YU {0 use your whole cullncnnn‘ but also o field
like the enormous super-heayy tanks of the Impe
Space Marine Thunderhawk gunships, and even the §
and destructive god-machines of the Titan Legions.

NUMBER OF PLAYERS
" For this expansion, we assume that most games of
Apocalypse will be played with two sides of multiple
layers. It is notimpossible for 4 single player to 3
e o s iyt e e
casier for teams of plasers to field the number of modsl inveing na e G m::
models needed. The number of players on each side: own elaborate n-ﬁ u‘n \l‘x“rs c; B md
does not have 1 be equal, but we try 1o keep it cven. Besides, are dscusse Tn i l:;: K’:ﬁ:u:: ;




INTRODUCTIO!

o

APOCALYPTIC ARMIES

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

THE APOCALYPSE EXPANSION

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

AN APOCALYPTIC BATTLEFIELD

Apocalypse battles require suitably large batlefields. The
* gaming arca needs (o be at least 6 feet by 4 fe
typically much larger: we've heard of games being played
on the floor, where the battlefield is 40 feet long and 30
feet wide! Large playing areas like this can require quite a

Iot of terrain, but just as the players in each side combine
* their miniaturcs into a single army, all of the players in an
" Apocalypse battle should combine their terrain collections
“together to ensure they have enough scenery for the baule

Wuat You WiLL NEgeD
R T SRR

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

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

APOCALYPSE FORMATIONS

Further on in this book you will find dozens of examples
of Apocalypse Formations. These are new units that we
designed for use in games of Apocalypse, drawn from
the Warhammer 40,000 background. We felt they were
simply too powerful to nclude in games of Warhammer
40,000, but are perfectly at home 1n 2 game of Apocalypse.
Examples include the Imperial Shadowsword and the

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

T T o £ T SR s
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AN APOCALYPTIC BATTLE

o
THE TIME LIMIT

The following pages will give you an idea of what it is like
to take part in a game of Apocalypse. Apocalypse games usually take the best part of a day to play,
and thercfore have a schedule to determine when the bagd
starts and ends. Typically, a batte will start at 9 or 10/in thie
THE GAME ORGANISER morning and end at 7 or 8 in the evening, though it is not
Setting up a game of Apocalypse requires a bit more uncommon for games to go on longer than this, or even to
10,000 take place over two or more days. In addition to the start
and end times, a number of breaks should be scheduled

preparation than most games of Warhamme
the players (o stop and grab a drink and 4

Because of this, it's best to have one player as the ‘game
in; these allow

organiser’. They will make sure all of the players know
where and when (o meet, decide on the scenario to be Dite of food. They also serve as a suitable point to bring
played, and sct up the terrain for the baule reinforcements and reserves into the batile.




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

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

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

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

Belons: The Blood Angels and Imperial Guard dig in amid the ruined

city of Cor Hydrae in preparation to make a determined stand and

frevent the forees of Chaos from crossing the 13th Paraliel

f
3

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

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

An Apocalypse battle is not for the fanthearted, Some |
weapons are perfectly capable of destroying entire units
of even heavly armonred troops with a single shot —in
fact, there are weapons that can destroy several such units.
or whole squadrans of armoured vehicles with a single
blast! In a game of Apocalypse you can frequently expect
{0 sce more models destroyed in a single wm (or even &
single shot) than would be lostin the entirety of a game
of Wathammer 40,000, Fortunately, the sheer size of
Apocalypse armics means that they can souk up these heaws 8
casualties and keep on fighting. More often than not, ey =3
units will arrive on the batdefield to take their place and
keep up the fight after each break in the scheduled gami

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

¢ coen the Warhound Titan, Lupus Rex, can

he grren tde that crashes into the Imperial |

flank. Though the Guardsman marning the trenches \Q
e

sell their lives deary, they are sufily overwhelmed by ¥
e Ork harde that powrs over their defence lines.

S o




VICTORY
TThe winner of most Apocalypse battles is determined by
control of Strategic Objectives. These are placed on the
table at the start of the battle. Each side scores a number of
Stategic Victory Points based on the number of Stategic
Objectives they control during each break and at the end of
the battle. The side with the most points at the end of the
baule s the winner:

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

Right: Secking to breach the Imperial lines once and for all, the Orks
spearhead an assault in the centre with  pair of clanking Stompas,
bt are repelled by the cambined firepoccer of the Howling Griffons and
Sisters from the Oner-of the Blood Rose, One of the Stompas erupts in
 flames as squads of Devastators delonale its magazine stow, whilst the
other is enippled by the concentrated melta fire of the Sisters of Battle

U Once again, the lperial centre holds firm only through the
and saerifice of the Howling Gnffons and Sisters of Baltle.
a5 a second wave of Stompas threatens o gverrun the embatiled
efenders, i reservie force led by the Dark Angels smashes inta the flank of
k assauls, stalling the enemy advance and easing the pressure on
attleline. With both sides having committed the last of their
s, the epic baitle begins (o reach its bloody conclusion.
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FIGHTING AN
APOCALYPSE BATTLE

o~ -

ssions (o wse when fighting larger battles, instead of the Frernal

swe haye developed a new set of mi

1 the Warhamnier 40,000 rulebook. The following pages explain how to use the missions, and also:

For Apocalypse,
missions found in
about setting up and organising a game of Apocalypse.
There are ten Apocalypse missions included in We've included two types of missions i this éxpatis
They are designed ta make it as casy as possible for you six Apocalypse missions and four War Zone missioy
{o play exciting games of Apocalypse using all of the The Apocalypse missions accommodate a wide
apocalyptically themed batiles, while the War Zone

Warhammer 40,000 miniatures in your collection, This is W
way that the Eternal War missions are serve to tell the tale of a particular battlefield from

this book

very different 1o the
plaved, and because of this we're going (o explain each
element of the Apocalypse missions, and how (o use them,
in some detail on the following pages

even miake your own missions using the information 4
guidelines provided by our examples.

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

(0 know, and how to personalise your games 1o be d
to any other game of Warhammer 40,000 you have

The number of possibilities really is endless.

Don't worry if the amount of information scems a litde bit
overwhelming at first - we've also included a sammary of all
the main points you need to know, along with the relevant
page relerences, and there is also a reference section at the
back of the book that should prove a quick, in-game guide

once you'se read through the rules once




FIGHTING AN APOCALYPSE BATTLE

% 1) THE MissioN (skE BELOW)
Pick the Apocalypse mission to be used for the baitle.
F The Apocalypse mission will specify how to set up the
1 battlefield and deploy the armies, what special rules
apply. and how the winner is determined.

E_ 2) THE ArMIES (PAGE 18)
Each player gathers an army. Each army may include
any or all of the Warhammer 40,000 miniatures in the
player’s collection, unless the mission being played sets
restrictions on which armies may be used. Players may
L field a mixed foree drawn from two or more codexes if
L they wish, and no Force Organisation chart restrictions
or allies restrictions apply.

Apocalypse Formations may be included in the army.

E_ - Choose Sides

- If there are more than two players, divide them into two
E sides. Each of the sides should have roughly equal sized
3 armics and numbers of players.

Choose a Warmaster

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

bl i o

~ Each player receives at least one Strategic Assct

(pg 30). If one side’s army seems overly large compared
1o the other’s, the game organiser can give extra
Strategic Assets to the smaller of the forces in order to
even things up, as explained on page 30.

- THE MISSION

The plavers decide which of the missions to play (or devise
ene of their own, following the guidelines on pages 52-55).
Each mission tells you how to se up the battlefield, how

0 deploy the armices, what special rules apply to the game,
and how the winner is decided.

The six missions at the end of this section (pg 4247) are

~ good for ‘general purpose’ games of Apocalypse, and
represent the types of apocalypiic battle that have been
fought many times over the millennia.

In addition, War Zone: Armageddon contains four more
missions specific to that campaign, which recreate key
Satiles in the Third War for Armageddon. You can freely
choose from any of the missions included in this book
when you fight an Apocalypse battle.

B

THE GAME ORGANISER

In order to play a game of Apocalypse, 1t helps if someone is
ifie game organiser’. They will make any decisions aboul how
and where the game is going to be played ahead of lime (see
the Organising the Apocalypse section, page 48-55),

FIGHTING AN APOCALYPSE BATTLE SUMMARY

e T e M D=

3) THE BATTLEFIELD (PAGE 20)

Set up the batleficld terrain following the instructions
given in the mission.

4) DePLOYMENT (PacE 21)

Deploy your armies following the instructions given in
the mission.

3) GamE LENGTH (PAcE 21)

The game organiser should set a time limit for the
game, and set break times for the sides.

6) FirsT TurN (PacE 22)
The mission will explain which side gets the first turn,
or how you determine this.

7) Victory CONDITIONS (PAGE 22)
Each mission will tell you whar the sides needs to achieve
towin the baule. Most Apocalypse missions use Strategic
Victory Points 1o decide this, but some might present
different objectives for the sides to achieve,

MISSION SPECIAL RULES (pack 23-41)

Apocalypse missions have their own set of mission special
rules that introduce ail sorts of flavour to the game, tncluding
allowing the players access to powerful Strategic Assets,
preseniing the unique challenge of fighting amangst a variety
of Unnatural Disasters including a Zombie Apocalypse, and
allowing heroes theiv Finest Howr, The rudes for all of this and
more are contained in this section.

Above: An example Apocalypse mission

et i gl Y,




THE ARMIES

Each player 1aking part in an Apocalypse battle needs
“to have an army. Some missions may place restrictions
on the armies that can be chosen (see the War Zone;
Armageddon missions for examples), but other than

that you can use any army in a game of Apocalypse, If

vou have more than one army, you may combine them
all together into a single force if you wish to do se.

Armies may include any number of units from

any codex. plus any number of fortifications

and Apocalypse Formations (pg 58). No Force
Organisation chart restrictions apply to the army — just
bring along all of the models you can! In addition,
you can ignore any restrictions on units that are
normally limited to 0-1, 0-2 or that say ‘you may field
one of unit X for each unit Y'. Really. the only rule is
that unit sizes must be correct. If in doubt, just ask the
game organiser for a ruling.

Players can take any upgrades permitted by their army
lists, but any such upgrades should be represented

on the model; otherwise, keeping track of which
model has which upgrade becomes very hard. This 1s
important because detailed army rosters and points
values are not usually used in games of Apocalypse.
Instead, plavers simply bring along the models they
are going to use. The game organiser can ask the
plavers o work out roughly how many points their
army is worth, but this is not strictly necessary,

This is because Apocalypse is designed to allow you to
field your entire collection, so a lot of the restrictions
that apply to picking an army for an Eternal War
mission simply don't apply, Points can only be seen as
a rough guide in Apocalypse; it helps if each player
has an idea of how many points they are bringing, but
the exact value of each army is not important.

This might seem 1o confer an advantage to players with
larger collections of models, but as vou'll see, we've
included 4 number of methods that will allow you to
‘halance’ a game without having 1o leave models on a
shelf {well, unless you want to leave them on the shelf
that is — you don’t have to use that broken model if
you don’t want to). We're labouring this point because.
during playtesting, people found it hard to believe

that we were saying ‘Just bring all of your collection
and play’, but this is exactly whar we mean. Using the
rules and guidelines from this book you can field your
entire collection and have a fantastic game!

That being said, a game organiscr should feel free

Lo sel a maximum points limit for the game il they
wish. We've played many battles with a points limit of
between 3,000 and 6,000 points, all of which proved
extremely enjovable and only took slightly longer than
an Eternal War mission. Even in these games, though,
we recommend that upgrades are dictated by what a
model is carrying, if only to ensure that the games are
played in the right spirit.
















Mogre THAN ONE ARMY

Remember that you can bring along units from more
than one codex, so if your collection includes Imperial
Guard and Tau. plus a squad of Harlequins you
bought just to paint, then all these models can fight

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

SPECIAL CHARACTERS
It can be difficult to use more than one special
character in an Eternal War mission: they cost rather
a lot of points and often use up valuable ‘HQ slots’

of the Force Organisation chart. Fortunately, such
obstacles do not matter in Apocalypse. In fact, we
consider it appropriate to field as many special
characters as possible, as it makes the game fecl
suitably apocalyptic in nature — huge battles are just
the place for such legendary individuals as Abaddon
the Despoiler and Commissar Yarrick. Also, it would
seem a waste Lo leave any special characters out of
such a game. That being said, you can still only have

a single instance of any unique special characters in
each army. In the event that two players want to field
the same unique special character, the game organiser
makes the call. Only one Abaddon the Despoiler
sirides the batlefields of the 41st Millennium,
regardless of how grand in scale they may be.

e 1 e T g e~ S P W S WS, e S

FORGING A NARRATIVE
One of the simple delights of
playing games of Apocalypse is
the freedom Lo field your entire
collection of miniatures against
your opponent(s). However,
many hobhyists prefer to field
armics that are themed around
fumous battles, campaigns or
specific military structures, and fighting an
Apocalypse game with such a hast can be
quite rewarding,

This is easily achieved cither by limiting the
cadexes that can be used for cither side, or

by stipulating that certain units or characters
must be chosen by ane or both sides according
to the narrative of the conflict. Alternatively,
vou can theme your Apocalypse army

around a specific military structure, such as a
Space Marine Chapter or Dark Eldar Kabal.
Including some appropriate Apocalypsc

F Formations as the core ol your army is the

easiest way Lo do this, as they represent the
archetypal combat formations ficlded by each
army, such as a Space Marine Battle Company.
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CHOOSE SIDES
Apocalypse bat tles can be fought between just two players,

" but they are especially suiled to team play. While it's

passible to play ‘all against all’ games, or games where
there are three or more sides taking part, all of the
Apocalypse missions in this book assume that the players
will be split into two sides. Because of this, if there are
three or more players taking part, they are split into two
sides at the start of the game. The number of players

in each side doesn’t have 1o be the same, but it helps

il neither side has more than one player more than its
opponents (for example, three players versus four plavers
is better than two versus five).

Players are usually split into sides by comparing their
collections and then putting the players into two sides that
have similarly sized armies. Alternatively, you may want

to consider using the Allies matrix from the Warhdammer
40,000 rulebook to help decide which side each player
belongs to. If one side or the other looks like it is more
powerful, then the weaker side can be given extra
Strategic Assets in order to balance the game (pg 30).
However, it’s best to aim to create two sides whose armies
are roughly equivalent in terms of size and power.

The plavers in a side each command their own army, and
all armies on the same side are Wreated as Allies. Armies
from the same codex that are commanded by different
plavers count each other as Battle Brothers for the
purposes of the Allies rules. Armies that, according to the
Allies matrix. ally only ‘Come the Apocalypse” count each
‘wther as Desperate Allics.

WARLORDS AND WARMASTERS

* Before a game of Apocalypse hegins, each player

nominates one model to be his Warlord, just like in a
‘game of Warhammer 40,000, As a result, there may be
several Warlords on each side, each of whom will have
2 Warlord Trait, as normal, and get a chance to use the
‘Finest Hour rules (pg 26-29).

' However, it is important to establish who is in overall

control of each side, so the players need to agree on
which of their Warlords is going to be the Warmaster
for that game. The Warmaster is in overall control of
whatever alliance or war etfort is taking place. If the
players on a side cannot agree which Warlord should be
Warmaster, they should roll-off. A player that is hosting,
or organised, the game gets +1 to their dice roll,

The player that controls the Warmaster gets precedence
when his side disagrees upon matters of overall strategy
that directly affect more than one specific person in

that side. Be warned, though — the head of the enemy’s

- averall commander is a trophy greatly prized by the foe...

CHOOSE STRATEGIC ASSETS
At this point the two sides select their Strategic Assets.
These represent high-level military strategies that can

~swing the battle in your favour (pg 307,

PAIRING UP
One thing thal we've found works very well in our games 1s

lo ‘pair up’ players from opposing sides. The bo players are
given responsibility for (he opposing unils in a certain avea

of the battiefield, moving the units, making attacks, anil

rolling saving throws. Paiving up like this allows several

pairs of players lo resalue the action in their area of the table
simultancously, which greatly speeds up play, For example, a
plaver om the Imperial side might choose to fuir up with the
Chaos player oppesite him. When the Imperial player fires, his
opposite rewmber oversees his To Hil and To Wound wlls, and
makes armovr savies for whichever units on his side have taken
Wanends - even if those units aren’t part of his army. This avoids
situations where multiple players on one side need to get the
attention of one of their fellows on the opposile side at. the same
time, making for a much smoother game.

THE BATTLEFIELD

As mentioned earlier in this section, an apocalyptic battle
requires a suitably large playing area as well as enough
terrain to fill it. We've found that eight feet is about the
maximum wicth that can be used while still allowing i
players to reach the middle without knocking madels
over, Similarly, twenty-four feet is about the maximum
length than can be used without the table starting to

look too long and thin. We've provided some guidelines
later on in this book (pg 222-223) if you feel the need for
an cven larger playing area (you might want to use the
foor!), and you will also find informaition on the more
unusual table set-ups that Apocalypse games can involve.

With the table ready, you need 1o add terrain. First, set
up any [ortifications taken by either side, and then set up
the rest of the terrain as you would for an Eternal War
mission. You should try to get yvour hands on as much
terrain as vou can, and then set it up in any mumaliy
agreeable manner. We recommend ‘clumping’ the terrain
to form larger features rather than spreading it out evenly
over the battlefield. For example, you could clump all of
the buildings near to each other to create a town, a il of
the woods together to create a forest and so on, Don’t
worry if there are wide-open spaces —in fact, these are
quite desirable, as you'll soon fill the space with models! =

Pracing StraTEGIC OBJECTIVES

Once the table is set up, each side must place three
Strategic Objectives on the table (pg 22). Roll a dice to
sec which side sets up one of these first. That side sets up
one, then the opposing side sets up one of theirs, and so 3
on, back and forth until all six Swategic Objectives have
been placed. If for some reason you find you can’t place
a Strategic Objective, adjust those already in play by the
minimum amount (o ensure it can be placed.

Each side must set up one Strategic Objective in their
own deployment zone, one in the opponent’s deplc
zone, and one anywhere on the table. A Strategic

Objective may not be set up within 12" of anotherd
has already been placed, or within 12" of any table &

TH; WEDO NOT NEED TO UNDERSTANT iN ORDER TO HATE.



= " DEPLOYMENT

: It's now (finally!) tme to deploy your armies. Each
mission’s instructions will tell you how to set up, and which
side goes first. ['s a good idea to specify a time limit for
deployment, 1o avoid this stage dragging on too long. For
example, you might say that deployment will start at 9:00
a.m. and everyone must be finished by 10:00 a.m., with each
side allowed a maximum of 30 minutes for deployment.

Usually, the side setting up first is allowed a few minutes

‘::f to look over the lavout of the table and discuss their
ten 3 deployment, and then has the amount of time specified in
vaids the schedule 10 acmally set up their army. Once the first
side has set up, their opponents get the same planning
e ; period followed by the specified amount of time to deploy
thelr army.
2
In some missions, Scouts will be allowed to redeploy and
Infiltrators to be set up after both sides have deployed, but
hattle again, itis a good idea to impose a time limit on each side
eh | B for carrying ont these special deployments.
the -
£ E = If the time limit runs out while a side is mid-way through
Is 3 setting up a unit, then that unit is placed in Surategic
m  Reserve (pg 37), along with any other units that have
> ~ not yet been set up on the table. Any units that have
lines } 3 accidentally been set up incorrectly are moved into
ed for Strategic Reserve too.
{he
GAME LENGTH

olve. -
! Eternal War missions are fought for a certain number of

set ; : turns (asually six), but we've found that this doesn’t work

that well for Apocalypse baitles. Whenever we used a turn

et up
far limit, we found that we'd either not had time to finish
h ] our game, or that we finished too soon. So instead of a

v ~ turn limit, Apocalypse batiles have a time limit, which is

errain determined by the players or the game organiser before

evenly ‘the battle starts. For example, you might say ‘We'll play
all of ~undl 7 pan. tonight,’ or ‘We'll start at 10 a.m. on Saturday
Il of .~ moming and finish on Sunday at 5 p.m. with a few pre-
n't . planned breaks in belween.’
lre e
dels! . Itsdifficult to say how long a game will take, as dilferent
: groups of players tend to play at different speeds. The
simplest solution is to assume that your Apocalypse game
~ will take a full day to play. Once you've fought a battle or
Eto E two you'll learn how quickly your group plays, and will be
#1s up ; able to judge more precisely how long you need for a game.
nd so
have ‘When the agreed time limit is reached, keep on playing
Alces fong enough for both sides to complete the same number
Fthe of turns. For example, at the agreed tme, side A isin

the middle of their fourth tarn and side B has had three
marns. Therclore side A completes its turn (taking it up to
four game turns), and then side B gets to take a turn (so
they have played four turns also). The game is then over.
Because the game will almost always overrun the time limit,
you should set the time at least an hour and a hall before

~ the game really needs to finish.

As an aside, teams can of course agree to play on after the
time limit has been reached, or to pause the game and
come back to finish it the next day, and so on. Sometimes
vou'll find that the batile is at such a crucial stage that it
simply feels wrong to end the game right then, and so will
decide to play an extra turn or two until there is a natural
conclusion. At other times, you may be enjoying the sheer
carnage of the battle so much that you simply don't want
to stop! In any case, it is perfectly acceptable to keep on
playing if both sides agree to do so.

SET BREAK TIMES :
In addition to a finish time, you will need to arrange a f
number of ‘break dmes’. A break gives players a chance to

have a rest and grab a bite to eat and drink, and depending

on the special rules being used, may allow one or hoth sides

to score Strategic Victory Points and gather reinforcements. s
At the very least, it will give you a chanee to put your feet

up for a while and come up with the next stage of your

batile plan.

There should ideally be a break after every three to four
hours of play. When the break time is reached, keep on
playing until both sides have had the same number of turns,
as deseribed earlier. Then, hal play for fifteen minutes o
an hour before starting the next session of play.

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

for a few minutes so that players can take a rest and get
refreshments is a good idea. However, the special rules that
apply to the scheduled breaks obviously don’t apply to the
informal ones, and any time the rules refer to a break, this
means a scheduled one.

TYPICAL ONE DAY SCHEDULE i
Arrive and deploy . e
Start st session

9:00 a.m.
10:00 a.m.

13:00 p.m. Lunch break e s
14:00 p.m. Seart 2nd session e
17:30 pom.  Dinner break ; :
18:00 p.m. Start Srd session

End barnle

21:00 p.m,

e —— =

Sl

“We stand at the crossroad of |

Annihilation and Glorious Destiny:

Only the Emperor can decide the path we take.’
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will
Some Apocalypse missions wi
first turn, whilst others will require the sides 0 n)!l—ﬂlrllu 3
determine this, Other missions allow the side who deployed
their-army first (o start the first trn, unless their opponent
can Seize the Initiative (below)

I specily which side gets the

SEIZE THE INITIATIVE
I war, no plan survives contact with the enemy - €
lightning advance can be halted if the foe is svift enough

to counter it

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

APOCALYPSE TURN SEQUENCE

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

Continue this sequence until the time limit or 2 br
reachied, and then finish the player wrm in pro
play an extra player wrm if needed to make sure each

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

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

?)ma-zhm__ﬁ,
TURN SUMMARY

1. Determine Unnatural Disasters,

2, Ist Side Player Turn:
a Determine Divine Intervention
b. Declarc Finest Hours
¢ Take Player Tum (as described in
the Warhammer Jl).()l]llxulclmuk),

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

4. Return to Step 1.

S Taomiao i

VIGTORY CONDITIONS

Once you have finished. itis tme o determine yhig
ras won, You wil often need (0 keep track of Sy
Victory Points to determine the winner, but someti
other objectives will need to be completed instead,

If one side concedes the bale, or all of the models
(hat side are wiped out, the victory goes to the ¢

side. Likewise, it the end of any game tum, one
has no models on the battlefield, the "PP"“"xslde
automatically wins.

STRATEGIC OBJECTIVES
Strategic Objectives are key points on the batlefie
capturc of which will give their side a strategic adan
in the ongoing campaign of which this batde s j
(albeit a very important part!). S¢e page 20 for how th
are placed

The winner of an Apocalypse battle that uses the Straf
Objectives mission special rule is decided by the e
Strategic Objectives. They can be represented bya
a coin or a bespoke token themed for army or the
battle, but because of their importance, you may want

such xmxkcm in lhelr collccuons

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

MysTERIOUS OBJECTIVES
If the Apocalypse scenario has the Mysterious Object
special rule, 1t applies to all Strategic Objectives (se&
Warhammer 40,000 rulebook)

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

A Strategic Objective is controlled by the side that]
nearest unit to it ~ if two or more units are equally clos
cach side rolls off each time Strategic Victory Poins:
scored. Note that all units are scoring units in Ap
though a unit can still only control one Strategic
ata ime, and fleeing units cannot control objecty
unitis the closest one to several objectives, it cont
one closest 0 it. Each Strategic Objective is worth ¢
Strategic Victory Point at the end of the first s
Play, two Strategic Victory Points at the end of thf
session of play, three Strategic Victory Points at
the third session of play, and so on.

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

AN s o TS T




" Bonus Strategic Victory Points are scored immediately for
warrving out the following actions:

- Destroying a Super-heavy Vehicle: Score 1 bonus Strategic
Victory Point each time the opposing side is forced to roll

l- the Catastrophic Damage 1able (including those rolls for
- Super-heavy Flyers and Super-heavy Walkers).

ng a Gargantuan Creature: Score 1 bonus Strategic
- Nictory Peint cach time the opposing side is forced to
semove a Gargantuan Creamre as a casualty (including
‘Flving Gargantuan Creatures).

. Eilling a Warmaster: Score 1 bonus Strategic Victory Point
~ & the opposing side is forced to remove their Warmaster as
& casually.

Stopping a Finest Hour: Score 1 bonus Strategic Victory
int each time the oppusing side has to remove a Warlord
= a casualty during that model’s Finest Hour.

pING STRATEGIC VICTORY POINTS
side that ends the game with the most Strategic

ory Points wins the batile. However, these Strategic
Fictory Points can also be ‘spent’ to carry out special
¢ Actions. These can be very powerful, but spending
icgic Victory Point to use them could mean the
Sifference between victory and defeat, so do so wisely!

Each player is allowed to spend a maximum of one

R gic Victory Point each turn, It is entirely each

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

smimend they confer with the other players on their own

hefore doing so! Note that you may not spend Strategic

ry Points you do not yet have —so if one player
s their side’s last one, no other players can spend any

egic Victory Points until some more have been earned.
here are two types of Strategic Action:

Strategic Reinforcements: Spending one Strategic Victory

~ Point allows you to bring back into play a single model that
‘has been completely destroyed ~ this cannot be a model

* with more than 15 Hull Points. The model is added to

i ylmr side’s Strategic Reserves, at full srength (with the

- same number of Wounds or Hull Points it began the game

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

~models (or models from Unique units) cannot be brought

~ back in this way.

~ Strategic Resource: There are some weapons and Strategic
Assets that have the Strategic Resource special rule. You

ust spend one Strategic Victory Point in order to use such
~ aweapon or Strategic Asset.

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

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

DivINE INTERVENTION (PG 24)
In the most spectacular of the galaxy’s battles, the god-like | {
beings of the universe sometimes take an active hand.

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

Finest Hour (pc 26) ! 8
When the fate of their race hangs in the balance, true i el
heroes will push themselves to superhuman feats of prowess. &

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

Sons oF THE PRIMARCH (PG 28)
Amongst the Space Marines there are those whose gene-seed
runs pure enough lo manifest the glory of the Primarchs.

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

StratEGIC AsseTs (G 30)

The genevals of the 41st Millennium have access to
sirategic elements ranging from orbital strikes Lo lightning-
fast flanking manoewvres.

FEach player gets a number of Strategic Assel cards
with which to tip the scales; self-contained events
and ploys for you to unveil as the game unfolds.

StraTEGIC RESERVES (PG 37)
A wise general ensures he has reserves waiting to strike. ..

These rules allow you to hold a portion of your
force in reserve, ready (0 pounce.

UnnaturaL Disasters (pG 38)

The battlefield is ravaged as the planet’s doom wnfolds.
These rules allow you to fight battles as the
apocalypse erupts around your iroops. Be warned,
these cataclysmic mule seis pack a punch!




YPSE BATTLE

&

'DIVINE INTERVENTION
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Faith is one of the most powerful weapons used by the Imperium of Man. Belief has power; a raw and undeniable force that
can be manifested by a collection of the faithful or even channelled by devout individuals. It is the bedrock upon which the
Imperial creed has been founded, and the driving force behind Mankind’s continued conquest of the galaxy.

The warriors of the Imperium hold tight to the belief that
“The Emperor Protects’, and in many ways, they arc right.
Some claim to have witnessed small but important miracles,
or even (o have felt his blessing upon them when the
fighting raged fiercest. There are also scattered reports of
major phenomena that have manifested in the most terrible
of battles and inspired the Imperial soldiery to victory — the
Vaustin Eagle, the Angel of Tirisiphon, and the Thorian
Choir amongst them. Some claim these are merely psychic
overspill brought about hy mass hysteria or the delirivm

of war, but those recidivists are inevitably caught and
painstakingly reconditioned by the Adeptus Ministorum.

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

the Black Library — Khaine, the Bloody-Handed God of
the Eldar; Nurgle, the Father of Plagues; Gork and Mork,
the thuggish gods of the Orks. The worshippers of these
cntities also have a potent faith, and they too number
their billions. Though only a traitor to the Imperial creed
would admit it, the old gods existed long before Mankind

conquered the stars, and the Emperor is armongst the ranks

of youngest divinities.

ACTS OF THE GODS

In the most spectacular and bloody of battles, the gods
themselves have been known to intervene. To represent
this, in a game of Apocalypse, you can attempt to invoke
divine intervention. The various godly powers of the 41st
Millennium are attracted by different deeds and acts of
heroism, so the circumstances under which you can invoke
divine intervention vary from army o army. They have onc
thing in common, though — their effects are truly epic!

INVOKING DIVINE INTERVENTION

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

Once a Warlord has successfully invoked Divine
Intervention, they cannot attempt to call upon Divine
Intervention again that game, However, other Warlords on
the same side can try to make their own attempts, providing
they invoke a different god. An alliance of three Space
Marine players cannot call upon the God-Emperor three
times — he's got better things to do than bail the players out
over and over again!

The Miraculous Effect from the table applies only to units
from the appropriate codexes listed in the Codex & Criterid
column, and they only atfect units on the same side as

the Warlord who invoked Divine Intervention. Any effect
granted lasts until the start of that side’s next turn.

Designer’s Note: Not all races in Warhammer 40,000 have a deity

to call upon. Though the Taw do not have a deity as such, faith in
their manifest destiny and the Greater Good can empower them ina
similar fashion. Likewise, the Tyranid Hive Mind is not a god i the
traditional sense, though its mind-boggling scale and gn[aw—dewm

ambition can directly smpouwer its constituent organisms.
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Imperial Guard, Sisters of Battle,
Space Marines, Dark Angels,
Blood Angels, Space Wolves,
Black Templars, Grey Knights

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

Chaos Daemons,
Chaos Si:_m:e Marines

The number of units in the opposing
side that have been removed as
casualtics equals. or exceeds the
number the nppnsmg sldc currently
has in play. : ;

Orks
At least halt of the total number of
non-vehicle units from Codex: Orks

on the battlefield (friend or foe) are
engaged in close combat.

Eldar, Daﬁ; Eldar
. More than 50 Eldar and/or Dark
Tldar models have been removed as
casualties (friend or foe).
Tau Empire

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

% ar more mode
_section ol Cod
: of u Stratcglc :

opposing side’s deployment zone.

Necrons
A C'tan Shard, Tesseract Vault or

Transcendent C'ian has been removed
from play as a casualty.

1 : All Eldar and Dark Eldar umfs have the Hatred .wgi Ilage = ook il

jecﬁve muarker in the

T —a”

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

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

|

Rewards of Chaos: The fickle Chaos Gads delight in the slaughter
‘and mayhem inflicted on their enemies.

You can choose to treat any of your To Hit and/or To Wound
rolls ot '1° as rolls of *6°.

Foot of Gork (or is it Mork?): The Orks’ deity manifests more
directly; a giant green fool stamps its approval on the battle below.

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

Children of the Bloody-Handed God: The blood of the Eldar i
boils in their veins, driving them on ta- T greater feats afm _

| special rules, = o

Desperate Strength: Selfless (o the last, the Tau give their lives lo :
buy their comrades time. : SN

All Tau units have the Smubborn, Feel No Pain (4+) and
Counter-attack special rules.

The Jaws Snap Shut: The Hive Mind shares its infinite unger S
with the minds of its constiluent parts, driving them mto @ ﬁmzy : z

All Tyranids units have the Preferred Enemy spt:ual rule
and they can both Run and then shoot in the same Shootir
phase. Furthermore, they can also charge in that turn’s
ﬁssatﬂ:‘_phaﬁc. 5 S :

Anti-C’tan Protocols: A coalescing Ctan swims from the stars (o
rectaim the freed shard of its power, and the Necrons below fall back
on ancient anti-Cltan programming to resist ils fell energies.

All Necrons units have the Adamantium Will and Fearless
special rules, and pass Reanimation Protocols on a roll of 4+,

B — T e — =]
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FINEST HOUR

%-A‘Lai'-x i
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In times of extreme adversity, orue leaders are born. Exemplary warriors rise like phoenixes from the fires of war, their
heroism inspiring the men around them to great acts. By such deeds are legends made — the fate of the galaxy is at stake,
and Imperial commanders, Chaos worshippers and alien warlords alike fight with every iota of their souls to secure victory
against impossible odds. Should such a desperate act end in lasting glory, the hero’s story can spread throughout the galaxy,

and monuments will be raised in his name.

Even proven lords of war have their defining moments.
Ouiside the ash-covered buttresses of Hades Hive,
Commissar Yarrick repulsed Warlord Ghazghkull and his
horde, though it nearly cost him his life. Upon the world of
Stormvald, the Phoenix Lord Maugan Ra single-handedly
scatiered a Tyranid swarm by systematically destroying

every one of its synapse leader-beasts. The renegade Huron
Blackheart orchestrated the downfall of the Marines Errant,
seizing their precious gene-seed from the inner sanctum of
their fortress-monastery of Vilamus and damning an entire
Chapter to a slow death. Such acts of epic heroism and
mspired villainy usually occur when the inferno of battle
rages fiercest, for great peril breeds the greatest of deeds.

All this boundless heroism is of course the meat and drink
of a game of Apocalypse. That moment when your general
darts forward and takes out the enemy Stompa with a well-
placed vortex grenade, the duel where the Imperial Guard
Colonel somehow takes down the rampaging Hive Tyrant,
the last-ditch charge that turns the course of the batle at

the eleventh hour — they are the images that stick in our

minds when thinking back to the highlights of the game,
and the cherished moments of glory we will remember
for years to come. Moments like this are so SYnonymatis
with Apocalypse that we decided to provide a system to
encourage as much heroic derring-do as possible;

CoMETH THE Houk...

A player may choose to take his Warlord’s Finest Hour once
per game, at the start of any of their turns. Simply staie thut
the Warlord will do so at the appropriate time. The Finest
Hour lasts until the start of their next turn,

An Apocalypse War Zone may feature characters with
specific restrictions upon their finest hours: Commissar
Yarrick, for instance, only has the opportunity to use his
Finest Hour rules as long as his nemesis Ghazghkull Thraka
is alive, and vice versa. These characters may also have
special rules that can be used in addition to their Finest
Hour, These extra rules modify the Finest Hours detailed
here, and all the relevant details are contained in the rules
section for the War Zone.,




- ComeETH THE MaN
_ 5 start of his next turn, that Warlord has a 3+
~ siserable save and the Eternal Warrior special rule to
Beesent the touch of destiny upon him, and is allowed
er an All-out Attack in the same manner as a High
send Apocalypse Formation (pg 63). If the Warlord
% part of a High Command formation, this is in
s o his usual one. Furthermore, at the beginning of
i St turn in which a Warlord’s Finest Hour is in effect,
: one of the Exemplar tables on this page and roll
%5 find the special rules that govern that Warlord’s
== Hour. The ellects generated will last until the start
e Warlord's next turn, If a Warlord is killed whilst his
g Hour is in progress, its effects cease immediately and
ey scores 1 Strategic Victory Point (pg 23).

@nt Note: Instead of rolling here, Space Marines and
Space Marines characters can opt to consult the Sons
Frimarch chart (pg 29) instead.

the Warlord’s Finest Hour is over, he returns to his
sacarnation - his moment of glory has passed (though
'i it that stop you from trying any subsequent heroics).

S —— .. Bl

CoMMAND ExempLAR TABLE

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

wn:him?‘*[’ hmtheFmINoPam&pm;alru]c

Never Give Up, Never Surrender: Your Warlord,
and all friendly units within 24", have the
Stubborn special rule.

The e ?udu.YourWaﬂmd and aﬂfnendly
'um__mthiniu mnbuthn’unandlhcnshom

Sh se. If a unit does so, it
cannot chdxge anm !ﬂwhaﬁ hemﬂahﬂit)'

Inspiring Oratory: Your Warlord, and all friendly
units within 24", gain the Crusader special rule.

AIL You arfordanddli‘mndiyunm

PersoNAL EXEMPLAR TABLE

-

Excepnoual Display of Skill: Your Warlord re-rolls §
all failed To Hit rolla :

_ -mmdynampnge Yuur Warlord triples his Attcks £
characteristic (before any bomises are applied). 3

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

Hero's kﬁgﬁt: Your Warlord doubles his Strcngth

| and Toughness characteristics.

Temporarily Unkillable: Your Warlord has
Tmlghm";s 10 and a 2+ invalnerable save.

one CanStsnd Befare Ee- Yuur Warloxd has +2

 Attacks. Furthermore, his attacks in close combat

thclnsumnmﬂupqua! rule andareAPl

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

when firing ()werwamh, :

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

Zone of Death: Nominite a Strategic Objective
within your Warlord’s line of sight. All friendly
units within 12" of the nominated Strategic

Objective have the Zealot special rule.
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AN APOCALYPSE BATTLE

SONS OF THE PRIMARCH

——

The Primarchs of the Adeptus Astartes were the pinnacle
of the Emperor’s arcane art. Each was a demigod of batile
with his own particular style of warfare, whose deeds are
sung across the length and breadth of the galaxy, Their
legacy lives on through the miracle of geneseed — each and
every Space Marine has the essence of their Primarch in his
blood. When a Space Marine falls in battle, his progenoid
glands are recovered by an Apothecary, returned to the
Fortress Monastery and ultimately transferred to a new
recruit so that the gencseed can bond with a new subject
and hence keep the Chapter whole.

However, the Emperor’s masterwork is little understood
by mortal men. Even the Apothecaries sworn to maintain
its sanctity do not wholly comprehend the strange science
that bonds gene-seed to a new recruit. Yet, together with
decades of training, that geneseed ansforms the aspirant
into a Space Marine.

. THE SECOND FOUNDING AND BEYOND

All Space Mayine chapters are engineered from the oviginal
First Founding Legions, and can hence trace their genelic
inheritance back to one of the Frimarchs. If you play a Second
Founding or other such Chapler, or a Chaos warband, you
might need to look into your Chapter's background to find out
which Primarch’s powers you can call upon.

As an example, let’s assume a player has a large Angels of
Abselution army. The Angels of Absolution are a Dark Angels
Successor Chapier — consulting the chart, the plaver can see
that his Warlord could thevefore use the Son of the Lion rules of
the Dark Angels in a game of Apocalypse. If your Chapter has
1o elear Lirst Founding Chapter in ils lineage, like the Grey
Knaghts, your Warlord uses the Son of Ilonour special rule
listed for the Ultramarines. Simply veplace the name of the First
Founding Chapter with the name of the Successor Chapter.

- iy eEr—
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A rare few bond so completely with the spiritual essence

of their Primarch that they come to bear a striking
resemblance to their Chapter’s forefather. The genetic
resonance is so powerful that it manifests not only in
physical appearance but also in battle prowess, In these
individuals, the true greatness of the Emperor’s Primarch
program is made manifest, They inevitably become the
heroes and leaders of their Chapter, respected and held

in awe by their tellows as warriors beyond compare. Tt is
whispered that the famously heroic Wolf Tord l{ag'nzu‘
Blackmane is the very image of Leman Russ, and none can
deny that the mysterious individual known as the Sanguinor
is uncannily reminiscent of his Primarch, Sanguinius. When
all hope seems lost, such heraes can call upon a portion of
their forefathers’ greatness to snatch a bloody victory from
certain defeat. These are the golden sons of the Primarchs
— when the horrors of war are at their most dire, they stride
the battleficlds of the 41st Millennium like the warrior gods !
of old. :

The Traitor Legions had Primarchs too, arch-heretics and
rebel warlords who long ago sided with the Dark Gods
during the Horus Heresy, Their diabolic majesty is sill ;
present in the genetic make-up of the Chaos Space Marines
wreaking havoc across the galaxy. Just occasionally, this
Chaos-tainted gene-seed will confer a measure of the fell
power within the Daemon Primarchs to one chosen by the
Ruinous Powers.

USING SONS OF THE PRIMARCH

IN APOCALYPSE

Instead of using the normal rules for their Finest Hour, 2
Space Marine or Chaos Space Marine player can opt to have
his Warlord channel his Primarch instead.

This system works exactly like the rules for a Warlord's
Finest ITour. However, instead of generating the effects

that will take place during your Warlord's Finest Hour,

your Warlord instead uses the specific effect that represents
the unique battle skills of his Primarch (see Sons of the ;
Primarch chart, right), The Chapter or Legion that your
Space Marines or Chaos Space Marines army belongs o
will determine which effect your hero will be able to call
upon during the battle, For instance, a White Scars pla
consults the chart, finding that he must use the Son
the Khan special rule 1o represent the Primarch Ja
Khan’s heritage.
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SoNs OF THE PRIMARCH CHART

Son of the Lion: The Warlord gains the Hail of Fire Strategic Assct and uses it immediately.

Dark Angels Lion El'Jonson

 Emperor’s Falerin Lord of Excess: The Warlord, and miy'frieniil'y' t::_:::it-co_ntzihxing models with the Mark
| Children Fuign it of Slaanesh within 12" of him, gain the Feel No Pain (4+) special rule.

i Wariions Partarabo Lord of Destruction: The Warlord, and all friendly Iron Warriors units within 12" of
] ! : him, have the Tank Hunters and Armourbane special rules.

‘e : Sk | Son of the Khan: The Warlord, and all friendly .Whj!c.Scars units within 12" of him,
3 White S{‘-‘dﬁ ]agha!m Khan § 40 ble the distance of their Run or Turbo-hoost moves.

Space Wolves SRR Son of the Wolf; The Warlord doubles his Artacks characteristic. If he is in base
P . contact with an enemy character, he also doubles his Strength.

BB ADom Son of Dorn: The Warlord has +2 Toughness, and all other friendly non-vehiele ;

QRpcoe Bns | Rop | nperial Fists units within 6 of him have +1 Toughness ' !

N

B L gt Lovds Kot d Caie Lord of T?nm": 'I.hr_: \r“.‘arlnrd ha}a the Fear special 1jule_ All Leadership tests passed by
enemy units within 24 of the Warlord must be re-rolled.

sod Angels s | Son of the Angel: The Warlord changes his unit Gpe to Flving Monstrous Creature,

Son of Tron: The Warlord, and all friendly Iron Hunds units within 6" of him, add 1 o

1s ‘e : : : : : :
s Flands et TAatts the dice when making saving throws (a 1 is always a failure).

Bl i 8 5 mrdofm The Wariﬁrd, and all friendly non-ehicle World Eaters uniﬁ within
World Eaters ABgIOn 1 19" of him. have a +1 bonus to their Attacks characteristic.

Son of Honour: The Warlord, and all friendly non-vehicle Ultramarines units within

i it e

& Ultramarines (E?J]:ﬁ:!:;in 19" of him, have one of the following special rules (choose which rule you will use):
= g Tank Hunters. Split Fire, Preferred Enemy, Stealth, Fearless, Relentless.
- = LT R Lord of qurﬁpﬁo:i: The Warlord., and_all_.ffic_udly pon-vehicle De:;fdti_i}iﬁi‘ql"uﬁiis o
; “nh_ Gua d : Momﬂ?“ swithin 12" of him, have the Fearless and Feel No Pain special rules, :
- Lord of Flux: The Warlord gains the Psyker special rule and wo extra Mastery Levels.’
> B s Sons Magnus the Generate his powers immediately from the Biomancy. Pyromancy, Telepathy or
3 Red Tzeentch disciplines: he retains these powers (but not the extra Mastery Levels)
after the Finest Hour ends. =R
e Lord of the Black Crusade: The Warlord and all friendly Black Legion units with
Hors :

models within 12" of him have one of the following rules (¢hoose which): Monster
 Hunters, Furious Charge, Fearless. Crusader. : e e
Lord of Heresy: Choose an unengaged enemy unit within 24" of the Warlord: you

: become its controlling player. If the uni is locked in combat when the Finest Hour

% Word Bearers Lorgar : : it 4 -

= ends, move it by the shortest distance (o be 1" from any other models — nei ther .
side Consolidates.

- ol Son of the Forge: The Warlord's melce attacks are Strength 10, All weapons used by
§ Sslamanders  |Vulkan ] e Warlord gain the Concussive and Strikedown special rules. :

B oh G e Son of the Raven: The Warlord, and all friendly non-vehicle Raven Guard units within
2 ; 12" of him, gain the Fleet, Move Through Cover, and Hit & Run special rules.

Hydra: The Warlord, and all fnﬁnd]y 'nom_!}ck.ﬂété Alpha Legion units :
gain the Counter-attack, Hatred and Tt Will Not Die special rules.
D e SOl o viiin i e
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STRATEGIC ASSETS

A
2@ The commander of an Apocalypse army has access to a wide ran
.| batie. They ean call down a barrage from an orbiting spacecraft

| STRATEGIC ASSET CARDS

Each side taking part in the battle will require its own set of
Strategic Asset cards.

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

Note that many Strategic Asset cards will refer you to new
rules and weapon types included in this hook — see pages 37
to 69 for details.

NuMmeEr oF STratECIC AssETs

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

if one side had two players and the other three, then

both sides would get three Strategic Assets. Note that the
number of cards is per side, not per player! In addition,
the game organiser can choose to give one side or the
other additional Strategic Asset cards. This is usually done
to balance up games where the forces on one side are
outnumbered by their opponents,

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

Finally, the High Command Formations and some special
rules included in this book allow players to take ‘honus’
Strategic Assets,

SELECTING STRATEGIC AsSETS

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

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

| flank march. Careful use of these assets can often make all the difference between victory and defeat.

A T
<iefag
¥
ge of resources that are too valuable to use in a smaller
» authorise the use of highly dangerous weaponry, or order a

player who controls the army’s Warmaster. In either case,
the player holding the card decides when and how to use  4)*
the asset. It is up to the players on the team to decide which \ >
of them gets to take each asset; if you can’t decide amicably,

roll off for each card.

o &

UsiNG StraTEGIC AssETs ;
Each Swategic Asset card says when it can be used, and what
effect it has when it is played. Each asset may be used once
per battle and must then be discarded,

The player that used the card decides how its effects are -
applied. So, for example, they would choose where ann
attack is made, which units are replaced or where 2 marker
is placed, and so on. This aside, Strategic Assets can affect
any units of the appropriate type, not just those beiongjiﬁg
to the player that used the card, When a card refers o
“friendly units’ it means all units on the side of the player - 528
that used the card; similarly ‘enemy’ units are all of those o A
on the other side. :

SPACE MARINE STRATEGIC ASSETS .
The Strategic Assets on the following pages that are labelled
as ‘Space Marines’ can be taken by armies that include units
from the following codexes: Codex: Space Marines, Codex:

Black Templars, Codex: Blood Angels, Codex: Dark Angels, Codex:
Space Wolves, and Codex; Grey Knights. In addition, when
played, they affect all eligible units from these codexes,

STRATEGIC RESOURCES

Some Strategic Assets are marked as a Strategic Resource —
the rules for using Strategic Resources are on pg 23

FORGING A NARRATIVE
The game organiser can give out
additional Suategic Assets cards

to either side in order to balance
out the game or compensate for
untoreseen advantages. In your first
few games. we recommend working
out roughly how many points each
side is worth, and if one side has
less points, give them an extra
Strategic Asset for every 250 points or so that they
are outnumbered by, With experience you will be
able to judge if one side or the other necds any extrd
cards without having to work out the points totals.




BLIND BARRAGE |
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A thick barricade of smoke protects
your troops advance.

Use this Surategic Asset at the start of
any enemy turm, Plice two markers
36" apart, and scatter each 2D6". Any
line of sight that crosses the invisible
line between the markers is blocked.
Remove the markers at the start of

the next enemy turn.

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

Use this Strategic Asset during
deployment, Mark & mincfield /"
by 36", It must be located in apen
ground, in your deployment zone.
The minefield is dangerous terrain.

T e e et &

ANY ARMY

Supply dumps just behind the
frontline allow your army to refuel
and rearm.

Use this Suategic Asset at the start of
any of your mrns, All friendly units
immediately replenish any One Use
Omly weapons they have used.

e

Use this Surategic Asset after
deployment is complete and
nominate a model from a friendly
HE unit. All friendly units within

24" of that medel have the Shrouded
special Tule for the first game turn.

e e e

CAMOUFLACE

ANY ARMY

Low cunning can sometimes be the
difference between life and death.

ORBITAL STRIKE

ANY ARMY

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

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

Range S AP

Infinite  D/7/4 1/3/-

Type

Ordnance 1,
Apocalyptic Mega-blast

ANY ARMY

Carefully mustered replacements can
be used to replace your losses,

Use this Strategic Asset at the start
of any of your turns. One [riendly
Apocalypse Formation that has
been completely destroyed may be
replaced at full strength in your
Ongoing Reserves. This cannot

be used to replace Apocalypse
Formations in which one or more
models have 15 or more Hull Points

[ FLANKMARCH

3

R e o

ANY ARMY

Your reserves attack from an
unexpected direction.

Use this Strategic Asset when an
Apocalypse Formation enters

play from Strategic Reserve. That
formation may enter play from any
table edge.

PRECISE
__ _COORDINATES
ANY ARMY

Careful planning ensures that
reinfor arrive tly where

their support is needed.

Use this Strategic Asset at the start of
any of your tums, All friendly units
that Deep Strike that turn will not
scatter (no roll is required).

S ) <=
SHIELD GENERATOR

ANY ARMY

A technological marvel guards your
army with a invulnerable force field.

Use this Strategic Asset at the stari
of any enemy turn. Place a marker
anywhere more than 6" from an
enemy model. No friendly unit that
hits the majority of its models within
6" of the marker may be targeted by
the enemy’s shooting attacks that
turn, At the end of the turm, remove
the marker,




ANY ARMY ANY ARMY IMPERIAL GUARD
Your High Command provides Proof of a hated enemy’s death will ; Long-range artillery adds its
inspirational leadership. 3} make all the difference in this war. ) firepower to your own. &
Use this Strategic Asset during : Use this Strategic Asset after : Use this Strategic Asset in vour
deployment. Pick one High ; deployment is complete. Nominate 3 Sheoting phase 1o muke the following
Command formation i your army, Al | ! an enemy Warlord. If this mode! | shooting attack with a fricndly
friendly units with models within 12" : is destroyed, your side scores 3 Imperial Guard plaver's Warlord:
of a model from the High Commuand i additional Strategic Victory Points :
i o ; haye the Zealot special rule. (on top of any bonus points for . Range s AP

“Killing a Warmaster').

Infinite 3 3

Type
Ordnance D6, 4
Apocalyptic Barrage

"
=

i
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COORDINATES! SR S e v
T IMPERIAL GUARD : SPACE MARINES
IMPERIAL GUARD : Your troops know the secrets of the A banmer from the time of the Great
Troops in danger of being overrun : ) tunnels beneath the battlefield. ¥ 3 Crusade instils incredible devotion.
£ull- dowa il ateark Ga dyeir position. ) Use this Strategic Asset at the start of Use this Strategic Asset alter
Use this Stratcgic Asset to make the ' any ol your Lums. For the remainder : deployment is complete and
following shooling attack with a H of the tam, any fricndly Imperial - nominate one friendly Space Marine
maodel instead of thal model ; Umard units consisting entirely of : Standard Bearer. All friendly Space
resolving Overwatch: : Infantry models that deploy from Marines units with models within 24"
Strategic Reserve may use the Deep : of the Standard Bearer have the Feel
Range s AP . Strike special rule: 3 No Pain special rule.
22" 8 3
Ordnance D6,
Apocalyptic Barrage

FURYOFTHEJUST | [ HAILOFFIRE

SPACE MARINES o SPACE MARINES

The Adeplus Astartes march The Space Marines lay down a
y  inexorably towards the hated foc. : fusillade of rapid bolter fire.

_ HEROICSTAND

SPACE MARINES

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

Use this Strategic Asset at the start of Use this Strategic Asset at the start of
any of your tns. All friendly Space X any af your turns. All friendly Space
Marine models hiave the Hatred 3 Marine models armed with bolt

=
5
:
by
=
=
=
]
2 ” a : ;
8o Use: this Strategle Asset alter
)
5
B specidl rule until the start of your pistals, bolters or heavy bolters count
=
=
%
o
=
g
=

deployment is complete and
nominate a Strategic Objective in
your deployment zone. All friernidly
Space Marines units with models
within 6" of the ohjective have the
Fearless and Counter-attack
special rules.

TIext tuen. their weapons as Twin-linked until
the start of vour next tnrm.
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deployment is complete and
sominaie one friendly Space Maring
maodel as the relic bearer. The model
Bas +2 Strength and +2 Attcks,

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

Lise this Strategic Asset during any

controlled by friendly Chaos Space
Marine models are destroved alter

Victory Poinis for them.

MASS SLAUGHTER
CHAOS SPACE MARINES
Gun batteries on orbiting Chaos

Use this Strategic Asset in any of
vour Shooting phases, One of your
Warlords must immediately make
two Orbital Strikes, and one of your
opponents” Warlords can then make
one Orbital Strike (see the Orbiral

these Orhital Suikes do not count as
Strategic Resources.

STRATEGIC RESOURCE ~ {

RELICWEAPON |
SPACE MARINES

To bear a Primareh’s weapon is a
great honour and responsibility.

se this Strategic Asset atter

~= =y >
RUPT & DESPOIL

CHAOS SPACE MARINES

cak. Any Strategic Objectives

u have received the Strategic

warships fire mdiscriminately.

ke Strategic Asset card). Nore that

VORTEX G

SPACE MARINES

A vortex grenade is the most potent
man-portable weapon in the galaxy!

e

Use this Strategic Asset in vour
Shooting phase 10 make the tollowing
shooting sittack with a friendly Space
Marine Warlord model:

Type

Assault 1, Vortex, Blast

STRATEGIC RESOURCE

- DAEMON SHELL

CHAOS SPACE MARINES

A powerful Daemonic entity is bound
within a single bolter shell,

Use this Strategic Asset in your
Shooting phase 1o make the following
attack with a friendly Chaos Space
Marine Warlord model armed with a
bolter or holt pistol:

Range S AP
24" D 2
Type

Assault 1, Massive Blast, Gets Hor

VENGEANCE

CHAOS SPACE MARINES

The Chaos Space Marines are
determined to exact bitter vengeance,

Use this Strategic Assct at the start of
any of your turns, All friendly Chias
Space Marine models have the Fear

and Rage special rules until the start
of your next mun,

_ CHAOSALTAR
CHAOS SPACE MARINES

Rituals performed on this altar have
)} secured the favour of the Dark Gods.

Use this Strtegic Asset before
deployment. Place a marker or
suitable terain picce in your
deployment rone. Any friendly Chios
Space Marine model within 12" of the
marker has a 6+ invulnerable Save, or
adds +1 10 their invulnerable Save if
they already hiave one,

DAEMON

CHAOS SPACE MARINES

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

Use this Strategic Asser during'a
scheduled break: D3 destroved
friendly Chaos Daemons units may
be returned to play after the break
without spending any Staregic
Victory Points.

BLO

CHAOS DAEMONS

Enemy forces are suddenly filled with
an insane lust for blood, and rush
forwards manically.

Use this Strategic Asset at the start of
an enemy Shooting phase; nominaie
one friendly Herald of Khorne, All
nonvehicle enemy units within 12"
of that TTerald of Khorne may not
shoor that phase, and must atiempt
to charge the closest eligible target
in the following Assault phase, if
capable ol domg o.

e et e e e T
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~ GRAND PAVANE
CHAOS DAEMONS

None can resist the lure of the Lord
of Excess’ transcendental music,

Use this Strategic Asset at the start

of an enemy Movement phase;
nominate a [riendly Herald of
Slaanesh, All non-vehicle encmy units
within 18" of that Herald of Slaanesh:
that are capable of movement. move
D6" in a random direction instead

of moving normally thar phase.
Determine the direction omce and
move all atfected models in the same
direction

The Orks are overcome with a frenzy
3] of destructive enthusiasm.

) Use this Straregic Asset at the start of
any of your Charge sub-phases: Any
charge moves made by friendly Ork
units this sub-phasc are doubled.

MEK WORKSHOP

e

ORKS

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

Use this Strategic Asset at the start
of any Ork turn. All friendly Ork
vehicles in the Orks’ deployment
zone that have at least ong Hull
Point remaining are immediately
returned o their starting number of
Tull Points.

Ordnance 4, Apocalyptic Barrage

=3

LIES OF TZEENTCH

CHAOS DAEMONS

Deceived by the Great Liar, enemy
warriors open fire on their comrades.

Use this Strategic Asset at the start of
an enemy Shooting phase; nominate
a friendly Herald of Teeenich. Select
one encmy unit that is within 24"

of that Herald of Tzeentch and is
capable of shooting. You choose the
target the unit fires at, and which
guns it uses, this um, instead of your
opponent. You may cause this enemy
unit to fire at a target'on their side.

T

ORKS

Orks don’t believe in defence, only
conquering new territory.

Use this Strategic Asset after
deployment is complete. For the
entire battle, the Orks' side receives
triple the Strategic Victary Points for
all Strategic Objectives it controls in
the opponent’s deployvment zone,
but only receive half the Strategic
Victory Poinis (rounding down)

for objectives it controls in its own
deployment zone,

; '-e-- : — ot :
E ECERHCHTEMITESE
ELDAR

Eldar Psykers on board orbiting
spaceships manipulate the planet’s
atmospherics, unleashing a raging
cnergy storm on the surface below.

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

Rmge 5 Ap - K

Infinite 4 2

| Type 1

_ PLAGUESTORM

CHAOS DAEMONS

The enemy succumb to a grisly
visitation of the Father of Contagion.

Use this Strategic Asset in your
Shooting phase to make the following
shooting attack with a friendly Herald
of Nurgle:

Range 5 AP
Hellstorm - 5
Type

Assault 1, Fleshbane,
Ignores Cover, Instant Death

_ IDOLOFGORK
ORKS

Or is it an Idol of Mork?

Use this Strategic Asset before
deployment, Place a marker
or suitable model in the Ork
deployment zone., Any Ork Infantry
unit (friend or foe!) within 24" of the
marker has the Rage special rule.

Pl PO i R K ) 1 ——

ELDAR

The Eldar can use holo-field
projectors to confound and confuse
the foe.

Use this Strategic Asset after
deployment is complete. All friendly
Eldar umits have the Shrouded
special rule for the [irst game tum.




S'I'RANDS OF FATE

ELDAR

FEldar Farseers can unravel the
strands of fate and predict the
future.

Use this Smategic Asset if the result
of the batde is a draw. Roll a Dé: on
2 roll of 2 or more, change the result
0 a victory for-the Eldar player’s side.
Om a roll of 1 the enemy side wins,

GLORIOUS PAIN

—_——————

DARK ELDAR

The Dark Eldar slash at themselves,
revelling in the self-inflicted pain.

Use this Strategic Asset at the start of
any of your turns. Al friendly Dark
Eldar units immediately gain a pain
wken. At the start of your next turn,
all friendly Dark Eldar units lose a
pain token.

REANIMATOR

e e N A

TYRANIDS
The Hive Mind can focus its will to
temporarily reanimate the corpse of a

dead minion.

Lse this Strategic Asset when a
Saendly Tyranid Gargantuan Creature
or Flyving Gargantuan Creature

foses its last Wound. The creature
snmediatcly has D6 lost Wounds
Festored.

WAYCATE

ELDAR

Waygates protect Eldar Psvkers from
the horrors of the Warp.

Use this Strategic Asset before
deployment. Place a marker or
suitable terrain piece in the Eldar
deployment zone, All friendly Eldar
Psykers within 18" of the marker are
not subject to the Perils of the Warp
and may re-roll failed Psychic tests.

LORDS OF TWILIGHT

DARK ELDAR

Using arcane technologies. the Dark
Eldar fill the skies with
baleful gloom.

Use this Strategic Asset at the start
of any enemy Shooting phase. The
Night Fighting rules apply for the
duration of that Shooting phase.

SPORE CHIMNEYS

——e L

TYRANIDS

Spore chimneys release spores into
the atmosphere, creating a choking
organic fog.

Use this Strategic Asset before
deployment. Place three markers or
suitable terrain pieces in the Tyranid
deployment zone. All friendly Tyranid
models within 12" of a marker have
the Shrouded special rule.

COMBAT S'I'IMMS

DARKELDAR

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

Use this Strategic Asser after
deployment. Nominate a [riendly
Dark Eldar Warlord model. All
friendly Kabalite Warriors units
deploved wholly within 24" of that
Warlord have Combat Drugs.

WEBWAY ASSAU LT

DARK ELDAR

Dark Eldar strike forces emerge from
the labyrinth dimension.

Use this Strategic Asset after

deployment. Place three markers

or suitable terrain pieces anywhere

on the battlefield. Friendly Dark

Eldar units moving on from Strategic

Reserve mav do so from these

markers instead of a table edge.

SURROUNDED'

—_————

TYRANIDS

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

Use this Strategic Asset before
deployment. All friendly Tyranid
infantry units have the Infilorate
special rule for the duration of
the bardle.
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bl Apocalyptic Mega-blast, Gauss

" WORLD DIGESTION

TYRANIDS

In the final stages of a Tyranid
) invasion, the world itsell turns on its
inhabitants,

Use this Strategic Asset before
deployment. All Forests, Jungles and
Woods are dangerous terrain [or non-
Tyranid models, in addition to any
other rules that apply.

B W

_ STARPULSE
NECRONS |

Necron ships can generate an energy
) pulse that bursts amongst the ranks
of the foe.

Use this Strategic Asset in your
Shooting phase to make the following
shooting attack with a friendly
Necron \-\a;](:rd model:

Range S AP
Inlinite /473 4/5/6
Type §

Assault 1,

DRONE NE’I’WORK |

TAU EMPIRE

Above the battlefield, remote drones
stream detailed targeting information
to Tau units via the drones nearhy.

Ust: this Strategic Asset in your
Shouting phase. All enemy units
with models within 247 of 4 triendly
Tau drone count as having | extra
Markerlight counter on them this
Shooting phase. Enemy units with no
Markerlight counters are tweated as
having | counter,

: SUBVERT MACHINE

CANNIBALISE

NECRONS

Necrons can reclaim enemy

) technology and use it o effect

substantial repairs.

Use this Strategic Asset when an
enemy Super-heavy vehicle suffers
Catastrophic Damage, after the
damage his been resolved. All
iriendly Necron vehicle units within
127 of the vehicle are immediately
returned 1o their starting number of
Hull Poings.

STRATEGIC RESOURCE ¢

NECRONS

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

Use: this Strategic Asset at the start
ol an enemy Lum. Select one enemy
non-Super-heavy vehicle unit within
24" of a [riendly Necron Warlord,
The unit is part of your army until
the end of your nexr mrn.

- STRATEGIC RESOURCE

ENTROPIC PLAGI_JE
NECRONS

A swarm of armour-devouring
) microscopic devices is released.

Use this Strategic Asset in your
Shooting phase Nominate a friendly
Necron Warlord model. Every enemy
non-vehicle model within 3D6" of
hat Warlord immediately loses its
armour save for the remainder of the
battle (effectively altering it 1o ).

| DARKSTAR WARHEAD

FOR THE
_ GREATER GOOD

TAU EMPIRE

Tau warriors will sacrifice themselves
if it will ensure victory for their race.

Use this Strategic Asset al the
beginning of an enemy She wing
phase: For the duration of the
Shooting phase, cach time an enemy
unit wishes to shool at a [riendly Tau
unit, it can only targel the closest Tau
unit (or not shoot at all).

TAU EMPIRE
This warhead kills living things but
leaves buildings intact.

Use: this Strategic Asset in your
Shouting phase to make the following
attack with a [riendly Tau Warlord:

Range S AP
Infinite 1 ¥

Type
Ordnance |, Apocalyptic Blast,
Fleshbane, Ignores Cover

- STRATEGIC RESOURCE

_ ICEFIRE WARHEAD

TAU EMPIRE
This warhead disables technology
with an electromagnetic pulse.

Use this Stralegic Asset in vour
Shooting phase to make (he
Tollowing atuck with a friendly Tau
Warlord medel:

Range S AP

Infinite i -

Type
Ordnance 1, Apocalyptic Blast,
Haywire
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STRATEGIC RESERVES
e 1

Ss= military commander will ensure that not all of the troops under his command are placed in the front line. Some will

5eid back as a Strategic Reserve, waiting to be committed at the pivotal moment to turm the course of the baitle. Strategic
wrves can be used to bolster a faltering attack, or reinforce a defensive line so that it holds up against the enemy’s assault.

& s that are not set up on the table form a player’s ARRIVING AFTER A BREAK

ic Reserve’. These work rather differently 1o the Unless a unit is a Flyer, Super-heavy Flyer, Flying Monstrous

sserves used in Eternal War missions, In an Eternal War Crearure, Flying Gargantuan Creature, is arriving by Deep
session, the player represents the commander on the Strike, or is a Fast vehicle, it can only arrive from Strategic
slefield, who has little control over when or even if any Reserve afier a break has taken place.

ss=rves will be committed to him. In Apocalypse, players

sessesent higherlevel generals, with complete control over These units enter play in the game turn immediately after
" o the forces under their command. The following rule each break, entering play in the same manner as normal
S Strategic Reserves reflects this important difference. Reserves but without the need for a dice roll to see if they
arrive. It is up to the players to decide how many units
Apocalypse missions say that units must be placed they bring into play after each break; there is no limit, and
ategic Reserve. The first turn when units in Strategic you may decide to bring some, none or all of the Strategic
e can enter play is determined by their type, as Reserve units onto the board. Any units that are left in
n below. These units enter play in the same manner Strategic Reserve after the first break can be brought into
sserves (see the Warhammer 40,000 rulebook), but the play after any other break.

wer chooses the turn on which they arrive.

Note that the normal rules for determining when Reserves

ﬁ e arrive must not be used in missions that use Strategic
g L Reserves. In other words, Strategic Reserves may only

StraTECIC RESERVE TABLE = enter play on or after the turn determined by the Strategic §

o Reserves table. However, any special rules that apply to a i

unit arriving from Reserves other than those associated with

its turn of arrival still apply. If 2 unit is required to enter

Ongoing Reserve (such as a Flyer moving off the table), it

will still enter play on the controlling player’s next .

— e T ey el i B

T ~ AwiamEFrom

| Flyers, Super-heavy Any turn, including the
Flyers, Flying Monstrous first

& Any turn, including the
first :

Any turn, starting with
the 2nd

Ml:ﬁrmy break (ﬁkcépl )
_during the first turn):

Tau Commanders make
excellent leaders for highly
maobile, havd-hitting
reseroe forces,
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&

that has crept towards a planet manifests in sudden and

All these things are represented by the following rules for
Unnatural Disasters. Be warned, though, such epic craziness
is not for the faint-hearted...

Because of this, before each battle, the game organiser
must decide whether the rules for Unnatural Disasters will
be used or not. As already noted, they can have a profound
effect on a game. so a wise organiser should make sure to
cansult with his players first before deciding to include
them in 4 game.

It you do decide to use the rules for Unnatural Disasters,
then the game organiser must decide which Unnatural
Disaster table will be used. We've included six sets of
Unnatural Disaster tables in this section, and you can cither
select an appropriate one to use, or instead leave it to fate
and roll on the table below, letting the dice decide, The
result determines which Unnartural Disaster table you will
use for the batile,

A

Psychic Conjunction

_UNNATURAL DisASTERs

P

The stars are in alignment, the skies darken by the day, and terrible portents abound. One tumultuous night, the doom
spectacular fashion. The apocalypse has come to this world, and
it has seant hours left to live — hours during which its desperate inhabitants are locked in bitter and futile battle. Fire and
brimstone rage all around, hurricane winds shriek with the voices of the damned, and the planet is wrenched and buffeted
by forces so mighty the ground itself shakes apart. Sounds like fun, doesn’t it?

MASTERING DISASTER

At the beginning of each game turn, randomly select a
player. For that game turn, the player is referred 10 as the
Master of Disaster as he temporarily takes control of the
apocalyptic disaster ravaging the planct. That player must
roll a D3 and add the turn number, consulting the relevant
Unnatural Disaster table to see what happens, These results.
take place immediately. The Unnaniral Disaster results are
not cumulative,

Some results on the Unnatural Disasters 1ables call for: & =
the Master of Disaster to make one or more attacks. If the
attack uses a marker, then Wounds are allocated to models
as il the attack originated from the centre of the marker. nv S
the same manner as Wounds inflicted by a Barrage (sce the
special rules section of the Warkammer 40,000 rilebook for.
details of the Barrage rules). If the attack instead hits a unit
a number of times equal to the number of models in the o
unit, use the rules for Random Allocation instead.

t FORGING A NARRATIVE
The rules that follow allow for
devastating environmental cffects

| to take place during your garme,
It’s best if you agree which set of
Unnatural Disaster rules you will

be using well in advance of the day
of the big game (preferably a long
time before, in fact) so all players
can familiarise themselves with the details and can
muster the appropriate models if necessary,

Certain Apocalypse missions use an Unnatural
Disaster or two as standard, just like some of the

missions in the Warkammer 40,000 rulebook use the
Night Fighting rules. When you select the mission
you wish to use, check to see if it automatically
includes any Unnatural Disasters before choosing
YOur own.

b There's usnally so much going on in a game of
Apocalypse that we wouldn’t recommend using
more than one disaster at one time — staging a game
| set during the voleanic hell of a Magma Storm incurs
| all manner of destructive fun without inchuding a
Psychic Conjunction into the bargain,




ARP STORM BREACH 2) MACMA STORM
& Wurs, shudders, and splits aparl as the Warp storm above Lire rains from the skies as lakes of molten lava are hurled high
waxes sirong, A massive lesion vifis open across the into the atmosphere by the eruption of a chain of super-volcanoes.
& wwealing a horrific landscape of sereaming faces and The world simmers as magma flows everywhere, the boiling
d shies, earthblood transforming the battlefield into a living hell so fierce
that eventually the air itself catches aflame.
Maore Unto the Breach: Roll-off betore deployment.
sener of the roll-off must place a marker anywhere
W e Board, and scatter it 2D6", A player from the other
B e places a second marker exactly 24" away from the
@=d scatters it 2D6". The straight line between these
sarkers forms the Warp Storm Breach. It is impassable
== and blocks line of sight.

Rain of Lava: Mbolten rock pelts out of the shies in
sudden squalls, incinerating those without enough

< armour to protect them and easily melling thvough the
defences of light vehicles to burn those inside.

The Master of Disaster must roll a D3 to
determine how many units are hit by the Rain
Daemon Gale: The air fills wilh insane gibbering of Lava. Starting with the Master of Disaster’s
and maniacal cackling as the howls of the damned side, the sides take it in turns to select an
coalesce in the air near the breach. enemy unil to be hit. The selected unit suffers
D6 Strength 7 AP3 hits, The same unit cannot
For the purposes of Morale or Pinning checks, be selected to be hit more than once in the
units must use their lowest Leadership value, Same game turn.

not the highest. In addition, all Psykers within
24" of the Warp Storm Breach generate two 1 uld .
extra Warp Charge points per nirn. | debris, some rivalling the size of Land Raiders, hurtle
. o e § ot of the simmering skm.s to slam inlo the sirugoling
i combamm:c below. -

- Starting with the Master of Disaster himself,

the sides ke itin mrns to resolve a Fl-immg 2

: : _f‘Buu]der attack, until a total of D6 Flaming

o D3 units | Boulders have been resolved. The player using
-each Flammg Boulder attack centresitina
location of his choice and scatters it 2D6” Thc
Flnmmg Boulder has (he foliowmg profile:

W.»\ T ) Large Blast

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

All Armour Saves are worsened by | (so an
Lords of Doom: The generals of the daemonie Armour Save of 4+ becomes 5+) for the rest of
legions burst out of the wailing storm in an unkoly = the game turn. Models with a 6+ Armour Save
explosion, roaring their defiance to the skies. lose their save. Furthermore, all weapons have
e the Gets Hot special rule for the rest of the
As for Warp Invasion, above, though the D3 game turn. Weapons that already have the Gets
units must be single models, with no optional Hot special rule get hot on rolls of 1 and 2. This
upgrades, chosen from the HQ or heavy - can mean that a model with a high BS hits his
support sections ot Codex: Chaos Darmons. 2 target bul still suffers the effects of Gets Hot.

= 3 e =

Y ABE EITHER FOR THE EMPEROR 0 YOU AHE HIS UITTEH FOE.
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3) PSYCHIC CONJUNCTION
Perhaps a planelary cyele is complete, perhaps a Warp storm has
passed over the sun, or perhaps the stars are just right — whatever
the reason, celestial bodies have slowly slid into Place in the
heavens. They form an astral conjunction that massively magnifies
the abilities of all Psykers under its sickly light, and even bestoris
minar abilities upon those olherwise psyehically inert.

The Mind Ascendant: Mierderous ghosts of blue-green
tightning leap from the combatants’ minds, feeding on
their stress and anger lo cause unbridled carnage.

All non-vehicle, non-Psyker units have the
Brotherhood of Psykers special rule and the Smite
psychic power (see Warhammer 40,000 rulebook).
Note that Independent Characters may still use
their Leadership for Psychic tests.

45 | Causality Breach: The latent abilities of the warriars

 § manifest in the ability to manipulate realbity itself, _

| Newdless lo say, the damning mfluence of Warp and the
chaos i causes is nol far beband... . :

For the duration of the game turn, all D6 rolls
of 1 must be rerolled. This even includes the
individual dice rolled as part of 2 2D6, 3D6 and
50 0n. 5

Psychic Tornadoes: Whirling twisters of psychic
energy rage ayound the baltlefield, driving those nearty
into a screaming, self-destructive frenzy as they quickly
lear themselves aparl.

The Master of Disaster places a large blast marker
anywhere on the table, which then scatters 2D6",
The marker remains in play for the rest of the
hattle, scattering 2D6” at the start of each turn.

el O T

Any non-vehicle model the marker passes over
is removed as a casualty with no saves of any
kind allowed. If the marker ends its move over

a vehicle, increase the distance scattered by the
minimum amount to move it beyond the vehicle
| along the same trajectory, The marker is lethal
terrain. Any model within 6" of the marker has
the Fearless, Hatred and Rage special rules.

4) SEISMIC EXPLOSION

The planet’s surface cracks apari, each new fissure pilching
Toundreds to their deaths. Grand basilicas collapse in on themsetves
and hab-blocks crimble apert to erush those soldiers hudedled
inside. Aeross the Planet’s surface, tectonic Plates crack open and

sphinter apart, the red-hot lava of the underworld spalling forth like
bivod from a scab,

Designer’s Note: Seismic Explosion can only be used if vou
are playing your game on u modular board, such as the

Citadel Realm of Battle Board. If this isn’t the case, seleet a
different Unnatural Disaster for the batle.

Seismic ExpLosioN UNNATURAL DiSASTER TasLE

2-3 | Grinding Fissures: Giant cracks suddenly stilch their
way across the planet’s surface, plunging the urary

fo a swift death and sending sheets of boiling steam far
into the air.

The Master of Disaster chooses two edges of a
single board section that are not part of a table
edge. These section edges are dangerous terrain
until the start of the next game turn.

45 | Ruination: The ground lurches and bckles in a

| violent earthquake. Whole complexes erumble G
the combatants, i those inside ma caseas
rubble and dust. :

Total Collapse: A whole section of the battlefield

tervain, buildings, vehicles and soldiers that had beer
there moments before break up and dissolve inlo the
Spouting lava beneaih.

x
Jalls away into a roiling molten abyss. All traces of the ‘
<

The Master of Disaster must randomly select a

board section. He then immediately removes ;
it from play, along with all terrain, Strategic E
Objectives, and models that are within it or
touching it in any way — they fall into the
crevasse! No saving throws of any kind are
allowed, including special rolls such as Feel No
Pain or Necron Reanimation Protocols. For the
rest of the game, the gap left by the missing
section is treated as impassable terrain,
e s A B T Ym0 5




ZOMBIE APOCALYPSE 6) EXTERMINATUS

% sk back fo life and the dead claw their way from the earth The most dive and tervible weapon in the arsenal of the Imperium
W ssinted ghosts howl through the air. Perhaps the Zombie of Man, Exterminatus has the power lo obliterate an entive world’s
e s come, or the i nfluence of the Warp is making time flow population and even destroy the planet itself in the process. It has

& — whalever the cause, it's bad news for the living!

Plague Zombies: The dead rise to their feet, with
waichlight burning in their eyes.

For this turn, whenever a non-Daemon Infantry model
i removed as 4 casualty due to a failed saving throw,
the Master of Disaster replaces the model within 6"

of where it died. It is now a Plague Zombie; replace

i with a suitable model or mark the model in some
way. Models that are not allowed to take a saving throw
cannot return as Plague Zombies. If possible, this
Plague Zombie must join an existing unit of Plague
Zombies by being placed in unit coherency. If there

&= no unil in range, then the Plague Zombie forms a
new unit of its own. Plague Zombies return w play
with 1 Wound. WS 1, and Armour Save -z their other
characteristics remain the same. Plague Zombies may
not shoot or run and have the Fearless, Feel No Pain
and Slow and Purposeful special niles. Plague Zombie
umits are controlled by that turn’s Master of Disaster,
though they are treated as enemy units by all other
sanits that are not Plague Zombies, They may charge
the wim the enter play. Plague Zombies that become
casualties are removed [rom play - they do not retumn
0 play as new Plague Zombies.

Dead: A horde of corpises hursis from the

ﬂmmwchwmxmwa@

saster rolls 5D6. He then places a

it comprising that many Plague Zombies

here on the board that is more than 6" from
v other models. He may use any Infanury models
havc bécz':. fe'mavcﬂ ascamaluzs earlier during

Ghosts of the Past: A squad thought dead by their
comrades reappears amidst the chaos of the battlefield.

The Master of Disaster chooses one friendly Infantry
unit that has been removed as casualties earlier in the
battle, That unit immediately Deep Suikes into play
anywhere on the board, restored to full swength. It is
weated exactly as if had just entered play from Swrategic
Reserve, though it has the Slow and Purposeful,
Fearless, und Feel No Pain special rules.

been used Lo combal planet-wide heresy, uncontrollable mutation or
rampant disease; to prevent the opening or widening of Weap) vifis;
orwhen xenos are so entrenched that the resources (the planel’s
population included ) are beyond salvation.

Orbital Bombardment: The orbiting fleet high

above rains countless megatons of explostoe wpon the
beleaguered world, some of which may be thermonuclear
or optimesed (o scour all life, rven that which is
entrenched in the planet’s erust.

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

Virus Bomb: The lifr-eater vines .spmzds Izlee
| wildfire, sj‘aml) i

nl mkme q{ seaming
choking gases makes the. r:cm@&m unbreathable — and |
Hhighty flammable o !:nm‘ !

Every non-vehicle unit on the board takes ;i;
number of Strength 3 AP5 hits equa‘l 1o th :
-numbﬁr of models in the uml.

Incendiary Atmosphere: Whether because of

a sustained barrage of eyclonic torpedoes or the
gnition of the flammable gases produced by a virus
bombing, the planet’s atmosphere igniles in a series of
devastating, planel-wide explosions.

Every unit on the board takes a takes a number
of Strength 10 AP2 hits equal to the number of
models in the unit.
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RACE TO DESTRUCTION
o .

It's not uncommon for two armies to stumble across each other during a campaign. The first thing the commanders will

know of the opposing force is when breathless scouts report having sighted the enemy, Whichever side is able to organise
their attack the fastest will be able to grab the initiative and strike before their opponents are fully prepared.

THE ARMIES

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

DEPLOYMENT

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

Units must deploy anywhere in their deployment zone
that is more than 9" away from the centre line, or may be
kept in Strategic Reserve (pg 27). Any units that are not
deployed when the time Hmit rans out must be placed in
Strategic Reserve,

Once the first side has deployed, the opposing side does
likewise, and has an amount of time to deploy equal to the
amount of time that they bid.

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

THE BATTLEFIELD

Set up the terrain for the
battle in any mutually
agreeable manner and then
roll-off. The winning side
divides the playing area into
two roughly equal halves,
by drawing a line from the

| shortest table edge to the
opposite table edge. The
border between the two
halves does not have to be a
straight line. The opposing
side decides which halt

of the table each side will
deploy in.

Finally, Strategic Objectives
\ are placed (pg 20).

FIRST TURN

The side that deployed first has rhe tirst turn, unless the
opposing side can Seize the Initiative (pg 22).

CAME LENGTH

The battle continues until the time limit is reached (pg 21).

VICTORY CONDITIONS

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

MISSION SPECIAL RULES

Divine Intervention, Finest Hour, Mysterious Objectives,
Strategic Assets, Strategic Objectives, Strategic Reserves,
Strategic Victory Points, Unnatural Disasters (pg 2241).

Side A Deployment Zone S
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THE MEATGRINDER
L Saman R

scalypse battles start out small, and grow into massive engagements. Such conflicts often begin when two quite
forces engage each other. As the battle rages and victory hangs in the balance, the commanders desperately call for
~emments. Both sides start to release carefully hoarded reserves to swing things their way, and very quickly, the battle

= into a huge life-or-death struggle, the outcome of which may decide the entire campaign.

S5 ARMIES FIRST TURN
B mwe armies using the rules found in the Fighting an The side that deployed first has the first turn, unless the
B ipee Battle section (pg 18). Each side must select opposing side can Seize the Initiative (pg 22).
o their Warlords to be their force’s Warmaster,

FLOYMENT

seies secretly bid (and write down) the number of

ss shes will deploy on the battlefield. Neither side's

8 s be less than a quarter, or more than half of the
psies of units in their army. For example, an army

B 2 units would have to make a bid of between 6 and

= Independent Characters, embarked units, and

d Transports count as separate units when working
many units there are.

that bids lowest deploys first (in the case of a GAME LENGTH ;
AT 10 see who deploys first). Units may deploy The battle continues until the time limit is reached (pg 21). }
s ere in their deployment zone that is more than 12"
s Srom the border between the two table halves. The VICTORY CONDITIONS i
smber of units deployed must equal their bid. Any units The side that has the most Strategic Victory Points at the 1
be Senloved are placed in Strategic Reserve (pg 37). end of the game wins the batile (pg 22). IT both sides have :
an equal number of points then the battle is a draw. 8

= the first side has deployed, the opposing side does

swese deploying a number of units equal to their bid. MISSION SPECIAL RULES

e both sides have deployed, Infiltrators may deploy and Divine Intervention, Finest Hour, Mysterious Objectives,
== may redeploy using their special rules. Strategic Assets, Strategic Objectives, Strategic Reserves,
Strategic Victory Points, Unnatural Disasters (pg 22-41).

[E BATTLEFIELD
up the terrain for the
: in any mutually
‘seeeable manner and then
#oiloff. The winning side
‘&wides the playing area into
o rouphly equal halves, BT e el iiae Y 5
= B drawing a line from the : -
~ shortest able edge to the
weposite table edge. The
~ Besder between the two

. Bafves does not have to be a
srmighi line. The opposing
- sde decides which hall
ok the table each side will

ﬁ!_ployin.

Finally, Strategic Objectives
g are placed (pg 20).




FICHTING AN APOCALYPSE BATTLE

g-“.ut Lints

friends and foes scattered across the landscape in all directi

THE ARMIES

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

DEPLOYMENT

Each side must be split into three contingents, each with
roughly a third of the army. These do not need to he
exactly the same size, as long as none contains more than
twice as many units as any other. Independent Characters,
embarked units, and Dedicated Transports count as
separate units when working out how many units there are,

Roll-off; the winning side must deploy one contingent. Each
unit from that contingent must be placed wholly within
18" of one of its side’s markers (see The Baulefield, below)
and more than 18" from an enemy marker, or in Strategic
Reserve (pg 37). If it’s impossible to fit all of the units in
the contingent onto the table, any units that won't fit must
be placed in Strategic Reserve. The opposing side sets up
one of their contingents in the same manner, and so on,
until all contingents have been deployed. Models must
deploy at least 1" from enemy models. Each contingent
must deploy using a different marker.

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

THE BATTLEFIELD

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

Roll-off to see who places the first marker,
then alternate placing markers. Markers must
be placed on the edge of the 1able, more
than 48" away from any other marker. Always
measurc the distance to markers along the
table edge, rather than directly from marker
to marker (see map). Finally, Strategic
Objectives are placed (pg 20).

Designer’s Noie: This mission is designed lo be

CROSSROADS OF DEATH

550
'

A battlefield is a confusing place, especially at night, when it is not uncommon for forces to he unsure of where other
friendly forces are located, let alone the enemy! The resulting battle will find the two sides dangerously intermingled, with

ons.

FIRST TURN

Roll-off 1o see which side has the first turn.

GAME LENCTH

The battle continues until the tdme limit is reached (pg 21).

VICTORY CONDITIONS

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

MISSION SPECIAL RULES

Divine Intervention, Finest Hour, Mysterious Objectives,
Strategic Assets, Strategic Objectives, Strategic Reserves,
Strategic Victory Points, Unnatural Disasters (pg 2241},

Ill-met by Moonlight: The Night Fighting rule in the
Warhammer 40,000 rulebook applies automatically during the
lirst game turn of the battle. At the siart of the second game
turn, both sides roll a dice; if both rolls are the same, then
the Night Fighting rules apply for anether game turn. The
Night Fighting rules automatically end at the start of the
third game tirn.

Played on a table al leasi 8 feet by 4 feet in size.
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FIGHTING AN APOCALYPSE BATTLE

PINCER ATTACK

L

Al

s seies using the rules found in the Fighting an
e Bastle section (pg 18). Each side must select
e Waslords to be their force’s Warmaster.

OYMENT

s who will be the attacker and who will be the
I woe side has less points than their opponents,
e with less points is the attacker. If the points

§ e w0 armies are exactly equal, then roll-off; the
#he roll-off is the attacker.

e s army must be splitinto two detachments,
sseghly half the units from the army. It is not

g =t detachment is exactly the same size, as

§ meher contains more than twice as many units as
Ssdependent Characters, embarked units, and
g Transports count as separate units when working
v umits there are. The units from one of the
e=es must enter play from one of the attacker’s

2= while the other detachment must enter from
attacker’s table edge.

Sder deploys first, anywhere on the table that is

= 24" away from the attacker’s table edges, or they
Sewe in Strategic Reserve (pg 37). Attacking units
seond. anywhere on the table that is within 12" of
zed table edges. Alternatively, artacking units

S BATTLEFIELD

‘e scale used in planetary battles are massive and cumbersome, which can make them vulnerable to smaller,
Sermations. In such circumstances, the smaller armies will often split up, to attack from both flanks at once, The
= fur the larger [orce is Lo keep one foe at arm’s length, while delivering an overwhelming attack on the other.

“<3p

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

FIRST TURN

Roll-off to see who has the first turn.

GAME LENGTH

The battle continues undl the time limit is reached (pg 21).

VICTORY CONDITIONS

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

SECONDARY OBJECTIVE

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

MISSION SPECIAL RULES

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

p the terrain for the

= any mutually
geesble manner and then
& The winner of the
o picks two iable edges
are opposite each other
are further apart than
weher pair of table edges.
s== two able edges are
amacker’s table edges.
semaining table cdges
#5e defender’s. Finally,
mmesic Objectives are
peed (pg 20).

19"

A
Y

ewer's Note: In (his mission,
wzic Objectives can be placed
127 of a table edge;

s, they must still be more

Attacker’s Deployment Zone
(Detachment A)

24"

I..a[
A

Defender’s Deployment Zone
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NG AN APOCALYPSE

BATTLE
e

FINAL ASSAULT

A campaign will sometimes come down to a single final assault designed to crush the remains of an enemy’s army. The only
hope for the beleaguered defenders is to weather the initial attack and then launch a furious counter-offensive; with luck
they will be able to turn almost certain defeat into an unexpected victory.

THE ARMIES VICTORY CONDITIONS

Select two armies using the rules found in the Fighting an The side that has the most Strategic Victory Points at the

Apocalypse Battle section (pg 18). Each side must select end of the game wins the batile (pg 22). If both sides have

one of their Warlords to be their force’s Warmaster. an equal number of points then the batile is a draw.

DEPLOYMENT MISSION SPECIAL RULES

Roll-off: the winner of the roll-off is the attacker. Divine Intervention, Finest Hour, Mysterious Objectives,
Strategic Assets, Strategic Objectives, Strategic Reserves,

The defender deploys first. Defending units can be Strategic Victory Points, Unnatural Disasters (pg 22-41).

deployed anywhere in their deployment zone, or may be

kept in Strategic Reserve, Once the defender has deployed, Ultimate Victory: In this mission, Strategic Objectives

the attacker does likewise. in the defender’s deployment zone arc worth double

points (pg 22).
Attacking units may deploy anywhere in their deployment

zome that is more than 12" away from a defending model, Death From Above: The attackers are supported in this
] or may be kept in Strategic Reserve (pg 57). Alter both final attack by an orbiting spacecraft. One Warlord on the
| i sides have deployed, Infilirators may deploy and Scouts attacking side (the attacking players choose which) may :
: : | redeploy using their special rules. make a shooting attack in each Shooting phase with the
! B following profile:
FIRST TURN
BE o The attacking side has the first turn. Range s AP Type
| i a2 Infinite 10/8/6 1/4/- Ordnance [,
: : ; GAME LENGTH Apocalyptic
The battle continues untl the time limit is reached (pg 21). Mega-blast,

Strategic Resource

* THE BATTLEFIELD
Set up the terrain for the
battle in any mutually
agrecable manner and then

- roll-off. The winning side

e dividey the playing area into et ny o LB ot G e S S e A

“ ” : two roughly equal halves,

i . by drawing a line from the

| shortest table edge to the

; apposite table edge. The

] ~ border between the two

" halves does not have to be a

§ straight line. The opposing

:

Attacker’s Deployment Zone

12" from defending m%

side decides which half

of the table each side will 5
deploy in, Defender’s Deployment Zone
Finally, Strategic Objectives
| are placed (pg 20).

g s
WE MURT #E UNSLEEPING 1N VICHLANCE, STIFT (N [UDCEMENT, MERCILESS [N TIFED.



BATTLE
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FIGHTING AN AFOCALYPSE

EXTERMINATUS!
= S

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

THE ARMIES VICTORY CONDITIONS

slect two armics using the rules found in the Fighting an The side that has the most Strategic Victory Points at the

* Apocalypse Battle section (pg 18). Each side must sclect end of the game wins the battle (pg 22). If both sides have
* me of their Warlords to be their force’s Warmaster. an equal number of points then the battle is a draw.

DEPLOYMENT

" Bulloff. The winner of the roll-off deploys first. They may
#enlov anywhere on their hall of the table that is more than
" 12 away [rom the border between the two table halves, or
&y be kept in Strategic Reserve (pg 37).

| The opposing side then deploys. They may deploy anywhere
their half of the table that is more than 12" away from
‘e border between the two table halves, or may be keptin
S Serategic Reserve.

= MISSION SPECIAL RULES

Aer both sides have deployed, Infiltrators may deploy and Divine Intervention, Finest Hour, Mysterious Objectives,
Seouts redeploy using their special rules. Strategic Assets, Strategic Objectives, Strategic Reserves,
E- Strategic Victory Points (pg 22-87).

FIRSTTURN

Rl a dice. On aroll of 144 the side that deployed first has It's the End of the World!: This mission takes place as a
frst turn. On a roll of 5-6 the side that deployed second series of disasters ravage the batilefield. To represent this,
== the [irst turn. the Exterminatus Unnatural Disaster table must be used [or

this mission (pg 41).

[ LENGTH
" The bartle continues until the time limit is reached (pg 21). The Final Battle: All units on both sides have the
] Zealot special rule.

~ THE BATTLEFIELD

Set up the terrain for the
. battle in any mutually
~ agrecable manner and then
- rolloft. The winning side
- divides the playing area into i
~ o roughly equal halves, = =
by drawing a line from the ; N
longest table edge to the = e
| opposite lable edge, The = 12° 127 §
border between the wo u§ -——— > —————— > =
halves does not have to be a § ! S
straight line. The opposing = ; =
side decides which half N 3
of the table each side will B =
deploy in. =
0
~ 8 Finally, Stategic Objectives
- & axc placed (pg 20). -
4 : |
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ORGANISING THE
~ APOCALYPSE _

is filled with practical advice from veteran hobbyists.

PLANNING IN ADVANCE

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

readsy to play a large game of Warhammer 40,000, There s,

of course, alide bit more to it than that, as you'll already
have seen sa far in this book, but aside from learning a few
mote rules, finding out about some new units, and setiing
 board than usual, there sn't much else you
need (6 know. However, the devil is in the detail, as they
say, and this 1s as true for Apocalspse as anything else in

up a bi

life: Which means that while it sounds easy to say Just trn
up sath all of your collection and be ready to play a large

game of Warkammer 40,000, actually getting everybody in
the right place at the right time with all the Aght stif can

prove rather more. . challenging

Fortunately, a bit of forvward preparation will make your.
Apocalypse baules run much more smoothly and save
and your fellw players a lot of wasted tme: Because of
we're going 1o provide you with some simple guidelin
and tps about organising large games that we hopewil
prove uscful, and ensure that any games of Apocalypsey
organise or take partin go without a hitch. I many way
these tips are more important than all of the ganie nules
and new units, becatse if you get the organisation wrang
then all of the rules and new models in the world won!
make the game work

Please note that these guidelines and suggestions are
important for fairly large games, and if you are playing
smaller Apocalypse battle then you can safely ignore som
or all of them and be able to get on quite happily:




1E GAME ORGANISER

ur first picce of advice (and arguably the most importany)

cach game should ideally be organised by one

. It doesn’t have to be the same person each time, but

wing one person that is in charge of the game will make

things much casier. The onganiser should see himself as

“something of a benign dictator, who can listen to advice and
stions from others, but gets to make all of the decisions

« 1y large or complcx Batlla henithe o organiser may ||L~od
the support of other people, but we've found it works better
if these people are assistants, not organisers. Anything else
can result in ‘(oo many cooks spailing the broth'

Once you have slected the person who is in charge, there
‘are four different things they will need to start organising
‘We call these ‘The Four P's of Organising a Battle”

&
PEOPLE
q‘ﬁ)st thing you're going to need in order to fight
alypse baule is at Ieast one opponent. Although
pse works with two players, its nature ma
fally suited to team play Games with three or
 players per side are casy to organise, and it's fairly
tforward (o arrange games with even larger sides a
you have the space and the time required

y really problem with large team games is that
ing a group of wargamers o commit 1o turning up
¢ same place and time is a bit like herding cats. We
recommend that you don’t simply say ‘Hey, who
& game of Apocalypse?’ because what you'll find
one says ‘Oh, yes please,’ leaving you with the
nightmare of trying (o find a time that s suitablc

{ound works much better is to say ‘I'm running
pocalypse on this date. Who wants o play
,yoﬁ set the date several weeks in advance you
plenty of voluntecrs to play. If there are a limited
f places then make sure you say so night at the
ng 1o tell someone there isn't room for them

have sour list of plasers, make sure that they put
and that they do
at um plan

:day Then mmmd them cvery w
e game, and make sure that they umlrnmml that
lon't mind at all if they drop out as long as they let you
the L come as early as possible. This is important,
plc can worry about saying they can’t comc,
ccide 1o leave saying anything unul the last
11 ilm be 100 late to do anything about it

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

2.PLACE |
Once you have found a suitable group of players, the next
thing (o decide upon is the location for the game: Quite 1
often you'll have decided on this before asking people to
take part, but at other times you'll want to find out how
many players are interested in playing before picking a
location for the game

You'll usually find that the place where vou normally
play games is perfectly suitable for ganies of Apocalypse
t00, but this won't always be the case, and in the latter
crcumstance yow'll necd 1o find a suitably large venue for
the game. When picking an alternative location, you need
to consider the amount of space required in order (o set |
up the game, and also how you're going to deal with things :
like transporting yourself and your miniatures collection,
preparing and cating food, toilet facilities, and aceess to the
gaming arca. If you have trouble finding a site, then its well
worth asking the staff in your local Games Workshop Hobby
Centre or independent stockistif they can provide any help
or advice. Local leisure centres and pubs or bars often have
function rooms that can be hired for a day or two. We've
even heard of one lange game played in an empty store

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

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




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

] examples of apocalypuic table setups and terraim, but for the

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

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

4. PLAN

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

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

+ Where and when to twm up in order 0 play the game

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

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

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

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

. A umeline for the day stating when the game w
when breaks will take place, etc. &

« Who needs (o arrive carly to help with setting up
who will stay late 1o help pack away,
e
+ What arrangements have been made for eating ang
drinking, or a note telling players to bring their o
sandwiches with them

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

+ An gverview of the mission being played and how the
winners vill be decided

interest to the plaers,

If you're organising an especially enormous game that s
going to take more than a day to play, then you will alsc
nced to include information about accommodation and!
sleeping arrangements, even if this boils down t b
slecping bag!*

Organising a large gume of Apocalypse can require qu
few helpers, and you need to be sure that they will i
and not leave you in the lurch. You wall find that a li
of advance planning and a couple of meetings (or en

baule itself will unfold like clockwork. Unfortunately,|
rarcly the case. People will turn up late, at least one plaj
will have forgotten to bring something or another (dicea
templates being the two most common things to get lefta
home), somebody else will say they have to leave nd
most of the players will not have read the rules and

be sure how 10 st up or play.

In our experience, the only one way to deal with this
mayhem is to act like a demented tn-pot dictator, order
your players about and making sure that they da what
want rarher than the other way around. Being any mote:
reasonable only seems to encourage the players tomill
about in an aimless manner, worrying more about geting
up of tea and a bacon sandwich than actually getting th

game started. Trust us; they'll thank you for it afterwardst




usly, though, itis the organiser’s job to make sure that
happen on time, and also that there are contingency.
or the more likely calamities such as forgotten

lates or late-arriving playérs. Here is a short list of the

f things you may want to consider:

templates, tape measures, and other play-aids

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

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

"+ Be preparcd 1o cope with at least one player dropping
. outall together, Depending on the number of players,
 you can either re-organise which players are on what
 sides or bring along some extra units to add to the side
~ that is a player down.

= Players that arrive late should justjoin the game as

reinforcements’ when they arrive, Those that have
leave early can either hand over command of their
oops to an ally (if one is available), or withdraw their
y by packing it away when they have to leave.

importantly of all, leave yourself fiftcen minutes
ire the armies are set up to explain the most
artant rules of Apocalypse and the mission you are

re 1s one final decision the organiser needs to make,
| that's whether they will join in the baule themselves,
25 a neuual umpire while the game is in progress.

Jargely a matter of preference, but we recommend

itas well get some reward for all of the effort you've
On the other hand, there are those who really enjoy
an umpire in order to make sure that everybody
good a time as possible. Umpiring a game also leaves
10 spring unexpected surprises on the,players
the game. Alan Perry and Michacl Perry, miniatures
veteran organisers of large games, are
1 for coming up with an unexpected occurrence
ring a game, which makes gaming with them a
ig if rather paranoia-inducing expenence

AL RULES & RESTRICTIONS
eed 1o decide early on in the planning stage if
al rules or restrictions will apply o your game of
ps¢, Such things can range from minor changes to

lypse missions presented earlicr, right uhmugh‘
i  themed game with special rules and army list
15, like those included in the Armageddon War

his book.

is is completely up to you and your
tomally in Keeping with the spirit

Some of the things you may wish to consider are:

* Modifying the way madels are deployed and the victory
conditions for the battle.

+ Creating special rules for errain features.

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

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

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

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

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

RULES QUESTIONS & HOUSE RULES :
In this book we introduce a whole swathe of new units i
and rules. Some of them are, by their nature, incredibly

powerful, and you may find the odd rules question that ]
takes a minute or o to work out. The answers are
normally in this book — just have patience, read the rules
and remember the solution for next time. However,

we've also found that the sheer size of Apocalypse games,
combined with the number of different units being used,
can lead (0 situations that are simply not covered. If such
asituation occurs, remember The Most Important Rule: if
you and your opponents cannot agree on the application
of a rule, roll a dice to see whose interpretation will apply 2 |
for the remainder of the game — on a result of 1-3 player A |
decides, on a 46 player B decides. n our experience, the
answer rarely has much impact on which side wins or loses,
50 it is better to let the dice decide and get on with it rather
than stopping the game to discuss it

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

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



FIGHTING AN APOCALYPSE BATTLE
s
Tt

BEYOND THE APOCALYPSE

The missions presented in the Apocalypse exp
seally just a starting point, and many players creaie (heir
v missions for the games of Apocalypse that they play
To show the ‘make it up yourself” possibilities, we have
included an example batde in the Armageddon War Zone,
4 home-grown narrave with correspondiny

nsion arc

shovang g special

deployment rules.

To help players create their own missions, We've came up
wath a number of battle themes and special rules that can
easily be added to any Apocalypse mission. Our aim is (0
allow plavers to casily expand the scope and depth of their
Apocalypse games, and at the samie time (o make it more
straightforward for players to fight interesting baules based
on the background and stories that are part and parcel of
the Warhammer 40,000 galaxy. Part of the fun of playing.
Apocalypsc is that it offers the chance to explore the deep
history of the 41st Millennium, and this in turn gives players
a fantastic opportunity to create some really fascinating

battles, on a grand scale

The guidelines that follow should thercfore be seen as
something of a smorgasbord from which a game organiser
can mix and match to create the ideal game. As with so
many things about Apocalypse, the best way to decide
swhich rules o use is 10 sit down and talk with your fellow
plasers. Now, of course, the game organiser vill have the
lion's share of the work and they always have the final

<ay on what riles are used and Tow they are qrby
However, there is ltle point in inflcting a set of
upon a group of players that wont énjoy using they
even the most dictatorial of ganie organisers v i
helpul to talk through which special rules hey pla i

and awhy. You'll find that a itle bit of explangiy g2
morc than enotgh 10 get everybody onside and
forward (o the battle

&

N i g

STORY-BASED OBJECTIVES 3
In many Apocalypse missions, victory is decided by i
side controls Strategic Objectives. Some players make
ovm lovingly-modelled objectives, whilst others wil
use cowns, specially marked dice or counters. The
Objective markers represent key strategic locales or i
equipment - basically something worth the sacrifice|




ibejgun invenung various background explanations for the
| Gbjectives as well as corresponding special rules. What if the
abjective was (o slay a spedific cnemy special character? Or
1o capture the Mck-fakiory that was making Stompas, Deff
Dreads, and Killa Kanz>

‘hese story-based objective games took a little more work,
4is both the story and the objectives have to be decided
pon in advance. Usually this is done to tie the objectis
1o a stary, or because you want an especially impressive

e game Often, the game’s ¢ called upon

1o make sure a story-bised objective game works, but it

\vorth noting that there is absolutely no reason at all why

Jou shouldn't have some story-based objectives alongside

ather objectives chosen by the players. In fact, this usually
" Works very well, allowing the players to give the game

‘of the models in their collections, should they wish to do
“However, there are times where applying  few limits can
ntsort of
sarned though, while limiting access to certain troops
152 lot of potential for creating a memorable game with

areally srong theme, it also has the most potential to spoil
A game too. After all, there's nothing worse than haying a
cool model you really want to take, and then finding out
you can’t use it! The solution is to be generous and make
sure that everyone is happy with any limitations before you
o ahead and apply them
The most common type of troop limitation used in
Apocalypse is to limit what allies the players can chaose

1o those that one can imagine might logically fight on

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

Sometimes you may want to limit access ta certain troop

| characters and even armics in order o fit i
with the theme for a game, As an example, the missions in
the Armageddon War Zone are usually limited to Imperial
forces and Orks. What's more, we limited the Space
Marines to the Chapters that fought on Armageddon, and
they were only allowed to take the appropriate special
characters. The most extreme version of this is when on

types, spec

player works out an ‘order of battle’ for a game, and only
the listed units may be used, The example battle in d

Zone section features an order of battle of this kind,

e
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PERSONAL OBJECTIVES 6 SECRET (?RDERS
Most gumes of Apocalypse are played bewween s of
¥ players, and victory il eihes go to one side or (e o1
A variation on this dea i to give cach playerinaside
their own personal objective, Overall victory is determine
normally; but then the players in both sides can sce how
ave done at achieving their personal objectves.

e best is allowed to

The player in each side that has done the best i
ford it over their teammates and claim the lion’s share of
the gloryl This can lead to players doing all kinds of it
things and employing unusual tactics during a battle, with
very entertaining results ensuing.

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

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

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

+ Destroy the Apocalypse Formation in the opposing army

worth the most points,

And 50 on; it's easy to come up with additional or
alternative personal objectives based on the mission you
are playing and the armies you are using Each player then
swrites down their choice on a piece of paper, and keeps it
secretuntil the end of the game. The personal objectives
are then revealed, and the player that has done best in cach
side becomes their side’s champion. If several players have
achieved their objective: lestroying an Apocalypse
Formation beats anything else, and killing a special
character beats capturing an objective.

I youre the organiser of an Apocalypse game, there
another vy of giing players personal obyeetycs. i
15 10 write down ‘secret orders: for . )
allosang thein 10 choose their own. A set of secrer & ge
il contain the player’ personal ahjective, which o s
onc ofthe personl objcctives alrcady described, o psend
an be anhing that your cunving mind ean o
For example, you could say that s plaser st ger g
charcter (0. certain point, or that they wint &yt
the sanie side to be Killed by enemy fire, o g e ..
advance dheir whole force it the opposiag st e
the table, and 50 on. You get the ide. el

s
ch
ach player instead of

THE UMPIRED GAME :
Perhips the ultimate form of Apocalypse is an
game. In an umpired game, the game organiser f
pleasure of taking part in the batde directly and
helps devise and adjudicate the game as the ump
simplest level, this involves organising a game as
carlier, urging the players along to ensure the gap

However, useful as these things are, an umpired gy
shincs when the umpire devises his own themed Ap
game, coming up with the story and background f
battle and any special rules that apply, We'd recon
only autempting this once you have a few games of
Apocalypse under your belt and know what the
your group like and, more importantly, what they,
like, Your aim should be to entertain your players,
:0 away looking forward 1o the next game you org
Because of this, it's worth putting some time and th
into the story you devise o that it feels convincing, aid
you may also want to make handouts for the players
you can give out at the start of the game. These
should explain the story, any special rules the p
need to know, and any secret information that onf
have access 1o, 5

In play, the umpire can keep some picces of infa
secret from some or all of the players, which are 6
t0 be revealed duning the battle. The umpire might, fog
example, decide that an area of what looks like cl
is actually dangerously radioactive, only revealing.
information when an unwary unit enters the terrai
g1
The umpire can also keep objectives secret from each ™
side’s foes, either by having the players tell him what i
objectives are instead of putting down markers, or byt
the players what their objectives are mstead of lett
choose. The last option works very well if you are
‘personal objectives” as described earlier. .

MULTI-TABLE GAMES

Ifyou're lucky enough to know a large group

a games club for example, you should seriously
setting up a multi-table game of Apocalypse. Youwil
probably need at least eight players to run such &
and the more the merrier. As its name implies, & mul
batlle is played on two or more gaming tables. &
game of Apo

might represent different locations that are close (0.6
other on a much larger battlefield, or different batdel
within a greater war zone, This means that the o
winner is determined by comparing how well cach sid
on all of the tables being used in the game, totallin
number of Strategic Victory Points claimed on e

Multi-table games are quite easy to organise, a5
have enough space and enough players. All you i
13 SCLUp two or more tables as you would for
of Apocalypse, and then split the players. Il
&
g
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ughly the same size, then you should split the players
nly as possible between them, but if some tables are
-or smaller than others, then allocate appropriately.

he same time limit applies to all oflhc tables, so x{)ou ve
lecded to play until 7 p:m., all the games being played
- all finussh at this time. This change aside, cach group of
players follows the normal Apocalypse mission rules for
long at their own
This might mean that one table gets more turns
Jayed than another, or the players on one table might wait
t the end of a turn until everyone catches up. Fortunately,
really doesn’t matter when playing a multi-table game.
i the appointed time, all the games must stop and all the
Strategic Victory Points from all the tables are counted up
d added together to sce which side has won,

that, in a nutshell, is how a multi-table game works
r, in our experience, most players love to add their
n uches, 5o it's rare for a battle t be played with just
iese bare bone rules. For a start, you'll almost certainly
it 1o theme the tables so they represent different types
lefields, each with its own special rules and terrain
ple, one table might represent a large hive city,
bigian ash waste, md a third an arctic ice plain.

ing set of choices right from the start, as they
allocate tabletop commanders o the diffcre
lds based on how well their army will perform in
e of terrai

the other table via that link, and skimmers or
‘move from one table ta the other if they do so
f a single moye. 1t’s also possible to shoot units on
r table if they are in range - which makes weapons
Iong range (like the Imperial Guard Basilisk)
chounc. the 415t Millennium offers
nnections than a bridge ~ Warp

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

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

The supreme command team represents very high-level
commanders, and as such they don’t normally get to move
units and make attacks. Instead it's their job to try to
coordinate the actions of the ‘field commanders' (i.¢. the |
players controlling the units on the table) in order to help |
their side better achicve victory. The supreme command
team also gets to pick all of their side’s Strategic Assets,
and can then give them out to the field commanders to
use as and when they see fit. This can lead to one field
commander getting to use more assets than anather,
depending on where the demands of the battle requires
them most. For this reason, field commanders are advised
1 lobby the supreme command team strongly in order to
make sure they get hold of the support they need.

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

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

ITS ALL ABOUT HAVING FUN
And that last poin is as good a place as any to end this
section. The ideas described here really only scratch the
surfuce of what you can do when you play your own games
of Apocalypse, the sky's the limit. As long as cveryone Keeps.
in mind that the only really important rule is that everyoue
has a good time, then anything goes!










d by huge

of troops, thundering spearheads of armoured vehi

Super-heavy vehicles and Gargantuan Creatures, and weapons 50 vast that they will biow apart anything they hit,

Apocalypse introduces many new models, units and
fortifications (o the wartorn universe of the 41st
Millennium, On the following pages, you will find the
rules for the different categories of these new models,
units and forufications, each of which builds upon the
rules in the Warkammer 40,000 rulebook

DATASHEETS

Apacalypse gives you the chance to field Apocalypse
Formations. Every Apocalypse Formation 15 presented on
its own datasheet, which includes all of the information
needed to use the formation in a battle. In addition

the datasheet tells you which codex the formati
considercd a part of for all rules purposes. A host of
datasheets can be found in their own section (pg 75-187)
and more are presented in the Armageddon War Zone
(pg 258-279). Feel free to design your own formations: just
be sure that your opponents agree ta their use before the
game starts

,Mu pse Formations will haye
¢ affect it during 2 games
reir E\p‘.‘, and any found on the
+ 50 model in your army may
more than one datasheet 2t 2 time.

7‘:7\ ALUES

washeets for your reference. Althoug
ricts necessay for a game of
ice 10 know how many poinisam
10 be able 1o show off about how many)
our collection!




ARMOURED SPEARHEADS

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

Fuyer WiNGs

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

BATTLE FORMATIONS

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

HicH CoMMANDS

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

MAassIVE FORTIFICATIONS

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

Psycic CHolrs

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

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

SUPER-HEAVY WALKERS

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

SUPER-HEAVY FLYERS

Super-heavy vehicles that dominate the skies
over the battleficld, such as Space Marine
Thunderhawk Gunships

GAncANrUAN CREATURES

tures of such immense size that they can
ka on entire armies on their own, such as
Tyranid Hierophants,

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

DATASHEETS

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

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

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

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

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

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




ARMOURED SPEARHEADS
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Armoured Spearhead formations are, almost without exception, heavily armoured and powerfully armed. Each is made up
of three to five armoured vehicles. The crews of these vehicles are specially trained to operate together and can adopt a

number of configurations that allow them to best support eac

h other in battle, Tt is their duty to be at the forefront of any

major assault, soaking up the enemy’s fire and shielding the rest of the army from harm, while at the same time delivering

crushing attacks of their own,

FIELDING THE FORMATION

In order (o field an Armoured Spearhead, a player must
have all of the units listed on (he relevant datasheet, which
must be from a single codex and must comply to any listed
restrictions. As long as these requirements are met, then
the player may take any of the upgrades allowed to the
models in the formation. All the models in the formation
gain the special rules associated with the spearhead “for
free’ — it does not cost extra points to field the formation.

SQUADRON

To represent the cooperative manner in which they wage
war, the vehicles in an Armoured Spearhead are treated as
a Vehicle Squadron (see the Warkammer 40,000 rulebook),
even if they would normally be separate units,

COMMAND VEHICLE

When an Armoured Spearhead is deployed, onc of its
vehicles must be nominated as the Command Vehicle. The
CGommand Vehicle may choose to shoot at a different target
from the rest of the Armoured Spearhead if it wishes.

Fryer WiNGs

Flyer Wings are elite aircratt formations,

whaose crews have fought alongside

each other in NIMeTOUSs CAMpaigns.

The pilots of the separate aircraft have
an almost supernatural ability to anticipate what their
comrades are about to:do, allowing them to maximize the
effect of their attacks, or ensure their survival when they
come under attack.

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

in squadrons. By fielding models that qualily as these
formations, players gain special rules, and access 1o Flyer
Wing Attack Patterns that will help them in batile.

ATTACK PATTERNS

If the vehicles in an Armoured Spearhead deploy or end
their Movement phase in one of the Attack Patterns listed
opposite, then they benefit from a special rule. All of

the vehicles in the Armoured Spearhead that have not
been destroyed or abandoned must be part of the Allack
Pattern, and the Attack Pattern must be comprised of at
least two models.

The special rule that applies is described with the Attack
Pattern. Once a special rule has been triggered. it applies
until the end of the Armoured Spearhead’s next Moveme it
phase, even if the vehicles in it should subsequently end up
out of pattern, or if it is reduced to a single model. ;

Should the vehicles in the Armoured Spearhead be
positioned in such a way as to be eligible for two or more
Attack Patterns, you must declare which one you will use
until your next Movement phase.

For example, if an Armoured Spearhead could claim to be
in both the Arrowhead and Broadsword Auack Patterns, i
could use the special rules for either, but not both. i

ATTACK PATTERNS

Flver Wings use the same rules and Attack Patterns as
Armoured Spearheads, except that a Flyer Wing in the
Rapier Attack Pattern also has the Sirafing Run special
rule (it still adds 12" to its move when it moves Flat Out).

“THE WoRD OF THE EMPEROR IS THE
'RULE OF THE IMPERIUM.

‘“THE WiLL OF THE EMPEROR IS THE
MIGHT OF THE IMPERIUM.

*Tre BLESSING OF THE EMPEROR 1S THE
LicHT OF THE IMPERIUM.

4+

JBE THAT THE GUILTY ARE PUNISHED,,




APoCALYPSE FORMATIONS

as an Arrowhead Attack Pattern,
les in the Armoured Spearhead

be able to touch the edges of a

sem template, with one vehicle

z the narrow end, and the others

2 the left and right sides of the
siate. None of the vehicles in the
sured Spearhead may be under the
laze they must just touch it. If there

¢ =ore than two vehicles in the Armoured
sartiead, then there must be vehicles
cung both sides of the template as well
wuching the narrow end.

in an Arrowhead Attack Pattern
the Tank Hunters special rule.

WORD
salify as @ Broadsword Attack Patiern,
3 whicles in the Armoured Spearhead
2 Be able 10 touch the same long edge
Sellstorm template with the majority of
font armour vehicle facing, but not
derneath it

cles in a Broadsword Attack Pauern
¢ the Preferred Enemy special rule.

alify as a4 Rapier Artack Pattern, all
in the Armoured Spearhead must
o touch the same long edge of a

pem template with the majority of one
=r side armour vehicle facings, but not
B esdermncath it.

ehicles in the Armoured Spearhead
g Bave the same side armour vehicle
g touching the hellstorm template (ie
their left sides or their right sides, not
gure of the two).

=s in a Rapier Attack Pattern add up
o the distance they move when they

The fite leftmost vehicles are in an Arrowhead Attack Pattern. They have the Tank Hunters
special rule [o vepresent their shots being coordinated against the enemy s weak fromnts. 1 he
highlighted vehicle is touching the round end of the template; if it was part of the Armoured

Spearhead, it would prevent its formation from triggering the Tank Hunters special rude.

= S Fentit L

The froe topmaost vehicles ave in an Broadsword Altack Pattern. They have the Preferved
Enemy special rule to represent their averlapping targeting data. The highlighted vehicle is
not touching the same side of the template; if il was part of the Armowred Spearhead, il would
frrevent ils formation from triggering the Preferred Enemy special rule.

honi 2 s =2
The five vehicles ut the boltom of the diagram are in a Rapier Attack Pattern. They can move
an extra 12" when moving Flat Out to refiresent their streamlined advance. The highlighted
vehicle is not tonehing the same side of the template; if it was part of the Armored
Spearhead, it would prevent its formation from moving this bonus distance.
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ApocALYPSE FORMATIONS

BATTLE FORMATIONS

Battle Formations represent large organisations of soldiers such as entire companies of Imperial Guard tanks, a full
Battle Company of Space Marines, or an Ork Kult of Speed. Many Battle Formations are a complete army in their own
right, and are perfectly capable of swinging the tide of battle
Formations have fought together throngh countless campaigns

when they bring their might to bear upon the foe. Battle
and are unshakable in their resolve while their comrades

are nearby. In addition, their reputation frequently gives them access to valuable assets that they can use in battle.

FIELDING A BATTLE FORMATION

In order o field a Battle Formation, a player must have all
of the units listed on the relevant datasheet, which must
be from a single codex and must comply to any listed
restrictions. As long as these requirements arc met, then
the player may take any of the upgrades allowed to the
models in the formation, including Dedicated Transports.
All the models in the formation gain the special rules
associated with the Battle Formation ‘for free’ ~ it does not
cost extra points to field the formation.

BATTLE FORMATION DEPLOYMENT

The units hought together to form a Battle Formation

are deployed simultaneously, but then move and fight
independently for the rest of the batile, unless specified
otherwise. Each Battle Formation counts as a single unit only

for the purposes of deployment and Strategic Reserves (pg 37).

So, if any of the formation cannot be deployed, for whatever
veason, then none of it can be deployed, and il you deploy any
of the Battle Formation, then you must deploy all of it.

When deploying a Battle Formation, nominate a point

on the table. All units in the formation must be deployed
within 36" of this point. If arriving from Strategic Reserve,

all units must arrive on the same turn, and within 36" of

the nominated point (whatever method is nsed o artive,

be it moving on from a table edge, deep striking, etc).

This restriction does not stop a unit from scattering out of =
position during 11s initial deployment.

For example, if deep striking Terminators belonging to a
Battle Formation, the first model must be placed so that B
unit deploys within 36" of the nominated point. However,
scattering may cause one or more of the Terminators to end
up more than 36" from the nominated point.

SPECIAL RULES

All units in a Battle Formation have one or more special
rules, as defined on the relevant datasheet. Unless
otherwise staled, these special rules apply to all models in
the Battle Formation.




wesary considerably easier to achieve.

" COMBINED UNIT
= seder 1o field a High Command, a player must have all
W the units listed on the relevant datasheet, which must
S fom a single codex and must comply to any listed
sesirictions. As long as these requirements are met, then
S player may take any of the upgrades allowed to the
medels in the formation, including dedicated transports.
A8 the models in the formation gain the special rules
wseciated with the command ‘for free’ — it does not cost
S Swra points to field the formadon.

&8 son-vehicle models in the formation are treated as a
gle unit. They cannot leave the unit, or join another
st cven if they are Independent Characters.

St Command Apocalypse Formations represent the supreme leaders of the armies fighting on the battlefields of the
& = Millennium. As well as being fearsome warriors in their own right, they can call on additional resources. While their
geesence is not a guarantee of victory, the combined wisdom and experience of the leaders in a High Command make

8
5
=
=
=
=
B

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

ADDITIONAL RESOURCES ; i

ALL-OUT ATTACK

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

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

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

e —

e T e, S e e




vohan

Arocarypse FormaTIONS

MassIVE FORTIFICATIONS

' —

The battlefields of the 41st Millennium are thronged with looming edifices raised to the glory of the Imperium — and just
as often torn down again by the wars raging across them. However, there remain those rare structures large and powerful
enough to endure the millennia of war, titanic monuments that are a testament to the stubborn power of Mankind.

These Massive Fortifications are all but impervious (o MIGHTY BULWARK

conventional weaponry. Their rockerete walls bristle with A Massive Fortification can have an Armour Value of up 1o =
antomated defences; to assault such a fortress is invariably 15 {(rather than having a limit of 14 as is normally the case}s
to sign your own death warrant. Such vital strongpoints are The Apocalypse Formation entry for the fortification will
inevitably the lynchpins of the occupying army’s war effort, list the actual Avmour Values it has.

and thev are never defended lightly.
In addition, when a Massive Fortification suffers a

Massive Fortifications follow all the rules for buildings Penetrating Hit, there is a -1 modifier to the roll on the
as defined in the Wawrhammer 40,000 rulebook. with the Building Damage table. This makes Massive Fortifications
additional rules and exceptions given below. considerably harder to destroy than normal buildings.
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PsycHic CHOIRS

[
COMBINED UNIT

& order to field a Psychic Choir, a player must have all

- of the units listed on the relevant datasheet, which must
% from a single codex and must comply to any listed
sestrictions. As long as these requirements are met, then
she player may take any of the upgrades allowed to the
=ndels in the formation, including Dedicated Transports.
- Al the models in the formation gain the special rules
sssociated with the choir “for free’ — it does not cost extia
pmls 1o field the formation.

‘All models in a Psychic Choir are treated as a single unit.
They cannot leave the unit, or join other units, even if they
e Independent Characters.

FOR ONE...

e Psykers in a Psychic Choir combine their Warp Charge
into a single pool that all of the Psykers in the
mation ¢an draw npon. This aside, the normal rules for
manifesting psychic powers still apply.

_AND ONE FOR ALL

iach Psychic Choir also has one Psychic Choir Power. The
power in question is described on the relevant datasheet for
the choir. A Psychic Cheir may use its Psychic Choir Power
once per turn, as long as there are still at least three models
Jeft in the unit at the time the power is manifested. Choose
‘one of the Psykers from the Psychic Choir to manifest the

: r and use the rules [or manifesting psychic powers

' om the Warkammer 40,000 rulebook.

TERRORS OF THE WARP

If a Psyker incurs Perils of the Warp while using a Psychic
 Choir Power, they must roll on the Terrors of the Warp

~ m@mble in addition to suffering the Wound.

- Between the stars, the ancient unseen encmies of
' Mankind wait and hunger. Every voyage into the nothing

is a confrontation with horror, with the implacable /!

!

There are individuals abroad in the galaxy who can mould the material universe with the power of their minds. Some races
e this process further, combining the mental talents of a group of such individuals into a single team that can unleash
_mental barrages of unthinkable destruction. Such reality-bending attacks are not without danger, and under the stress and
sonfusion of batile, these Psykers can tear a rift in space-time that allows the terrors of the Warp to sp:]l into rea]space

The Rift Closes: There is no additional effect.

Psychic Feedback: Each model in the Psychic Choir
suflers a Strength 6 AP- hit with no saves of any
kind allowed.

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

Tentacles of Chaos: Each Psyker in the Psychic Choir
must take a Strength test. Any that fail the test are
grabbed by tentacles of Warpenergy and dragged
screaming into the Realm QfCham They are removed
as casualties with no saving throws of any Kind allowed.

Chaos Spasm: If there is an unused Chaos Spawn
model and a copy of Codex: Chaos Space Marines
available, replace the Psyker that manifested the
power with a Chios Spawn. This is a new unit
controlled by the opposing side — the Psyker is
removed from play as a casualty. Immediately move
the Chaos Spawn into base contact with another
model in the Psychic Choir, The Psychic Choir and
the Chaos Spawn are now locked in combat. If there
are no available Chaos Spawn models or Codex:
Chaos Space Marines, then the Psyker is removed as a
casualty with no saving throw of any kind allowed.

Hellspawned Damnation: If there is an unused
Bloodthirster, Lovd of Change, Great Unclean One or
Keeper of Secrets model and a copy of Codex: Chaos
Darmons avallahle_*p_lac.t' one of these mvailable models
{chosen and contréﬂeﬂ by the opposing side) in base
contact with a model in the Psychic Cheirs both unils
are now locked in combat. Daemons bmughl into play
in this way have no upg'rades If there are no available
Bloodthirster, Lord of Changc, Grear Undean One or
Keeper of Secrets models or no Codex: Chans Daemans
available, then all the models in the Psyth:c Choirare
removed as 4 casualties w;th no. ﬁmﬂg throws o[any kind
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or incinerate an entire army.

Super-heavy vehicles use all of the rules for vehicles as
defined in the Warkammer 40,000 rulebook, with the
additional rules and exceptions given below.

MOVEMENT

Super-heavy vehicles cannot use the Jink special rule;
thev're just too big.

SHOOTING

‘When a Super-heavy vehicle makes a shooting attack, it
is always treated as if it had remained stationary in the
Movement phase (even if it actually moved), and it may
fire each of its weapons at different targets if desired.
In addition, firing Ordnance weapons has no effect on a
Super-heavy vehiele's ability to fire other weapons.

VEHICLE DAMAGE

Super-heavy vehicles have armour plating and internal
supports far superior to those of regular vehicles. This
translates into a greater number of Hull Points, which makes
them more difficult to destroy than your average tank.

In addition, each time a Super-heavy vehicle suffers an
Explodes! result on the Vehicle Damage table, instead of
suffering the cffects Listed, it loses D3 additional Hull Points
as well as the Hull Point it loses [or the penetrating hit.

Furthermore, a Super-heavy vehicle is so large and has so

many crew that the effects of Crew Shaken, Crew Stunned,
Immobilised or Weapon Destroyed results are ignored.
However, Super-heavy vehicles are still subject to losing Hull
Poinis from glancing and penetrating hits as usual, just not
the extra damage effects from the Vehicle Damage table.

If you have an older book, you may find that your Super-

heavy vehicles have Structure Points rather than Hull
Points. If this is the case, each Structure Point the vehicle
has simply counts as three Hull Points. So a Super-heavy
vehicle in an older book listed as having 3 Structure Points,
now has 9 Hull Points instead,

CATASTROPHIC DAMAGE

Immediately after a Super-heavy vehicle loses its last Hull
Point, it suffers Catastrophic Damage and cxplodes. Insiead
of the usual procedure for exploding vehicles, remove the

" model and centre the apocalyptic mega-blast marker

(pg 73) over the location the destroved model occupied:

* then roll for scatter (this represents the vehicle tipping over

or skidding out of control belore exploding).

From the lumbering Baneblade tanks of the Imperial Guard to the forbidding Tesseract Vault of the Necrons, all of the war
engines that fall into this category are huge armour-clad constructions that each carry enough firepower to vaporise, smash

T 2 B S e e e T S e, e S
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CarastropHIC DaMAGE TABLE

D8/

Titanic Explosion! D/10/5

Resolve the hits as described on page 75. Roll once on the
Catastrophic Damage table to see what Strength and AP
values apply to all hits caused by the explosion:

TRANSPORT CAPACITY

If a Super-heavy vehicle has a Transport Capacity, then

it may transport any number of Infantry units (plus any
characters that have joined the units), so long as the total
number of models in the transported units do not exceed
the vehicle's Transport Capacity, :

Each unit embarked within a Super-heavy vehicle that
suffers Catastrophic Damage takes a number of Strength
10 AP2 hits equal 10 the number of models in that unit.
Surviving passengers arc placed where the vehicle used
to be; any models that cannot be placed are removed as
casualties. The units then take Pinning tests.

SPECIAL RULES

Super-heavy vehicles have the following special rules:
Fear, Move Through Cover.

Invincible Behemoth: A Super-heavy vehicle is so larze and
strongly built that weapons which degrade the ammour

of smaller vehicles will not affect it. Because of this, any
attack that says that the target model is destroyed, wreckess
Explodes! or is otherwise removed from play inflicts D3
Hull Points of damage on a Superheavy vehicle instead. I=
addition, any attacks or special abilities that permanentiy
lower the Armour Values of a target vehicle do not affect
a Super-heavy vehicle. Note that attacks or abilities that
count the Armour Value as being lower, but do not actuals
change it, work normally. 3

A UNERATED MIND 5 A HAVEN FOR TREACHERY
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APOCALYPSE FORMATIONS

SO

WEHICLE DAMAGE
' o Apocalypse can include many dozens of vehicles,
wmake recording all of the damage results rolled on the

smend ignoring damage results other than Explodes!” for all
S mat just Super-hieavy vehicles. This means that all you have
sk of is the number of Hull Points lost by each vehicle.

INDERBLITZ
e fieavy vehicles may Tank Shock or Ram. When they
roll once on the Thunderblitz table immediately
raking the Morale check for the unit being tank
ed, or immediately before rolling for Armour
- n when Ramming.

Do not roll on the Thunderblitz table when tank shocking
a Gargantuan Creature or a grounded Flying Gargantuan
- Creature, or when ramming a Super-heavy vehicle or Super-
heavy Walker. Instead, simply carry out the Tank Shock or
Ram as described in the Warkammer 40,000 rulebook.

THUNDERBLITZ TABLE

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

Kerr-runch: The unit being Tank Shocked suffers
D6 Strength 6 AP4 hits. Then, carry on with the
remainder of the Tank Shock using the rules
found in the Wariammer 40,000 rulebook.

Overrun: The unit being Tank Shocked suffers
2106 Strength 10 AP2 hits. Then, carry on with
the remainder of the Tank Shock using the rules
found in the Warhammer 40,000 rulebook.

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

Kerr-smash: The Super-heavy vehicle adds D6 1o the
armour penctration roll for the Ram. Then, carry
on with the remainder of the Ram using the rules
from the Warhammer 40,000 rulebook.

Flipped: The vehicle being rammed scatters D6"
and then suffers an Explodes! result from the
Vehicle Damage table.
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Super-heavy Walkers such as Ork Stompas and Imperial Titans are towering behemoths, clad in incredibly thick armour an

armed with devastating weaponry. They loom above the battlefield, striking down anything that gets in their way.

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

SUPER-HEAVY

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

MOVEMENT AND SHOOTING

Super-heavy Walkers can move 12" in the Movement phase
unless specified otherwise. Apart from this, they obey the
movement rules for Walkers. In addition, Super-heavy
Walkers cannot fire Overwaich,

STOMP

Supcr-heavy Walkers engaged in combat may make a special
type of attack called a Stomp attack. Stomp auacks are resolved
during the Fight sub-phase at the Initiative | step. This does
not grant the model an additional Pile In move at this step.

A Stomp attack consists of D3 Stomps.

To make the first Stomp, place a blast marker so that it is
touching, but not over, the Super-heavy Walker. Each unit
that has at least one model even partially under the marker
is stomped. For each unit that is stomped, roll on the Stomp
table (right) to determine what happens to it.

Each subsequent Stomp is made in the same manner as the
first, excepl that the blast marker does not have o be placed
touching the Super-heavy Walker. Instead, it must be placed
50 that it is at least partially within 3" of where the last blast
marker was placed, and not over the Super-heayy Walker. This
allows you to *Stomp forward” into the enemy! Note that the
Super-heavy Walker is not moved — we assume it stomps about
but ends up more or less where it started.

Buildings, Flyers, Swooping Flying Monstrous Creatures,
Garganwan Creatures, Flying Gargantuan Creatures, Super-
heavy vehicles, Superheavy Walkers, and Super-heavy Flyers
cannoi be stomped: do not roll on the Stomp table for them if
they [all under the blast marker. Any other units with models
under the blast marker are stomped as normal.

SPECIAL RULES
All Super-heayy Walkers have the following special rules:

Fear, Hammer of Wrath, Invincible Behemoth (pg 66),
Move Through Cover, Relentless, Smash, Strikedown.

A

An Ork Stompa rampages through ¢

i

he Space Marine lines, erushingd

power armovred [oes underfoot with ils Stemp attack.

mp TasLE
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No Effect: The unit
being stomped gets
out of the way of its
lumbering attacker.
The atack has no
effect.

2-5 § Kerr-runch: Each
-madel from the unit
heing stomped that is
even partially under
the blast marker
suffers a Surength 6
AP4hit

Overrun: Each maode]
from the target unit
thai is even partially
under the blast
marker is removed
from play.

No Effect: The unit bes
stomped gets out of the
way of its lumbering
attacker. The attack has
no effect.

Flipped: The vehicle
being stomped scatters
DE6" and then suffers a=
Explodes! result from
Vehicle Damage mable

e e
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SUPER-HEAVY FLYERS

ser-heavy Flyers such as the Thunderhawk Gunship are huge flying vehicles armed with a terrifying array of weapons and
»s. They are often capable of fransporting large numbers of troops and even heavily armoured vehicles. They dominate
skies above the battlefield, and are extremely hard for ground defences to bring down.

per-heavy Flyers follow all the rules for Flyers as defined CATASTROPHIC DAMAGE
Se Warhammer 40,000 rulebook, with the additional rules Do not use the Crash and Burn rules for
® exceplions given helow, Instead, a Super-heavy Flyer suffers Catastrophic Damage
when it loses its last Hull Point. Resolve the Catastrophic
Damage on the Super-heavy Flver and any units it is
PER-HEAVY transporting in exactly the same manner as you would for
Super-heavy vehicle (pz 66).

ser-heavy Flyers are Super-heavy vehicles and use the
per-heavy vehicle rules for Shooting, Vehicle Damage,

w=suophic Damage and Transport Capacity (pg 66). In
Sition, they cannot Evade due 1o their impressive bulk, SPECIAL RULES

All Super-heavy Flvers have the following special rules:

Fear, Invincible Behemoth ( pg 66).

GARGANTUAN CREATURES (6]

FLYING GARGANTUAN CREATURES |
- g,

gantuan Creatures are so immense that they tower over the battlefield, making the ground shudder and crushing lesser
satures beneath their feet as they advance upon the foe. Only the Tyranids use such creatures as a matter of course, but

Gargantuan Creatures can be found in armies across the galaxy, from Ork Squiggoths to the Transcendent C’tan.

=rganiuan Creatures follow all the rules for Monstrous STOMP
seatures in the Warhammer 40,000 rulebook, with the Gargantuan Creatures and Gliding Flying Gargantuan

ditional rules and exceptions given below. Flying Creatures may make Stomp attacks in the same manner as
srgantuan Creatures follow the rules for Flving Monstrous Super-heavy Walkers (pg 68).

eatures in the Warhammer #0,000 rulebook, with the
eiditional rules and exceptons given below.

UNSTOPPABLE

g Any artack that normally inflicts Instant Death or says
{OVEMENT that the target model is removed from play inflicts D3

Wounds on a Gargantuan Creature or Flying Gargantuan
Creature instead.

“gantuan Creatures can move 12" in the Movement
ase unless specified otherwise. Apart from this, they
bey the movement rules for Monstrous Creaturos. Flying
argantuan Creatures follow the movement rules for Fl

ving In addition, attacks with the Sniper special rule only cause
onstrous Creatures without any modification,

a Wound on a roll of a 6, Attacks with the Poisoned special
rule will only cause 4 Wound on a rol] of a6 (unless the

attack’s Strength would cause a Wound on a lower result),
Y HOOTING

hen a Gargantuan Creature or Flying Gargantuan
S re makes a shooting attack, it may fire each of its SPECIAL RULES

sapons al a different target if desired. In addition, firing Gargantuan Creatures and Flying Gargantuan Crearures
Jrdnance weapons has no effect on a Gargantuan Creature have the following special rules:

£ Flying Gargantuan Creature's ability (o fire other
Eapons. Gargantuan Creamires and Flying Gargantuan

Fear, Fearless, Feel No Pain, Hammer of Wrath,
seatires cannot fire Overwatch,

Move Through Cover, Relentless, Smash, Strikedown,
Vector Strike (Flying Gargantuan Creanres only),

e e oo = % =

Super-heavy Flvers.
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APOCALYPTIC WEAPONS

b T e

Many Apocalyp
by the weapon rules in
suitably devastating attacks

NEW WEAPON TYPES:

Privary WEAPON
Primary Weapons are véery

largest tanks or monsters or maounted on

When you rol
Primary weapon, 1ol
highest result.

DESTROYER WEAPONS
Also knoum as Titan-killers,

immense amount of damage o any targel tha
le of taking oul @ Super-heavy wehicle or

Destroyer weapon is capab

Gargantuan Creature with a single shot.

If a weapon has

profile, it means it is a Destroyer weapomn.
ck, roll To Hit as you would for a

k hits, roll on the table below
or for armour penetradon. No
allowed against damage from

Destroyer weapon's atta
standard attack. If the atfac
instead of rolling To Wound
saving throws of any kind are

a Destroyer weapon, including special ©
ation Protocals.

Pain or Necron Reanim

penetrating hit.

se Formations are armed with w
the Warhammer 40,000 rul
in your games of Apocalypse.

Clipped: The target suffers a

| The model loses

Devastating Hit: As for Solid

eapons that

large guns usually only carried by the
vast defensive positions.

1 for armour penetration with hits caused by a
1 avo dice instead of one and pick the

a Destroyer weapon detivers an

¢ 1l hits. Only a

2D instead of a Strength value in its

To resolve a

olls such as Feel No

Lucky Escape: The
model is unharmed.

SIeZ:io;!SlYIZWB.. e .

1 D341 Wounds.

Deathblow:

are so powerful that their
ebook. The following new rules for ap

Destroyer Attack!
The hinperic
Shadowsword s volcano CARRON.

of @ Strength rating in its profile — 1t is'a Dest
ion as normal, the

ahle. They rolla 4 —a Salid Hit.

~

R

effects cannot adeguately be covered'
ocalyptic weapons allow you to I

. 3 : = |
1l side have scored @ hit o7 an enemy Stompa with thes
The volcano cannon has a 1} insd
royer weapon. Ins

rolling for armour penetral Tmperial side volls o

Destroyer Weapon Attack 1

Catastrophic Gonsequences |
Following the rules for @ Solid Hit on a vehicle, the }mpmcdd
1

D341 to see fiow many Hull Poinis they inflicl; sconng @ Iotedd

[it, above, except a Super- The model loses
heavy vehicle loses D6+6 D66 Wounds. Stompa only had three Full Paints left —it’s destroyed! The I
Hull Points instead. side now rolls on the Catastrophic Damage table, and cong
gther om a fine kill!
oo T £
L“ B e m-—-—-—-ﬂ"" .




SELISTORM TEMPLATE

S weapons swathe a vast area in burning flames or
S acid. From the flaming death spewed forth by the
SWsesnd Titans' massive inferno guns, to the deadly shockwave
Sewnd emitted by the sonic lances of Eldar Revenants, there is no
Jrom such furious attacks,

‘kor—rn weapons have the word Tlellstorm’ instead of a
&= on their weapon profile. Hellstorm weapons use the

orm template, but otherwise obey the rules for other
felsie weapons,

semer’s Note: Some markers and templates used in Apocalypse
e v g decorative border. Do not include this border when
which models are T,
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VORTEX

Vortex weapons are same of the most potent in the galaxy. When
activated, these legendary devices ereale a trans-dimensional
Vortex field that instantly destroys anything it comes inlo contact
with. A Vorlex field is highly unstable, and will flicker into and
out of existence across the batilefeeld, but it will annihilate any
unfortunate enough to fall beneath .

A weapon with this special rule is a Destroyer weapon and
uses a blast marker of some type (i.e. blast, large blast,
massive blast etc). Place the appropriate marker, roll

for scauter and apply damage (see Destroyer Weapons,
oppesile). For determining Wound allocation, always
assume the shot is coming from the centre of the marker, in
the same manner as a Barrage weapon.

The marker for a Vortex weapon is not removed from play
after damage has been resolved. Leave it in play on the
tabletop. The marker is impassable terrain as long as it
remains in play.

At the beginning of every subsequent player turn, the
marker scatters 2D6" (use the liutle arrow if you roll a Hit!).
If a double is rolled, the marker is removed from play
instead. Any model under the marker’s new location is hit.
Apply damage as described above.
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ArocaryrTiCc WEAPONS

APOCALYPTIC BLAST WEAPONS

Apocalypse introduces several new types of blast markers

to your games — after all, those massive weapons carried by
Super-heavy vehicles and Titans need blast markers befitting
their destructive powers!

APOCALYPTIC BARRAGE

Apocalyptic Barrage weapons five a volley of explosive shells or
emergy blasts, swathing a large area with a rigpling salvo of
attacks. They areexcellent weapons for breaking up large waves of
attacking troops, and leaving any survivers cowering amongs( the
bodies of their comrades.

An Apocalyptic Barrage follows all of the rules for a Barrage
weapon, but uses the apocalyptic harrage marker instead of
a blast marker, Before the marker is placed, the attacker is
allowed to modify its shape by twisting the individual circles
about the pivot points that connect them. You can even
twist the markers so they overlap if you wish; this will result
in o harrage that covers a smaller area, but is more likely to
hit the targets underncath it.

Place the marker and roll for scatter in the same way as
vou would a Blast or Large Blast. If the marker scatters, be
careful to maintain the same configuration and orientation
as youL move it.

Once the final position of the marker has been determs
roll a number of dice equal to the number of attacks on
weapon's profile. So, for example, with a weapon with
Type ‘Heavy 4, Apocalyptic Barrage', you would roll fous
dice. Note that this is an exception to the normal rules
where you would place and scatter a separate blast ma:
for cach shot.

Each dice roll corresponds to, or ‘strikes’, a different
on the marker. For example, a roll of 2 indicates circle
number 2. Resolve each strike independently, as if it w
separate Barrage attack.

Designer’s Note: Veteran players may still have the origimet
ersion of the apocalyptic barrage marker — essentially a sel of 8
circles set in a fourleaf clover shape. This version can'l be 158
into different shapes, but nonetheless follows the exact same

the adfustable version of the marker,

template s ronfig

you movicil. One

posituon is detern
can work out whess

strthes land, follou
piides abonw




Apocalyptic Mega-blast Apocalyptic Blast  Massive Blast

s00® @

5" Inner/Large Blast 5"-10" Middle

1015 Outer

The largest Apocalypse blast marker has thyee bold rings marked on it (at 5%, 10" and 15" )y wne e
Jaind ving at 7" The bold rings are used when resolving attacks with o large blast, apocalyptic blast or
apucalyptic mege-blast marker {see bolow ), The 77 ring is used [or massive blast altaiks.

StvE Brast (7)

= blast weapons fire devastating high-yield explosive shells
Wy blasts, scattering deadly shrapnel and debris over a
v of the batilefield.

Blast weapons use the massive blast marker (see
!, but otherwise obey the rules for Blast weapons.

¥PTIC Brast (10")

ic Blast weapons five huge shells, large buists of explosive
B or collections of numerous smaller munitions. The wsulting
Sens can cover a huge area, and even a single shot fived
ek wenfions is capable of destroying large enemy units.

cshipiic Blast weapons use the apocalyptic blast marker,

YPTIC MEGA-BLAST (5"/10"/15")

piic Mega-blast weapons are amongst the lavgest weapons
&5 the armies of the 41st Millennium. Whatever is standing
e spacentre of an attack from an Apocalypic Mega-blast

15 almast totally vaporvised, and even the surrounding area
S a level of devastation that wreaks terrible damage on

ted troops.

scalypric Mega-blast weapons use the apocalyptic mega-
# marker. They obey the rules for Blast weapous, with
Sollowing exceptions.

yptic Mega-blast weapons have three Strength values
three AP values. Correspondingly, the apocalyptic

st marker is divided into three zones, one for each
gth and AP value,

“herwise obey the rules for normal-sized Blast weapons,

The Strength and AP of any hits depends on the zone
where the target model is located. The first Strength and
AP value are used for the inner zone, the second Strength
and AP value are used for the middle zone, and the third
Surength and AP value are used for the outer zone.

For example, an Orbiral Strike has a Strength of 10/8/6
and an AP value of 1/4/-. The Strength and AP valucs for
the three zones are therefore:

Zone S AP
Inner (57) 10 1
Middle (5"-10") & 4

Outer (10™15") 6 =

Always use the best Strength and AP if a model straddles
two or more zones. For example, a model pariially in the
inner zone and partially in the middle zone of an Orbital
Strike suffers a Strength 10 API hit.

If a unit has models in several zones, work out the hits
inflicted for each zone separately. Continuing our example
of an Orbital Strike, if the unlacky unit under the marker
had three models in the inner zone and five models in the
middle zone, it would suffer three Strength 10 AP1 hits,
and five Strengih 8 AP4 hits.

To determine whether a unit wounded by an Apocalyptic
Mega-blast weapon is allowed a cover save, and when
determining Wound allocation, always assume the shot

is coming [rom the centre of the apocalyptic mega-blast
marker, instead of from the firing model. Hits agairist
vehicles are always resolved against their side armour,
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The Imperium boasts the most powerful military force the
galaxy has ever seen. Indeed, the Imperial Guard alone is
the largest and most diverse body in ex \u‘uu.n‘lhvrvnllt
anly a single component in the Imperium’s unstoppable
war machme. Alongside the countless regiments of
disciplined soldiery and tnk companies of the Iperal
Guard, super-heavy war machines of enormous scale lay
down withering salvaes of heavy ordnance even as they
crush the broken bodics of the cnemy beneath their tr

Alongside the Imperial Guard fight the Space Marines;
elite supersoldiers and the champions of Humianity, each
a genetically engineered warrior equipped with the finest
wwargear and capable of defeating many times his number
in battle. Towering above all others stride the unstoppable
Titans of the Adeptus Mechanicus, mighty God-machines
that wield firepower of such magnitude that they can level
entire cites. Yet even these colosal engines of war are
duwarfed by the batdeships of the Imperial Navy. These
starfaring warships, many miles in length, relentlessly
pound the enemics of the Impenum with murderous
bombardments from low orbit in support of their forces on
the ground. As their warships rain death from above, the
Imperial Navy's fleet of aircraft bomb and strafc the enemy
hordes from the skies

There arc other, more clandéstine, organisations secretly
ensconced within the Imperum's infrastructure; though
their work is more subtle, they are no less dedicated in their
defence of Mankind. Chief of these is the Inquisition ~ an
enigmatic council of pawerful agents and interrogators
with the authority to condemn billions to death or whole
Vorlds 1o destruction. At the behest of the Inquisition, the
deadly Killers of the Officio Assassinorum deliver silent
death 1o sever the command structure of those who would
9ppose the Emperor's might. Against the Dacmon and the
alietr the hnperium will deploy the Grey Knights or the
Deathwateh — elite Space Marines even amongst others of
theirkind, and masicrs of hunting their choscn quarry

Each wing of the Imperium's vast military organisation
18 3 formidable fighting force 1 its own right, capable
of defcating almost any foe with faith, overwhelming
fircpover, skill at arms or sheer weight of numbers

Een in an age of gatlcring darkness, where the enenes
of Mankind gather ke carrion 1 pick a iy esf

and partentous occasion for the
impeim o gather i such force as to ild ity oy
UL Yk wher e is dire, thowgl it may take oo
TR, ever vears, (0 muster such an assemblage. g1
||1|!)trilln1 strikes as one, and there 1s not a. foe l:l ;hc
iR @ withstand it Aguinst the mubers of 1.
Tmperial Guard, the mightof the Space Marines a1
VA machines of Mars, there can surcly e e

MPERIUM __

GREAT BATTLES OF THE4ISTMILLE

444.M41 The First War for Armageddon
Ihe Dacmon Primarch Angron ravages the hive worlg
Armageddon at the head of bis World Eaters Legion
a dacmonic host of Khome. The Space Wolves lead
Imperial forces in a valiant defence before Angron an
his bodyguard of twelve Bloodthirsters are banisheq
wire brotherhood of Grey Knights at the batlels ¢

745.M41 The Battle for Macragge

Hive Fleet Behemoth descends upon the Ultramg
lomeworld After a short but ternible conflict, tlie!
swarms are defeated, though the entire Ist Compa
to a man in defence of Macragge’s polar fortresse

941.M41 The Sccond War for Armageddon

A huge flect led by Grand Ork Warlord Ghazghkull i
invades Armageddon. Under the inspired leadership
Commissar Yarrick, the Imperial Guard hold the Ok
bay long enough for the Blood Angels and two others
Marine Chapters to arrive and defeat Ghazghkull's an

989.M41 Assault on New Rynn Gity B
Waaagh! Snagrod descends upon Rynn's World, hoi
the Crimson Fists Chapter. Much of the Chapter

the calamitous destruction of their fortress monasie
the Crimson Fists rally under Pedro Kantor (o rep
Orks in a cataclys

999.M41 The 13th Black Crusade

Traitor Legions under Abaddon’s command pour fra
Eyc of Terror to assail the Imperial worlds of the Cadia
Gate. In response, Logan Grimnar oversees a gathenn
Imperial might not scen since the Great Crusade

g -
& FORGING A NARRATIVE

| The datasheets on the following pages

4 marked ‘Space Marines' were primarily

written with Codex: Space Marines in

mind However, it'd be wrong if Blood.

Angels were unable ta field a Space

Manine Batle Company, for example

Therefore, it all of the consutuent parts

ofa formation feature in your armys

codex, then you can use the formation. For examplésd
Grey Kunights army wouldn’t include a Scout Gompanis
but could have a Librarius, Likewise, a Dark Angels -
force could include a Py ator Assassin Squ.’ldmll e
not a Wolfpack Flanking Force.




IMPERIAL GUARD
BANEBLADE

e Baneblade is amongst the oldest Imperial tank designs still in use. Created using Dark Age Standard Template Construct
Sehnology, his armowred giant ises many systems that are now unique to its construction. This ancient STC data is imited to only
& handful of forge worlds, and mast of the original Baneblades come from Mars itself. It is claimed that in the distant past, there were

~ whole divisions of Baneblades in the Emperor’s serviee, but today an Imperial army is fortunate to have a company of Uiree, and in
s cases only a single Baneblade will be available. Across the galaxy, theve is immense demand for the Baneblade, both for its highly
Westructive abilities and also for the morale boost that seeing such a behemoth gives to the Imperial Guard troops on the ground.

rArmour~ 525 Points
BS F S R HP Unit Type: Super-heavy vehicle
5 14 3812 9 Unit Composition: | Baneblade

oy

OPTIONS: ey G I R

* May take one of each of the following: UPGRADES:
Baneblade cannon - Hunter-killer missile s Command Tank: The vehicle is a High
® Demolisher cannon - Pintle-mounted storm bolter Command formation as well as a Super-
Twan-linked TRy e e Ml s i) heavy vehicle, and counts as an HQ choice,
Beavy I)nllm ¢ May add up to two pairs of !I(_{t‘ spcmsmls
‘ each with one lascannon and one Commissariat Crew: All friendly units
win-linked heavy bolter.......coeee.. 50 pits/pair chosen from Cordex: Iniperial Guard within
* May take one of the following upgrades: 12" of the yehicle have a Leadership value
- Commissariat Crews o it saineiee: 49 P of 10.
=Eammand Tanlk s e el TLlE s 200) pls

Type
Primary Weapon 1,
Apocalypiic Biast
< Heaw 20 51
Oldnancc 15 Lalge Bl.{at




IMPERIAL GUARD
BANEHAMMER

The Banehammer evolved to counler swift-moving assault formations that could reach Imperial defence lines before their bombare
have had time to take their toll. The Banehammer’s tremor cannon fives massive shells that are fused to explade only after they haves
buied themselves into the ground. The resulting detonation is lethal to troops on the surface above, and the buckling, heaving
shockawaves that ripple outward from the impact point can be deadly in their own right. Banehammers have proven particularly &8
it the batile against Hive Fleel Leviathan. The larger Tyranid bio-monstrosilies are noforiously vesilient to a wide range of heay
weaponry, but a well placed tremor cannon shell can blast open their vulnerable underbellies with ease.

FArmour- 410 Points
BS F § R HP Unit Type: Super-heavy vehicle
e UG G 6 Unit Composition: | Banehammes

- WARGEAR: TRANSPORT: OPTIONS: ;
* Tremor cannon Transport Capacity: 25 models * May take one of each of the followins
e Twin-linked Fire Points: 10 models may fire from the - Hunter-killer missilei. ... oo
. heavy bolter Banchammer’s troop bay. - Pintle-mounted storm bolter or
Searchlight Access Points: Banehammers have one Access heavy stubber .. -
Smoke launchers Point at the rear May add up to two pairs of side sponss
: each with one lascannon and one
Range : Type twin-linked heavy bolter.....
Tremor cannon 60" Primary Weapon 1, May replace any of its sponsons’
e Earthshock, Massive Blast mwin-linked heavy bolters with
feavy b twin-linked heavy flamers .............

1 sshoek: All models under the tremor cannon’s massive
marker that were not removed from play as a result of that
ting attack must take a Dangerous Terrain test once the hit has

resolved.




IMPERIAL GUARD
. BANESWORD

W Sanesword is an adaptation of the venerated Shadowsword design, exchanging the Titan-killing cannon aof its predecessor for

W Sesress-pounding fury of a quake cannon. The resulling combination of devastaiing siege gun and nigh-impenetrable armour
W smsdered by many to be the last word in Imperial siegecraft. Indeed, Imperial combat dactrine holds an honowred Place for the
Wesesord, and any commander would gladly exchange a Banesword for any two squadrons of battle tanks. It is traditional to only
e & Banesword after it has proven itself in battle, often incorporaling a veference to a spectacular kill. Of course, a blast from a
WS cannon rarely leaves evidence for positive identification, so a certain amount of arlistic licence is applied in most cases.

rArmour 430 Points
BS F S R HP Unit Type: Super-heavy vehicle
e U B Unit Composition: | Banesword

OPTIONS:
cannon * May take one of each of the following: UPGRADES:
2 mked - Hunterkiller missile ... eessoonsnns 10 pts Command Tank: The vehicle is a High
=~ bolicr - Pintle-mounted storm bolter or Command formation as well as a Super-
chlight heavy smbber...”.........,.,.........,.........“.,.,....5,‘4!» heavy vehicle, and counts as an HQ choice.
launchers * May add up to two pairs of side sponsons,
cach with one lascannon and one Commissariat Crew: All friendly units
twin-linked heavy bolter................... 30 pis/pair chosen from Codex: fmperial Guard within
* May replace any of its sponsons’ 12" of the vehicle have a Leadership value
twin-linked heavy bolters with of 10.
twin-linked heavy flamers ................. e free
* May take one of the following upgrades:
- Commissariat Crew. w4 pis
- Command Tank...... : 200 pts

S5 AP  Type

cannon 24-180" 3 Primary Weapon 1,




IMPERIAL GUARD
CATACHAN AMBUSH PATROL

Lo——

s deploy far ah of the
A well-planne

o down

“Tergr- L

B
g‘
£
 §

SPECIAL RULES:
Infiltrate. Move Through Cover, Outflank.

Camouflage: All units in the formation have the Shra
special rule untl they hrough open ground, s
take partin an assault. Note that it is likely that so |
will lose the Shrouded special rule while others stii’:.q

Traps: Enemy models that m
when making a charge mo
formation must take Dangerous Te




MPERIAL GUARD
WDOOMHAMMER =

§The thousand-year Siege of Ordana saw a new super-heavy tank design pressed into Imperial service the Doomhammer. A
Dhomhammer’'s magma connon is closely modelled on the volcano cannon employed by the famons Shadowsword design. While it has a
seduced range when compared to its larger cousin, the magma cannion is stitl able to marshal a Titan-killing blast of epic proportions.

S+ the same Limé, the interior space saved due lo the smaller number of capacitors accords the Doomhammer a modest transport capacity
\end thus a more flexible battlefield role. This combindtion was to prove its worth many times over in the Siege of Ordana, wher: (he
wembined actions of lwo score Doomhammers finally tipped the balance, and in many war zones Since.

420 Points
BS F S R HP Unit Type: Super-heavy vehicle

314 15: 12 9 Unit Cnmposh.ion:] Doomhammer

TRANSPORT: OPTIONS:
Transport Capacity: 25 models. s May take one of each of the following:
Fire Points: 10 models may fire from the - Hunter-killer missile
Doomhammer’s troop bay. - Pintle-mounted storm bolter or
; Access Points: Doomhammers have one Access heavy STUDBCE cuuisirerem oo ot s
| Smoke launchers Point at the rear.  May add up to two pairs of side sponsons,
each with one lascannon and one
Range ) AP  Type twin-linked heavy bolter.....
Mesma cannon 60" Primary Weapon 1, » May replace any of its sponsons
Large Blast win-inked heavy bolters with
C O Jleavwy 3 e rwin-linked heavy lamers ...
Assault 1




; IPERIAL G’UAD )
EMPEROR'S FIST

Tank CoMPANY.

Afg-;‘-ia —_—

There comes @ tine in every campaign when the enemy must b
Imperial Guard. For such battles, all the a
into the enemy; the Emperor’s Fist’ formation, consisting of I

s

5 Leman Russ squadrons

FORMATION RESTRICTIONS

8 The Formation Leader vehicle is a single Leman Russ (of

any type), and each of the Leman Russ squadrons must
have 8 Leman Russ (of any type) each.

vailable forces are mus

_

+ crushed beneath the steel treads and merciless eannonades of the
tered at Lheir greatest strength. A phalanx of tanks leads the charge
eman Russ battle tanks, is the ideal hammer in the forge of war.

SPECIAL RULES:

Armoured Spearheads: Each Leman Russ squadron is 3
separate Armoured Spearhead (pg 60}, and as such, wall |
have its own Command Vehicle. )

Formation Leader: The Formation Leader has BS4. AmeS
vehicle from the formation within 12" of the Formation
Leader also has B54.

Steel Phalanx: If three or more vehicles from an "Emps
Fist' Tank Company Tank Shock or Ram the same enes :
unit in the same phase, then roll once on the Thundes
table (pg 67) immediately belore taking the Morale &
for the unit being tank shocked, or immediately befoss
rolling for armour penetration when ramming. All the
vehicles in the formation using this ability must be

into position to carry out the Tank Shock or Ram b

roll on the Thunderblitz table is made, The forna

only roll on the Thunderbliz table once each turn.




: IMPERIA’L SUASD :
EMPEROR'S TALONS
ReEcoN ComPANY

5 Tulons” recon company

ed with ha

1 Scout Sentinel
(Formation Leader)

Sentinel squadrons
in any combination

seteran. Such recon companies are
¢ the my carefully, pic th
arget with ruthless eff

SPECIAL RULES:
Outflank.

Dedicated Hunters: When an ‘Emperor’s Talons’ Recon
Company is deployed or enters play, pick one enemy unit.
All models in this formation have the Preferred Enemy
special rule against that unit.

Stealth Formation Leader: The Formation Le

and the Stealth special rule. Any vehic
formation within 12" of the Formation Leader alsc
and the Stealth specal rule,




: IMPERIAL GUARD :
EMPEROR'S WRATH'
~ ARTILLERY COMPANY

; _‘:__{—".
When the Imperial Guard goes to war, it is freceded by the thunderous barrage of heavy artillery. The battleground is churned s

smioking, craterstrewn ruin, amidst which the enemy can find no sheller from the fire and shragmel of the pounding ovdnanc S
bombardments might last hours, days or even weeks, and few défences can withstand the sheer destruction that s unleashed.

SPECIAL RULES:
Pounding Barrage: If all of the squadrons in an
Wrath” artillery company are within 6" of the fors
Chimera Armoured Transport in the Shooting g
the entire company may coordinate its fire into =
Barrage. If this option is used, the vehicles in the

3 Ordnance Battery squadrons may not make any other shooting attacks that ms

The Pounding Barrage is a shooting attack with &
e following profile. The attack is assumed to have S

FORMATION RESTRICTIONS. § by the Chimera Armoured Transport for the pu

The Ordnance Battery squadrons must have 3 Basilisks line of sight, range, and so on.
and/or Colossus each, in any combination.
Range S AP Type

Pounding Barrage 247-240" 9 3 - Ordnane

Apocahpas
Ignores

Pinning, B9

Pummel: X is equal to the number of Basilisks e
Colossus firing. e i




IMPERIAL GUARD
 HELLHAMMER

e 5

- W% Helthammer is built around the same STC chassis as the Banzblade, but optimised for war in the city sireets of the I mperium,
S srmament favours shorter-range firspower; allowing the Hellhammer to move forward in support of infantry in urban areas and
W dense terrain. The distinctive feature of the Hellhammer is its much shorter main cannon. This is equipiped with heainy-gauge
Ssawessors, allowing it o fire extremely high calibre shells without breaking itself apart with the vecoil. These shells have an unstable

- Sstomic charge at their core, enabling them lo smash apart enemy vehicles, heavily armoured troaps and Sortifications with each shot.

SR fearsome main weapon is backed up by sponson-mounted heavy flamers to clear the rubble of any survivors.

540 Points
Unit Type: Super-hecavy vehicle
Unit Composition: | Hellhammer

;—Armnw*-‘,
BS F S R HP
3 14 13 12 9

OPTIONS:
* May take one of each of the following:
stamapdilievnistle. ool N TE T
- Pintle-mounted storm bolter or heavy stubber..
* May add up to two pairs of side sponsons, each with one lascannon and
onetwinlinked heavy bolter i o i sttt ons venssnnnnnnnn 30 pits/paiv

* May replace any of its sponsons’ twin-linked heavy bolters with twin-linked heavy flamers........... fiee

Type
Primary Wcapon 1; ]glmrcs Cover, Massive Blast
) = L

EEEE

_[.arge: Blast




: IMPERIAL GUARD
IMPERIAL SHIELD
INFANTRY COMPANY

e e ——————

frr the most numerol ment in an ial Guard army ¢

1 into battle by a seasoned officer The vast
d, allowing it to car

SPECIAL RULES:
Endless Ranks: During each scheduled bie:
! I Company Command 5 b an ‘Tmperial Shield’ Infantry Company that have at leass
model remaining have D of th waltics they have S8
: replaced (roll once for all alfected units: 0 unit may o8
! 3+ Infantry Platoons : ased beyond its starting strength in this ma Nt
ment models within unit coherency
{he unit, and more than 1" away §
any other models, Any models that cannet be plac i
of these restrictions remain casualties, though they
replaced in a furure break. :




IMPERIAL GUARD
‘IMPERIAL SWORD'
HEAVY WEAPONS COMPANY

Guard are able to deal a hammer bl
ily capable of scything dow

lating the well-armon tank conuo

SPECIAL RULES:
Target Designation: Once per Shooting phase, the

! I Company Command Squad owning player may nominate up to three enemy uniis
within line of sight of a single model in the Compan:

Command squad. All weapons from the Heavy Weapons
‘ 10+ Heavy Weapon Squads Company that are fired at one of these nominated units
that phase have the Twin-linked special rule.

FORMA N RESTRICTIONS
None,




IMPERIAL GUARD ,
LorD CASTELLAN'S
UPREME COMMAND

- = i)
it

Ursarkar Creed's Supreme Command comprises the most senior ranking members of the Cadian Impenial Guard. He also gathers
maost trusted advisors, able to lend advice as the battle unfolds. From their bastion in the midst of the war zone, the Supreme Com
can adapi to the unfolding events on the ground, devising new counter-strategies and laclics to deal with the foe.

Laadi

2 SPECIAL RULES: :
Lord Castellan Creed, %' The Lord Castellan’s Command Centre: The Impesiz
Colour Sergeant Jarran Eell and ¢ DBastion is the Lord Castellan’s command cetitre. Whe
Company Command Squad 4  Lord Castellan Creed is embarked in the commaned e
¥ his unit receives the following benefits; i
1 Imperial Bastion
- Creed can issue his orders to friendly Tmperial Gass
Eim e units anywhere on the table, rather than being ress
FORMATION RESTRICTIONS to the usual distance.
The Company Command Squad must include at least - The Master of Ordnance may make D3+1 sepa
two Bodyguards, one Astropath, one Master of Ordnance, artillery bombardments when he shoots, rather
and ane Officer of the Fleet. : - The formation receives two additional Strategi
each hreak, rather than on]y"éﬁé. '

&




IMPERIAL GUARD

SANCTIONED PSYKER
_ BarTiE ELITE

e

Wl M

n

ke Battle Squads are usually made up of psykers that have yet to complete their training. However, sometimes more experience is
- weeded, and a Primaris Psyker will be ovdered to combine his power with that of a group of Sanctioned Psykers. The fusion of their
Svchic might allows them to unleash devastatingly effective attacks, and can even alter the Jabric of time itself.

R

TemPORAL DISTORT WARP CHARGE 3

k 4 + Sanctioned Psykers A Sanctioned Psyker Battle Elite can combine their powers to create a disturbance in the
— | fabric of space, causing repetitions and negations of the lime stream.

FORMATION RESTRICTIONS |
None. | | lemporal Distortis a blessing or malediction depending on the target, The power

| must be manifested at the start of the Sanctioned Psvker Battle Elite’s turmn.
| Nominate a unit within 36" of a model from the Psychic Choir, If it is an ETEmy
| unit, that unit may not charge in its next turn, If it is a friendly unit, that unit

‘ adds 6 to its Run moves (usually D6+6") and adds +2D6 to its charge distance

(usually 4D6") until the start of the manifesting unit’s next turn,

I Primaris Psyker




IMPERIAL GUARD
~ SHADOWSWORD _

w——

The Shadowsword mounis the largest and most powerful primary weapon in the arsenals of Mankind — the dreaded volcano cannes
largest war engines with a single shol. Nothing short of the most pawerful energy shields can
canrion — wo amount of armour or cover can offer protection from at. Throughout the history
proven to be the natural enemy of Titans of all classes and sizes. The Shadowsuword lies &5

This awesome weapon can cripple the
hape to stop a divect hil from a volcano «
of the Imperiwm, Shadowsword tanks have

LT

iy € wa b

Wiy

wmbush, awaiting a larget worthy of its immense firepotwer. Only onee such a creation has revealed itself does the tank fire its largeles
guided volcano cannon, delivering the killing blow with a single precise shot aimed al one of the behemoth’s weak points.

BS F § R HP
31413 12 9

455 Points
Unit Type; Super-heavy vehicle
Unit Composition: 1 Shadowswors

OPTIONS:
» May take one of cach of the following:
- Hunterkiller missile......c...co. e 10 pts
- Pintle-mounted storm bolter or
heavy T o it el e e e W
May add up to two pairs of side sponsons,
each with one lascannon and one
twin-linked heavy bolter.
e May replace any of its sponsons’
twin-linked heavy bolters with
win-linked heavy tlamers ..o [ree

Type

Primary Weapon 1,
 Large Blast
‘Heaw 3

Assault 1

Heaw 1 =

~ WARGEAR:
s Voleano cunnon
‘» Secarchlight
*» Smoke launchers

.50 pts/ pair

Range
1207

- Volcano cannon

Heary

e
Heavy flamer

Teleatt:
AR

* May take an additional twin-linked
heavy bolter or heavy flamer ...

e May replace two of the lascannons on &
sponsons with targeters (+1 BS) ..

* May take one of the following upgrades =
- Commissariat Crew. o
=Commant Tank s tRla s o

psmarie AP -8y R
UPGRADES:

© Command Tank: The vehicle is a Tigs
Command formation as well as a Supes
heavy vehicle, and connts as an HO €8

Commissariat Crew: All friendly unis
chosen from Codex: Imfierial Guard wisss
12" of the vehiclé have a Leadership w8
ol 10, & -




‘IMPERIAL GUA
STEEL FURY
BANEBLADE COMPANY

al army has none available itself. Under
Imprerium advises that all available supe : y o that thetr firepower may be
set. When under altack from multiple Baneblac i ituedly fall.

o

w

SPECIAL RULES:
Combined Fire: If this
Pattern, add a speci Combined Fire bonus 1o each rall

5 Baneblades ¥ on the Vehicle Damage Table caused by 4 model in the
spearhead. The Combined Fire honus is equal to the
number of Baneblades in the spearhead that have fired their
Baneblade cannons at that target that turn. :

FORMATION RESTRICTIONS The Ground Shakes: If this formation is in Broadsword
None. Attack Pattern, then any unit anempling to oe mgﬂcl
: from the spearhead must first take a Morale cheek, witl
T — _._.__.___,_‘@‘m(:um* maodifier for cach Baneblade in the spearhead.




;ERIAL CUARD B
- STORMLORD

The Stormlord’s primary combat vole is that of close support to infantry assault waves. As a result, Stormlord tanks are @ vare sighe 8
most Imperial armies. Super-heavy lanks are all but irveplaceable, and only the boldest and most confident commanders are prepars
Jeopardise their careers (and their lives) by plunging such a valuable war machine into the jaws of the enemy. Even so, the Stormioss
devastating frrepower and vast transport capacity makes it highly sought after by the more mobile Imperial Guard regiments, such &
those raised on Catachan and Tallarn. Not only can the Siormiovd’s embarked Imperial Guard squads traverse the baltlefield in
safety, they can also defend the Stormlord against waves of tank-hunting enemy infantry.

480 Points
BS F S R HP Unit Type: Super-heavy vehicle
o 131 9 Unit Composition: 1 Stormlord

"WARGEAR: TRANSPORT: OPTIONS:
- * Vulcan mega-bolter Transport Capacity: 40 models. * May take one of each of the following:
o Twinlinked Fire Points: 20 models may fire from the - Hunter-killer missile ..o iinssessisin
" heavy bolter Stormlord’s troop bay. - Pintle-mounted storm baolter or
Two heavy stubbers Access Points: The Stormlord is treated as héagrsrabbera.. Lol i e
Open-topped for embarking and disembarking May add up to two pairs of side
purposes. The +1 damage modifier for Open- sponsons, each with one lascannon
topped vehicles does not apply to a Stormlord. and one twin-linked heavy bolter
May replace any of its sponsons’
twin-linked heavy bolters with :
twin-linked heavy flamers v o

R T R —

SPECIAL RULES:

All Power to Weapons!: If the Stormlord do
move, it may fire its Vulcan mega-bolter tw
the following Shooting phase (at the same &
or at different ones). A #




IMPERIAL GUARD
~ STORMSWORD _

The Stormsword was originally a field conversion of the Shadowsword, using @ salvaged chassis with a new weapon replacing the
welcano cannon. Christened the Stormsword by troops, this super-heauy tank carries a large Stoymsword siege cannon. Used for street
Bhting and siege warfare, the tank excels al close quarters. The main gun fires huge rocketpropeiled shells with enough explosive potver
W flatten a building in a single shot. In addition to its primary weapon, the Stormsword s also formidably equipped with secondary
swapons for combat in the close confines of city streels.

= rArmour— 485 Points
STORMSWORD BS F S RHP Unit Type: Super-heavy vehicle

314 13512 9 Unit Composition: | Stormsword

e

FARGEAR: OPTIONS:
Stormsword siege » May take one of cach of the following;:
- gannon - Hunter-killer missile ...
Jwindinked - Pintle-mounted storm bolter or heavy stubber...
‘Beavy bolter » May add up to two pairs of side sponsons, each with one lascannon
wchlight and one twin-linked heavy flamer ..
oke launchers s May replace any of its sponsons’ wwindinked heavy flamers with twin-linked heavy bolters
* May be upgraded to be a Command Tank.....

Range S AP Type B s L =
wormsword siege UPGRADES:
‘cannon 36" Primary Weapon 1, Command Tank: The vehicle is a High
s Apocalyptic Blast Command formation as well as 4 Super-
heavy vehicle, and counts as an HQ choice




SPACE MARINES
SPACE MARINE COMPANY

& s

Space Marine Companies are deployed to meet full-scale threats thal the Imperial Guard cannot counter. They are transport
Cruisers, which remain in orbil to support the attack. Most Space Marine Chapters are made wp of len companies, the bulk
are Battle Companies and Reserve Compianies. Each company is led from the front by one of the most able commanders the {
fueld, and will achieve its mission no matter the odds, holding its objective against every counter-atlack if necessary. A Spag
Company can defeal an enemy army ten times ils size, bring a vebellious world back under the heel of the Imperium, or besie
alien city. Such is the breadth of their skill thal there is little in the field of war they cannot achieve.

1 Command Squad

3 Dreadnonghts
‘E 1 Chaplain ! (any type and in any

combination)

10 Spuce
Marine squads

— e
FORMATION RESTRICTIONS

¢ The formation can represent either a Batde Company or a Reserve Company. A Batle Company must have six Tactical §

Assault Squads and two Devastator Squads. A Reserve Company must have 10 Squads of the same type (i.e. all Tactical 4

or all Devastator). All Space Marine squads must have 10 models. The Command Squad must include the Company S




S - o
e i e 0

“They shall be my finest warriors, these men who give of themselves to me. Like clay | shﬁl mculd

them and in the furnace of war forge them. They will be of iron will and steely muscle. In great armour
shall I clad them and with the mightiest guns will they be armed. They will be untouched by plaguc or
discase, no sickness shall blight them. They will have tactics, strategics and machines so that no foe can best
them in battle. They arc my bulwark against the Terror. They are the Defenders of Humanity.
They are my Space Marines and they shall know no fear.”

- THE EMPEROR OF MANKIND

: 3 forn e g ¥~ BT
: B ioratiacl ; As they are Space Marine Captains (or of equivalent rank),
= : 7 Ahe following special characters can be selected in place of
e R L the formation’s Caplain as part of a Space Marine Company:
omra e s Ifan e e Jar chargi B S : O e S E
- against a unit from the formation, then any unengaged non- (.,apfmn .S‘:r:anu.e.(:S".fmdem;uf.!ﬂ:i hm;kﬂ‘ l;;dké.“ }.Ie e
S hicle units from this formation within 12" of the charging I_\orsm_m Siion, Captpu iy Mot thais F.mm L Hr‘(
BRts ti get.can choose to fire Overwatch, as if they \\‘(ﬂ"c 5 formation must belang to the same Chapter of Space Marines.
also targets of the charge (though they can siill only fire
Overwaich once per phase).

e and Control: All units in the formation within 12" of a
egic Objective have the Stubborn special rule.

irike El;Biser: The player with this formation has an
gitional Orbital Strike Strategic Asscl.




 SPACEMARINES
1sT COMPANY VETERANS

e R,

Even the youngesi and most inexperienced battle-brothers ave heroes of the Imperivm, strong of arm and frure of pupose. Yel, amongse
thas elite of the elite, theve are those so mighty as to leave the rest of the Chapter in the shade. These are the battle-brothers of the Ist
Company, the blood-steeped veterans of the Chapter and the pinnacle of Mankind's martial prowess. All veterans are lrained in the
fprotocols of teleportation — the Chupler flagship’s powerful ransporter array can leleport the entive company o the battlefield in the
space of a heartbeat, guided with pinpoini precision by the beacons bl into ihe company's suits of Terminalor armour: Yet, it is thes
cumulative experience in the arts of war that is their most potent weapon. Have pity for any whe stand in their way.

LW

ekl ATA R

iy SPECIAL RULES:
g 10 units, in any L), Counter-attack, Deep Strike, Fear, Preferred Enemy.

Captain or z combination, chosen from |
- Captain Lysander the following: Comrades-in-Arms: If an enemy unit declares a charge
against a unit from the Ist Company, then any unengass
‘z 1 Chaplain 3 Terminator Squad non-vehicle units from this formation within 12" of the
charging unit’s target can choose to fire Overwatch, & =&

1 Command Squad m Terminator Assault Squad they were also targets of the charge (though they can 8

E only fire Overwatch once per phase).

3 Venerable ! Vanguard Veteran Squad
g Dreadnoughts Seize and Control: All units from the formation within &
5& Sternguard Veteran Squad & of a Strategic Objective have the Stubborn special mule

~rmer Strike Cruiser: The player with this formation has an
FORMATION RESTRICTIONS additional Orbital Strike Strategic Assel.
The formation must contain 100 models chosen from
Terminator, Terminator Assault, Sternguard Veteran
i and/or Vanguard Veteran Squads. The Command Squad
must include the Company Standard. If Lysander is the
Captain of the formaltion, the rest of the formation must
be Imperial Fists as well,




“SPACE MARI@ES—J
_ LiBRARIUS _

-
2 E -
A Space Marine Chapler includes only a handful of Librarians. Because of tliis, it is rare indeed for two or more Librarians to lake part
i the same battle, and only the most dive peril will require the presence of enough Librarians lo form a Psychic Ghoir, Such a formation
is called a Librarius, and it is able lo annihilate a portion of reality with a monstrous attack known as the Force Vortex. By combining
their mental powers, the Librarians are capable of crealing a maelstrom of destructive psychic energy that will destroy anylhing it
touches. Such an attack is never undertaken lightly, for should the Librarius lose control of the Force Vorlex, it has the frower to ravage

an entire world.

*h Space Marine Libranians or
5 Space Wolves Rune Priests.

Warp CHARGE 4
¥ The Librarius creates a globe of coruscaling psychic energy that tears aparl the molecular
| bonds of anything it touches.

FORMATION RESTRICTIONS
None. f Foice Vortex is a witchfire power with the following profile:

Range 5 AP Type
24" D 1 Heavy 1, Large Blast, Vortex

The following special character Psykers can
be selected in place of one of the formation’s | The manifesting unit may remove the Force Vortex before it moves in
3 Librarians or Rune Priests: Chief | subsequent turns, as long as the manifesting unit still includes at least one
- Librarian Tigurius, Mephiston, Fzehiel or . model. If the Foree Vortex is not removed, then it will scatter, as described in
Njal Stormealler. Hovever, all units in the the Vortex rules (pg 73). If a double is rolled when scattering the Force Vortex,
« then the marker is removed, but is assumed to have burrowed into the planet's
g surface, The Seismic Explosion rules are used for the rest of the game (pg 40).

Pl a0y




: . : _ .-:.9
SPACE MARINES
MASTERS OF THE CHAPTER

“%E-N = -Hnmm'sﬁ" !

Dwring normal operations, the highest vanking officers of a Space Mavine Chapter will be widely dispersed. However, when the might
the Chapler is draum up in a single confrontation, the headquarters staff will fight together. The title of a Space Marine Master van
from Chapter to Chapter. Only the strictest of Chapters use the sanctionsd titles — others use ranks and honours drawn from o hist
spanning thousands of years. The Blood Angels 3rd Company commander, for example, is titled ‘Master of Sacrifice” whilst the W
Scars communder vesponsible for recruits is known as ‘Father of Scars”. Despile the variations in nomenclature, there is little divergs
in vesponsibility — they must coovdinate the destruction of the enemy by any means necessary.

SPECIAL RULES:
i Chapter Assets: A Masters of the Chapter formation
“hapter Master §  may select three additional Strategic Assets in their B
¢ scheduled break rather than only one.

’i 0-1 Honour Guard Squad Their Finest Hours: If the Chapter Master uses the Fanes
Hour or Sons of the Primarch special rules (pg 26-200° 3

Capiains in the formation receive a 3+ invulnerable &
410 Captains 8 until the start of their next turn,
X i " 2 i hecial ¢ d i il 1 fl
FORMATION RESTRICTIONS The fnl:l’au‘mlg special characlers may be selected {n place of
; ! formation’s Chapter Masler: Marneus Calgar, Commanss
Dante, Azrael, High Marshal Helbrecht, Chapter Master
Gabriel Seth, Pedr Kanlon

All units in this formation must belong to the same
Chapter of Space Marines.

As they are Space Marine Captains (or of equivalent rast

5 / *oqs he following special characters can be selecled in place of
A good celebrates a hero’s life; | ; G : '
i A 8 dtlt;\ be " onie of the formation’s Caplains: Caplain Sicarius, Shadss

e : ‘ Captain Shrike, Semmael, Vulkan Te'stan, Captain Ly
ath merely ends a w one. en : 2
bid dc ﬂl Cl}! asted Kov'sarro Khan, Belial, Caplain Tycho.




SPACE MARINES

ki

~ PREDATOR

~ ASSASSIN SQUADRON

e

3 _%A

When the Space Marines mass for way, the leaders of each stvike force often assemble squadrons of tanks that bear the oplimuwm weapons
configuration for the destruction of a preovdained target. Predator Assassin Squadrons are tasked with the destruction of a single enemy
unit above all others. A Predator crawman would vather die than see his allotted quarry escape his tank's wrath.

‘ 3-5 Predators

FORMATION RESTRICTIONS
None.

. must simply trust in the rightcousness of
. mustsimply

. the Emperor's Command!’

SPECIAL RULES:

Killshot: 1f a Predator trom this formation is equipped with
two lascannons and a twin-linked lascannon, and all three aof
its lascannons hit the Assassin Squadron’s nominated target
(see below) in the same Shooting phase, you may either
choose to resolve those hits as normal, or resolve those hits
as a single ‘killshot’ that has Strength D and AP2.

Target Acquired: Each Assassin Squadron must nominate

a single enemy unit after deplovment. The Predators in

the Assassin Squadron may not fire at any other target

until the nominated target is destroyed. If a Predator in

this formation is within 6" ol another Predator in the same
formation when it makes a shooting atack at the nominated
target, it may re-roll failed To ITit rolls that mirn. :




SPACE MARINES
Scout CoMPANY

e T —— e e :

=

nfiltration and

mies artd rotaied)

SPECIAL RULES:
Disruption Attac

Adl buildings in the deployment
ide have been fortified, incres

e 10 mod W
Command Squad, ¥ Lead By Example: The Captain of a Scout Cornparns |
Infiltrate, Move Through Cover, and Scout special »




SPACE MARINES
IMPERIAL FISTS —
TITANHAMMER SQUAD

¥, )
The Imperial Fists often fuce vasl enemy war machines when besieging the fortifications of their foes. The famed Captain Lysander
seoneered the Titanhammer Squad specifically to counter this deadly t 3 e formations teleport directly 1o the coordinates of the
war engines, weakening their target with a vortex grenade before felling it with thewr thunder hammers.

SPECIAL RULES:
Targeted Teleportation: All units in a Tilanhammer Squad
Captain Lysander | begin the game in Strategic Reserve. When they become
ailable, they must deploy by Deep Strike. Any that chuese
loy within 12" of an enemy Super-heavy vehicle S
3+ Terminator Assault Squads {except Super-heavy Flyers), Gargantan Creature or
Grounded Flying Gargantuan Creature will not scatter. -

FORMATION RESTRICTIONS Vortex Grenade Strike: Caprain L
All Terminators must have thunder hammers Grenade Strategic Asset. This is in-a
storm shields. allocation of Strategic Asscts available to the ow i
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SPACE MARINES

" THUNDERHAWK GUNSHIP
= ety

Perhaps more than any other single vehicle, the Thunderhawk is the lynehpin of a Space Marime Chapter, combining the oles of @

drop ship, heavy gunship and strike bomber. Each Thunderhauwk carries a fearsome array of weaponry, capuble of engaging enemy
intercepiors and strafing ground threats, whilst its dorsal movunted gun reduces armowred targets o smoking wreckage. With enenty
Jorces reeling, the Thunderhawk louches down to deplay ils cargo of Space Marines straight into baitle.

685 Points

Unit Composition: | Thunde rhawk Gu

rArmour
BS F S R HP

. THUNDERHAWK

Unit Type: Superheavy Flyer (Hover, Trs

GUNSHIP 4 12 12 10 9

® Thunderhawk cannon

® Four twin-inked heavy bolters
* Six hellstrike missiles

‘s Two lascannons

‘& Ceramite plating

_ Ceramite Plating: Melia weapons do not gain
i _Qié extra D6 armopur penetation when shooting
at a Thunderhawk Gunship.

TRANSPORT:
Transport Capacity: 30 models.
A Thunderhawk Guiiship can also transport
}u_mp Infantry and Bikes.
Fire Points: None.
Access Points: A Thunderhawk Gunship
yne Aceess Point on each side and one at

SPECIAL RULES:

Assault Vehicle,
Power of the
Machine Spirit.

OPTIONS:

¢ May replace Thunderhawk cannon witha
mrho-luser destriuctor.. .o, 4

» May replace all six hellstrike missiles wish
six Thunderhawk cluster bombs ...

Range Type

Thunderhawk
cannon
Turbo-luser
destructor
Teavy bolier

- Hellsirike missile
Lascannon

Thunderhawk

 cluster bom

Primary Weapon L
Massive Blast

Primary Weapon 1.

“Ordnance 1, Onie e
H_g'avy 1

Gos

Bomb: The rules for Bombing Runs are found in the
Warhammer 40,000 rulebook,




BLOOD ANGELS
THE BLack RAGE

p— e R

In times of divest need, when the very survival of the Chapter rests on a bloody conflict, a disproportionate number af the Blood Angels'
Batile-trothers have been known to succwmb to the Black Rage. On such desperate occasions, Astovath the Grim and Chaplain Lemartes
will gather these accursed warriors together and lead them {o battle. The Death Company are likened ta a storm of violence; each envaged
warnior throws himself into the fray without pause, intent on learing his foes apart. The spilling of blood drives them deeper into &
Jrenzied state of madness, as they become locked n @ hallucinogenic vision of the final confrontation between Sanguiniis and the
traitay, Hovus, Against such a tide of unbridled fury, who can survive?

SPECIAL RULES:

Rising Fury: When models from this formation charge, their
3+ Death Company Charge Bonus is equal to the turn number (to a minimuom
squads (1 squad must of 2). For instance, if a unit of Death Company from the
include Lemartes, Black Rage formartion charges an enemy unit on turn three,

1+ Chaplains Guardian of the Lost) each model in the unit has +3 Attacks as a Charge Bonus
instead of +1, in addidon to any other bonuses.

Tycho Dreadnoughts

0-1 Death Company ﬂ 24 Death Company

“E=
FORMATION RESTRICTIONS s
If you wish to represent Captain Tycho's strike force after he Imperivm founded. in their remembrance d
succumbed to the Black Rage on Armageddon, include ;
him in this Batile Formation. \ honour aurs;]v-ts.'

All hail the n}aﬂyrs! On their blood is our

=l e




BL'CD ANCﬁLS'
LUCIFER
ARMOURED TASK FORCE

o oty W
4 UL
¥l RN

ey i
When C n Erasmus Tycho was tasked with hunting down Ork raiders

- ordered that the tanks
attached to his ”

nor-essential
ready for them.

SPECIAL RULES:

2 Baal Predators & First Into Battle: All Land Raiders in this formation are 54
in addition to any other rules they may have, but have ¢
less Hull Point than normal.

2 Predators
Rapid Reaction Force: All units in the Lucifer Armonres
Task Force have the Scout special rule.

£ |
I
R
i

FORMATION RESTRICTIONS
None.
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BLOOD ANGE. LS
WINGS OF SANGUINIUS

Y —aR,

The Blood Angels are renowned throughout the galaxy as the most ferocious assaull troops to be found in the armies of the Imperivm.
Thie Blood Angels favour the use of jump packs, which they use with practiced precision to launch pinpoint atvbarne strikes. A Blood
Angels airborne assault is delivered with such terrible swiftness that it almost always catches ihe foe unawares. In large battles, the
Blood Angels will equip entire companies with jump packs; such forees are named Wings of Sanguintus after the Chapler’s Primarch.
The company leaps out from Thunderhawk transporters while siill high above the ground, landing en masse in the hearl of the enemy
line. When the Sanguinor joins their ranks., few enemy forces are able to withstand such a shatlering hammer blow.

& A%
AR
4 iu‘h
A

SPECIAL RULES:
£). Airborne Assault: All units in the formation have the Deep
r 1 Honour Guard Strike and Descent of Angels special rules. If the formation
or Sanguinary is held in Strategic Reserve, they can Deep Strike ar the start
Guard Squad of any tarn, even the enemy’s. S
i 1 Chaplain
Caught Unawares: All units from the formation have the

l' 10 Assault Squads Shrouded special rule on the turn they Deep Strike.
!I 0-1 The Sanguinor P —— i - =

FORMATION RESTRICTIONS ‘Bringers of Doom: Avenging Angels of Death;
All Assault Squads must have 10 models. 1 o
All models must be given jump packs. [ thcy'arc the SPIC:.M';I'&BES..
No units may have Dedicared Transports.
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SPACEWOLVES
_GreAT ComMPANY

W2 =,

The Space Wolves Chapler is divided into twelve Creat Companies, each of which is named after the Wolf Lovd that leads it. When
the full force of a Great Company fights as one, they are an unstoppable force of natire. Howling their battle-cries, they descend on the
Joe, their fierce nature and barbaric appearance disguising the ice-cold efficiency with which they wage war. The Space Wolves do not
comsider battle an enjoyable past-time or velish the spilling of blood for its own sake — rather, they see il as @ grim necessity, a duty they
must undertake if Humanity is to have any chance of surviving the dark days of the End Times.

Ragnar Blackmane or 1 Walt Guard Pack. E 1 Wolt Scouts Pack
‘B Wolf Lord

oo (-2 Thunderwolf Cavalry units f 0-3 Lone Wolves
; ‘e 1 Wolf Priest
5+ Grey Hunters Packs ‘ (-3 Swiftclaw Biker Packs
tf 1 Rune Priest

3+ Blood Claws and/or 'ﬁ 0-3 Fenrisian Wolf Packs
H 0-1 Iron Priest Skyclaw Assault Packs

3+ Dreadnoughts and/or
t 1 Wolf Guard Battle Leader 2+ Long Fangs Packs Venerable Dreadnoughts

e —— _.,,__M‘%

FORMATION RESTRICTIONS
None.
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“We may be few, and our enemies many. Yet so long as there remains one of

us still fighting. one who still rages in the name of justice and truth, thﬁn;by

the Allfather, the galaxy shall yet know hopc.' i
- RAcNAR BLACKMANE 1

e Howl of the Wolf: Once per game, at the start of the
sault phase, declare the use of this rule to confer the
Furious Charge and Fleet special rules to the Wolf Lord and
;ﬂ friendly units chosen from Codex: Space Wolves within 18"
~ of him until the end of that phase.

old Efficiency: All models in the formation may re-roll




SPACE WOLVES
BRETHREN OF THE
 GReEAT WOLF
i #

The Company of the Great Wolf is home io some of the greatest heroes of the Imperium. Logan Grimnay, Njal Stormealler, Ulrik the
Stayer, Bjorn the Fell-Handed and Arvjac Rockfist are names that strike dread into Humanily's many enemies, and give inspiration
Mankind's warreors. When all five are gathered together, the legendary sagas of the Fang are brought to life once mare.

SPECIAL RULES:
g . Banner of the Great Wolf: All friendly units chosen
Logan Grimmnar, Bjorn the £ Codex: Space Wolves within 24" of the Banner of the
= the Great Wolf Fell-Handed Wolt have the Furious Charge special rule.

Greatest Heroes of the Age: All units in the formation
Njal Stormealler I Arjac Rockfist the Fear special rule. In addition, they and all friendls

Wolves units have the Smbborn special rule.

i Ulrik the Slayer 1 1 Wolf Guard Pack Their Finest Hours: Logan Grimnar, Njal Stormealler,
the Slayer, Bjorn the Fell- Handed and Arfac Rockfist s
use the Finest Hour rules (pg 26). If they do so, they s
" & all do so on the same tuim. Any ot all of them may che
_ FORMATION RESTRICTIONS to use the Sons of the Primarch rule if they prefer (
- § The Wolf Guard pack must have 10 models. One model in e :
§ the pack must be upgraded to Arjac Rockfist, and another
must carry the Banner of the Great Wolf,




- Fenvisian Wolves

to sunftly cross hundred mifes uf framn t

effortlessly lrack down their prey. These qua
- Cavalry and Fenrisian Wolf Packs into swift moving fle
Wolfpack will move quickly around its flanks before scyl
smarling in their bloodlust as they fall upon the foe.

2+ Thunderwolf
Cavalry units

The Thunderwolf Cavalry units must have 5 models each,

The Wolf Lord or Wolf Guard Battle Leader must have a
Thunderwolf mount.

SPECIAL RULES:
Acute Senses, Hit & Run, Qutflank, Rage.

Fall Upon The Foe: All units in the formation are allowed to
charge on the tumn they arrive from Strategic Reserve

2
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DARK ANGELS
DEATHWING
REDEMPTION FORCE

ﬁimr ——— e —-——-—-————-mﬁiﬁ

B
Any target marked for destruction by the Dark Angels Chapler visks bearing the wrath of the Dealhwing Redemption Force — always
led into battle by the Master of the Deathwing, with a mandale lo destroy a larget of the highest priovity, Such formations are most
commonly ulilised against known concentrations of Fallen, making their use against other foes a mark of especial hatred.

SPECIAL RULES:
;  Hidden Agenda: The side with the Deathwing Redemsss
ﬂ Master Belial 4 Units of 8 Force receives 1 Strategic Victory Point for cach enems
Deathwing Knights '} Warlord killed by a Redempuion Force model.

6 Deathwing Storm of Wrath: Whilst al least one enemy Wurlord &
Terminator Squads " alive, cnemy models cannot make Look Out, Sir rolls
2 0 Y against Wounds caused by this [ormation, and all of &
FORMATION RESTRICTIONS : formation’s shooting and elose cc)mbat attacks have &
The entire formation must fight on foor; Rending special rule. §
no Dedicated Transports may be taken.

s ngn
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DARK ANGELS :
RAVENWING HUNTMASTERS

b

o

The Dark Angels Chapter velies heavily on the intelligence gathered by its Scout Squads and Raverwing Altack Squadrons to best

wssess the dispasition of the enemy, and to ascertain the whereabouts of the Fallen. When the C “hapter requires its Ravenwing Attack
Squa(hrm.s‘ ta operate in a more divect, even brutal fashion, the Masters will ovder them to take the vole of Huntmasters. oing 50 is
Enoumn as ’.q'mmdr}zg the hunt’, and gives the Ravenwing operating in that theatre the mandate to wage swiff, ﬁwjﬂm:,'in;_r warfeare.
When Ravenwing Huntmasters are abroad, the foe quail in feay, for the agents of their doom may come from any diveetion at any time —
the only cerlainty is thatl it will be vuthless and deadly when it finally arrives.

: SPECIAL RULES:
d Fee an s Ravenwing Attack Squadrons i The Pall of Black Death: The ranges of the Icon of Old
Caliban and Shroud of Angels special rules are doubled for
Ravenwing Darkshrouds in this formation.
1 Squad of Ravenwing 1+ Ravenwing
Black Knights Darkshroud Sound the Hunt: Once per game the Dark Angels player may
wzwatuet  ‘Sound the TTunt’. For the duration of that turn, units within
FORMATION RESTRICTIONS the formation may Turbo-boost and shoot in the same turn.
Each of the Ravenwing Attack Squadrens in this Battle
Formation must be at full strength (6 Ravenwing Bikers, a
Land Speeder and an Attack Bike).




GREY KNIGHTS 7
BROTHERS OF THE FLAME

, the Ptmﬁrrs can
erale lightly-knit

W= 0
S il | LI Sl S et S A,

ey

SPECIAL RULES:
Tide of Cleansing Flame: The formation may make an :
Castellan Crowe additional attack in each Shooting phase with the pro
Nominate Crowe or one of the Knights d‘
s the model that makes the atrack.

1
1
|
;

-

t 5 Purifier Squads
AP Type
FORMATION RESTRI 0 ; Hellstorm 2 6 Assault 1, P
i juad must .
ot split into Combat Squa Psi-flame: The Strength mcreases by 1 and the AP droy
and may not have Dedicated ’ l'dI"'P'Jl 1 for each additional unit from the fmmatmn mllun.

S NS "‘-@ﬂ?




GREY KNIGHTS
DREADKNIGHT BRETHREN

#

- Dieadknight armour was devised for those times when a sin, ey Knight must confront a Greo aemon of Chaos. The

~ Dreadknight Brethren are fielded at times of even greater pevil: when a single squad of Dreadknights must confront and defeat o horde of
daemonic creatures. Fighting in deadly unison, the Dreadknight Brethien can cut an ichor-stained swathe through a Dasmon Legion,
wnd will make even a Greater Daemon think lwice about attacking their allies directly, Bolstered by the presence of their battle-brothers,

* sach member of this titanic brotherhood becom d with a battle fury that makes ihem almost unstoppable.

B AN
Al e oY,

V=

0Oy

o}

e
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SPECIAL RULES:

Unstoppable Force: At the beginning of the game, pick
one model in the formation, That model and all other

models from the formation within 12" of it have the Shy
special rule.




emon hordr. A Neniests Dreadknight forms g
e s on sy ciminating inportant Largts .o 1[1:”//1;:”\[//‘11/”“”)' Ml
e b e dwallow itofrsecfcally el LR mm,,,
e shspuel laces the victim with @ /mrM;r'v4;;'/1\)4”:::,/{”v”’( e helone S dsqumiaﬂww
oinds strike  tange / il o v oy of i o "
4o, pushiazings fhe by with otheriise impassible aeslma i
specially trained palots, allowing then

Gyeater Dizemon cannot last long under such a barrage.

S

e

SPECIAL RULES;

Marked for Extermination: Ex

Dreadknight can fire a special

gwven below, instead of finng its weapons narmally:

A
Psychic Spoor.
# 35 Stormraven Gunships remainder of the battle. A marked unitis hit aul

by shots from the formation’s Stormeaven Gunshi
Weapons do not scatter). Additionally, marked uni
Fdemenead  the Dacmon special rule halve their Toughess an

Armour Values agamst hits from both mindstiik
and psybolt ammunition

FORMATION RESTRICTIONS
The Nemesis Dreadknight must have a heavy psycanmon
The Stormraven Gunships must haye
t







FORCES OF CHAos

3 usion oﬁmmorm] a
Fram within the Eye of Terror and other hiding places, made mianifest, eA Poten

sace Marines sally forth skill in battle 1s enough to drown entire subseciors in

¥ « treac b
{0 wage war upon the servants of the Emperor. Hidden blood. Heralded by the ponderous tread of Chaos

deep in hive worlds, in warrior lodges on feral plancts,
m:l\lqllxr.\rhng as guilds and federations on agri-worlds, their daemonic allies th nt:c[uk)nss;;lc}?nr{;iﬁbf s
and within the Adeptus Terra jtself; Chaos worshippers rebels and apostates. As one d m‘p‘.ul, e on e. the Fo
secretly plot rebellion and subversion even as they suckle Chaos slay all before them for the glory of their Dark ¢4
at the bosom of the Imperum. In the Warp, the Realm of
Chaos, dacmonic creatures stir mto life, forming flecting.
consciousnesses that gaze at the galaxy of mortals with
covetous eyes. When such malignant forces combine under
one purpose, the galaxy trembles 8l FORGING A NARRATIVE
B8 Thanks to the freedom of Apocalypse,
The largest Chaos incursions are those that take place »’ Chaos players should feel free 10 use,
during the Black Crusades of the Traitor Legions. Warbands. traitor versions of pretty much any
from across the galaxy are drawn back to their Legions 1o Imperial formation. For example,
serve their gods under one banner, while sorcerers call it's perfectly reasonable 1o see
forth the daemonic servants of their masters, sacrificing ‘ Chaos Predator Assassin Squadrons.
untold thousands to buy power from the Dark Gods:
Warbands of Renegades from the Adeptus Astartes, such as Companies of traitor Guardsmen. Just add the
the Red Corsairs, may seize the opportunity to strike back at appropriate blasphemons “,,m and the sky’s e limit.
the Imperium they have forsaken: As the incursion grows in
X pawer, hidden sympathizers and cultists will throw off their Pl Company datasheet — mpl\r exchange the Capain,
‘:P disguises. These sects declare their true allegiances, and. Chaplain and Command Squad for a Chans Lord, -
. uprismgs swaftly topple planetary governments. As world {8l Dark Apostle and a squad of Chosen respectiveli:
after vorld erupts in war and anarchy, the true servants of -
the Ruinous Powers arrive in force - anathema to Mankind




CHAOS SPACE MARINES
Cutrt oF DESTRUCTION

Is the most apocalyplic of conglicts, when the Chaos Legions are fighting particularly entrenched foes or faced with an especially
Stubborn enemy, they eall on ane of the most devastating forces in the Chaos Space Martnes arsenal — the Cult of Destruction. Brisiling
wath Warfr-powered weapons and daemonic armaments, & Cult of Destruction can level a hab-block or wipe out an éntive vegiment of
snfantry in the time it takes a platoon of Guardsmen (o deploy. A Cull of Destruction is nothing if not single-minded. Acting as one, the
sheessine and murderous Obliteralors and Mutilators that form its ranks painstakingly destroy every available larget u ntil the battlefield
% weduiced to @ smouldering wasteland, every building reduced to rubble and every living crealure slain.

SPECIAL RULES:
1+ Obliterator units 47 Engines of Destruction: Six or more Obliterators in the
; formation can combine their shooting attacks into a single
attack using one of the profiles below. All of the Obliterators
1+ Mutilator units that participate must be in range and have line of sight 1o
the target.

E—
Range Type

FORMATION RESTRICTIONS ! Las-destructor 48" Heaw |
Each unit must consist of three models. iy . Hellflame Hellstorm 53, &s,ga),).ltl
A L O Shellstorm 48" Assault L,
: Apocalyptic Blast

Orgy of Devastation: Mulilators in the formation have the
Furious Charge special rule. Furthermore, for every nnsaved
Wound caused by a Mutilator in the formaton, the Mutilator
immediately makes an additional Attack. These extra A 1
cannot generate further additional Attacks.




CHAOS SPACE MARINES
HELDRAKE FEAR SQUADRON

@ —_—

The coming of a Chaos invasion. is heralded by many terrifying portenis. The screaming of the damned, the clouds above catching five,
and the laughter of thirsting gods echoing out of every shadow; all ave omens of disaster. Yet perhaps the surest sign of the carnage to
‘come is the onset of Heldrake Daemon Engines that shriek out of the skies before the main body of the Chaos invasion, fire roaring from
thesr melallic jaws. The Heldrakes velish their vole as harbingers of the Apocalypse, feeding on the fear that spreads amongst their prey
lihe u fasi-acling plagwe, Mortal men scurry for cover as these airborne nightmares descend, only to be snatched wp by cruel irom claws
or seythed apart by cannons that fire bullets forged in the fires of hatred.

Harbingers of the Apocalypse: A Heldrake Fear Squadse
does not enter play as a normal unit of Flyers, and is ins
deployed with the rest of the army. Before the first turm
begins, but after deployment is complete, the Fear Squass
may make a pre-game move of up to 60", during which S
Heldrakes may each make a special out-of-sequence Voo
Strike. Casualtics caused by this Vector Strike do not cas
Morale tests,

If this special Vector Strike is used, the Fear Squadron ==
not make a Vector Strike on the first turn of the game,
Vuell'm_i by Fear: All of the Heldrakes in the Fear though it may fire its weapons as normal.
Squadron ignore the ‘once per game’ restriction for their

¢ _a_.lf-l“ulf:. very turn. When using its Dacmonforge special
He{dféke must still roll a D6 to see if it suffers a Hull
f damage at the end of the phase.




CHAOS SPACE MARINES
RNE LORD OF SKULLS

The ground itself moans in protest as the Lovd of Skulls trundles to war. As a hissing stream of ved-hot bullels spits from its multi-
Sarrelled cannon, the immense Daemon Engine growls in dark apfroval at the carnage it is wreaking. Crealed by the most ambitions
of Warpsmiths, this grotesque battle construct is ‘bﬂm’m! by the boiling blood of m: mdwe’m, which swill from its immense pressure tanks.
When the metallic heast’s ire is raused to apoplectic levels, it vents greal gouls of this fluid into the ranks of the enemy to boil them alive.

" KHORNE
LORD OF
SKULLS

WSBS S F S R 1 AHP
4 H A3 il 59

888 Points
Unit Type: Super-heavy Walker
Unit Composition: 1 Lord of Skulls

WARGEAR:
- ® Corestorm cannon
* ® Hades gatling cannon

SPECIAL RULES:
Daemon, Daemonforge, Fleet,
It Will Not Die, Rage.

® Great cleaver of Khorne

* Dacmonic Possession

Range Type

Daemongore cannon

- Gorestonm cannon
Ichor cannon

Skulthurler

— S = 4
- Hades gatling
~ cannon

%&l&mﬁx of
BENE

Hellstorm Primary Weapon 1,
Gets Hot, Instant Death
Hellstorm Primary Weapon 1
48" Primary Weapon 1,
Large Blast
s Primary Weapon 1,
Apocalyptic Blast, Gnaw

Heavy 12, Pinning

Melee

- Gnaw: Successful saving throws against this weapon must be re-rolled,

Fuelled by Rage: For every Hull Point the
Khorne Lord of Skulls has lost, it gains an
additional Auack, even il that Tull Point is Jater
regained (keep a note on your roster). Note

that its Artacks characteristic cannot exceed 10

Tracked Behemoth: A Khome Lord of Skulls
may Tank Shock or Ram using the Thunderblitz
table (pg 67), in the same manner as a Super-
heavy vehicle, but it may not Stomp.

OPTIONS:

* May replace gorestorm canmon with
one of the tollowing:
- Ichor cannon
-Daemongore cannon .

* May replace hades gatling cannon
withid skallhorler. Lo S i

SIS
it o Bl



CHAOS SPACE MARINES
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LEGIONNAIRE WARBAND

iy

The Chuos Legions, sundered into hundreds of warbands after the catactysmic events of the Florus Heresy, have been waging the Long
War againsi the Imperi um for ten thousand years. The Jires of hatred in their hearts burn Just as fiercely as they did in ages pust.
Uniited under the banner of charismativ, hut Sfrequently deranged, Chamfprions of Chaos, the Traitor Legionnaires of the First Founds
work ceaselessly 1o tear apart the hated edifice of the Imperium. The Daemon-worshipping faithful of the Word Bearers, the perverse
hedonisis of the Emperor’s Children, the tireless crusaders of the Black Legion, the Pustulent faithful of the Death Guard and more
besides; all ave united by the promise of carnage and the chance to destroy their loyalist brothers Sforever.

Any number of units
from the following:
-HQ

- Fast attack

- Heavy support

s 3+ Troops units

% 2+ Elites units

FORMATION RESTRICTIONS
All models in the Legionnaire Warband must have the
Veterans of the Long War upgrade. If the Chaos Lord
has a Mark of Chaos, all other units that are able to, must
have the same Mark of Chaos as the Chaos Lord.

SPECIAL RULES:

Ten Thousand Years of Hatred: When in close combat

with a Space Marines unil (as defined in Codex: Chaos Speee
Marines), models in the Legionnaire Warband re-roll failes
To Hit rolls in every round of combal. Furthermore, if a 3
Legionnaire Warband unit is within 12" of 2 Space Marines
unit, the Legionnaire Warband unit has the Fearless
special rule.




CHAOS SPACE MARINES
[LORDS OF THE
.. BLack CRUSADE

NS

Abaddon the Despoiler has been the driving force behind a dozen invasions that brought ruin to the Imperivm and is the architect of
el another galactic crusade that threalens to reach Terra itself. Al his side march the most nefarious Chaos Lovds in existence; each of
whom can channel the favour of his Dark God. When Chaos is united in a single cause, the galaxy vightly trembles...

-
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Abadden the Despoiler

1 Chaos Lord with the Mark of Khorne
or Khamn the Betraver

1 Chaos Sorcerer with the Mark of
Tzeentch or Ahriman

1 Chaos Lord with the Mark of Nurgle
or Typhus

1 Chaos Lord with the Mark of Slaanesh
or Lucius the Eternal

FORMATION RESTRICTIONS
None.

SPECIAL RULES: :
Their Finest Hours: All the characters in the formation may
use the Finest Hour rules (pg 26). If they do so, they must
all do so on the same turn. Any or all of them may choose to
use the Sons of the Primarch rule relevant to their Legion

if they prefer (pg 28) — Abaddon uses the Black Legion
ability, models with the Mark of Tzeentch use the Thousand
Sons ability, models with the Mark of Khome use the World
Eaters ability, models with the Mark of Nurgle use the Death
Guard ability, and models with the Mark of Slaanesh use the
Emperor’s Children ability,

The Planet Killer: Once per game. provided Abaddon is on
the bartleficld, the formation can call upon the support of
the Warmaster’s flagship. From that point on, the game uses

the Magma Storm Unnatural Disaster rules, in addition to
any other Unnatural Disasters in play. As long as Abaddon.
is alive, then the plaver controlling him is antomari




CHAOS SPACE MARINES (.
THE LosT AND THE DAMNED
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Wherever the forces of Chaos strike, the Dark Apostles in their midst rouse all manner of malcontents and mutants from the shadomws
Toughened by a life of drudgery and slave labou; as well as their mulaled physiques, the tainted scum known as the Lost and the
Damned are hardy bul ill-disciplined fighters. These fiends throw off their disguises and emerge from thetr laars lo baltle alongside the
Chaos Space Marines and their daemonic allies, scarcely realising that they are valued as cannon fodder and litile else in the rebells
against the iron rule of the Imperium. They hoard whatever weapons they ean find, scavenging equipment [rom the bodies of slain
giards and bounty hunters, hoping o make their mark on the galaxy just as Chaos has marked them in their turn.

SPECIAL RULES:

. Infiltrate.
ﬁ 1+ Dark Apostle

Limitless in Number, Boundless in Spite: A single €35
Cultist unit from the formation may he returned o 8
‘t 6+ units of Chaos Cultists g after each scheduled break without spending a S
' Victory Point. This does not count towards the num
units you may return to play after each break.

FORMATION RESTRICTIONS i | Warped by Mutation: All Chaos Cultists in the fors
None. :  have the Feel no Pain and Furious Charge special




CHAGS SPACE MARINES
THOUSAND SONS
War COVEN
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A Sorcever Lovd of the Thousand Sons is capable of manifesting a powerful psychic attack known as the Stovm of Change. 1o achirve
this, the Sorcerer Lovd must be supported by a coven of lesser Sorcerers. When the ritual reaches its climax, the lesser magi are drained of
thewr psychic power — raw Warp energy which is then vedirected al the enemy in the form of a devastating vortex.

" PSYCHIC CHOIR POWER

=

1 Chaos Sorcerer l Storm oF CHANGE v
(Mastery Level 3) Y The stolen energies of a Starm of Change mutate whatever they touch inlo a bewildering
or Ahriman variety of mewling, fleshy forms before sucking the vemains into the Wearp forever.

3+ Chaos Sorcerers
(Mastery Level 1) »ﬂ Range S AP  Type
q Storm of Change = 48" D 1 Assault X, Blast, Lifedrain, Vorlex

%’ Storm of Change is a witchfire power with the following profile:

T _— | Lifedrain: Each time this power is used, remove up to 3 of the War Coven
FORMATION RESTRICTIONS ! from play. The number of Sorcerers removed determines the value of "X and
! None. % therefore the number of blast markers that are used for the attack.




CHAOS SPACE MARINES
~ TIDE OF SpAWN
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All four Ruinous Powers vevel in the spectacle of slaughter, and the lavger the battle, the more closely the gaze of the Chaos Gods is
drawn. Such occasions are opportunities for Champions of Chaos to cateh the eye of their patron, or perhaps earn a reward for thes
actions. However, such gifts are not without risk. Whether their patron god is genuinely pleased or intends lo punash, the resulfs cas
devastating. The Champion — and sometimes liis entire warband — may be granted move and more ‘boons” of mutation; claws,
tentacles, vestigial wings, extra limbs, eves, mouths and even heads, all in the space of a few minutes. Soon all thal remains is @ S
mindless Chaos Spawn, a mass of writhing flesh that rushes al the foe with no thought vemaining but the desire to destroy.

SPECIAL RULES:
: The Final Blessing of the Gods: The Chaos Spawn
&\ 5+ Chaos Spawn f not deployed with the rest of the army. Instead, at @
; start of anv Chaos turn alter the first, nominate a &5
unengaged Infantry unit from Codex: Chaos Space !

that has the same number of models as the Tide of
FORMATION RESTRICTIONS

None,

s e e ¥ They may not be placed within 1" of an enemy me
original madels are removed from play. If the ons
had a Mark of Chaos the Chaos Spawn unit will ks
same Mark of Chaos, F

If the original unit is inside a Transport when 2
transformed, they must immedimely disembark bel
replaced by the Spawn. %




CHAOS DAEMONS
CoHORT OF BLOOD
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Khorne himself has ordered mighty Skulltaker, his greatest champion, to select and lead a detachment of Bloodletters to war as his
personal guard — the Cohort of Blood. Divided into eight maniples of eight warriors, these hand-picked Daemons ave chosen from
the champions of the thousands of Bloodletter packs that form the legions of Khorne. More powerful than normal Bloodletters, these
immortal warriors are pilted against each other in the great arenas of the Blood God's realm. Once their martial excellence has been
refined to supernatural levels, the maniples are vestored to full strengih and sent into realspace, ready lo wage war as one of the most
fearsome fighting forces ever to take lo the field in the mortal universe.

SPECIAL RULES:
Decapitating Strike: Whenever 4 model in this farmation
rolls a 6 To Wound against a nen-vehicle model, that hit has

‘{1 the Instant Death special rule.
? 1+ Heralds of Khorne ]

Veterans of the Great Arenas: All models in this formation
have +1 Strength and the Fleet speciul rule:
'ﬁ & units of Bloodletters of Khorne e R

TN b s et

FORMATION RESTRICTIONS
Each of the Bloodletter units must have eight models.

e oy, AT S




CHAOS DAEMONS =
THE FLaAMING HosT
'OF TZEENTCH
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The agents of change used by the Architect of Fate ave usually as sublle as they are devious. Every so often, though, Tzeentch will
beings of pure mutagenic flame into the world and glory in the unbridled mayhem that resulls. The capering Daemons that fore
Jorces wreak all manner of allerations whon their vietims. though the most common is the change from ‘alive’ to ‘dead’...

SPECIAL RULES:

#; Mutagenic Flame: At the beginning of each of yous 8
‘ﬁ, ¢? I Herald of Tzeentch or 8 roll on the table below. The result is applied to ¢
the Changeling ;

the Flaming Host untl the start of your next turm.

MU'I'AGEN_[C FLAME TABLE
9 units, in any combination, from the following: 5 D6 RESULT

| Hot Hot Hot!: Each unit in Lhc fnrnnhon
takes D& Strength 4 APH hm

3\- Pink Horrors of Tzeentch

g Flamers of Tzcentch

.ﬁ’ Burning Chariot of Tzeentch

FORMATION RESTRICTIONS




CHAOS DAEMONS
Tue GREAT PROMENADE OF |
EXQUISITE EXCESS

in the [ar entertaiviment on a grand scale, he summons the Masque and surrounds her wilh
Their arrival into realspace is accompanied by a great cacophony of sound and light thal can force
arviors into a frenzied fit. All is a glovious dance to the Dark Prince and his mini

' ' g SPECIAL RULES;
T The Masque of

anesh Grand Entrance: The formation must be plas

Strategic Reserve and arrive by De
'6 1inils, in any combination, from the following: formation may charge in the Assault phase of the turn
. ; they arrive from Strategic Reserve.
i’ Daemonettes of i Seekers of Slaanesh
Slaanesh The Slaughter-dance: Attacks with the Rending special rule
made by models in this formation strike a cr
a 4+ instead of 4 6.
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THE TALLYMEN OF NURGLE

*&

It is one of the Lovd of Plague’s fondest pleasures to record and compare the precise manner of a planel’s demise. Al day’s end, exhasnsy
frombrewing new diseases in his great cauldron, Grandfather Nurgle will heave his dripping bulk into a twisted old rocking chair e
compare the endless variety of deaths inflicted al a particular world’s end. To compile these lists, he sends the best of his minions, led
by Epiidemius himself, into the most desperate of war zones. The Plaguebearers will grumble loudly and incessantly at the magnitude
of their allotted task — it's difficult enough to vecord the myriad nm!azses of such -zuarfds let alone each and every fatality — yet they sd’
abowt their task with a thorowghness that inspires Nurgle’s followers to inflict ever more inventive deaths.

SPECIAL RULES:

Droning Cacophony: All enemy units within 18" of ths
formation must re-roll successtul Leadership rests.

A Thousand Deaths: Keep track of the number of uns
7 units, in any combination, from the following: Wounds inflicted upon, and Hull Poinis removed fro

enemy models by Daemons of Nurgle and models we
b Plaguebearers of Nurgle : Mark of Nurgle. You receive one Strategic Victory Pos

# every 70 Wounds and/or Hull Points inflicted.
* Plague Drones of Nurgle |

FORMATION RESTR]CT[ONS
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CHAOS DAEMONS |
TETRAGON OF DARKNESS

Fm— —eR

3 is on those occasions when the Four Powers of Chaos set aside their differences, cease their eternal strife and join their terrible powers
Sagethen, that the universe has the most to fear. In a coordinated assaull on reality, their combined will can tear a breach in the barvier
Setween the worlds. This breach is held open by one of the mightiest Daemons of each of the Four, each acting as a focal point of the
\ awane pattern that results — a Tetragon of Darkness. Within this area, the raw enevgies of the Warp spill through. a roiling and
 Sillowing cloud of prure non-reality that spreads cver the battlefield, sustaining the daemonic servants of the Four, and swathing the
Satile in a terrifying and unnatural night.

B SPECIAL RULES:
ﬁ 1 unit of Bloodletters Dark Tetragon: As long as the Bloodthirster, Lord of
of Khorne Change, Great Unclean One and Keeper of Secrets are

S : all on the battlefield, trace four straight lines between the
¥ 1 Lord of Change 1& 1 unit of Pink Horrors bases of all four of these models such that the lines create

of Tzeenich an enclosed four-sided shape with the Greater Daemons at

of Nurgle ' least partially inside it (including the Bloodthirster, Lord of
o Change, Great Unclean One and Keeper of Secrets):

1 Keeper of Secrets i 1 unit of Dacmonettes
of Slaanesh s Friendly models chosen from Codex: Chaos Daemons
FORMATION RESTRICTIONS B e
o Al iriedels (Ficad or foe)inste the T&rr&.gun-ha‘i&?ﬁl e
the Shrouded special tule. o &

its corners. The area inside this perimeter is the Tetragon of |
l Great Unclean One k | unit of Plaguebearers Darkness, which has the following effects on every model at




The Orks are a barbaric and sarlike race that live for A

little more than the enjoyment of fighting and killing . 2 {;M S “"“"’d"“’

anything that has the misfortune to cross their path. In e i e

most instances, this ins thirst for carmage result 2 its momentum e niely. If Ghazghkafl

neighbouring Ork Clans butchering each other in seif- hraka's sccond invasion: of Amitageddontie 3 Sigag

destructive internecine conflict. Howeser, on occasion, a 1 come, such 4 fate may yetbefall the galavs

particularly poserful leader can emerge - an Ork whose

enthusiasm for violence or sheer belligerence is such that

he can stop rival clans from hitting each other just long )

enough to find someone or something else o fight instead FORGING A NARRATIVE

So begins the Ork Wazagh! : B

are batlcfield

An Ork Waaagh! is a veritable force of nature that, if left 1o SRR
vehicle datasheet from

s formations, you can

gather momentum, can culminate in a syster

that will leave entire sub=cctors in ruins. Rum

coming Waaagh! spread through Ork society, 2

warbands join the throng with every passing

the Warboss deems that the ume is nght (or

world ripe for the lootin®) he unleashes the Wasag
valanche of destruction. So do the

Sentinels all take pride of

g Waaagh! The ingenuity
boyz does not stop at Imperial technologys
1d of ‘konverted” Eldar grav-Ganks and
from sahvaged Necron Monoliths —
cti
7 hard work, oil Squigs and plenty of gubbing.

0 or more Waaaghs! have crossed pa
inevitable and often terminal le

the Grand Warlord, combined 1o fors
‘SuperWaaagh!”. Yet cven these n

as quickly as they gather if the enthusia




BATTLEWAGON
STEAMROLLA SQUAD
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, they rumble toward le line with deadl : It (es f e, | -,f cnn‘mrpn to ii‘op
them are deflected by iked metal cylinders on the front of the v victims Lo a bloody paste,

SPECIAL RULES:
Squash 'em Flat Lads: If the spearhead is in Broadsword
3-5 Battlewagons Attack Pattern, all of the n the formation may
re-roll the dice when determining how many hits their Detf
Rollas inflict.
SR
FORMATION RESTRICTIONS Wall of Spikes: If the spearhead is in Broadsword Auack
All Battle s 1 ¥ 1 must take Pattern, all of the ve in the formation receive a 4%
: ) cover save against attacks on their Front Armour fa




BURNA-BOMMER SKWADRON
— =
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Burna-bommer skwadrons pounce on large concenlrations of enemy troops, unloading a ram of deadly burna bombs inio the heart of
the enemy army. Great clouds of black smoke and flames billow hundreds of feet into the air in the wake of the aitack, setting building
and vegetation alight and causing fuel lanks and ammunition to explode with deadly force. These troops not immolated in the attack

- will find themselves surrounded by a blazing inferno. Afler the skawdren has dropped its burna bombs, it will start to look for further
targels of opportunity. Once a victim is spotled, the Ork Flyboyz will pitch their aircraft into a screaming dive, pouring a hail of fire
Jrom their shootas into the targel. Very few can withstand such an attack without having their nerve shattered.

SPECIAL RULES:
Blazing Inferno: IT two or more Burna-hommiers make a
; Bombing Run whilst in the Arrowhead Anack Pattern, the
; d 3-5 Burna-bommers Ork player can leave one of the large blast markers used §
the Bombing Run in play at its final location after the attae
is resolved. This may require tem porarily relocating some
surviving models and putiing them back in their previois
. - i} locations once the marker(s) is in place: This markers is
FORMATION RESTRICTIONS lethal terrain for the rest of the game,
None,
e e A e Designer’s note: Players should Jeel free to mark the areq affeces
by the blazing inferna.in some other manner if they wish — cotion
wool works well.

Screaming Death: Any enemy unit that is hit by one or
attacks by the Flyer Wing must subtract the number of
in the formation [rom any Morale checks or Pinning

that they make in that phase. 4




DA BuLLy Boyz
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e hard core of an Ork Warboss' planet-conguering horde is a great mob of the largest and meanest Orks in the star system. Knotwn
wnd feared across Orkdom as Da Bully Boyz, this fungus-beer-swilling gang of vielent headcases ave trusted by the Warboss as much as
S frusts anyone. Each of Da Bully Boyz is a minor Warboss in his own right who serves as one of his leader’s lieutenants within the
Sorde. Occasionally, when the Waaagh! is in full flow and everyone is busily gelting stuck in, a Warboss will reform the Bully Boyz
o old times’ sake. Such a concentration of high-calibre Ovkishness is insanely brave, and amounts to an unstoppable force upon the
Saitlefield, able to call wpon orbital support from the Ork flect even as they stomp the foe into the ground.

SPECIAL RULES:
Fearless. Feel No Pain.
5 Warbosses (one of these may be
Ghazghkull Thraka.) | Rok’em Boyz: Once during the battle, the Supreme
Warboss may make a single Asteroid Strike shooting attack
5 mobs of Nobz or Meganobz. The with the following profile:

formation can include a mixture of -

the two types of mobs. Range S AP Type
Infinite 10/8/6.  1/3/5  Assault 1,

mer Apocalyptic Megach

FORMATION RESTRICTIONS
One Warboss must be nominated as the Supreme Warbaoss;
if Ghazghkull is in the formation, he is automatically the
Supreme Warboss. One Warboss must be assigned to each
Nobz or Meganobz mob, which they may not leave.




RKS |
DreaD Mo

e

u Kans and Deff Dveads that
into thetr la

¢ 0 an impre
, the Dread Mob ts leading the next assault.

SPECIAL RULES:
It Will Not Die.
24 Deéft Dre
Da Latest Gubbins: Roll a D6 before deployment and
apply the result to every model in the formaton. 4

2+ Killa Kan squadrons

FORMATION RESTRICTIONS
a Kan squadron 1




(GARGANTUAN SQUIGGOTH

—=iy f

Sauiggoths are Orkoud monsirosities, lowering hulks made of liltle more than musele and bad temper. They arve distantly related to
Squigs and have all the savagery and single-mindedness of their smaller cousins, but Squiggoths can grow so large that they dwarf
tanks and even buildings. Goaded by the Orks that ride on a howdah wpon its back, the Squiggoth thuds into battle, the ground
sembling beneath its feet. The howdah itself is bedecked with heavy weapions that blaze all round as the howdah sways, pitches and
wlls. The noise of these guns drives the Squiggoth into a thunderously bad mood, usually resulting in il seeking oul the nearest non-
sreenskin lifeforms and goring, stomping and otherwise flattening them whilst emitting acrid bursts of flatulence.

GARGANTUAN

WS BS S
2 219

525 Points

Unit Type: Gargantuan Creature
Unit Compesition: | Gargantuan Squiggoth

SQUIGGOTH

WARGEAR:
~ » Two supa-lobbas
® Two twin-linked

big shootas

SPECIAL RULES:
Tusked: When the Squiggoth charges, its charge
bonus is +2 Attacks rather than +1.

TRANSPORT:

Transport Capacity: 20 models; A Gargantuan
Squiggoth is treated as an Open-topped Super-
heavy vehicle for the purposes of Transport.

OPTIONS:
» May ke up 1o four extra big shootas (must be
fircd by an embarked Ork)

Big shoota 36"
Supadobba 48




STOMPA

L o

Whert o Deff Dread jis 5 stompy oy or il enou  Big ek fes the
enlive apmies, @ Stompa 1 a walking, shooting, moaring ulol of Gork (or possibly
Stampas ane sometimes called Gargants by the Orhs. Each has a enew of Orks wil

(asuqlly the very onies that callaborated on the towering machine’s construction 1),
assistants. A Stompa uswally mounts tiio or three enormous guns for laying dow
wsually some form of oversized poser klaw or whirring chainblads, perfect for cl

11ge to busld a Stompa. Capable of laying wastel
Mork) that's just spoiling for a  fight. Espe
hin its hulking frame, quile often three or fo

and dozens of Grol riggers, runners, looko
n some serious dakka, as well as d
ewing up enemy tanks and Tita




; 770 Points
‘STOMPA WSBS § F S R Unit Type: Super-heavy Walke:
4 # 1013 13 12 ; Unit Compeosition: | Stompa

WARGEAR: AP Type
* Three big shootas s Skorcha Deff kanmon 2 1 Primary Weapon 1,
& Defl kannon » Twin-linked Massive Blast
» Supa-gatler big shoota Big shoota Gl R T ARGl
¢ Three supa-rokkits * Mega-choppa Megachoppa Melee
=  Skorcha LEC A AGEaie]
TRANSPORT: Supa-gatler g Heavy 2D6,
Transport Capacity: 20 models. Psycho-Dakka-Blasta!,
Fire Points: Four; three in its belly,
ane in its head. Supa-rokkit
Aceess Points: A Stompa has one Access ;
" Paint at the rear (the rear hatch).

- Psycho-Dakka-Blastal: The supa-gatler makes three shooting attacks with
3 SPECIAL RULES: the profile above each time it fires. Completely resolve each shooting
Effigy: All friendly units chosen from Codex: attack before moving onto the next one. A new farget may be chesen for
Ones within 67 of & Stompa have the Fearless each attack.
special rule.

s Whirrrr Click-click: If a double is rolled when determining the number
OPTIONS: of shots for any of the supa-gatler’s shooting attacks, then it runs out
‘ yzy take up to two additional of ammunition after that artack has been resolved, and may not shoot
 SUPATOKKILS (oovvicomsennienisissssnnarnnnnnn 20 pls ¢sch  aggain for the rest of the battle. This rule does not apply to the very first
4 shooting attack a supa-gatler makes in a battle (so it will fire a minimum
of two times before running out of ammunition).




rarely encouniered individually, however,

step forward to take its place.

& | Warboss
a 10 mobs of Ork Boyz

FORMATION RESTRICTIONS
The entire formation must fight on foot;
no Dedicated Transports may be taken,
and the Warboss may not take a Warbike.

=

ORKS e
GReeN TIDE

A single Ork is a formidable adversary, mutscular and violent with @ resilient physiology and an unguenchable tust for war. €8
for when Orks go to battle they do so in their countless thousands. This is when the 8
— huge mobz of Ork Boyz gather, and for every Ork gunned ¢

Their numbers arve so vast that they resemble a sea of bodies flooding across the land. Wave after
a green tide that rises up and sweeps away all before at. Any &

at their most dangerous, when they are part of a greal Waaagh!

Ork Boyz come erashing down on enemy positions, quite literally
the vicinily of such a stampede get caught up in the violent charge, overwhelming all resistance with their fury.

e .

SPECIAL RULES:
Follow Me Ladz!: Any friendly Ork Boyz mob th
embarked in a Transport vehicle, and which ends
Movement phase with models within 27 of 4 mods
Green Tide, immediately joins the Green Tide &
and remains with it for the remainder of the baiss
Ork Boyz mob was falling back when it joins the &3
it immediately regroups. Note that Independent €
other than the Warboss may leave a Green Tide 3

choose or are forced 1o join it. i

Green Tide: All of the mobs and the Warboss fos
tnit known as a Green Tide, The Warboss may =
this unit.

Stampede: The formation may call upon the W
and every turn, If the restof the army also calls
Waaagh! then the Green Tide may roll an extra 8
pick the highest two when determiniing its charge

— = S S ——
© AZATHET THE ALIEN AND THE ToTon THERE 13 MU EAIR WAV TG FIGHT.






THE ELDAR G
ARK ELDAR

N
CRAFTWORLD ELDAR

In an age long past, the Eldar ruled the stars, Now, however,
they are a dying people. There is but one reason why a
craftworld will go to war - (o ensure the continued survival
of their race.

When a large-scale conflict looms, the Autarchs meet

10 form 2 war counail and, if they anticipate a truly

epic baule, they send word to other craftworlds and the
Corsair fleets for assistance. The call to arms rings out

16 the distant Rangers and even the Harlequins of the
Laughing God. Guided by the foresight of the Farseers,
the Autarchs determine the precise course of action and
military intervention required to ensure victory, Through
this symbiosis, the Autarchs weave their warhosts into
synchronised formations opumised for a devastating victory

The craftworld armies excel at combining the inherent
specialities of their component parts. Led by the godlike
Avatar of Khaine, formations of Aspect Warriors and ghost
warriors engage the enemy directly. Meanwhile, moving
with a grace that belies their s Eldar Titans vaporise
entire formations, evei wift Windrider Hosts and
grav-tank formations appear scemingly from nowhere to
scal their fate. Such is the vy the Eldar ensure their future
survival, sacrificing lesscr races upon the bloodied aliar of a
more promising future

as arrow

T2 —o

DARK ELDAR

Unlike their brethren of the craftworlds, raiding parties.
of the Dark Eldar can only be united by the promise of;
povier, spoils and thousands of When the Kabals of
Commorragh gather en masse, they darken the skies v
their bladed craft, falling upon unwary populations with
nightmarish speed and gleeful sadism

Dark Eldar raiding forces work not by attacking the
head on, but by using surpris

and then withdraw, slowly bleeding their foe dry. In thisy
the Dark Eldar are never gathered in a single place ford
cnemy to counterattack, which leaves them free o att
where their foes are weakest. A favoured factic is to i
arterial webway portals to strike in overwhelming foree
from the back of Raiders and Venoms, As their prey recl 8
from such an unexpected assault, squadrons of Razo
Jetfighters and Reaver Jetbikes streak pastat head-heighi
10 scythe through their vicums® necks with wickedlyblid
wings, even as Dark Olympiads and the mutated aberrat
of the Haemonculi covens close in for the kill:

nd methods of war may be pola"
opposites, the crafiworld Eldar and their dark cousins of
make common cause to fight on the same side. Yet with 8
such enigmatic beingy, it is all but impossible (o tellifs
alliances are mutual and reciprocal, let alone reliables

Though their cultur




Cloudstrike Squadron’s target
 fight as nﬂrrrrr?t' frav-tanks, but instead
.\;wrmfme in :’ou'—afm uele __,‘Fx ht. Their puud.\ Fz.h:fe their f m’(.we srav-tanks amongst th the holo fields of their
wehicles with the skies above. Cloudstrike Squadron pilols supercharge their | / p s way, the better to destroy
enemy armour when they finally reveal th "
& diving Clowdsty

SPECIAL RULES:
Deep Strike.

Cloudstrike: If all models in the formation move Flat Out,
they gain the Shrouded special rule until the start of their
next turn.

Supercharged: If none of the models in the formation shoot
in the Shooting phase, then in their nexi Shooting phsse all
of the unit’s pulse lasers and bright lances have the

linked and Lance special rules.




ELDAR
FARSEER COUNCIL

Eldar Farseer Councils have alieved history to better suit the needs of their race on countless occasions. On the field of balile, this po
alliance of psykers is a force to be reckoned with, for each Farseer wields the power to crush an enemy’s mind with a gesture or lo fling
armoired transport into the air with a pulse of thought. All members of the Farseer Council ave armed with fsychically resonant spes
and blades, the erystal helix at their coves of each mabimg their unelders lo strtke down their foes with pulses of mental force. Perhaps
the most potent o]'aEE the weapons in the Farseer Council’s arsenal is the ability lo identify the strands of [ate that lead to their enemy’s
destruction and pluck them lo the fore, ensiring that their allies find it easy ta destroy those marked for doom.

PSYCHIC CHOIR POWER
THE DEATHLY SKEIN Warp CHARGE 2

* This power must be manifested at the start of manifesting unit’s turn. Place
a marker (a small coin is ideal) within 24" of a model from the formation.
The marker remains in play untl the start of the manifesting unit’s next turn.
While the marker is in play, all friendly models that target an enemy unit that
is within 12" of the marker may re-roll failed To Hit and To Wound rolls agas
| that unit.

* 5-10 Farscers

e =8
FORMATION RESTRICTIONS
None,

SPECIAL RULES:
Foresee Peril: As long as a Farsecr Council includes at least three members,
do not incur Perils of the Warp on a roll of double 6; on a roll of double s
affected model can choose to either suffer 1 Wound and pass the Psychic 1
tiot suffer a Wound and instead fail the Pavehic test.




THE PHOENIX C
OF K KHAINE

The vitual that awakens an Avatar of Kaela Mensha Khaine costs an invaluable Eldar life.
Lovds can instead rouse him if they combine all their powers. Each of Ihr Phoenix Lords
af the souls forming their own consciousness. When fuelled by such » y essences, the ~hwm: is virtu

SPECIAL RULES:
‘A The Fury of Khaine: The Avatar has the Eternal Warrior
1 Avatar * All 6 Phoenix ial rule and cannot be wounded by any melta, plasma
Lords : Or weapons. In additon, the range of both his
{haine Awakened rule and the Wailing Doom’s weapon
~ oot profile are increased 1o 24% and he gains a number of
FORMATION RESTRICTIONS ' additional At s equal 1o the numbe
None. : within 6" of him.

of Khaine
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PranTOM TITAN
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PHANTOM
& TITAN 4 410

rArmour—
WSBS § ' F=5R°T AHP
15 13411 3 3-24

2,500 Points
Unit Type: Super-heavy Walker
Unit Composition: | Phantom Titan

WARGEAR:

* Phantom cloudburst missile launcher

® Phantom missile launcher

* Carapace-mounted Phantom starcannon

'SPECIAL RULES:

~Agile: In the Shooting phase, the Phantom Titan ean choose to either:

- Fire all available weapons.
3 Fire a single weapon and then Run.
- Fire no weapons at all and Run twice.

e Range S

Type

~Phantom D-cannon 72"

'I;fh;mtom clcudbufsl. :
~ missile launcher 48"

Primary Weapon 1,
Apocalyptic Blast
Primary Weapon 4,

Large Blast

Heavy 4, Interceptor,
Skyfire

ki

Eldar Titan Holo-fields: Before making an
armour penetration roll or rolling on the
Destroyer Weapon Attack table for attacks
agrainst this model, the attacker must roll a D6
to see if the attack hit the target or a holo-field
image. If this model moved in its last turn, it is
hit on a roll of 4+. If not, then it is hit on a roll
of 3+. Only make armour penetration rolls or
rolls on the Destroyer Weapon Attack table for
attacks that hit the target.

OPTIONS:
¢ Must choose two weapons from the following:
- Phantom pulsar
- Phantom D-cannon
- Phantom close combat weapon with twin-
linked Phantom starcannon (maximum of
one per Titan)
* May replace carapace-mounted
Phantom starcannon with a pulse laser ........ free




Al Eldar Titans are agile and graceful, bt the Revenant wmoves waith o swiftness and smaothness that beggars belief. This |
~ maunts powerful jump jets o ats broad showlders and narrow

waist, allowing i (o mave in aseries of dnfling
iicantty sped, the Revenant’s primars dsfouce i the image-distortvg hofo

“fields that project from its rear wing: Yet
e capability that makes it so feared. Its standard armament ~ the high-yield lasey weapons known as pau
g an enemy Tutan at long range, ihough they sometines ot sonic lances that literally shake their ta
cach steersman pulot are further enhariced by the SPits within the Titan's wrasthbone core. T




- REVENANT
- TITAN 3 4 10 12 12 10 2
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WEEBS. 8" F SR A
1
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900 Points
Unit Type: Super-heavy Walker

Unit Composition: 1 Revenant Titan

WARGFAR:

* Two pulsars

* Revenant missile
launcher

SPECIAL RULES:
Agile: In the Shooting phase, the Revenant
Titan can choose to cither:

- Fire all available weapons.

- Fire a single weapon and then Run.
- Fire no weapons at all and Run twice.

Type

Primary Weapon 2,
Large Blast

Primary Weapon 1
Pinning, Soundquake

= missile launcher 24" 5 8 Heavy 4

Soundquake: To fire the sonic lance, place the hellstorm template so
that the narrow end is within 18" of the weapon and the large end
na closer to the weapon than the narrow end. Models under the
template arc wounded on a 3+ regardless of their Toughness.

Eldar Titan Holo-fields: Before making an
armour penetration roll or rolling on the
Destroyer Weapon Attack table for attacks
against this model. the attacker musi roll a D6
to see if the attack hit the target or a holo-ficld
image. If this model moved in its last mrn, itis
hit on a roll of 4+, If not, then it is hit on a roll
of 3+. Only make armour penetration rolls or
rolls on the Destroyer Weapon Attack table for
attacks that hit the target.

Jump Jets: The Revenant may move up to 367 in
the Movement phase. When maoving, charging
or falling back, it can move over all other
maodels and all terrain freely. However, it cannot
end its move on top of other models and can
only end its move on top of impassable 1errain
ifit is actually possible to place the model on
top ol it.

OPTIONS:
* May replace both pulsars with
SO IR, e R N S L S e




SUNSTORM SQUADRON

% P
Each Fire Prism grav-lank is a graceful predator in its own right. When the fury of its prism cannon is focused through the power
crystals of others of its kind, however, it has the power to fire a laser beam of extreme and devastating force. I is said thal should e
Sunstorm Squadron be of sufficient sizé, it could scar the surface of a distant moon with its fivepower. Squadrons of Fire Prisms take
their name from the legendary Sunstorm called down by the father of all Eldar gods, Asuryan, who rearranged the suns themseloes
so ithat their constellations heralded a time of galactic ill omen. With the speed of thought, Aswryan then harnessed the power of the
owtraged stars he had controlled, and with a mighty barrage of solar flares he destroyed his foes outright.

Range AP Type
I Contributor 84" Heavy 1,

Heavy I,
Apocalyptic Blas
Lance

SPECIAL RULES:

Sunstorm: Two or more models in the formation

single attack. Nominate one Fire Prism as the firer, and any
v@mbet of others as contributors, All contributors must have
€ of sight to the firer. For the duration of that trn, the
ing Fire Prism’s prism cannon has the Twin-linked special
and uses whichever profile to the right is appropriate to
umber of contributing Fire Prisms. For example, if two
ns contribute (not including the firer), then the




WRAITHKNIGHT
DREAMWALKER SQUAD

b

y thetr animating conciousnesses
al spirits tnside can operale at

SPECIAL RULES:

Dreamwalk: Acd the current number of models in the
formation to the distance the models are allowed to move

in the Movement phase, 1o their charge range, and to their
Weapon Skill and Ballistic Skill. For example, a Wraithknight
Dreamwalker Squad with five models would add 5 o their

moves and charge range, and +5 1o each model's Weapon
Skill and Ballistic Skill.




e

The Eldar way of war focuses on speed and the overwhelming concentration of force. Nowhere is this epitomised more than in the
Windrider hosts. Made up of some of the fastest single-pilot vehicles in the galaxy, @ Windrider host can strike without warning before
swifily evading any counter-atlack. With each arcing pass, the host’s Autarch ovders his warriors o target enemy transports and
outriders, focusing their shuriken five into volleys so thick they shred infantry and vehicles alike. This tactic leaves the foe immobilised
and disorganised so that the rest of the Eldar army can close in for the kill. The most famed Windyrider hosts come from the Wild Rider
clans of Saim Hann — flights of red-sheened Jetbikes and Vypers piloted by skilled, glory-seeking warriors.

WINDRIDER HOsT
_ WIN

A

SPECIAL RULES:

Scout.

1Autarch © gl 2 Windrider

Jethike Squads 1 Tornado of Blades: All models from this formation that an
within 18" of the formation’s Autarch reroll all failed To

g I Vyper Squadron Wound rolls and armour penetration rolls that do not cas
i aglancing or penetrating hit when resolving hits from thes

3+ units, in any combination, from the following: ¥ shuriken catapults and shuriken cannons,
& Farseer l Windrider
Jethike Squad
Warlock Couneil a Vyper Squadron

FORMATION RESTRICTIONS
All characters in the formation must have jetbikes.




DARK ELDAR
ARNIVAL OF PAIN

— e

k Eldar require a vast intake of raw material. As a vesult, the Flaemonculi of Commorragh’s
tito Ium’ a Carnival of Pain to gather fresh “volunteers’ for their living expert fs.
id, gliding fory

SPECIAL RULES:

Pain Amplifiers: All non-vehicle enemy units within 12" of

a Talos Pain Engine or a Cronos Parasite Engine from the
Carnival of Pain have their Toughness characteristic reduced

{ {0+ unirs of E by one.
rotesques |

In additgon, friendly units chosen from Codex: Dark Eldar
that are within 12" of at least one model in this formation
and have one or more pain tokens have their Feel No Pain
special rule improved by one — usually to Feel No Pai

A Dark Eldar unit with four or more pain tokens ins

its Feel No Pain special rule 1 unprme 1 by two — usually

ﬁ_ﬁ____m‘juﬂunm? ‘Feel No Pain (&




DARK ELDR
DARK OLYMPIAD

g

The threeyear build up to a Dark Olympiad consists of a gruelling program of gladiatorial contests. During the Olymptad’s fin
majar realspace portal is opened in the centre of the gladiatorial arena, and Wych Cull and audience alike gre invited to pour|
the realm of mortals to bathe in an orgy of killing. Only the finest of stimulants and steroids are used by the performers for their
finale, and the Beastmasters of each Cult ensure that their ereatures are similarly enhanced (o maximise the carnage they so low
inflict, bathing in the blood of the slain and invigorating those Dark Eldar nearby with their wanton staughter. She who takes |
lives and returns to Commorragh alive is declared Queen of the Olympiad.

SPECIAL RULES:
¢ Frenzied Beasts: Beastmasters, Donorian Clawed
1 Succubus or 1+ units of EKhymerac and Razorwing Flocks in a Dark Olymps
Lelith Hesperax Hellions : have combat drugs in addition to their other wa

0+ units of Hekatrix O+ units of The Grand Finale: An army that inchudes a Dark O
Bloodbrides Beastmasters rolls an extra dice on the chart when determining
combat drugs are available, and applies two of the
 generated instead of the usual one. Note that an
2+ units of Wyches -* 1+ units of Reavers & includes a both a Dark Olympiad and Duke Sk
roll three dice and choose two results.

st Orgy of Scarlet: Once the game has begun, whes
FORMATION RESTRICTIONS from the Dark Olympiad gains a pain token for &=
an enemy unit, choose a Dark Eldar unit within =




DARK ELDAR
KABALITE WEB STRIKE

ily u'mh o gamble his e
wch an attack will n oul of a webwa
gger backwards in di

wmight beyond all doub

i‘ LArchon

r 1+ units of Incubi
(+ units of Kabalite

ﬁ\. 2+ units of Kabalite
Trueborn

Warriors
ﬁ 1+ Ra

FO TION RESTRICTIONS
» formation’s Infantry units must begin the game
embarked in Raider or m Transports,

__,___,..w_w_mf

“EsTm

on the slaughter and pillag

) s ’Eﬂ“!.vd :mg.vt n arder to pmve .’us
rial without warning, its arvow-swift grav-craft breaching reality
abal will then descend at breakneck speed, falling upon s

ing at close quarters.

SPECIAL RULES: i
Arterial Strike: All units in the formation must be held in
Strategic Reserve. They may enter play in any of the owning.
player’s turns, To represent the element of surprise, in the
Shooting phase of the turn they enter play, all units in this
formation may re-roll failed To it rolls.

Arterial Webway Portal: When deploying fortifications at
the start of the bartle, you must set up an Arterial Webway
Portal, The Arterial Webway Portal funciions in exactly
same way as an activated Webway Portal, .exccpt that i

the ldl'gf blast marker and can bc»




DARK ELDAR
RAVAGER TitaAN HUNTERS

N_gé,::-nhg

The strike forces of Commarragh field elite Ravager erews to locate and newtralise enemy Titans ahead of the main assault. These aevial
lunting packs employ a technique called ‘shadow dancing’ lo freserve themselboes from the worst of incoming fire, flying peridously close
to the ground, skirting between trees and using the silhoueltes of enemy vehicles to mask their approach. Once the pack has closed to !
weapons range, the lead Ravager riggers its shadow ray. This is an aetheric lance that probes the prey’s shields, creating the smallest

of breaches in ils defences. The weakness is so minute that the victims remain unaware of its existence until the Ravagers five pinipoint
pulses of darklight energy into the breach, detonating their chosen tayget in a spectacular fireball,

ot 4R

Shadow Ray: The Command Vehicle has a shadow ray
built into the heavy weapon on its prow in addition to is
other armaments. This is treated as being part of the hess
weapon on its prow in all respects, and is fired in addines
to the heavy weapon when it fires. Resolve the shadow ras
attack first, before any other shooting attacks are made &
the squadron.

If the ray hits a target, then for the rest of the turn, any
subsequent hits inflicted on that target by any Ravager i
Shadow Dancing: Any Ravager in the spearhead within 6" the same squadron will ignore the effects of all void shis
~ of the Command Vehicle (including the Command Vehicle power fields and Eldar Titan holo-fields. The 5!1;{duwm'
itself) has the Shrouded special rule. the following profile:

=R ey

R

o 2 : Range S « AP Type
ie deviant mind is oft hosted in 2 body unblemished.” [ 36" - Assault 1




DARK ELDAR
SICKLE SQUADRO

= -2

The most weelthy and ostentatious Razorwing pilols oo ¢
direst hreats the enemy can bring lo the field. When these masters of aevial combat gath omise their jel
generalors along et “their craft so that monaseythe fields proj zonital blades of force. As aprproach the enemy,
th il ir @ hendict 0 g ; £  their, R od o the
1 f shill by these

SPECIAL RULES:
Sicklewing Fields: In the Movemeni phase, the Sickle
Squadron may attack with its sicklewing fields. Pick one non-
Razorwing Jethi | vehicle enermy unit that was moved over by at least one model
from the formation. Units that are locked in combat ms
g s D3 Strength 8 A
ch Razorwing from the Flyer Wing that moved over it thi

FORMATION RESTRICTIONS by this attack to any single model in the enemy unit fore
None 4 Razorwing that moved over the unit this turn. The rest of
Wounds are dis




TYRANIDS

- A

nid race is an utterly alien superpredator

mprised of countless billions of warrior life forms. When
the Tyranids identify a prey planct, grotesque Hive Ships
disgorge waves of biological horrors onto its surface,
where they slaughter and consume every living thing they
encounter. Indiidual creatures are of no consequence.
When a tendril of the Tyranid race reaches a world, such
is the number of bio-constructs unleashed upon it that
from orbit they appear as ink spilling across a map, each
continent becoming black with alien invaders as th
numbers swell to titanic proportions.

Lightning rips across the firmament as the skies themselves
rebel, illuminating mileslong tides of aliens that crash mto
and over the fortfications of their prey. Chitinous bodies
fly apart as thousands of Gaunts are expended merely to
deplete the enemy’s ammunition. Sinister hive-broods
comprised of dazens of synapse creatures psychically spur
their charges forwards. The skics turn black and the air fills
with infernal screeching as winged Gargoyles soar above the
battleficlds, falling upon isolated victims in ravening flocks
Should the enemy prove particularly well-armed or
tenacious, the incessant bombardment of mycetic sporcs
will yield larger and larger bio-constructs. Broods of
Carnifexes smash apart rockerete fortifications as if they
were made of eggshells. Within enemy territory, the ground

itself trembles as if in fear, rupturing and collapsing as
{owering Trygons and snake-tailed Raveners claw theip
veay from the earth and into the stunned ranks of the
foe. Most terrible of all are the bir)-limns—spid:r-limb&%
monstrositics with the strength to shatter entire armies.

FORGING A NARRATIVE
When a Tyranid hive flectarnives ina
spells doom for every living

However, come the Apocalypse,
there are those desperate souls who
throw their lot in with the Tyranids,
believing the Hive Mind to be a
‘malign saviour ~ these piteous and
doomed) souls arc usually the product of Genestealer
infilrations, and are sometimes called Genestealer
Cults. As a result, if you convert and paint your
models accordingly, there’s no reason why you can’t
press some Imperial Guard or Chaos Cultists into
service as unwitting tools of the Synapse Creamures.




 TYRANIDS
'BARBED HIERODULE

The Hierodule was first recorded during the invasion of Hamman's World, a small Impevial colony «.
Fleet Kraken. Originally encountered as a close combat creature with four gigantic claws and an ability to eject @ great goul of acid from
its carapace, soon Hierodules with deadly bio-cannons began to appear amongst the Tyranid organisms. Named Barbed Hievodules

by Imperial authorities, these looming monsters are pr by thick armour plates that allow them lo shrug off conventional attacks

without harm. Thus protected, Barbed Hierodules can fire thewr bio-cannons at the foe, providing supporti ¢ while they advance to
Jenish off their frey at close quarters.

se to.one af the tendrils of Hive

v Unit Type: Gargantuan Creature

4% 565 Points
BARBED WSBS § T W ALdS
8 ; 10

HIERODULE

9+ Unit Composition: 1 Hic

SPECIAL RULES:

Agile: In the Shooting phase, a Barbed Bio-cannon
Hierodule can choose to either:

- Fire all available weapons.

- Fire a single weapon and then Run.

- Fire no weapons at all and Run twice.




TYRAN]DS
CARNIFEX CRUSHER BROOD

& i,

The ‘Crusher’ Broods of the Tyranid hive fleels ave infamous for one thing above all — sheer brute strength. Each Crusher Brood conss
of several heavily armoured Carnifexes that altack in the manner of living battering rams. A Crusher Brood contains those Carnifexe
with the Uhickest armour and strongest bio-weapons. Their thick carapaces are proof against almost all small-arms five, and their |
exoskeletons are reinforced with striations of bonded chitin. They have great claws with which lo rip apart fortifications and lear ope
any war machines in (heir path. Worse still, when they reach the front line, the Carnifexes open their maws to disgorge great roiling
clouds of intensely destructive bio-plasma that reduce those in ils path to blackened, smoking skelelons.

&' 3-6 Carnifexes ® asingle shooting attack each turn with the profile .
: (choose which model makes the attack). All participss
models must be in range and have line of sight to the

FORMATION RESTRICTIONS i
None. Range AP Type
Hellstorm X 2 Assault 1,
Plisma Scream

Plasma Scream: Place the hellstorm template so thas &
narrow end is touching the base of one of the Cars
taking part in the attack. X is equal 1o the number o
Carnifexes that are taking part. For example, if thees
Carnifexes were taking part, t_hc piasmd SCTEATT WO
= Strcugth of 7. %




TYRANIDS
ENDLESS SWARM

Hive fleets lypically allack in waves, each comprised of millions of biological hovrors
s usually as fulile as trying to hold ba sea. Billions of ils are di fre ic spores that falls upon each
ey planel, the fure untles: nid If xenologists believe that the
: 0 il enemy mun . for if they are not killed as they rush ¢l 5
s, biting aliens. Running out of ammunilion in the face of such an
the assault to come.

%,

SPECIAL RULES:

*I'_ 3+ Termagant Broods : Bodies over Bullets: If P /unit targets a unit in this
formation with a shooting attack, roll a D3. If the result s less -
than the turn number, the enemy unit can only fire

‘&‘ 3+ Hormagaunt Broods Suap Shots.

Without Number: A single unit from the formation may

FORMATION RESTRICTIONS
None




" TYRANIDS
- HARRIDAN

Soaring on the thermals of war an oulstretched leathery wings, the Harridan dives down cver the battlefield, strafing its foes with b
cannons or swooping low to rake a lank with its massive claws. A Harridan s underside ofien appears to constantly writhe with s
clusters of scaly limbs and furled wings — broods of Gargoyles that break off from their brood-mother to assail the victims below.

735 Points
WSBS § T W I A Ld Sv Unit Type; Flying Gargantuan Cress
4 5 168 8.3 4 10 3+ Unit Composition: 1 Harridan

WARGEAR: SPECIAL RULES: Range S AP
Two bio-cannons Gargoyle Brood: The Harridan may act as an Biocannon 48" G4l
Seything talons Open-topped Transport for a single brood of

; up to 20 Gargoyles. If the Harridan is slain
while Gargoyles are being transported, each
Gargoyle takes an Initiative test. Those that fail
the Initiative test are removed as casualties.
Then, remove the Harridan model and place
the surviving Gargoyles in the space it used o
occupy, more than 1 from any enemy models.
The brood acts normally from then on.




TYRANIDS
PHIEROPHANT BIO-TITAN

rn n I.e
enemy ke auvy urmpnmﬁrf and redu 5
Rarid carapace is bolstered by a crack g' ¢ ﬁ cI ld, it has the ability Irrqun&h‘ mhm dam
with living rofes of sinew that maim anything within reach. The [ Tierophant also constantly
wents in its armour plates that choke and burn any prey organisms foolish enough to get close.

WSBS S T W
6 109, 10

WARGEAR: SPECIAL RULES: Bio-titan Warp Field: The Hicraphant has a 6+
~ # Two bio-cannons Agile: In the Shooting phase, the Hierophant invulnerable save.
can choose (o either:
- Fire all available weapons.
- Fire a single weapon and then Run.
- Fire no weapons at all and Run twice.




TYRANIDS
LivING FORTRESS

A Living Fortress is a rippling mass of rock-hard chitin and servated claws that advances unsioppably toweards the enemy ling. 1
Guard are bred specifically to soak up enemy firepotver, none moye so {han those who form the walls of the foriress itself. Fven the
Hive Tyrants they guard and the Hive Guard that afford them ranged firepower have specially vetnforced chilin plates. Should is
preternaturally shaip senses detect an incoming threat, the Living Fortress swiftly locks its chitin plates together and hunkers d
becoming a bastion of foot-thick carapace. Likened by the Eldar and the Imperials alike lo a walking bunker, a Living Fortress is 8
resiliend threat that nothing short of a direet hit from a Titan’s primary weapon or a Vortex greniade can dispose af it for good.

SPECIAL RULES:
Feel No Pain.
2 Hive Tyrants ]
(one may be the 4  Command Node: Any [riendly unit chosen from Ci
Swarmlord) Tyranids within synapse range of a Hive Tyrantin
formation has the Preferred Enemy tnd Counter-2
& 3 Tyrant Guard F  specal rules.

Fortress of Chitin: If the Living Fortress is targered &
'&' 3 Hive Guard shooting attack, you can opt to form a Fortress of (2
If you do so, the unit has the Shrouded spetial rule
St e adds +1 to their armour save rolls until the end of o
FORMATION RESTRICTIONS i (remember thata dice roll of 1 isalways a failure) 3
Nomne. A formation moves u4s if in ditficult errain next turs. -

Lot

JES Y DAFENESS ANT UESEATR.




TYRANIDS

_SUBTERRANEAN SWARM

".’4/5,?

=

When large numbers of burrowing Tyranids concentrate in a single place, the underground vibrations cawsed by each Trygon Prime’s
tunnelling altracls nol only Mawlocs and other Trygons lowards ils location, but also whole broods of Raveners. Using their alien
senses, the Raveners close in on the Trygon's position and join it in its subterranean assaull, breaking the surface around the Trygon
Prime just as it heaves its bulk clear of the ground. Riddled with tunnels, the weakened ground shakes and heaves as the creatures
emerge, opening great holes and crevices that tumble men from their feet and throw gun positions into disarray. Stunned by this sudden
assaudt, the foe are ill-prepaved to stand against the sevfientine terrors within their midst.

#1 Trygon Prime Is 0+ Mawlocs
‘@ 3+ Ravener Broods t

0+ Trygons

FORMATION RESTRICTIONS
None.

SPECIAL RULES:

Coordinated Attack: All units in this formation must be
placed in Strategic Reserve and enter play by Deep Strike.
The Trygon Prime must deploy first. Once this is done,

the rest of the units from the Subterrunean Swarm may be
placed anywhere within 12" of the Trygon Prime — do not i
roll for scater, ke

Tremor Zone: Once the Subterranean Swarm has entered
play, any enemy unit within 6" of a unit from this formation
must take a Pinning test. Furthermore, until the be

of their next turn, all units in a Sublerranean Swarnn

the Shrouded special rule. o o x




TRANI.].SS..-
VANGUARD INFESTATION
g s : : s

7

Before the full-scale assault of a hive fleet oceurs, vanguard organisms infiltrate potential prey planets, gathering information on enen
defences and other concentrations of biomass. Should a world prove rich in prey, the Genesiealers that form the bulk of the vanguard
will breed, multiplying in number until they have become a legion under the command of the first Genestealer to make planetfall. As#
doom of the prey planet draws neay, Lictor assassin-beasts use their feeder tendrils lo steal from the brains of their victims, Then, justa
the main invasion is aboul to be launched, the Vanguard Infestation will rise wp from the sewers and tunnels of the ey world as ong
atlacking the command centres of the enemy’s resistance and spreading terror and confusion far and wide,

S SPECIAL RULES:

Every Man for Himself: On the turn this formation &
3+ Genestealer /a 3+ Lictors ; play. all enemy units within 36" of a unit in this fo
Broods (one of these can ¢ must use the lowest Leadership value in their unit i

be Deathleaper) i the highest for the purposes of Leadership tests.

~xemetd  Secret Deployment: All units in this formation must be

FORMATION RESTRICTIONS Y held in Strategic Reserve. All the units in the formaties

One of the Genestealer Broods must include a Broodlord. § deploved as per the Lictor's Chameleonic Skin rule, =
No other brood may take this upgrade. the Lictors (see Codex: Tyranids). 3
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NECRONS

\
The Necrons have lain dormant for sixty million years,
slumbering away the acons deep within ancient tombs

Now the ancient dynastics arc on the rise once again. The
raiding parties that heralded their arrival have grown into
statspanning fleets and vast armies of conquest

Each Necron Tomb World was constructed according to
asophisticated template devised by the Necrongr at the
height of their civilisation. Utlising physics and geometry
beyond the ken of other races, the Necron Crypteks
created immense storage facilities o house their race for
the millennia of their dormancy. Endless interdimensional
chambers housed millions of Necrons and vast armourics
of homnifically powcrful weaponty in a seemingly impossible
space. When these labours were completed, the Crypteks
erected great temporal stabilisers (o shield the tombs, and
all within, from the ravages of time. Thus did the Necrons
slumber away the millennia, waiting

Should a large assembly of onc of the younger races evolve
106 close to a Tomb World, the encoded programining
reacts very aggressively to defend the interred Necrons,
However, where the actions of most sentient beings arc
guided by instinct and tempered by reason, the decisions
of Necrons are slaved to logic and warped by idiosyncrasy
Whilst their armies might retreat when beaten, they do so
not out of fear, but from a cold appraisal of the situation

L‘Tx v\'*

at hand. Indeed, a retreating Necron army is often
first omen that their enemies’ fortunes are about o
turn for the worse. Such withdrawals are usually teny
intended to buy time and space for additional fnr:u‘
be awoken, In effect, the more an enemy fights against
the Necrons, the more devastating the response, ],, M08
sitnations, Necron Warriors and Immortals, backed by

woptek automatons and select specialist llnlls'ﬁg
Lychguard and Deathmarks, are sufficient to cam
emerging threat. However, as resistance grows, so (o
the power of the forces released.

xpone e ol Ul (B aa e

petrifying in scope. Uncountable ranks of Necron ¥

arc transported to the battlefield by flotillas of Mo
and Night Scythes, while the remorseless Immortal
advance in their thousands, As the bloodshed continu
Red Harvests of Destroyers are drawn to the slaughter:
Packs of Flayed Ones materialise from their charel pl
(o tear gobbets of delicious flesh from the living and|
the dead. Weapons capable of cracking a planet’s er
are retrieved from stasis and brought to bear: Wol
should victory be deemed impossible, the C'taniare s
from their imeless prisons and set loose 1o feastat
Indeed, when roused to wrath, the Necrons are alk by aC
unstoppable and a truly termble foe to behold:
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NECRONS
Acoms TION PHALANX

——

The larger the
s, provided that

ilisa B(r-wm’ndsf u__,f stor enown and glorio
personal guard inlo the din of baulle...

D!-;persmn Barrier: If &

alanx have dispersion s
a 3+ invulnerable save thar deflects hits in ex:
manner s a dispersion shield.

A New Acquisition: Whenever an enemy
Formation is destroyed, Trazya's controlling pl
an acquisition counter on the battlefie
position of the last model removed (if several models were
removed at once, you can choose which was the lastmc:del
for the purposes of this rule). 1f
with an .u,q_m:mm‘l counter, remove the counter :md ml.l a
D6. On a roll of 1, there was nothing of value there; on ¢
roll of 2+, you gain | Swategic Victory Point.

Acquisition Phalanx have

v is alive,




NECRONS G
BALEFUL NECROPOLIS

f o <R,

The complex hnown as ihe Baleful Necropolis is the most potent of all a Tomb World's defences. These colossal hovering foriresses
mere battle stations, but the very buildings of a Neeron Tomb, raised inlo the sky to rain down destruction ufion the hckless inves
below. T hold so many massive struclures aloft requives a power source fur beyond the ken of lesser races, yet a single Tesseract Va
equal to the task. These multi-phasic prisons not only cage the most powerful C'tan Shards, they can also leech and redivect their

10 fuel other devices. Sueh is the sheer speclacle and destructive fury of the Baleful Necropolis® cyelopean onslaught that the ranking:
Nemesor will almost inevitably commandeer il lo spearhead the advance of his own phalanxes.

SPECIAL RULES:
Annihilator Beam: The Tesseract Vault can fire an
annihilator beam in addition to its other weaponry,
1 Tesseract Vault ¥ the profile below. Any Monolith in the formation i
firing its weapons 1o contribute to the annihilator bes

£ You must declare which Monoliths will do 50 before &
8 Monaoliths £ the annihilator beam — only those within 3" of the Ts
; Vault can contribute. Only one shot is fired, rega _
the number of contributing Monoliths, but the rangs
shot increases by 12" for each Monolith that contribe

Range S AP Type
2474 D 1 Primary We

Supreme Shield Matrix: A Monolith from this formas
within 3" of the Tesseract Vault has a 6+ invulperab
and the It Will Not Die special rule. In addition, =
from this formation that is within 3" of the Tesseracs
receives a +1 bonus to its invulnerable save for each
Monolith from this formation within 3" of it, to a mes
of 4+. For example, a Monolith within 3" ‘
Vault and ene other Monolith has a 5




NECRONS
INFINITE PHALANX

e &

No race can malch the Necrons for the sheer relentlessness of their advance. Hundreds upon hundreds of Necron Warriors march in
complete unison, every step echoed a thousandfold, the screech of misaligned or decayed servemotors reaching banshee pilch. Such a
denisity of Necrons allows their veanimation nanoscarabs to overlap their functions, abandoning unsalvageable forms in order to lif the
balance elsewhere. Thus can the Warriors of an Infintte Phalanx take a pounding beyond reason, yel still retwrn to the vanks within
moments of their apparent destruction.

Reanimation Matrix: Models in an Infinite Phalanx must be
within 1" of another model [rom the same unit to remain in
unit coherency. However, all models in the Infinite Phalanx
= £ receive a bonus to their Reanimation Protocols rolls based
FORMATION RESTRICTIONS ¢ on the number of models in the unit that are still in play
No Dedicated Transports may be taken. at the point Reanimation Protocol rolls are taken (note
M———mﬂ@"ﬁﬂﬂ% that Reanimation Protocol counters as well as remaining
; models count towards this number). If there are at least
100 models /counters in the Infinite Phalanx, then its
Reanimation Protocol rolls are passed on a 4+, If there are
e at least 150 models/counters in the Infinite Phalanx, then
~ Infinite Phalanx: All of the Necron Warrior units form a their Reanimation Protocol rolls are passed on a 5+ These
~ single combined unit known as an Infinite Phalanx. Reanimation Protocol rollsicannot be improved by any
- other means. -

3¢ Ml apin.
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~ NECRONS
OBELISK
on and purpose. Their function

Obelisks are air-defence war machines, similar in design to Monoliths, but wholly different in functi
rd. They are almost undetectall

is to wateh and wait for that inevitable day when o lesser race chances ifs army against a Necran wo
even millions — of years, on the mevest trickle of power. Ouly whei the Obelisk

L awhilst dormant, and can be sustained for thousands —

detect enemy crajt in the skies abave thoir Tomb World do they wake to full function. Manipulating the planet’s gravilic field, they
yise into the skies, their approach swift bul silent. Should an enemy aireraft stray too close, the Obelisk triggers a gravily frulse, an
expanding sphere of force that sends the intruder huriling 1o a fiery death.

T E——
o L G g e o

in ¥ rArmours 335 Points
OBELISK RS F' S R HP Unit Type: Super-heavy vehicle (S8
Unit Composition: 1 Obelisk

4 12 12°12 b
SES e "-—-r_—hf-_:*__-—‘ﬁ

Gravity Pulse: At the start of every Shoof
phasc (friendly and enemy) any cnems
Skimmers within 24" of a powered up €
cuffer a Strength § AP4 hit, resolved
their side armour.

Sleeping Sentry: When you deploy an Obelisk,
you can choose whether it is powered up or
pOWCl’t-‘d down. If it is powered up, it follows
the normal rules for a vehicle of its pe. If it
18 piJW(?rt'd down, it may niot move or shoat,
but has a 3+ invulnerable save. You can choose
1o power up the Obelisk at the start of any of
your Movement phases, An Obelisk that arrives
by Deep Strike is automatically considered to
5 be powered up. Onee powered up, an Obelisk
cannot power down later in the game.

Tesla sphere 24




NECRONS

__ TESSERACT VAULT

Transcendent C'tan are shards of swch size and indomatable will that they are too powerful to be contained within a Tesseract
Labyrinth; instead, they must serve the Necron cause from the heart of a monolithic Tesseract Yawlt, which serves as both prrison and
canduat. ts hull contains layers of node matrices that vedivect a portion of the Transcendent C'tan’s energies inla the cage that holds ot

-

vaptive, but the being within can still age foes to dust, set acres ablaze, or trigger seismic shifls in the planetary crust with but a gesture.

- TESSERACT BS F S R HP
VAULT 5 14 14 14 9

315 Points
Unit Typl:: Snprr—herl.\.} vehicle (Skimmer)
Unit Composition: 1 Tesseract Vault

P T ey

SPECIAL RULES:
Living Metal.

Power of the C'tan: When a Tesseract Vault makes shooting attacks,
measure line of sight and distance from the C'tan itself.

Vengeance of the Enchained: When a Tesseract Vault loses its last Hull
Point, it always sutfers a Titanic Explosion! — there is no need to roll on
the Catastrophic Damage table.

OPTIONS:
® A Tesseract Vault must take two
different Ascendant Powers (weapons)
from the following:
- Cosmic Fire
- Sky ol Falling Stars...
- Transdimensional \ahclsrmm W
- Wave of WIithering ..o cciseesiessiterianss 1 20 s
- Antimutter Meteor 130 pls
- Seismic Assault - 200 pis

Type

AP

Anl.im:mcr Meteor i /8/6 /8/5
i 4
2

36!

i Heilsmml_
I I;‘_Ilﬁmnn

Primary Weapon 1, Apocalyptic Mega-blast
Primary Weapon 6, Apocalyptic Barrage
Primary “ capon 1, Apocalvptlc Bl.:sl

.-Prmuyw.

Heavy 1 3
Heaw 6D6

- e &
WE AHE ALVEADY DEFEATED iF OUR MASTER 1S FEAD




NECRONS :
- TRANSCENDENT C'TAN

Transcendent C'tan are the most dangerous of their kind. Each is an aggregation of anywhere between a dozen and a hundred lesser
shards, and its power far surpasses the sum of its parts. Those few that ave chained to Necron service are not contained by tesseract
labyrinths, but by energy shackles designed azons ago by the legendary artificer Svarokh. Such devices ave unstable; making the |
deployment of a Transcendant Cllan withoul a Tesseract Vault to restrain it something of a visk, only undertaken in times of divest need

420 Points

I A Ld Sv Unit Type: Gargantuan Creature
B 8 10 3¢ Unit Composition: 1 Trunscendent Clas
| e s il 2

SPECIAL RULES: UPGRADES
Transcendent Necrodermis: This model hasa f Storm of Heavenly Fire: At the end of the Transcendent C'tan’s
4+ invulnerable save. If the Transcendent C’tan Movement phase, place the large blast marker centred over the
loses its last Wound, all models within 4D6" C’tan. All models under the marker (friend and foe, other than
suffer a Strength 10 AP2 hit. the C'tan) immediately suffer a single Strength 6 AP3 hit with the

. Igmores Cover special rule. Vehicles are hit on their side armour.
OPTIONS:
‘s A Transcendent C'tan must have one of the Transliminal Stride: Instead of moving normally, a C'tan can chooss
- following powers: to move 18" in a straight line, ignoring intervening models and
- Storm of Heavenly Fire .. terrain. Any models passed over (friend and foe) suffer a Stuength B
- Seismic Shockwave AP- hit. A C'tan cannot charge in the same turn it uses this abiline
- = Transliminal Stride .. vovene 120 Pls
A Transcendent C'tan must mLe two | Seismic Shockwave: The C'tan's Stomp attacks are resolved using o
Ascendant Powers (weapens) from the large blast marker rather than the blast marker: ‘
fdiimnng Tist: x —_— : S - ¥ . VPR AT ey e e
- Cosmic Fire .. e L R el 1
- Sky (ijdlimg btdls...............
- Transdimensional M.a.«:lstrom
- Wave of Withering ...
- Antimatier MCL&’.(JL.H.‘...,‘
- Seismic Assault. ...

4 Range S AP Type
120 pts  Antimatter Meteor 48" 10/8/6 1/3/5 Primary Weapon 1.
Apocalyptic Me :

Transdimensional
Maelstrom 36" L 2 Primary Weapon £
pocalyptic Blast

(_,IZ;SIIIIC Fire Hclisiﬁﬁ;n



 NECRONS
THE WAR COUNCIL OF
_ MANDRAGORA

That the Sautekh Dynasty has achieved so much in so short « time is grim lestament to the ruthlessness and genius of its leaders. Iis
Phaeron, Imoiekh the Stormlord, can be counted amongst the most brillianl strategists ever to walk the galaxy. Every tactic and stralegy
that springs from his analytical mind is merely the foerunner to another, grander accomplishment yet to come.

SPECIAL RULES:
1 He Has a Plan: Before deployment begins, roll three D6,
Imotekh the Stormlord §  one ata time, and consult the table below to learn what
Imotekh has decided (re-rolling duplicate results). Make a
Nemesor Zahndrekh note of the resulis, and the order in which they were rolled.

Vargard Obyron ; D6 RESULT

Orikan the Diviner

P\t 1 Roval Court
b 1 unit of Immortals

Unmake Their Works: Destroy three or moré enemy
FORMATION RESTRICTIONS
The Royal Court must contain at least five models.

Each result ties to a particular condition that must be met by~ §

the owning Necron player. As soon as any condition is met,
vou gain one Necron Strategic Asset of your choice. However, |
the second condition can only be met if the [irst has alrea :
been completed, and the third can only be met if the fir

two conditions have already been completed. It is p

meet two or more conditions in the same turn. Yo




Tau EMPIRE

o

I'he Third Sphere Expansion is gathering evergreater
pace, and the Tau Empire is rapidly encountenng a
growing number of aliens ~ many of whom unwisely match
themselves against the military might of the Tau before
joining their empire. In these war-troubled times, the Tau
must increasingly demonstrate their power, with swift and
overwhelming confrontation of thosc that oppose them
The Tau's Fire Caste, source of their empire’s soldiers,

is one of the most efficient war machines in the galaxy
Instilled with warrior pride, frec of supenstitious doctrine
and equipped with some of the most adyanced weaponry
in the Eastern Fringe, the Fire Warriors are capable of
mceting any enemy force and defeating them

The Tau organise their military forces well in advance of
any conflict, and there are many standardised formations to
adopt depending on varying circumstances and the enemy
they expect to face. The groups within it have a number

of different names, chosen to outline the function of the
formation without unduly creating fear and anxicty in the
wider Tau population: Such army titles include Encounter
Observation Teams, Threat Dissipation Contingents, Rapid
Envelopment Cadres and miany others; as many of their
facs have discovered, despite their innocuous Labels, all

of thesc forces exist for the single purpose of locating

and destroying the enemy. When the Tau commit to

battle in force, their disciplined cadres of Fire Warriors

and Kroot mercenarics do so supported by heavily afy

Crisis, Broadside and Riptide battlesuits. Swarms of Ve
Stingwings. Stealth Teams and Pathfinder Teams hayasy
the enemy flanks as titanic Mantas and aireraft squa
sweep the skies clear of acrial threats. Faced with such
formidable foe, it is little surprise that so many worlds
chosen 1o join the Tau rather than face then in ba(déf:

FORGING A NARRATIVE

As ambassadors of the Greater Good,
the Water caste of the Tau Empire
have won over numerous other races
and cultures to their cause. The Kroot
and Vespid are the two most obvious:
examples, but games of Apocalypse
allow you to expand this concept even
further. For example, why niat include
an Imper

annexed by the Tau Empire, which now fights for the
Greater Good? In fact, it would be simplicity iiself o
kitbash some Imperial Guard auxiliaries using Tau
Fir¢ Warrior compone




TA EMF&RE
~ AIR SUPERIORITY WING

e e

Few forces in the 415t Millennivm understand the importance of controlling the shies above a battlefield more than the Tau. A squad of
Razorshark Strike Fighters makes for an impressive atlack group move than capable of engaging enemy flyers. Known to the Tau as an
Avr Superiority Wing, they are frequently lasked with clearing the skies before the arrival of incoming waves of Sun Shark Bombers ar the
ground-strafing Tiger Shark AX-10. As long as they dominate the shyways, averflying Taw networking drones and comms craft can fly
al lower altitudes, enabling them to betler lend their aid o the batilefield by sending dawn markerlight beams.

SPECIAL RULES:

Air Superiority: Models from this formation have +1 To
Hir when shooting at enemy Flyers, Super-heavy Flyers,
Jetbikes, Skimmers, Flying Monstrous Creatures, or Flying
Gargantuan Crealures.

5 Networking Drones: As long as at least one model from
FORMATION RESTRICTIONS ¥ the formation is on the battlefield, then at the start of

None.




TAU EMPIRE
COUNTERSTRIKE CADRE

Y e e e -

It is a common Taw tactic lo maintai -hitting fe

furtle these . to overwhelm the enen carm of retribudi  leader with a more cautious, P

alient
12
to grab

e et

. SPECIAL RULES:
1 Pathfinder Team : Precision Guidance: All units in the formation that are
; shooting at enemies that are within 12" of a Strat i
9.4 Fire Warrior Teams 1 Objective can reroll failed To Hit rolls.

Tactical Surge: In their first turn, or the turn when they
FORMATION RESTRICTIO | if placed in Strategic Reserve] all vehicles in the
Each unitin the formation must taki i jon are Fast vehicl s




KroorT HUNTING PACK

T 2

Kroot Carnivore Squads routinely serve the armies of the Tau Empire, fighting alongside the cadres of the Fire Warriors in even the most
dangerous theatres of war. Durving larger ents, or vontiers of their growing Empire Tau are also known lo employ

g Packs m
ide than against them.

SPECIAL RULES:
Furious Charge.

Crafty Fighters: The TTunting Pack has the Outflank
special rule. There is no need to roll for the tble ed




TAU EMPIRE
OPTIMISED STEALTH GROUP

e

: 2 P11 1he Stealih
1 nwhere, into'a key loca the
After the initial assault takes oul an ;

L ; : > Ot ealth Group Iy consoli
they have captured until supporting Ta: &

2 the ground

ol

b otingen:

SPECIAL RULES:

Stealth Deployment: The Optimised Stealtt
the distance il mus

alth Teams

( up from enemy units if it depls
using the Infilrate special mle.

Unexpected Attacks Weapons used by the Op
Gronp have the Ignores Cover special rule.

with ease.

4




TAU EMPIRE
RAPID INSERTION FORCE

Crisis TEcmu lo curffrapj}mrr alnnm’e 1S zg their
streaking mrﬂm‘ light up targets below e
already bl away in unison at th

0-1 XV104 Riptide

FORMATION RESTRICTIONS

Each Crisis

Team must consist of three models
(not including drone

. An XV25 Stealth Team
et swoop low, allowing
. Markerlights from the
mpressive arsenal of weapons
gned [o the Rapid Insertion Force,

SPECIAL RULES:

Locked Coordinates: The Stealth Team must begin the
game deployed on the battlefield. The rest of the forces
must be held in Strategic Reserve and arrive by Deep
Strike. Any Crisis Team or Riptide from the formation that
chooses to Deep Strike within 18" of the Stealth Team does
not scatter, and counts all its weapons as Twin-linked in the
ensuing Shooting phase.




TAU EMPIRE
'RipTIDE WING

R p— e

The proto Earth cast
hough normally deplayed . Ire level, it was Comm

king i
TUEHC

SPECIAL RULES:
Coordinated Attacks: Any Riptide that shoots at a uni
/104 Riptides §  has already been shot at this phase by one or more Ripti
: from the formation has +1 BS when resolving that attack

FORMATION RESTRICTIONS Networked Reactors:
None. Riptide from its own
Reactor tesis,




: U EMPIRE :
W SKYSWEEP MISSILE DEFENCE
i —— R

In addition to deploying a fig) g
great impiovtance wpon ground-to-air attacks to gain air superiority over their fi
plummeting wrecks than the Sky Ray Defence Gun

ol Dﬂ’zlﬁsh
he bmrb;n d Ht!.’z a swn(z:" from the command lenk,
followed a few moments later by a

=5 e

SPECIAL RULES:

Command Override: Sky Ray Gunships within 12" of the

formation’s Gommand Vehicle can fire any number of

missiles in each Shooting phase. g
Ray Gunships .
Early Warning: As long as the Cumma.nd \’t:hir.:]e is not
destroyed, all friendly

FORMATION RESTRICTIONS Shrouded special rule ags
is the Command Vehicle. 3 Super heavy Flyers, l‘l\mg \lnmu "OLS Crcaru.rcs and F




FORTIFICATIONS

When Mankind first conquered the galaxy during the
Great Grusade, many of the subjugated worlds were
heavily forufied after being brought into compliance
This was especially the case on those planets claimed for
the burgeoning Imperium by the Imperial Fists and Iron
Watrriors Legions, whose preference was ever for the art
of sicgge warfare, In other cases - particularly on those
worlds that initially resisted compliance with force before
succumbing to the might of the Imperium'’s anmics ~
such fortfications were commonly built o remind the
local populace of their duty to the Emperor and of the
consequences for ignoring such an obligation.

S0 do many worlds in the galaxy bear the mark of
Mankind’s great expanision in the form of mighty
fortifications - cach an awe-inspiring edifice raised in
honour of the Master of Mankind, to intimidate both
friend and foe alike. At the heart of these armoured
strongholds lic ancient armaments with firepower of such
terrible magmitude that they can annihilate even the
mightiest machines of war or cripple a batdeship in high
arbit. Indeed, some of these weapons systems date back
1o the Great Crusade itself and encompass technological
marvels long since lost to the Adepts of Mars. Others are
powered by unique cogitators or intricate machinery 5o
advanced that they can no longer be replicated — only
carefully mamtaned

With such power (o u)mmuu(l, iLis 00 surprise tha
commanders seek to control sich rumﬁzaﬁm;-, bul
the enemy’s armies will shattes i

15 common for large scale Ln);'xuemcnu 10 be: foughg
battlclields dominated by fortified redoubts, plang
defence silos and other strongpomts. Control of st &
can be the difference betyeen victory and defear.

FORGING A NARRATIVE

Although the grand fortifications

listed in this section are of Imperial

origin, they are by no means exclusive

1o the Tmperium. In a game of

Apocalypse, there 1s plenty of scope

1o make use of them in other armies

as well - with the additon of a few

blasphemous runes daubed onto the:

walls and perhaps some skulls or sacrificial victims
scattered hberally about the building, 4 fortification:
can appear to be reconsecrated to the Dark Gods of
Chaos. Similarly, the Orks have ever made use ufthe
technology of other races, ‘Orkifying it and turning it
ta their own ends




RAND REDOUBT
&> R

In a prolonged campaign, one or both sides will usually bwild defensive lines to shelter their troops. As the war grineds on, whal started
as simple trenches will grow into a massive defensive fortification knoun as a Grand Redoubt. Each Grand Redoubl is ringed by lines
of trenches, and studded with massive bastions and gun emplacements. At its heart lies an enormous fortification that shellers reserves
of ammunition in vast underground barvacks. This subterranean complex also protects the traops from enemy bombardment — then,
when the enemy launch their assauldt, the veserves pour forth to oceupy the Grand Redoubl’s bunkers and trench lines, fresh and ready to
sepel the attack. Such positions can only be taken by the application of devastaling firepower and huge numbers of troaps.

: SPECIAL RULES:
1+ Aquila (-1 Fortress of Defend to the Last Man: Any unit with a model occupying any
Strongpoint Redemption : part of the Grand Redoubt has the Stubborn special rmle.

0+ Imperial W X 0-1 Skyshield I Underground Barracks: Infantry units in Strategic Reserve
Defence Lines Landing Pad may enter play from the Access Points of any Aquila

Strongpoint in a Grand Redoubt
0+ Imperial “ (-1 Firestorm
Bunkers Redoubt

0+ Imperial ‘ 0+ Vengeance
Weapon
Emplacements Bateries

Defence

0-2 Imperial
Bastions

FORMATION RESTRICTIONS
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ACRO-CANNON

Macro-cannon Aquila Strongpoints are massive fortifications, often used as bastions in Imperial defensive battle lines. Fach

strongpoinl consists of a lower munitions silo, toppec by a large turvet that houses the huge Aquila macro-cannon that gives the
stromgpoint its name. The munitions silo allawws (he macro-cannon to fire special quake shells, each of which is several feet in len

has a powerful charge that causes i {0 seach hyper-sonic velocity when it is fired.

Range 8§ AP Type

One bunker annex with battlements and one
Agquila macro-cannon

~ Composition:

muin strongpoint with battlements.
: : - Macro shell g4 D 1 Primary !
T Type: The bunker annex is a Medium Building Large Bl
(Armour Valtie 15). The main strongpoint is a Large - Quake shell 180" 10/7/5 1/4/6 Primary’
Apocalyp

(
ﬁ;ﬁldm.g (Armour Value 15). All are Massive Fortifications,

ccess Points & Fire Points: As per model. - Heavy

Sonic Boom: After firing a quake shell, draw a straig
hetween the Aquila Strongpoint and the central hol
apocalyptic mega-blast marker. Roll a dice tor each
Flving Monstrous Creature, or Flying Gargantuan C

- OPTIONS:
: ay ke up to four emplaced heavy boliers........ 10 pts vach ~ model crossed by this line. On a roll of 1.4 Flyer wi
and Burn, while a Flying Monstrous Creature or Fly
: Gargantuan Creature will take D?S"Weﬁnds with 110 §

throws allowed. 2



VoRTEX MISSILE

AQUILA STRONGPOINT
e e Tl SR

Orie of the most feaved weapons in the Imperial armoury is the vortex missile. A Vortex Missile Strongpoint houses several of the
fearsomely destructive warheads and is filled with complex targeting avvays to guide each vorlex missile to its unfortunate targel. When
the missile strikes down, a large void is torn in the fabric of space-time, witerly destroying anything that lies within its radius of effect.

Composition: One bunker annex with battlements and one SPECIAL RULES:
main strongpoint with batilements. Missile battery: The battery may fire a maximuim of seven
vortex missiles over the course of the battle, No more than
Terrain Type: The bunker annex is a Medium Building one missile may be fired per Shooting phase.
(Armour Value 15). The main strongpoint is a Large
Building (Armour Value 15). All are Massive Fortifications. Containment Failure: If the emplacement suffers a Total
Collapse or Detonation! result, roll one dice for each
Access Points & Fire Points: As per model. remaining vortex missile. On a roll of 1-2, the missile
= explodes. Place the yortex missile’s blast marker on the
Y S'I'Weapuns: The main strongpoint has an emplaced vortex centre of the main strongpoint, and scatter it 2D6",
~missile battery.
- . Range S AP  Type
OPTIONS: Vortex missile Infinite =~ D ] Ordnance 1,
* May take up to four emplaced heavy bolters Large Blast, &
; Vortex










The mighty war engine known as the Tesseract Vault draus upon e boundless
s of the Clan Shard imprisoned within i o obliterate the s of the Necrons




Miniatures anp Hol
anHowcAs,; 3
e s

The Clan’s crackling power is harnesse: Worker-scarabs tyrelessy n It as the
kling po h 4ty v
a lorker-scarabs tyreless
Ca an-beast of living metal. aptive Cllan : n/l 7 i
ntropic energy takes its toll

ible war emgine that iss from o Tamb World's crustshen it comes

The Neovam Obedssk is & near-indestru
enemy aireraft hurtling 10 @ firy death

saidor attack, ils gravitic pulses scnding










Testooned with the remains of ity

The Lord of Skulls driws much of its po
z Daemon Engine s a living altar ty

from the cauldrons of bo

Khorne Lord of Skulls,

great cleaver of Khorne, aj
cannon and a skullhurler




This il creation is a blend of fie The growling enganes o
ndmachie, clad in thick plates of armous. augmented by the steam of ts boili
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IATURES AND HOBBY SHOWCASE
1

INI

illai alaxy,
The Lords of the Black Grusade are the most villainous warlords in the galaxy

Abaddon the Despoiler, Lord of the Black Crusade Khérm Uie Betrayer, champion of the
and master of the Black Legion bloodthirsty World Eaters

Alriman, Sorcererof Tzzentch and Chif.
Libranan of the Thousand Sons

Typhus, Host of the Destroyer Hive and master of the Death Guard

Lucius the Flernal, duellist lord of the sadistic Empeyor's Children Lo




MiniaTuies AND Honey Stowcass
S

s of the Chapter is a gathering of the mightiest heroes in the i
ted by the presence of its Captain; in force, there is nothing
 of war: Those shown below gathered for the commencement of

ks of the Space Marines,
such formidable ind
the Palamar Campaj

Each company is
duals cannot accomplish on the
gn in 698.M40,

of the Ist Company Caplain of the 2ud Company,

Captai of the 3rd Company
of Ultramar the Master of the Watch

the Master of the Arsenal

Captain of the 5th Company Captavn of the 6th Company Captan of /r:.» 7tk Co
the Master of the Marches the Master of the Rites Chitef Victualler

: Captain of the 10th Company.
o - Captain of the 9th Company, Wlw e
i of the 81k Company, ap : :

i i Devastator Gompany Captain 2 tec
sfiany Captain




MlNlAﬁEs AND Honpy SHOWCASE :
o e e s [ e (AT gy e St S R

Staff from Games Workshop Hoply o
across the UK made It thei s g
the entire Ultramarines Chispter o g
Games Dy 2012 To echive thi, g,
used the How (0 Paint Citadel Mg
Ultramarines digital pasmting iy
that their combined force would fink e
This impresseue collstion ineludee oy
Marie companies including the s
Veterans and the Scout Conpans, as sl
the Librarius
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Woe betide the Superh

that g0 up against the ¢
might of the Ultran ~ they won't be around for long;










Each Baneblade displays o variely of

segimental idents and killmarkings

A Bancblade bristles with enough fireporoer
1o flatten a city fallen (0 heresy, one hab-block
atatime.
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orunts a volcans cannon caable of Masting an enemy Tt 11 halfwith one shot.




The Hellhammer, optimised for urban war, blasts its

Joes from cover with a deadly arsenal.













Eden the waighly pistons that dyive the God-
machines tawar bear Inperial ieonagraphy

ed by immense plasma

Battle Titans are
ad idea to stand foo clase.

reactors — it

Uit heraldry of each Titan
displiyed or therr Titans




Mars pattern Rever Titin with
eocalyfoe missle e iser
Blaster and giatling bidster:




Cach Revenant Titan is crewed by a single
 slerinan whose tricelike state enables fam
o become ane with hus war machine
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The Hieruphant Bio-titan is a gargantuan horror copable of
destroying entire enemy regiments

ARG
A 2 ‘»\i*“’;:

Bistitam wsch tu bicrcannoms,
S0, lash wois aind poic micsmis




Most Stompas are infested with
dazens of Gretchin vilers




Mintatuies anp Honsy Srlowmsz
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[ glswering Evil Sun proclaims the allegiance of this Stompa
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' STAGING THE APOCALYPSE

The build-up to an Apocalypse game can be great fun. Amongst other thin

a great excuse to add some impress

new models to your collection and get them painted up in time to reinforce your existing army, The next few pages p
a number of methods for best preparing for your own Apocalypse game, allowing you {o participate in a truly imp

wargame that you and your friends will always remember.

So you've read over the theory of how 1o play Apocilypse,
but what about the practice? This section showcases
different approaches to cach of the main aspects of gearing
up for your Apacalypse game - gathering your army
preparing your battlefield, and adding a narrative to bring
itall together.

As such, there are several aspects (o the Staging the
Apocalypse section, and cach of these is further broken
down into different approaches and helpful tips: You might
want to pick a single method that hest suits you, though
feel free to myent your own approach to fit the venue and
timescale you have available. You could even use all of the
tips listed here for a truly magnificent experience! There
really is no ‘right answer', people’s collections, tastes and
venues are so different that it's really up to you how to
address your preparations for the big day. This section ends
by ting up all of the ideas and tps into a si

game of Apocalypse centred around a cool narrative

Meet Chris Prach, @ hobbyist whose
collection of Imperial Guard is reaching
Apocalypse lrvels. He has volunteered

1o onganise a game of Apocalypse for his
friends, and to make his own force truly
umpressive i the process — but he has less
than a month in which to do it. Over the
next feww pages we'll be following Chris®
preparations for the big game:

S e A2 s P 2
?ONE MAN'S APOCALYPSE ¢
gﬁ

baltlefield, wads to slay some heretics. Paul’s armg incorporates
terrai, objective markers and even a Shadowsword for good




g your amy for an Apocalypse game

n be like a
: gameunto tself. Here are a few simple methods

UR ENTIRE COLLECTION

ashammer 40,000 players have more than one
jeir disposal, and/or a disparat ion of

“ve collected over the years. Well, amongst the

taiays o feld an Apocalypse army is to ficld them all,
of theirallegiance. There arc armies listed in
m 40,000 rulebook that would only ally with

ns *Come the apocalypse, but not before’ ~

just such an occasion! The narrative
te forces are al

de of why
ed 1 up 10 you o decide - or
just go for it and see what happens

RCES WITH A FRIEND
F great way 1o boost your Apocalypse force to truly
ficent levels 1s to join forces with one or more of

This is as simple as it sounds — just bring

and team up with some

is a popular tactic amongst ging so many collections together on the battlefield,

layers, especially during the high-energy games  encourage a narrative. Commanders negotiate whew and wh
1n Games Workshop Hobby Centres on and armses well used to f;

d gaming nights.

ances against a gr




ADD AN IMPRESSIVE CENTREPIECE

A well-planned game of Apocalypse i an excellent reason

{0 add a centrepiece model 1o your collection. What better
time to add a Superheavy vehicle or Gargantuan Creature
to your force with which o pound your focs into dust?

I you fancy keeping your centrepicee in the same vein s
your collection, there are plenty of heavy-duty formations
for cach race to choose from. Imperial players have the
mighty Baneblade, the Shadowsword and their many
variants to choose from, plus the terrifyingly powerful
Titans. The devotees of Chaos can also make use of

these war machines with a little conversion work, and the
termifying Khorne Lord of Skulls can tear a chunk out

of any batdle line. Ork Warlords have a Superheavy tank

of their own m the Skullhamma Baile Fortress, not o
mention the mighty Stompa, a war machine capable of
spitting out a termfying amount of dakka. Necron players
have the dreaded Tesseract Vault. the Obelisk and the
Transcendent Gltan at their disposal Opponents of such
thunderous war machines would do well to deploy in cover!

the size of your
army reach Apocalyptic proportions. The best thing is

Such military heayweights can quickly se

that, in a game of Apocalypse, you aren’t limited to taking
only the units that fit the allegiance of your army — the
commanders of the 41st Millennium use everything at

their disposal to secure victary. Some players collect entire
squadrons of super-heavics. Forewarned is forearmed; you'll
need a lot of anti-tank weaponry to take them on!

i S

ADD UNITS YOU'VE ALWAYS WANTED i
For most collectors, there are models and kus out um-g
that they have alvays wanted (0 use, but have never got
around to adding 1o their force, This is uslmlly because
their regular games are designed o last & couple of Hou
at most. In Apocalypse, this restriction just doesn’t exisi
Perhaps there are Heavy Support or Elite choices youj
don’t field in your Warhammer 40,000 army, or perhaps

would dearly love to try out, but have never quite made
your usual force, come into their own in Apocalypse,

B e spray paint and the |).\|mbrusl|:s.
before long they!ll be readyito sollottTonthe big
Remember the units need not come from the same




EW EORMATIONS
a0 bolster your grand muster
et some potent in-game dvantages
Bargain) is to aim your collection
s the various Apocalypse Formations
ostppeal o you. Veteran players
| he able to arrange their collection
e requirements of certain
heets without painting a single model,
iy adding @ couple more models to
ey already have. If you already
4 Predator baude tank, for instance,
L couple more, and you've a dreaded
r Assassin Squadron (pg 101) —
eful when your opponents plonk
superheavy vehicles on the table

te players make it their mission to
o ficld one of cvery datashect

oppable; much greater than the
its parts. Others like 10 muster as
Jtanks as possible, organising them
icets as they go.
e always those players for whom an
st complete unless it covers the
in a tde of badies! A good start
through the datasheets in this
your favourites, an
in their direction

Conversely,

START A NEW ARMY
A game of Apocalypse is

all the excuse
need o start B oot

an entirely ne . Pe

SOu intend 10 usc this force gy sl
for your main army in \\‘.uh:um\;rr ‘I(WTPIJ:(
§AMGs, or maybe just because you've gl
fancied trying something different

always

You'll be surprised how quickly the units
In A new armny come together during the
initial surge of enthusiasm ~ and who
knows, you may enjoy collecting the new
Kids on the block so much that they may
one day grow into an Apocalypse arny of
their own, with your origin

al force forming
the allied contingent!

The timely
addition of a
Battleforce or

Duilding

block' of units
o sour force,
bulking out
your Apocalspse
army nicely

e
s

O
APOCALYPSE

Chns used the upcoming

3

STAGING THE A

NE MAN'S

game as an incentive to

paint up a bra

al new force

of Inpenal Guand. A fruw
simple batch panting®
techniques and a couple
of hably nights with your
friends can pay great
dividends on the day.

l
1

Bty

|
|
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NEIL HODGSON'S
SPACE MARINES

Nei

Space Marines began life as 3

‘s impressive collection of
a

Cities of Death force: the Iron
Knights (they re the gunmetal
chaps on the right). When

the o

ginal Apocalypse book

was released, Neil deaded
to bulk out his army to form

an entire company of Sp:

ce

Marines. He'd deliberately
chosen a colour scheme that
would allow him to paint up
units nice and quickly, so e
had his army ready i tme for
some really impressive games
Bitten by the collecting bug,
Neil then went on to build

an auxiliary force of Crimson
Fists, complete with no less
than three Vindicators!

He also added a couple

of Baneblades to his Iron
Knights as centrepieces =
techmically an Imperial Guard
darasheet, but they fit in

Neil's collection just fine.

|
|
s
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REALMS OF BATTLE

Many players will already own a Citadel Realm of Battle
board,; six two-foot square ules that can be fitted together
in any confi to make a classic Wa 40,000
battleficld. Placing two Realm of Battle boards together
provides an ideal Apocalypse playing area, and allows a
multitude of different bautlefields. It's simplicity itself to
combine your table with those belonging to your friends

ADDING MORE TILES

Though a 6' by 4' table isn’t really large enough for a
proper game of Apocalypse, even adding a couple of tiles
can make all the difference, giving you enough room for
flanking manoeuyres and daring Deep Strikes. Extra tiles
are a quick and casy way to get your gaming table up to
a scale that is adequate for multiplayer batdes, though if

you've more than four players, you may nced (o aim higher

APOCALYPTIC TERRAIN

Regardless of battlefield, when you're putting together
your terrain for a game of Apocalypse, it's important

to clump the terrain together. This will leave you with
wide open spaces at first, but they will soon fill up when
deployment begins. You'll need a fair amount of scenery
10 set the scene — some players prefer o use pre-prepared
datasheets bristling with guns, such as the Macro-cannon
Aquila Strongpoint, whilst others will see the big game as
a chance to embark on an epic scencry-making project of
thcir own devising

o different-coloured Realm of Baitle boards Kave been combined here
o sepresent the boundary of a war-lorn I'mpertal ity ~ the ties of each
o have been staggernd, with Imperial Defonce Lines cunningly
Positioned o conceal the contrast betwween the tuwo areas

FLOOR WARS $
There are times when all the boards you can lay your hand
aren't enough to cover the area you have in mind. Sometime
the best solution is just to play on the floor!

Though this takes a degree of care - nio-one likes stepping
prized collection of Citadel mintatures — it can be a quick a
effective way of getting a really massive battlefield into play.
This tactic 1s especially useful if you've managed to wanglea:
church hall, school gym or conference room as your Apocalyps
gaming avea. 2

If you use this approach, we recommend marking the
boundaries of your battlefield wnth heavy-duty tae, and
making sure your players know what areas are off-limits
them before play starts A




UAL BOARDS
o id unwsual boards on which to pi
delight i stting up strange an m which to play Apocaspse. Rrat,

e very usefulfor Ui, s they can be plced 1 @ mumber of diffmpns mnﬁ/;u{almmal:'»:f
and i together again in anather pattern secdy forthe ext game, Y

2 e frons o gaming tables spansied by a massive brid
awmposite oards s y tve bridge, long thin
ing the highioays of the 4151 Millennium, stageered boards Jealuring successive trench
 bomband the action wnfolding
setup can 6dd a really fun dimension o your gams ¢

on the otler
of Apocalypse

SR

ot

ONE MAN'S
APOCALYPSE
Having invested in o brand
new Realm of Baltle board
10 add 1o the rather battle-
worn version in his g

tha
drybrush, painting his second
board to match his first befere
populating it with Impersal
Defence Lines that he spr
with Chass Black and then
painted with Mechanicus
Standard Grey. Whilst h
doing s0, Chris s
i

1o0m, Chis got busy

ayed

onder 10 get some
| the upeo
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[AGING THE APOCALYPSE

ONE MAN'S APOCALYPSE

e

The culmination of Chris' mission approachi

and is raring to go. With the armies and terrain determined, all that remains is to

Though hie had a few late nights over tie course of the
last week, Chnis® mighty Imperial Guard army has been
mustered. His gaming buddics have been just as b

Steve’s Imperial Guard force has some reinforcements

in the shape of a detachment of Space Wolves, and their
apponents, Alex and Dave, have trundled out several Orky
superheavies with which to take the fight 1 the foc

Chris, as the organiser, has themed this game aronnd an
epic struggle for a doomsday weapon that may well go
nuclear during play (who arc we kidding, of course it willl)

With the scenery painted, the gaming area prepared, the
armies mustered, and the storyline decided upon, Chris
and the gang are ready (o rumble The night before batdle,
Chiis stocked up on plenty of drinks, frozen pizzas, and
cool battle-themed soundtracks to play in the background
this was set to be a weekend (o remember!

; cach of the players he's gathered together has been made aware of
t the scene before the battle be

FORGING A NARRATIVE

Games of Apocalypse are far more

enjoyable if you've gota grand. ¢

storyline in mind. In the baule

below, Chris Peach’s Imperial

Guard are fighting to defend an

Aquila Strongpoint from an Ork

horde before they can unwittingly

detonate its stockpile, flattening:

everything within a sixkilometre radius, Ideally,
the game organiser should prepare the story long
before the game itself. If the other players know
in advance, they can theme which formations,
characters and scenery they bring.

OBJECTIVE MARKERS

Making a set of markers for your Strategic Objecti
be as simple as putting a transfer on a spare base OF
complex as scratch building a mini-diorama the
own collection. Again, there is no “correct’ way
your objectives 80 with your own preferei
have some fun in the process 5




CHRIS AND STEVE'S
IMPERIAL GUARD
By elding every squad, tank
and regiment he has ever
painted, Chiris mustered an
mpressive army of Imperial
acd with which to wage
war on his Orkloving friends.
Better yet, he gave his
friend and colleague Steves
Bowerman enough notice
that he could bring not only
his own Imperial Guard
collection ~ but also his dad’s!
Steves dad has no less than
three superheavy tanks of
various kinds in his army; it
only right and proper that
these epic reinforcements be
added to the Imperial army

With such a mulutude of
weapons at their disposal
Chns and Steve felt more
than confident that a fine
weckend's gaming lay ahead
~ vith hundreds of dead Orks
1o boot

DAVE AND ALEX'S
ORK HORDE

Though the informal Studio
gaming group boasts many
an Ork player, Dave and Alex
are perhaps the most ardent
Alex’s army started s a Specd
Freeks force but has been
reinvented over the years

— most recently he's added

2 Stompa as a centrepiece
Dave, on the other hand, is &
Big Mek at heart. His heavily
converted flotilla of vehicles
and superheavies is 2 joy ©
behold and a terrar to face
on the baulefield, particularly
now he’s added a wing of
“kustomised” Dakkajets 0
control the skies.

Together the greenskin duo
have a horde o strike fear
into any commander’s heart
Chris and Steve are oI 10
have onc heek of a

they want to stop the Aquil
Surangpoint’s munitions
causing untold destiction
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PLANET Torn Asunpgr

within Solar, the

b-

R

Mostimportant of all s the hive-world Armageddon, whose sy
uard, [t unsurprising, therefore, that it should have such a blgg

Thraka has invaded the planet not once, but twic
tations fought by Mankind since the days of the

URGENT NEMESIS
re hias the Ork menace been greater. Ghazghkull
ed whatwas thought impossible; he has united
fwarbands with a single goal ~ the utter
‘of Humanity in the Armageddon Sector. The fate
¢ofworlds will be decided on the blood-soaked ash
f Armageddon. The Imperium cannot afford to fail

‘Anmageddon would pose a serious threat o
fulm's power in this arca of the galaxy, as was
massive Chaos hostinvaded in the mid-41st

d into

this s swhy Ghazghkull chose Armageddon as the
s first great Waaagh! Although this imcursion was

The resulting battles have be
orus Heresy

vital to the maintenance of the Imperian's
ufactorums sy
dstained past,

power
Pply arms and munitions to the
Most recently, the Ork Warlord

en some of the most brutal and

More recently, Ghazghkul alied with the Ork Warlord
Nazdreg Ug Urdgrub in a vicious assanlt on the Iiperial
planet Piscina IV The Orks used a previously unknown type of
teleportation device which cnabled them (o manocuvre theis
troops directly onto the surface from a space hulk located a
massive distance away from the planct. The Imperial garrison
was taken completely by surprise
M

and only the presence of
Space \

arines from the Dark Angels Chapter saved Piscina
from being overrun by the alien hordes

i O e

However, this second defeat was of litle consequence to
Ghazghkull, for with the completion and testing of his new
tellyporta’, he was finally ready to unleash his full force
against the Impenum, in the form of a second great Ork
invasion of Armageddon. A plan that had been fifty years in
the making was about to reach fruition

i\
¥




GHA7GHKULL MAG
URU

Gl /m.,J,L ull is llml mast
dangerous of Ok leaders, one
with both drive and abi

in abundance. A serious
head injury in Ghazghkull's
south awoke visions' from
the Ork gods which have led
him on an unnvalled path of
bloods conquest. His return lo
Armageddon follows decades
of planning, lesting Imperial
defences and unifying dozens
of Ork tribes. If Armageddon
falls, Ghazghkull could lead
Ihe segmentum's Orks in an
wistoppable Waaagh! which
might thcaten Terra itself

STy

GHAZGHKULL'S FIRST
INVASION OF ARMAGEDDON

%\m»_—«_————- e T s N

In 941.M41, the Ork warlord Ghazghkull
Thraka invaded Armageddon at the head
of a massive Ork Waaagh! The hive world
of Armageddon, the principal world in
the Armageddon Sub-sector, lies roughly
10,000 light years ta the galactic north-east
o Term. 1t 48 Wil miode a the centre of
the Armageddon Sub-scctor’s navigational
channels and its countless weapons shops
supply arms to Imperial Guard regiments
several thousand light years avway

At the time of Ghazghkull’s first invasion.,
Armageddon was under the command
of Overlord Herman von Strab, who was
once described by Princeps Prime Kurtiz
Mannheim of the Legio Metalica as ‘the
greatest waste of flesh and bone born in.
the last five hundred years’. Even when,
a space hulk of massive size was sighted
in the Armageddon system, von Strab
did nothing o inyestigate or report its
appearance to other Imperial authorities

ARMAGEDDON STEEL LEGION
The Steel Legion have suffered horrendous casualties in defence of their home world,
but under the leadership of Commissar Yarvick, they will fight to the last man

The banner of the
Steel Legion 16th,
known as the
Tankstormers for
thir lightningfast
attack patterns

The Pale Star
was awanded to
thase Imperial
regiments who
repelled the first
Ork invasion.

Steel Legionnaires bear the icons of
their regument with great pride.

It was Commissar Yarrick who or
Astropaths to send a signal for
carned him von Straly's displeas
subsequent exile to Hades Five
it was this act which was to ult
Armageddon from falling to

defenders of Hades Hive fough
they were possessed. The Orks
litde. hnd against lhc sulf

lmdmg hns forces from the front.’
was the stage set for the greatest cof
of wills seen in the entire war. For w
Ghazghkull tried every sLmlzgem
him by Gork and Mork;

assaults and feints, attacking in m
waves and trying to reduce the hivel
bombardment. Yarrick countered

The desperate defence of Hades:
Hive bought just enough time for
reinforcements Yarrick had req
to arrive. With the coming of the

Angels, the tide turned on Arm:
Furious counterattacks smashed t
armies, and it was even rumoured
Ghazghkull himself had been fell
he went missing - though this laet
to be false. Leaderless and assau
sides, the Orks refused to surret
fought to the death, others slij
ash wastes and eventually made ¢
to the jungles between the two
of Armageddon, The first Or N
Armageddon had been repd
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COMMISSAR
YARRICK

Commissar Yarrick had
alrrady enjoyed a distinguished
career when Ghazghkull first
invaded Armageddon, and
masterminded the plan that
defeated the first Ork tvasion
Badly wounded in the

spaign, he returned to aclive
duty once it was clear that
Ghasghkull wes alive. Since
then, he has been relentless in
his pursuit of his old foe, often
leading attacks personally from
the turret of hus Baneblade, the
Fortress of Armogance.

GHAZGHKULL'S SECOND |
INVASION OF ARMAGEDDON

R
Ghazghkull was not idle following his
defeat on Armageddon. If the Imperium
tnade one terrible mistake, 1t was (0
consider Ghazghkull beaten, This was far
from the truth. What the Ork gods had
revealed to Ghazghkull ~ or rather what

he said they had revealed to him = was that

in order to destroy your foc, you must first
know him. For Ghazghkull, the war had
been a way to learn how the Imperium

would react and deal with a major invasion

In effect, he had been doing little more
than testing the Imperium’s defences

Having learned all he nceded to know

about mperial strategy, the Grand Warlord

began practising the tactics that he felt
would lead to his enemies’ defeat. As he
did not want (o draw undue attention
to himself unl he was ready to attack,
these experiments were carried out on a

much smaller scale than the invasi
Armageddon. His new ‘tellyporta’
which had been developed by Warlo

Nazdreg and brutally ficld-tested at pig

had proven suitable for the task ath
Ghazghkull was finally ready to th
Ork hordes, which he had amassed
the first invasion, against the Imperi
new defences. Five decades of prey
were about to culminate in total,




Ork invasion, augur probes
passive distuption in the
i as an Ork fleec tore its way
Aty and Ghazghkull’s hordes
Armageddon once more. An
J monitor station Dante was cut off
Sransinission as the Ork ships swept
iheir hundreds.

sation'’s final reports

colossal space hulks, The military
srmageddon were placed on full
seven Imperial cruiser squadrons,
Apocalypse-class battleships His

d St. Jowen’s Dock within
it hours. The Imperial flect,
by Admiral Parol, entered
days later; the first engagement
clements of the Ork fleet was
suated ambush around

The Blood Axe clan, knoun
o ther aping of Imperial
doctrine and poor attempts at
camouflage, were a common

sight during the first war

FORCES OF THE 4
OF OCTARI[}%! OVER-FIEND

Estimated Ork forces in the Dead Lands

Great Fiend Gorsnik
Magash’s War Horde
(250 warbands,

160 Battle Fortresses)

Black Cloud
Specd Freeks
(20 Speed Kult*
Warbands)

Warlord Bogsnik's
Blitz Brigade
(8 Warbands,
26 Battle Fortresses)

White Lightning
Speed Freeks
(31 Speed Kult
Warbands)

Warlord Skabsnik’s
Blitz Brigade

(12 Warbands,

11 Battle Fortresses)

The Sky Splittas
(2004 Dakkayets,
Burna-Bommas and
Blitza-Bommas)

The ghphs of the White Lightning Speed Freehs
were discovered on numerous Ork wrecks,




Although eutmumbered by more than six (o one, Parol’s
flect continued to harry the Orks as best they could,
distracting and drawing off their foes into baited traps and
minefields, and doing whatever else was in their power to
reduce the tidal wave of Ork machines arriving in-system
To their dismay, the Imperial Navy ships encountered
dozens of crude asteroid fortresses, or 'Roks’, in the
normally vultierable tail of the Ork fleets. These heavily
armed weapons platforms proved difficult to atack directly,
but the very presence of such unusual numbers of them
scemed to indicate some more sinister design at work

On Armageddon, the final weeks before the Ork fleet’s
arrival saw frenzied preparations. Titan Legions fired

up their ancient plasma reactors and ok up defensive
positions around the hives, their scanner-eyes scouring the
skies: Tmpenal Guard regin,
in, and Space Marincs from over wenty Chapters dispersed
into the wastelands and mountains. Imperial merchant
vessels daily ran the ughtening gauntlet of Ork ships to rush
more reinforcements to the planet. The last transport o
touch dovm carricd a living legend: the famed €
Yarrick, the *Old Man® himself, set foot on Arma
the first time in twenty years (o rapturous cheers

ts were mustered and dug,

mmissar
ddon for

The old Commissar met with the military council that
very night and advised them on Ghazghkull's most recent
tactics and strategics, adding a dire warning against
underestimating the warlord’s capabilitics. Many said

KROURK OGRYN AUXILIA

The hugh-gravity steppe world of Krourk 1s home to bridtal

of Opgryns that hiave provided frontline lroos for Uhe armies of
the Armageddon Sulb-sector for centuries.

o
prospect of the coming invasion — but those who kney
well could see the fierce determination that stll burng
his single eye. General Kuroy, renowned for his judges
of men in baule, wats deeply impressed by Yarrick's drive

and mtelligence. He requested that Yarrick take over'
leadership of the military council for the duration of the
current crisis and, to the relief of all, Yarrick agreed.

Six weeks after entering the Armageddon system,
Ghazghkull's vast armada attacked the space station
weapons platforms in high orbit over the planet. Tho
who had hoped that the powerful space defences of 8
Armageddon would keep the Orks at bay were soon sl

to be hopelessly deluded. The orbital battle raged for
days and two fiery nights, but by dawn of the third daj

the skics were filled with the vapour trails of Ork landit
pods and the incandescent meteors of attack ships ca
through the skies. Hades Hive, still a virtual ruin after
last war, was the first to die. In an act of terrible vengt

giant asteroids fired from orbiting space hulks, This:
wanton annihilation was only a prelude to the bl
which was (o follow.

DEATH FROM ABOVE 5
As the fires of Hades' destruction lit the eastern horizonss
the first Ork hordes clashed with Impenal forces i
Volcanus, Acheron and Death Mire. Ground-based ai
aircraft strongpoints took a terrible toll on the Orks 4
they landed, but the survivors regrouped and assaile
defences with such feracity that, soon, more and

the horde was reaching the planet's surface unsea
Feral Orks swept down from the Pallidus Moun

out of the equatorial jungles (o join the growing:
Where the Imperial defences proved too strong 19
taken by ground assaults, huge mabs of Orks and
machines were teleported directly into the ene

lines from the hulks above. 3




fences fell silent on the
llie Ork Jandings, Yarrick
s remaining aircrafl on
¢ o be thrown into the baule
e attempt to destroy
ull's horde as possible
ed the ground. The
low skies over Armageddon
coven with tisting contrails
s of Ork Kamnage Squadrons
Tmpenal Thunderbolts and
Stormtalons. The Imperial
adwntage of retuming o
airbases to refuel and
the Orks had to reserv
o climb back up to their
ps and hulks 1n orbit. Soon,
i the Orks secured ground bases
tle tuned against the brave
pilots s the crushing Ork
ere brought fully to bear.

he landings, Acheron Hive
without warning, captured
fy organised from within.

br1s spoke of sabotaged power
rks bailing out from secret,

man yon Strab, He quickly
hive as its new Overlord,
(it was his divine right 1o
ddon. Ork brute squads
lence any dissenters who
bs determination.

H00sng o genteelly.
the hiad thrown in his
c inos

&

A42ND VALKYRIE SQUAD

TARTARUS HIVE MILITIARON' ARMAGEDDON

Popularly known as “The

Component i the defence o f,’"'"" 5 Devils', 42nd Squadron has boen o vital

Kouwlosti, it has suffered g fo
squadron on Armageddon

At Volcanus Hive, on the same day that
Acheron fell, massed Ork infantry surged
over the defences atop Volcanus Mount,
Just outside the hive's suburbs. Seventeen
garnison regiments of hive militia

were routed and the Orks took many
fortifications intact. Volcanus was soon
besieged, surrounded by a ring of Orkish
steel and relentlessly pounded by captured
macro-cannons and barrage bombs

Quiside Death Mire, the var went better.
The Titans of Legios Tempestor
Victorum, with supporting Stompa Hunter
Sentinel formations, virtually annibilated
the Blackfire tribe in a three-day running
battle across the Plain of Anthrand. But
the Ork landers fell from the skies like

a relentless storm across Armageddon,
until every hive and factory complex was
under atack. In many places, the Orks
swere beaten back, but again and again
they regrouped and attacked within hours,
exhausting the isolated defenders

As Yarrick had predicted, Ghazghkull's
Orks' iron

strategies proved deadly, The
ant orbital

grip on Armgeddon’s skics mes
bombardments and fighta-hommers
mperial forces wherever they

pounded
wobilizing

tried to form a baule fine, imn
them while further Ork landings
surrounded them. Where the Orks were
red, they foughta guerrilla

war, striking at their foes and withdraving
before reusbuition could arrive, Ghazghkull
T avellversed in warfare against Mankind,
and prepared his plans so that the fighting

scattered and chaotic; preciscly the

\which Ork varbands thrive,
al regiments the chance

outnumbe!

4 ¢

conditions in which
denying the Imperia !
1o coordinate and fight effectivels

;:::nu Hive: Expertly led by Captan Red Devat’
asually rate than any other Hive Muitia

ORKIMEDES

Imperial scholars have only
been able to speculate about

the presence on Armageddon

of the technical genius dubbed
Orkimedes' Although the
andividual has not been directly
identified, his handiwork
imcludes the tellyportas installed
in the Ok’ fortresses, the
gant submersibles emplored

at Helsreach and Tempestora
and the deadly upginned
Gangants in Ghazghkull’s
Honle. All accounts indicate an
alien mechanician of terfying
ability, and due to this feis
being actively sought by the

Officia Assassinrum.

e
THE TITAN LEGIONS
The god-machines of the
Adeptus Titanicus turned. the.
tide in dozens of wiajor battles.




ZAGBOSS
SKARGRIM RUKNAR
Zagboss Skargrim 15 the
nalorias leader of the Burning
Decath Speed Freeks, responsible
Jor the immalation of the
World-library of Sker. On
Armageddon, the Burning
Decth participated in the sirge
of Infernus Hive, destroying

a regiment of Savlar Chem-
Dogs in the wasies when they
attemped to break out. The
Burning Death are so-called for
their love of fire, and thersfore
1t 15 ot surpmsing that they
use large numbers of skorchas
and burnas in battle. Their
reputation has been vastly
enhanced by the cunning and
brutalsty of their leader. In
batle after battle, Skargrim

has proved a dangerous foe, as
wmany Imperial Commanders
have learnt (o their cost.

The one force which was consistently
able to defeat the Orks was the Adeptus
Astartes, and the Space Marines tirelessly
scoured the hinterlands of Armageddon
on search and destroy missions aimed

at eliminating specific greenskin forces
before they could join the war.

Atthis stage, as the battles raged across the
planet, Ghazghkull enacted another of his
carefully prepared surprises, Incredibly,
dozens of the great asteroid fortresses
encountered by Admiral Parol’s ships
began to descend from orbit. Slowed by
powerful force fields, rockets and modified
traktor kannons, the Ork Roks made:
landings in the verdant equatorial jungles
and across Armageddon Primus and
Secundus. Many were lost to ground fire
or accidents, but cach one that survived
became a bastion for the Orks, a rallying
pomntand a rcady-made fortress.

As well as their guns, the Roks contained
giant tellyporta arrays like those first used
by Ghazghkull in his Piscina campaign.
These were employed o teleport Ork
remnforcements to the planet in an endless
stream, including Stompas and heavy.
artillery, Commissar Yarrick personally led
attacks by Cadian shock troops supported
by the Titans of Legio Metalica and Legio
Ignatum which destroyed sey

fortresses, but bloody battles ar

others consumed whole regiments in

T~y

ANGELS OF VIGILANCE

@ Noless than six companies from the Angels

of Vigilance Chapter take part in the
\rmageddon campaign

grounded Ork Roks where lhty o
salamanders Chapter winning par

acclaim for their successes agains,

strongholds along the Hermlock R

vy bdge) Corbers Bask By

Mysteriously, the Orks also made Landin
in the Fire Wastes and Dead Lands o'
north and south of the main contin
Armageddon. Even Yarrick was surpris

these grim, forbidding lands had

been believed 1o be uninhabitable
utterly valueless. Their value to Gh
became apparent weeks later, when
hundreds of tanker-sized Ork submers

rose from the polluted waters and mad:
landings at Tempestora and Helsread
Surprise was total. Tempestorafell wi
days and the dockyards of Helsreay

soon captured by the Orks’ Red Skull
Kommandos. Only a bitter defence by
the Helsreach Hive gang militias, wi
supporting companies of Storm Troopers:
and Space Marines, prevented the Ork ‘f“
from overrunning the entire hive:

Fourteen days after the initial Ork
landings, the first major confront
bcmm. Ork and Imperial war engine
occurred. A ten day battle raged over
expansive Diabolus factory complex asi
Skullhamma batle fortresses and

Mabs of Warlord Burzuruk and Warie
Skarfang clashed with the Titans of!
Crucius. Numerous Titans and Stomp:
were destroyed in the fighting and
athers would require weeks of repa
The Diabolus complex itself was
during the battle, its foundries an
machine shops crushed by giant figh
machines. In the aftermath of the.
Ork Speed Kults swiltly encircled
Hive, cuting it off from all outsid
Mechanised counter-attacks

wastes met with initial suceess, bu
entire regiment of Savar Che
surrounded and wiped out by

Frecks, further attempts to bre
abandoned by those inside.




JAL GUARD ORDER OF BATTLE

ds of Tperial Guard reguments ar involved 1n the Battle

onder of batile below lists the Iperial Guard forces involued
ea year long campaign.

for Avmageddon
during just one day

h Waste Militia.....5 Regiments  Krourk Ogryn Ausilia
Gommand Guard............ 5 Companies  Mincrvan Tank Legions
- Hive Militia .. 120 Regiments  Monglor Ogryn Avex
L e 7 Standard, Ist Command Guard
Steet Legaon. .25 Regiments  Noctan Strike Forces

. LLagon  Ocanon Phalans Troops ) :
-2 Regiments Pyran Dragoons 10 Regiments § ;
15 Regiments  Savlar Chem-Dogy 6 Re g;:m»“:) L
<3 Regiments  Savlar Chemriders S ginn
-5 Regiments e

Semtexian Bombardiers 9 Battenis
24 Squadions  Storm Troopers
17 Battahions  Zowvan Skirmishers

2 Regiments

18 Companies Arny Badge, Armageddon
4 Brigades Command Guand

jeaguered defenders pondered
i the sicge, reports came in of a TEMPESTOR
jorde rounding the mountains VICTORUM
-north-east. Soon, the horde wa
SRS HONOURS

This badge was auwanled to the defenders of
the Tempestor Victorun tenc lines.

ural war chants of the Orks could legends of Commissar Yarnck and how

from over twenty miles away, he made the Orks . e EEe
away, 2 pay for every inch of KUl
ground at Hades Hive, However, not all GENERAL KUROV
the countless banner-poles were brave enough (o face their doom, and

as a lisutenant in the first and.
1 the horde bore the personal  thousands fled into the wastes to be killed Sovond ballosof Tartarus Hioe
or captured by the Speed Kults, which xcelling v several actians i

aircled the hive like vultures over a carcass. ey

Viadimer Nikita Kurou served.

the atmosphere high above, The Adeptus Arbites soon moyed to secure Shartly afteneards, Kurou took
st orbital bombardments the hive, turning back or executing any part i the Bakkus Crusade,
ywho failed in their duty to the Emperor where he was appointed to
As Ghazghkull's horde came within range, Commander Bock's staff, He
outdid himself under Bock,

s lactical msights proving

sa invaluable that he was
promoted to the vank of general
within the year.

upon their defences,
 of Infernus knew that their
‘upon them. Most made what
could with pretematural
ling their souls to the
5 they buil barrcades or
deapons and ammunition (0
they performed these dutics, 8 753 Over the decades, General
take inspiration from the immediately fill cach rupture they createe Que ey e
Soom, though, retun fire from the orbiting | T S
hulks smashed the huge guns apart In e
the brief Iull that followed, Ghazghkull B
delivered to the defenders of Infernus e
4 messenger. It was Colonel Gortar of i
the Chiem-Dogs, hornbly mutlated, and e somweand of all Tnperidd
missing his eyes and hands. The message Guuard forces on Armagrddan,
the Colonel bore was @ simple one where s considerable skills
hich would be heard many gmes across have proved (o be @ riatch

ageddon in the months (0 come: Jfor even the great warlord
AT CGhazghkul Thraka himself

the last great siege guns of Infernus roared
{0 life, lobbing thousand-pound shells inta
(he mass of greenskins. So colossal as

the throng that the crews had no need

to retrain the weapons between firing
each mighty shell, as more Orks would

‘Surrender or diel"




The scale of the war on Armageddon is difficult to imagine. Millions lost their lives, mlghlylwm' machines clashed, n
hive-cities were razed to the ground and deeds both heroic and villainous were performed. The Imperium committed
from hundreds of light years around the Armageddon Sub-sector in response (o one of the largest Ork invasions in its

thousand ycar history.

The war involved millions of Imperial troops. At least
twenty-three Chapters of the Adeptus Astartes were on
Armageddon at the height of the war, and most suffered
serious losses during their time there. The Celestial Lions
were all but obliterated, and the Blood Angels lost one of
their mightiest heroes when Captain Tycho fell taking the
breach at the siege of Hive Tempestora

Impenal logisticians can only estimate how many Impe

Guard took part in the defence of Armageddon. It is known
that twenty-four regiments were originally called upon to
1ve, but the Armageddon Command have long since lost
k of the number of men involved and the casualtics
suffered amongst them. The Orks, too, sustained enormous
Tosses, although these only served to spur the invasion

onwards, Towards the end of the first phase of the war, the
Imperial Navy regained control of orbital space, stemming
the tide of Orks landing on Armageddon. However, due
1o the Orks’ unique reproductive cycle, the greenskins are
fated to occupy the planct for the foreseeable Ruture

Under threat from the hordes of Ghazghkull Thraka
himself, Infernus Hive had been reinforced with sorme
tlie most powerful Impenial formations on Armageddo
Most niotably of all, Gommissar Yarrick chose Infernus
be his own personal battleground against his sworn enes
Ghazghkull, fighting hand-to-hand in the trenches agai
waves of Ork Boyz and rallying Imperial troaps with his
righteous fervour, The citizens of Infernus were forced
to endure terrible privations during the siege, including
constant bombardments from orbiting space hulks anid:
lumbering Gargants of Ghazghkull’s horde. g

The beginning of the end was signalled by a blaze of di
fire on the southern horizon A solid phalanx of over

as the chance Yarrick had been waiting for:
the Ork horde wavered in confusion, he sent his

e e e e e




rescives onto the offensive.
Cadians, Steel Legion
yran Dragoons hurled
& aginst the barbaric foe, driving
ack, step by bloody stcp
ny months of incessant varfare,
&y stalemate was reached in most
with neither army able to gain
radvantage over the other. As
on of Fire approached, both sides
consolidate their. positions in
o weather the storms ahead. When

the last thing on the mind of
Gaughtin the open; even an Ork
first to finding shelter. The worst
sperheated ash-storms will kill an
d'man in minutes and foul the
and tracks of any vehicles.

first searing winds vose across the
jes and swept down through
and Death Mire, the Imperial

ench lines began to dig in. Vast
swere constructed along all fronts,
lwith heavy bunkers. The Orks,

BLITZ BRIGADES

Ork makaniaks labour long and
wehicles to fight alongside the vk 71'
ramshackle weapons ar gathened gy
Brigades ~ hordes of Batlvagoms, rue
Wartraks and high-powered bikes, ‘ll” 7
crewed by thrillsecking Boyz,

Warlord Kragrak Bltzdakha's
battlewagon. Note the
representation of Kragrak's
bionic eye on the bosspole.

The troops manning the enormous trench
lines bore the very worst that nature could
throw at them. The monotony of long
months in cramped, poorly-filtered sheliers
was only relieved during lulls in the storms,
when they had to make patrols and sorties
across a hellish warscape. Visibility was
seldom greater than three metres and
death yas as ikely o come at the hands of
the weather as from enemy infiltrators

ABLAZE OF VIOLENCE

In areas where cover was sparse, the onsct
of the storms mtensified the feroaty of
the fighting: around the cities, forces
attempted to consolidate their positions
within the relative protection of the hives,
Across Armageddon, vicious cityfighting
erupted, engulfing every square mile of
cach contested hive. Amidst this fighting,
hundreds of provisional companics

were formed, consisting of hivegangers,
house-guards and even ordinary civilians
defending their homes

The largest threat caused by the storms
came from Orks sceking shelter amidst
e jungle. The Impenal forces stationed
i thie jungle regions yiere already sorcly
pressed, with their headquarters at
Cerbera Base under consiant sicge from
(he surrounding hordes of Feral Orks.
With the influx of even more Orks 0

the area came an increase in the reports
of unexplained phenomena around the
‘Angron’s Monolith and Ancient Pyramid
ectors. The Relictors Space Marines spent
the entirc season fighting in the vicinity of
the Monolith, while the Killieams of the
Ordo Xenos saw almost constnt action
near the Pyranid. No official reports
regarding the activities of cither group
Jave been logged:

making armowred:
= Sometimes, these.
1o form Blitz

HERMAN

VON STRAB

It appears that,

deposed from pos

2nd Armageddon war by
Commander Dante of the
Blood Angels, von Strab thir
in hss lot with Ghasghlull
Undoubtedby, the Ork Warlord
Learnt much about e
Inpersin’s defences fiom his
‘advisor’, in exchange for the
promise of refurning von Strab
to power. The traitor’s triumph
was shorlived: he was killal in
13th Penal Legion, un
command of Calonel Schacffer

It

AQUILA MACRO-
CANNON SHELL
Armageddon’s Aquila wacro-
cannon emplacemends fre shells
Uhat weigh several tons and ure
taller thar @ man




HIGH MARSHAL
HELBRECHT
Helbrecht was elected High
Marshal i 989 M1,
Jollawing decades of feroent
service to his Chapter. He
exemplifies the qualities of
stublioress and unswerving
loyalty to the Emperor which
are the hallmarks of the Black
Templars Chapter. His arrival
on Armageddon stopped ihe.
Orf: invasion of Death Mire,
and may well have conzznced.
Ghazghkull that his dreams of
galactic conquest could best be
achieved elsewher:

At the height of the Season of Fire, both
sides 1ook advantage of the opportunity
presented by the lull in the fighting to
bring in fresh troops: Orbital space wats
the only theatre truly dominated by the
Imperium, and so the task of bringing

m reinforcements was far casier for

them than for the Orks. The casualties
sustained on Armageddon stretched many
Imperial forces to breaking point, and
many regiments were amalgamated with
otliers to mantain cohesive formations,
forcing the Imperium to cast its net wider
than ever before in order to import fresh
troops. A general call 1o arms went out
from Armageddon, and planets as distant
as Valhalla and Necromunda answered

Finally, after months of blindi
the Scason of Fire drew to a close and

the cooler Season of Shadows began. At
this crucial juncture, a powerful force
amnived in answer to Armageddon’s pleas
for aid; High Marshal Helbrecht brought
three crusades of Black Templars to the
conflict. The Black Templars fought bloody
campaigns throughout the wastelands of

storms,

Armageddon (motably at Hive H

where Chaplain Grimaldus was one
few survivors of the battle for the Te
the Emperor Ascendant) but it was
that their greatest contnibution was.
High Marshal Helbrecht took eommiay
of the many ships of the Adeptiss Astar
in orbit and coordinated their deplo
and attack sorties. Under his masterful
leadership, numerous asteroid fortr
viere boarded and destroyed, and

of the largest Ork hulks ever encounte
werc crippled by Space Marine battle
barges, denying reinforcements and.
support to the hordes beloy:

WAAAGH!
ICON

This icon is

typucal of those

borne by many

Ork Nobs to

ensure the boyz under their command
can rally around them in battle,




e began to tumn against
- d the superionity of Helbrechr's
fFas the Orks' inability to
i ground troops allowed
farces to consolidate their
¢ this time, the attacks made
become more sporadic, and
eas termitory was increasingly A Tass it
by the Imperium. When the ] Tl e
‘of Fire brought another
ate to Armageddon, :
portion of the Ork forces Db Legio \mm,
and Imperial Strategos predicted it Legio
Jarst was over. Pursuing the hulk Legio ‘
10 be Ghazghkull's flagship,
irshal Helbrecht and the Hero of
idon, Commissar Yarrick, left the
g Imperial forces to hold the vital
d Helbrecht hunts Ghazghkull
: his unswerving loyalty to
orand thirst for revenge driving

d-mac) Anm from seven
ent Legions took part in the
ddon campaign

time wall tell if he will succeed, orif
will return and lead the Orks




‘A Banchlade is a living, breathing monument to the
destructive power of Mankind, Itis the warrior's violent
psyche cast in stecl, 2 holy weapon with the power to
obliterate anything in ts path. Inside it labovr supplicants
and devotees by whose blood and sweat the behemoth is
givenlife. Ta command such a miraculous war machine in

Battlc is a rarc honour. I shall not be found wanting.”
- COMMANDER ILUNO VON DARRACK

ILLING VON DARRACK | L5

COMMANDER OF SACRED BLADE
998.M41-999.M41







Voleamas Hive is besiegcd and the population is starving. A massive arm
defenders attempt to create a land corri

VOLCANUS HIVE
MEDAL

The Volcanus Hive medal was
awarded posthumousty 1o all
of the citizens and Dnperial
Guardsmen that lost their
Lives fighting i the defence of
Volcanus Hive.

BREAKOUT FROM
VOLCANUS HIVE, 998. M41

In 998 M41 Volcanus Hive was enduring
a heavy siege. Situated on the western
shore of Armageddon Prime, Volcanus was
surrounded almost as soon as Ghazghkull's
invasion began. The Orks quickly took

{he Volcanus mountain range to the €ast
of the hive-city, from where captured
macro-cannon and Ork artillery pounded
Yolcanus, To the west, Imperial defence
batteries situated on Nemesis Island and
the hundreds of small islands that make up
the Volcanus Archipelago had been able

to keep the Orks at bay, but were under
constant attack from crude Ork gunboats.
and submersibles

Supply drops into Volcanus intended o
aid the populace had been drying up,
and the situation inside the Hive was
desperate; every day, thousands were
dying from dehydration and malnutrition,
not to mention casualties from the

oured battle takes place when the bel
idor that will allow vital supplics to reach the hive-city.

continuous Ork bombardment
stranglehold could be broken, it
be a matter of time before the

BREAK OUT OR DIE!
Recently reinforced by Elysian Dra
Troopers, the defenders of Volcan
resolved to break through the Ork
and link up with elements from th
Primus Front fighting around Tem
If the two forces could reach eacl
they would create a corridor along s
vital supplies could be ferried into.

Deep within the hive, factories wor
day and night to produce weay
ammunition for the attack. Me
regiments of Steel Legion troops
pulled from the front line, where
been suffering heavy losses, and ca
husbanded resources were used to
them to their full fighting strengi
These armoured units, spearheaded |
formations of Baneblades and Lex
battle tanks, would lead the attack!
hive; their orders were to cleave
the Ork cordon surrounding Vol
Join up with the Blood Angels rel
striking from the north-east:

ARMOURED APOCAL
Unfortunately for the Impeﬂiﬂ
b

Just outside the walls of Volcanus

The array was led by Warlord Th
Stompa Bigs Mob, which comprisét
less than eight Ork Stompas, §

by countless Ork Boyz and vehid
every type and hue. This vast h
Just lumbcring into its attack

along the eastern wall of Vol a
The stage was set for one of th
super-heavy tank battles of
Armageddon cmnpa-gn)




BREAKOUT FrRoM VoLcANUS

¢ following mission, and the accompan
yreakout from Volcanus Hive.

MIES
used are listed on the following pages.
e must select one of their Warlords to be
s Warmaster.

players deploy the Defence Line units first
hey must be placed in the Grand Redoubt and
fal Bastions in the Imperial deployment zone (sce
n Strategic Reserve (pg 37).

nal side then deploys their Breakout Force in
ain in the Impenal deployment zone (sce map)

suard units may be placed in Stratcgic Reserve,
to enter play in the appropnate location
he Imperial special rules, pg 246). The Blood Angels
rce must start the batte in Strategic Reserve

ying orders of battle on the following pages,

SRS

when we refought the

VICTORY CONDITIONS

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

The Imperial side gais

an additional 2D3 Strategic
Victory Points if there

Teast five units from the
Breakout Force in the Ork deployment zone when the
game ends

MISSION SPECIAL RULES
Divine , Finest Hour, Mysterious Objectiv
Strategic Assets (sce below), Strategic Objectives,
Strategic Reserves (sce the following pages for where
these must deploy), Strategic Victory Points, (pg 22

Armageddon War Zone: All of the rules of engagement
from the Armageddon War Zone apply to this batle: use
the Ash Wastes Unnatural Disaster table (pg 252)

Specific Strategic Assets and Additional Special Rules:
The Strategic Assets used by cach side are listed on the
following pages, along with an order of battle listing the
units in each army and any army specific special ules.




THE FORCES OF THE IMPERIUM.

The defenders of Volcanus Hive have gathered to make a desperate breakout attempt, Can they link up with
Commissar Yarrick and the Blood Angels before the Ork inyasion reaches critical momentum?

The Imperial forces intend to smash through the
cordon of Orks that surrounds Volcanus Hive and
link up with the Blood Angels from the North Primus
Front. To achieve this, the forces of the Imperium
have gathered together all of their most powerful
battle formations, carefully hoarded reserves which
will launch one final offensive. Squadrons of super-
heavy tanks fire up their engines, while in the air,
flights of aircraft prepare to provide acrial support for
the breakout attempt

Meanwhile, far to the north-cast, the Space Marines

of the Blood Angels 3rd Company prepare to launch -
a surprise attack that will (all on the rear of the Ork
line. The Blood Angels’ commander, Cap Tycho,
will personally lead the attack at the head of the
compant S . Behind him follows a full
company of Blood Angels, supported by squadrons

of Imperial Navy flyers and the immense firepower of
the Blood Angels’ orbiting strike cruiser. Can anythin
stand in their way

IMPERIAL STRATEGIC RESERVES

Strategic Reserves: Any Imperial forces that

arrive from Strategic Reserve must arnve at the

following locations

* Deep Striking Units: Anywhere on the table

» Imperial Guard Defence Line Force Reserves: Must
enter play using the ‘Underground Barracks! rule
from the Grand Redoubt datasheet

» Imperial Guard Breakout Force Reserves: Must
enter play from anytable edge west of the Imperial
forward defence line (see mission map).

» Blood Angels Relicf Force: Must enter play within 48"

of the north-castern comer of the table (see map)

IMPERIAL STRATEGIC ASSETS

The following Strategic Assets must be used by the
Impenal army: Blood from the Skies, Heroic Stand,
On My Coordinates!, Ultimate Sacrifice.

IMPERIAL BATTLE PLAN
“The Imperial battle plan s to use their Titans and
' Flyers o blast a hole in the Orks” right flank, while
their Superheavy vehicles and Emperor’s Fist Tank
Company occupy the Orks in their left flank. As the
Otks react o these two hammer blows, the Blood
Angels il rash into their rearguard.

IMPERIAL ORDER OF BATTLE

The forces used in the Imperial army are listed belows.

Imperial Guard Defence

Line Force

* Lord Commussar

 Primaris Psyker

* 1 Grand Redoubt

* 6 Imperial Bastions
2 ‘Impenal Shield”
Infantry Compantes

o 1 ‘Imperial Sword’
Heavy Weapons
Company

* 3 Impenal Guard
Infantry Platoons

* 1 Ogiyn Squad

Imperial Guard.

Breakout Force

o Company Command
Squad

* 3 Baneblades

* 2 Shadowswords

* I Doomhammer

* I Hellhammer

* 1 Starmlord

* 1 Reaver Titan

* 2 Warhound Titans

* 6 Valkynes

o1 Emperor's Fist?
Tank Company

o 4 Leman Russ
Tank Squadrons

* 3 Basilisk
Ordnance Battenes

* 3 Manticore
Rocket Launchers

« # Scout Sentinel
Squadrons

* 3 Mechanssed Infantry
Platoons

Blood Angels

Relicf Force

* Fortress of
Arrogance

* Captain Tycho

* 1 Black Rage
formation

* 1 Luafer Armoured
Task Force

* 1 Blood Angels
Space Marine
Compuany

o Stormraven
Gunshipss




FURY oF THE
BLOOD ANGELS
Brother. aplaint Erasmus
0 and the Blood Angets
31d Company x/rmrhrmlrzl
the battleforge sent 10 relieve
Volcanus Hie. Tycho was
fall in
later in the ﬁg/llmgfhr
Tempestara Hive, bt hus
presence af Volcanus proved
10 be vital, [nspired by 15
valous, the Space Marines
under his command fought
with a fury that even the
Orks could not withstand.

g Skyshield XVII are 1
it n front of the

¢

dron of Dakkayets swoop doson 10 att
 Jnperial Bastions and armoured vehic 0 from b 2




FURY OFTHE.
BLOODANGELS

l’ﬁu;x/ sent fo relirve
Tycho was

laler in. the fight
Tempestora Hi ?
prisence at Volea “',’”4",‘ d
10 be vital, Inspired 0 his
valaur, the Sp
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STRONGPOINT
OF DEATH!

The Aquila Strongpoint g
the heart of the Imperial
Grand Redoubt devastagedt
the Ork army with the
masstve shells fired by ils
Aquila macro-cannion, An
assault by Ork Storiboyz
came close 1o overrurning
the Strongpoint in the
carly stages of the batile,
and it was only saved by a
desperate counter-attack by
Imperial Guard infantry




DEATH

ABOVE FROM
The successful defence
the Aquila \h'mq:umlﬁ
Joreed the Ork playye
fa use the Ghaxghp
:enw.ghn Strategre Asypy
0 crush the emp)

stue

Jrom orbit! The gy,
rock destroed the
strongbomnt and severg]
Iperial Guard super.
heavy velicles that
postioned nearby,

- THEHE

Commissar
1 the first
Armageddo
was (o be v
of the attad
Baneblads,
Crashing i
Commissar
proved uns
path throy

struggling
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Com e
in the first desperate battles of the Ird
Armageddon War. Learning that Volcarius
as to be relicved, he joined the vanguard
of the attack on board his specially modified
Baneblade, the Fortress of Arrogance
Grashing into the rear of the Ork army,
Cammissar Yarnck and the Blood Angels
ed unsiopy and quickly carved a
path through (o tie Imperial Guard troops
Strugghing 1o break out from the e
Jive aty. The Fortress of
withering hail of supporting fi
Orl Bayz and Stomp




THE Ork Horpg

e Orks have gathered to crush the defensive bastions
cries of the Ork tribes shake the spires of Volcan

rk Warlord Gazgrim, the self-proclaimed Despot of:
Dregruk, has ordered the Ork warbands surrounding
Volcanus Hive (o obliterate the defensive bastions that
lie outside its walls.

' The Orks have gathered their forces in the gull
‘and ravines of the Volcanus mountain range., using
" the low cunning for which their race is famed to hide
from the Imperial defenders Macrocannons capuured
 when the Orks overran the mountains have been
 pounding the bastions for days on end, and the Orks
are now ready to Jaunch their atack and crush the
defences once and for all.

= s TN

that lie just outside the walls of Volcanus Hive. The
+ while dozens of Stompas lumber into the fray.

s,

However, just before the atiack commences, the Orks
are surprised and delighted to find that the puny
humics’ are making an atack of their own! There's
nothing an Ork likes better than a good dustup, aut
10 the open, with none of those pansy fortifications
and wotnot 1o get in the way, so the wasteland around
Volcanus Hive s ideal for a ‘proppa’ fight.

With a mighty Waaagh! and cheerful cries of ‘Ere
we gol’, the greenskin hordes rush forward to meet
the Imperial assault column head-on. The Orks
neither know nor care that the Imperium bas them:
surrounded in turn

R
ORK ORDER OF BATTLE

The forces used in the Ork army are listed below.

* 3 Warbosses

* 2 Weirdbayz

* Boss Zagstruk

* 2 Stompa Mobs

* 1 Big Mek Stompa

* 3 Stompas

« 1 Gargantuan
Squiggoth

2 Skullhamma Battle
Fortresses

* 1 Battlawagon
Steamrolla Squad

* I Bully Boyz formation

® 1 Red Skull
Kommandos formation

* 3 Nobz mobs in
Battlewagons

* 1 mob of Nob Bikers

* 1 Green Tide
Jormation

*'5 Ork Boyz mobs

* 3 Gretchin mobs

* 2 Stormboyz mobs

« 7 Ork Boyz mobs in
Trukks

* I Dread Mob

* 5 Batllewagons

* 3 Shokk Attack Guns

o 1 Kult of Speed

« 3 Deffopta squadrans

« 2 Buma-bomma
Skeadrons

o 1 Kamage Skwadron

“Itis a curious fact that of all the races
encountered by Mankind, the only one that can
be found throughout the galaxy is that of the
Orks. Why this should be is a mystery. Some
maintain that the Orks arc the decayed remnant
of a vast galaxy spanning civilization. others that
they spread from world to world by inter-stellar
sporcs, No-onc knows the answer and most
likely no-onc ever will

ORK STRATEGIC RESERVES

Strategic Reserves: Ork Strategic Reserves must enter
from any table edge cast of the Imperial forvard
defence line, a from the defence line
and not within 48" of the north-cast corner of the
table (see map). Decp Striking units may deploy
anywhere on the table as normal

st

ORK STRATEGIC ASSETS

The following Strategic Assets must be used by the
Ork army: Blind Barrage, ’Ere We Go Ladz,

Flank March, Ghazghkull's Revenge, Replacements;
Surrender or Die!, Treachery!.

ORK BATTLE PLAN

The Ork commanders have decided that their

main objective should be to overnm the Imperial
Grand Redoubt. The assault is spearhieaded by the:
bulk of their Stompas, with their Green Tide and
Batdewagons in close support. Flyers, Stormboyz and

Kommandos will launch surprise attacks on the Aquila

stronghold and Skyshield Landing Pads, distrcting
e Imperials whilst the main assault reaches the
Tmperial defence line.




A SIEGE UNDONE
- &Y

The Ork army is caught between the anvil of the Imperial
Guard and the hammer of the Blood Angels.

Acid rain swept across the battlefield as the Ork and

Imperial Guard assault forces crashed into cach other.
Imperial Titans and the Macro-cannon Aquila Strongpoint
potired hieavy fire into the Ork Stompas, quickly
destroying three of the massive lumbering war machines
Fortunately for the Orks, there were plenty more Stompas
in rescrve, and the losses were quickly made up. The
Orks' return fire tore gaping holes in the Imperial Guard
formations, blunting the attack as the Imperial troops
tried to break out from Volcanus Hive. Meanwhile, in the
air above the battlefield, a ferocious dogfight was taking
place between Imperial Guard Valkyries and Vendettas on
one side, and Ork Dakkajets and Blitza-bommers on the
ather Itwas at this point that the Blood Angels arrived,
smashing into the Orks’ right flank with the force and
fury of a lightning bolt. It was too much for the Orks

to withstand, and although a cunning Ork flank attack
bauled its way to the gates of Volcanus Hive, it was 100
litdle 100 late. The Orks were caught in a vicelike grip
between the two Imperial armies; attacked from all sides
and forced to withdraw. The siege of Volcanus Hive had
been lifted!

o than a mile-high inferno. He was last seen growoling ta himsefy
If ser want somefink dun frroperly, yer gotta do it yerself...*
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ARMAGEDDON

RULES OF ENGAGEMENT

The scorched of have been

On the follawing pages we have included additional
environmental rules, Apocalypse Missions, Strategic Assets,
Finest Hours, and Apocalypse Formations.

The missions and environmental rules in this section haye
been designed to represent a cross-section of the wealth
 of battles in the Third War for Armageddon, and the
" conditions in which the desperate combatants fought

The Assets and Finest Hours allow you to recreate the
strategies and heroics of Armageddon’s protagonists

',,{ The addiuonal Apocalypse Formations represented in this
% section eamed glory or infamy at Armageddon. However,

1 these military formatons have been seen in many different

by war time and time aga
wrought by Mankind’s many enemies. The following rules will allow you to fight battles

*%

, and the planct bears scars

FORGING A NARRATIVE

Armageddon is an inhospitable hive

world; one of many such worlds all

across the Impe

deserts of ash, their climate forces the

massive populations that inhabit them!

to live in vast hive c In addiuon,

Armageddon has twice been targeted by the Ork
Varlord Ghazghkull Thraka. You should feel free

to use the hive world themed rules in this War Zone

for baules set on other such planets, and the Ork-

themed rules for battles against an Ork Waaagh!

R———

Ef\mr zones, o they may be used in any Apocalypse game:
i

T T w2 PSR s
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t upon Armageddon’s cursed soil,



o is home to a range of uniquely hostile organisms an

e ; -
ous 10 catalogue the full spread of Armageddon's deadly S E':"?'nush Imperial scientists have found it )
R P et e of (e o iy g B
e are described below, i
4 B
i i
' GROPE WEED :
s amivorots plant has dozens of thick tentacles armed with ]
Uions that wave in the brecss, seemingy guided by malign i

cence, grabling any creature that ventures too close. The

Uhe plant is protected by a dense thicket of porsoned spin
grabbed Uy the grope weed's tentacles is hauled onto these

ovs spines, where it is Rilled by the plant’s deadly porson and ; "
digested. >

| A grope weed plant is impassable terrain. Any non-vehicle

model ending its move within 3" of a grope weed plant

t pass a Strength test or suffer a Strength 2 AP- hit
ith the Poisoned (4+) special rule. As soon as one

¢ weed plant, place the model or

| 4 sutable marker by the plang; that piece of grope weed

i ot attack any more models for the rest of the game

Helsreach monster is a large, carnivorous plant, and is

et the mast deadly of its kind in the galaxy. Standing more
10 fet all, the bulb of this plant is @ massive maw that is
with sharp teeth which drip a toxic ichor. The lower stem
of the plant are studded with foot-long thorns, and

d by a thick, leathery bark. Each Helsreach monster is
 fast for its size, striking swifily at any creature that

monster is impassable terraim, The first unit
move within 6" of a Helsreach monster each
imediately suffers D3 Strength 6 AP4 hits. Each
ch monster will attack a maximum of one unit

CASH |
fArmageddan’s surface 1s covered in a thick layer of
oloured ash, produced over the millennta by the fuctories
anet’s hive-cities. Some drifis and ash dunes are
4of dangerously toxic waste, « result of the cocktail of
tused an the production of advanced weaponry and
nery. These areas of toxic ash arc casy (o spot, as they
covered unth a layer of bones and corpses ~ the bodies
o1 creatures that were the first o come across the

s is & special type of dangerous terrain. Unlike
orms of dangerous terrain, toxic ash s treated

| ground rather than difficult terrain. Units that
st sull take a Dangerous Terrain test.




ARMAGEDDON UNNATURAL DISASTERS
s

Much of Armageddon outside of the hive cities has become a polluted desert, an area of ash wastes, lashed by acid rain
storms, and struck by massive asteroids that rain down from space. To make matters worse, when Armageddon’s orbit
reaches close to its sun, the planet is engulfed by terrible burning winds; this is known as the Season of Fire.

SEAsON OF FIRE UNNATURAL DISASTER TABLE

PR W e £

ci i S

9.3 | Shifting Ash: In parts of the ash wastes, the ash is miles 2.3 | Scalding Dust Devils: The first sign of the onsel of
deep and can suddenly shift, swallowing entire convoys. the Season of Fire is the appearance of small, burning-
hot whirkwinds known as scalding dust devils.

The Master of Disaster chooses a point on the table
and marks it with suitable marker of some kind. The Master of Disaster takes 5 picces of paper,

The marker then scatters 3D6". Roll a D6 for each each 1" square. He holds them in his upraised
Infantry model that is occupying open ground palm at a paint 36" above any part of the table,
within 18" of the marker. On a roll of 1, the model and turns his hand over so that the picces of

is swallowed by the ash and removed as a casualey, paper drop from his palm and flutter down (o
with no saves of any kind allowed, including the tabletop. Any model within 3" of one or
special rolls such as Feel No Pain or Rean imation E more of these pieces of paper takes a Swrength 5
Pratocols. On a roll of 2-6, the model survives APS5 hit.

unscathed. After cach model has been rolled for,
§ the marker is removed.

Acid Rain: Acid 7ai
| corosive elements that can
in amatter of minutes.

‘Disaster resolve A Ram .

1 ateack by placing the apocalyptic blas
+ amywhere on the table and scattering e
els under the marker's final position
Strength 2 AP5 hit with the Poisoned (4+)

Sirength 5 APS hit.

Superheated Ash Storm: Superheated ash storms
are so deadly that they will kill an unprotected man
in moments, while the superfine hot ash will render
vehicles inoperable almost as quickly.

Asteroid Storm: Ork spacecraft used massive telyporta 6+
devices lo pull asteroids out of their normal orbit and
crash them inlo the surface of Armageddon.

The Master of Disaster rolls a D3, Starting with
the Master of Disaster’s side, take it in turns to The Master of Disaster takes the apocalyptic
resolve a number of Asteroid Storm attacks equal mega-blast marker and places it anywhere on thy
to the D3 result. For example, on a result of 4, the table. It then scatters 4D6". All models under
Master of Disaster’s side would make a total of two the marker's final position suffer an automatic
Asteroid Storm attacks, while the opposing side hit with the profile below. Leave the marker in
would make one. Resolve eéach attack by placing play after resolving the attack. Itis treated as
the apocalyptic mega-blast marker anywhere on dangerous terrain. It scatters 2D6" at the start of
the table and scattering it 2D6". All models under each Shooting phase, hitting any models that lie
the miarker’s final position take a hit with the underneath it after it has scattered. The templa
following profile: is removed at the start of the next game turn.

s AP Type
8/6/4  1/2/3 Mela

Range s AP Type
N/A 10/8/6 1/3/5 -

N/A




THE BOILING SEAS
e

- Several weeks into the Armageddon campaign, Ork submersibles rose from the waters around Tempestora and Helsreach Hives.
~ These massive transport craft disgorged hundreds of Ork Boyz and vehicles, and Tempestora was overrun. The Orks continued

to use their fleet of submersible transports throughout the course of the Armagedd , alv

THE ARMIES
- Select two armies using the rules in the Fighting an
~ Apocalypse Batde section (pg 18-20). One army must be
composed ol Tmperial units, and the other composed of
Ork units.

- DEPLOYMENT

‘The Imperial side deploys first, They may deploy anywhere
‘on the table that is more than 12" away [rom the shoreline,
‘or may be kept in Strategic Reserve (pg 37). The Ork side

- does not deploy. Their army must be split into two waves:

‘he first wave consists of all Flyers and units with the
- Deep Suike special rule, all Infantry units that are not
~ .cmbarked in Trahsports, and all vehicle units that have
: less than 3 Hull Points (and any units embarked in
them). They must either enter from the shoreline table
edge on the first Ork turn, Deep Strike on the first Ork
turn (if they have the Deep Suike special rule), or may
be kept in Strategic Reserve.

® The second wave consists of all remaining units. They
- must be kept in Strategic Reserve. The shoreline is
- comsidered to be the Ork table edge.

j:ﬂiilﬁ“a.tom and Scouls may not use their special deployment

rules in this mission.

—

to deadly effect.

Y s

FIRST TURN

The Ork side has the first turn.

GAME LENGTH

The battle continues until the time limit is reached (pg 21).

VICTORY CONDITIONS

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

MISSION SPECIAL RULES
Divine Intervention, Finest Hour, Mysterious Objectives,
Strategic Assets, Strategic Objectives, Strategic Reserves,
Strategic Victory Points (pg 22-37).

Armageddon War Zone: All of the rules of engagement
from the Armageddon War Zone apply 1o this battle; use
the Ash Wastes Unnatural Disaster table (pg 252).

The Boiling Seas: Apart [rom Flyers and Deep Striking
units, Ork models must pass a Dangerous Terrain test
before entering the table. Vehicles that fail the Dangerous
Terrain test lose 1 Hull Point instead of being Immobilised.

Surprise: For the duration of the first game turn, the
Imperial defenders may only take Snap Shots when they
shoot; may not charge; treat all enemy units as having the
Fear special rule; and may not Go to Ground.

THE BATTLEFIELD

Set up the terrain for the batile in

any mutually agreeable manner.
Omne of Armageddon’s oceans is

- assumed to lic just off one of the

- longest edges of the table. The
table edge in question is called
the ‘shoreline’. If several table
edges are equally long, randomly

~ select the one that is the shoreline.

- Finally, all Strategic Objectives
arc placed within the Imperial

- Deployment Zone.

Tmperial Deployment Zone




THE SEASON OF FIRE

i e e R e - i AT

At the end of every year, super-heated ash storms wrack Armageddon, swirling down from the Fire Wastes to the north until
they finally encompass all of the planet. In the early days, when the firestorms are first approaching, it is possible for truly
desperate combatants to carry on fighting. However, doing so is fraught with peril. as many have found to their cost.

THE ARMIES

Select two armies using the rules found in the Fighting an
Apocalypse Battle section (pg 18-20). One army must be
composed of Imperial units, and the other composed of
Ork units.

DEPLOYMENT

Both sides secretly bid the amount of time they want to
take setting up. Bids must be in whole minutes. The secret
bids are then revealed and the side that bid lowest deploys
first (in the case of a tie, roll-off 10 see who deploys first).
They must finish deploying within the amount of time that
they bid.

Inits may deploy anywhere in their deployment zone that
is more than 9" away from the opponent’s half of the table,
or may be kept in reserve. Any units not deployed when the
time limit runs out are placed in Strategic Reserve (pg 37).

Once the first side has deployed, the opposing side deploys
in the same way, and has an amount of time to deploy equal
to the amount of time that they bid.

After both sides have deployed, Infiltrators may deploy and

Seouts redeploy using their special rules.

- THE BATTLEFIELD

Set up the terrain for the battle
in any mutually agreeable
manner and then roll-oft. The
winning side divides the playing
area into two roughly equal
halves. The border between the

FIRSTTURN

The side that deployed first has the first turn, unless the
opposing side can Seize the Initiative (pg 22).

GAME LENGTH

The battle continucs until the time limit is reached (pg 21).

VICTORY CONDITIONS

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

MISSION SPECIAL RULES 4
Divine Intervention, Finest Hour, Mysterious Objectives,
Strategic Assets, Strategic Objectives, Strategic Reserves,
Strategic Victory Points (pg 22-37). i

Armageddon War Zone: All of the rules of engagement
from the Armageddon War Zone apply to this battle; use
the Season of Fire Unnatural Disaster table (pg 252).

two halves does not have to be a e --
straight line. The opposing side :
decides which half of the table
each side will deploy in. Finally,
Strategic Objectives are

placed (pg 20).

Stde B Depiloyment Zone




k ‘The Orks travelled to Armageddon on board spacecraft forged from massive asteroids, commonly known as ‘Roks". The
Roks were protected by immense power field projectors, which made them invulnerable to long-range attacks. Imperial
forces had to battle their way past hordes of Ork defenders in order to get close enough to damage the Rok directly.

THE ARMIES

- Select two armies using the rules found in the Fighting an

Apocalypse Battle section (pg 18-20), One army must be
composed of Imperial units, and the other composed of
Ork units.

DEPLOYMENT

The Ork side deploys first. They may deploy anywhere in

their table hall, or may be kept in Strategic Reserve (pg 37).

\Once the Ork side has deployed, the Impernial side does
likewise, Imperial units may deploy anywhere in their table

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

FIRSTTURN
The Imperial side has the first turn, unless the Ork side can
Seize the Initiative (pg 22).

The battle continues until the time limit is reached (pg 21).

T

THE BATTLEFIELD
Set up the terrain for the battle
in any mutually agreeable
manner and then roll-off.
The winning side divides the
playing area into two roughly
equal halves by drawing a line
- from the centre of the longest
table edge to the centre of
the opposite table edge*. The
border between the two halves
does not have to be a straight
- line, The Ork side decides
~ which half of the table they
- will deploy in. Finally, Strategic
~ Objectives are placed (pg 20).

- * Designer’s note: The object is to
play along the length of the table,
rather than across its width.

VICTORY CONDITIONS

The side that has the most Strategic Victory Points at the
end of the game wins the battle (pg 22). If both sides score
an equal number of points then the battle is a draw. Note
that the Imperial side can score additional Strategic Victory
Points by attacking the Rok (see below).

MISSION SPECIAL RULES

Divine Intervention, Finest Hour, Mysterious Objectives,
Strategic Assets, Strategic Objectives, Strategic Reserves,
Strategic Victory Points, (pg 22-37).

Armageddon War Zone: All of the rules of engagement
from the Armageddon War Zone apply to this battle; use
the Ash Wastes Unnatural Disaster table (pg 252).

Destroy The Rok: The narrow table edge of the Ork
deployment area represents the side of an Ork Rok (you
may want to represent it with a suitable terrain feature,
though this is not strictly necessary). Destroyer weapons
may be fired at the Rok if they are less than 18" from the
Orks’ table edge. In addition, Destroyer weapons that use
markers which scatter olf the appropriate table edge will
hit the Rok. No To Hit rolls are required to hit the Rok.
Instead. roll immediately on the Destroyer Weapon (able, as
if shooting at a Building. Each Detonation! result earns the
Imperial side 1 Strategic Victory Point.

auoy Juaukoydacr 3o




BOOBY-TRAPS

oG e e L L

IMPERIUM

Imperial Guard troops were taught how

to make and set deadly traps.

Play this card at the start ol the batile.
Allof the buildings and fortifications
in your deployment arca are dangerous
terrain for enemy units this game.

HELBRECHT'S
. PLEDGE

BLACK TEMPLARS

The Black Templars have sworn to
hunt down Ghazghkull wherever he
might flee,

Play this card afier deployment if the
opposing army includes Ghazghkull
Thraka. All friendly Black Templay
units have the Zealot special rule for
the duration of the game. In addition,
the Black Templars® side receives D3
additional Strategic Victory Points il
Ghazghkull is removed [rom play as a
casualty during the game,

| SURRENDER OR DIE!

R L S e g o L

ORKS

The Orks told the defenders of
Infernus Hive: surrender or die!

.
Play this'card at the start of any enemy

turn. Roll a D3, Unal the starvof

their next turn, enemy units must

Leadership value and the charge range
ol any charges they make.

/

subtract the result of the D& from their

IMPERIUM

Princeps Prime Kurtiz Mannheim
sacrificed his Titan to stop an Ork
assault in the Second War
for Armageddon.

Discard this card at the end of any
enemy ""IU\R?H'K‘“[ phaﬁl‘ T causc one
friendly Superheavy vehicle o sufler a
Tiwnic Explosion! No bonus Strategic
Victory Points are scored for the
vehicle's destrucion,

EARTH-SHATTERING
SALVO

IMPERIAL GUARD

On Armageddon, Manticore Rocket
Launchers were modified to fire their
missiles in a single devastating salvo.

Flay this card at the start of the
Imperial Guard's first Shooting

phase. All friendly Manticore Rocket
Launcher models that shoot in that
phase must fire all four of their rockets.
Change their type [rom Ordnance
Barrage D3, to Ordnance Barrage 4D3.

| TELLYPORTA ARRAYS

D
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ORKS

Ghazghkull used massive teleportation
devices to land troops on Armageddon.

J Play this ¢ard a1 the start of any Ork

turn. It allows all units in a single

i triendly Ork Apocalypse Formation to

Deep Strike [rom Strategic Reserves. In
addition, units from the formation that
Deep Strike this turn do not scatter.

_ THESKIES _

BLOOD ANGELS

Blood Angels are renowned for the
ferocity of their aerial assaults.

Discard this card at the start of'any
Imperial tum. Friendly Blood Angels
umits that Decp Strike this turn

(or disembark [rom Deep Striking
Transports) may charge this turn.

GHAZGHKULL'S
REVENGE

——————

ORKS

Hades Hive was smashed by asteroids
launched from orbiting space hulks.

' Discard this card in the Shooting
{ phase to make a single Asteroid Storm

artack —seo the Ash Wastes Unnatural
Disasters table (pg 252). You are the
Master of Disaster for the purposes of
this attack.

TREACHERY!

e s

ORKS

Acheron Hive was captured by
treachery from within,

Play this card at the start of any enemy

turn and roll a dice: 1 = No effect;

25 = no enemy emplaced weapons
may shoot this turn; 6 = no emplaced
enemy weapons may sheot this turn or
in their next turn.

FUTE
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_ ARMAGEDDON FINEST HOURS

i

If the following special characters are included in an army, and are one of the army’s Warlords or its Warmaster, then they
use the following special rules when they take their Finest Hour. These special rules are in addition to the normal benefits

of a Finest Hour (pg 26).

HERO OF HADES HIVE
ComMMmISsAR YARRICK

Lhe presence of his oldest and most hated
Joe, the Ok Warlord Ghazghbull Thraha,
drives Commissar Yarrick to extraordinary
[eats of valour, and the troops under
Yarrick’s command at Armageddon are
inspureel by his heroic example.

If Commissar Yarrick calls his Finesl
Hour at the beginning of any turn
in which Ghazghkull Thraka is alive
_and located anywhere an the same
battlefield, the following applies.

In addition to the usual effects.

. Yarrick and all friendly Imperial
Guard units within 24" have the Zealot
special rule.

DEATH TO ANYFING DAT
WALKS OR CRAWLS
GHAZCGHKULL THRAKA

Only oné man has ever defied Ghazghkull
and survived, and his presence on the
balllefield drives the Ovk Warlord into a
Surious bevserker rage, perhaps tinged with
a hint of grudging respect.

If Ghazghlkull Thraka calls his Finest
Hour at the beginning ol any tum
in which Commissar Yarrick is alive
and located anywhere on the same
battlefield, the following applics.

In addition to the usual effects,

Ghazghkull receives the Armourbane,

Furious Charge, and Hammer of
Wrath special rules.

THE STRENCTH OF LEGEND
Cartain TycHo

When consumed by the Black Rage,
Captain Tycho transforms into an almost
unstoppable force of destruction, capable of
tgnoning blows that should lay him low.

If you are using the Death Company
version of Captain Tycho and he calls
his Finest Hour, the following applies.

In addition to the usual effects, he
doubles the number of Wounds he
has lett. At the beginning of his
next turn he returns to his former
value, minus any Wounds he has
suffered during his Finest Hour,
which may result in him being
removed as a casualty.




The Reaver is a vast machine, protected by thick adamantine armour plates and carrying devastating firshower. The Mars
Reaver is suid to be older than any other Titan pattern still in Impenal service, its onigins fedating even the Great Crusade.
Reatver caryies three weapon mounts: the single armament on its carapace is stightly smaller than the weapons that form is ars

Uhree are perfectly copable of slaughtering entire segiments in a storm of fire: The appearance of even @ single Reaver ha
the tide of a conflict, the enemy fleetng in teyror before a strding colossus whose very footsteps cause:




 REAVER Bmont,
BATTLE WSBS S F S R I A HP
TITAN o 4 7014 1418 1 2. 18

1.450 Points
Unit Type: Super-heavy Walker
Unit Composition: | Reaver Titan

SPECIAL RULES:

Reactor Meltdown: If the Reaver Titan suffers an Titanic
Explosion! result on the Gatastrophic Damage table, its
plasma reactor goes nuclear! All hits from this Titanic
Explosion! are resolved as being from a Destrover Weapon.

Void Shields: Reaver Titans have four void shields. Each hit
scored against a Reaver Titan will instead hit a void shield
{whilst these remain). Close combat attacks come from
inside the shicld and therefore are not stopped. Void shiclds
have an Armour Value of 12, A glancing or penetrating hit
{or any hit from a Destroyer weapon) scored against a void
shield causes it 10 collapse. After all the void shields have
collapsed, further hits strike the Titan instead. At the end of
each of the Titan's turns, roll 1 dice for each collapsed void
shield: each roll of 5+ instantly restores one collapsed shield.

Range AP  Type

RO

OPTIONS:
* Must choose two of the following arm weapons, at no
additional points cost:
- Gatling blaster
- Laser blaster
- Melta cannon
- Titan power fist
-Volcano cannon
» Must choose one of the following carapace weapons, at no
additional points cost:
- Apocalypse missile launcher
- Double-barrelled turbo-laser destructor
- Inferno gun
- Plasma blastgun
- Vortex missile
- Vulean mega-bolter

Apocalypse
_missile launcher 24"-360"
satling blaster 2
- Infetno gun Hellstorm
_-lﬂaswr 96"
Mclta cannon 72"

£ blaspn

Vortex missile 12"060"
g

 Heaw 15
Melee

Primary Weapon 2
Primary Weapon 1, Massive Blast
Primary Weapon 1, Large Blast, Vortex, Om: use nnlv

Primary Weapon 5, Apocalyptic Barrage
Primary Weapon 6, Large Blast

Primary Weapon 1

Primuary Weapon §, Large Blast

Primary Weapon 1, Apocalyptic Blast, Melta

o Primary Weapon 2, Massive Blast
Rget 1t Primary Weapon 1, Apocalyptic Blast
Double-barrelled turbo-laser
“destructor 96"
cano cannon 180"

, Large Blast




Vi "‘IMIUM—' R
‘'WARHOUND Scout TITAN

Warhounds ave the smallest class of Titan, sometimes weferred to as a ‘Scout® Titans. They are the eyes and ears of the Titan L
- and, when on campaign, range far ahead of the main batle groups. They are fuster and more agile than a Reaver or Warlord:
btk cannot match these mighty machines for armour or firepower: Like all Princeps, Warhotnd commanders feel, see.and
it Litan's sensors and wind-impulse contmls. They have a particular wputation for daring among their peers.




720 Points
= WSBS S F § R I A HP Unit Type: Super-heavy Walker
s SCOUTTITAN 2 4 10141312 1 1.9 Unit Composition: 1 Warhound Titan

N e

SPECIAL RULES: OPTIONS:
Agile: In the Shooting phase, a Warhound can choose 1o cither: * Must choose two of the following arm
weapons, at no additional points cost:
- Fire all available weapons. - Inferno gun
- Fire a single weapon and then Run. - Plasma blastgun
~Fire no weapons at all and Run twice. - Double-barrelled turbo-laser destructor
- Vulcan mega-bolter
 Void Shields: Warhound Titans have two void shiclds. Each hit scored
agaitist a Warhound Titan will instead hita void shield (whilst these
remain). Close combat attacks come from inside the shield and therefore
are not stopped. Void shields have an Armour Value of 12. A glancing or
. penctrating hit (or any hit from a Destroyer weapon) scored against a
- void shield causes it to collapse. Afier all the void shields have collapsed,
" [urther hits strike the Titan instead. At the end of each of the Titan's
' turns, roll 1 dice for each collapsed void shield: each roll of 5+ instantly
~ restores one collapsed shield.

Range ] AP Type
Hellstorm 7 3  Primary Weapon 1

72 8 2 Primary Weapon 2, Massive Blast
oa" 10 2 Primary Weapon 1, Apocabyptic Blast.
Primary Weapon 2, Large Blast

‘Heawy 15




OF ARMAGEDDQE_&

.

- HErOES
HIE

1 Command Squad
(Black Templars)

Commissar Yarrick

1 Company

i Gaptain Tycho
Command Squad

High Marshal
Helbrecht

r 1 Honour Guard

FORMATION RESTRICTIONS
None.

o

I Thesiege of Tempestora Hive saw a gathering of three of the greatest heroes of the Armageddon War. Tempestora had fallen swiftly 1o
| an Ork surprise attack spearheaded by the massive submersible transport eraft ereated by Orfimedes. The Ovks had overrun the city
and, wnless they could be stopped, they would overrun Armageddon Prime complelely. A war council was swiftly gathered, consisting

of Commissar Yarrick, High Marshal Helbrechl, and Captain Ticho. Seemingly everywhere along the front lines al otice, these three
wnighty heroes masterminded a desperate defence, which first slowed and then drové the Orks back into the shatlered ruins of the hive.
Tempestora may have been lost, but thanks to the actions of Uhese three men, Armageddon Prime still held on!

SPECIAL RULES:
Everywhere At Once: At the start of each of their turns, the
formation may Deep Strike to any point on the battlefield.

Inspiring Aura: Any friendly models in units from Codex:
Black Templars, Codes: Bload Angels or Cadex: Imperial Guard
that are within 24" of Commissar Yarrick, High Marshal
Helbrecht and/or Captain Tycho may use that model’s
Leadership for any Leadership tests they must take.

Their Finest Hours: Commissar Yarrick, High Marshal
Helbrecht and Capiain Tycho may all use the Finest Hour |
rules. High Marshal Helbreeht and Captain Tycho may
the Sons of the Primarch rules if they prefer. Howeve
one of the characters may use the Finest Hour and/or
of the Primarch rules each (urn; i




ERIA GUARD |
ARMAGEDDON
ToMPA HUNTERS

Traditionally, a Sentinel is considered ill-suited to duelling with super-heavy, Titan-class war engines, being outgunned and out-
classed in almost every vegard. However, when arganised into dedicated search-and-destroy teams, Armoured Sentinels hunt their quarty
in large packs. Together, they are capable of producing a torrent of firepower that can fopple giants. Amongst the most tilwstrious of
Armoured Sentinel formations are those that patrol the ash wastes of Armageddon.

SO e

R

;)

SPECIAL RULES:
Divert Power: A Stompa Hunter spearhead that is in an
Arrowhead Attack Pattern can elect to divert power to its
weapons in the Shooting phase instead of firing normally. If
: s the formation does this, select a single Super-heavy vehicle,
FORMATION RESTRICTIONS Super-heavy Flyer, or Super-heavy Walker (or a squadron of
None. anv of these) within line of sight of the Command Vehicle.
All models in the formation must immediately fire twice at
the target. A formation that diverts power cannot shoot in
their next turn.

Super-heavy Hunters: All Armoured Sentinels within 12" of
the Command Vehiele add +1 to their armour penetration
rolls whenever they hit a Super-heavy vehicle, Super-he:

Flyer, or Super-heavy Walker with a shooting attack.




Bl IMPERIALGUARD. %
FORTRESS OF ARROGANCE

S

When Commissar Yarvick hunted down Ghazghlkull Thraka afler the Ork’s first invasion of Armageddon, he caught wp with the
warlord on Golgotha. It was here thal Yarrick commandeered the Baneblade Foriress of Arrogance to confront the marauding greenskin.

i When Ghazghlkull was threatening lo invade Armageddon a second time, Yarrvick vequested that the Fortress of Arrogance be recovered
Jrom the plains of Golgotha. An Adeptus Mechanicus Reclamator expedition found the remnants of the venerable Baneblade and,
during ils voyage to Armageddon upon one of the greal Mechanicus Avks, it was repaived and refitted. Now, Yarrick ence more leads
armoured assaulls against the greenskin hordes from the cupola of the Fortress of Arrogance.

940 Points
- rArmoure Unit Type: Superheavy vehicle
“ FORTRESS OF BS F S R HP Unit Composition: 1 Baneblade and
ARROGANCE 4 14 1% 12 9 Commissar Yartick (embarked)

TRANSPORT:
Autocannon Transport Capacity: Commissar Yarrick
* Baneblade cannon Fire Points: 1.
* Demolisher cannon Access Points: The Foriress of Anogance is treated as Open-topped for
* Hunter-killer missile embarking and disembarking purposes. The +1 damage modifier for
©® Tiyo lascannons (sponson) Open-topped vehicles does not apply to the Fortress of Arrogarce.
_ ® Storm bolter
#» Three twin-linked heavy bolters Range AP  Type
{two sponson, one hull) Baneblade cannon 72" € 2 Primary Weapon 1,
Searchlight :  Apocalyptic Blast
Stoke launchers Autocannon 48" Fhem e
i Demolisher cannon 24"

Hammer of the Greenskins: All units chosen H@';W;lbolt::r
from Codex: Orks that declare a charge against Hunter-killer
ress of Avrogance halve their charge range. missile

y: Friendly units chosen from Storm bolter
Gueard within 24" of the Foriress of
Ld 10.




3 IMPERIAL GUARD :
IMPERIAL VENGEANCE
MECHANISED COMPANY

i e

Imperial Guard mechanised companies are used in offensive operations, especially in seize and control missions against heavily
defended targels. Chimera transports speed towards a vital objective, overrunning enemy positions before disgorging plaloons of
infantry. These brave men must then hold out for retnforcements lo arvive, defending their prize as the enemy coustler-attack.

= SPECIAL RULES:
Hold At All Costs: Any Infantry unit from the formation that
! I Company Command Squad is within 12" of a Strategic Objective has the Counter-attack
and Stubborn special rules.

I 3 Infantry Platoons i Objective Sighted: Any vehicle in the formation that is
: within 12" of the Company Command Squad’s Chimera may
move 12" when it moves Flat Out, as long as the entire move
STt 2 is made over open ground, X

FORMATION RESTRICTIONS
Each Infantry Platoon must have one Platoon Command
Squad and 2 Infantry Squads. All Squads, including the [
i Company Command Squad, must have Chimera Dedicated §
. Transport vehicles.




T

BLACKTEMPLARS
CRUSADER

HAILSTORM SQUADRON

Hailstoym Squadrons (hrust [earlessly into an enemy battle line, and then lay down a withering hatl of fire. Addilional ammunition for

each vehicle’s hurricane bolters is carvied in the transport compartment of the Crusader. This reduces the number of assaudt troaps that
the vehicles in the squadron can carry, but allows them to conduct a coordinated hailstorm’ fire attack that is capable of sweeping away
dozens of enemies at a stroke, and tearing the heart out of even a heavily fortified defensive position.

SPECIAL RULES:

Ammunition Stowage: A Land Raider Crusader in a
Crusader Hailstorm Squadron las a Transport Capacity of
10 models,

ety Hailstorm Attack: Two or more models in the formation can
FORMATION RESTRICTIONS combine all of their shooting atracks in a turn into a single
None. attack with the profile below. All of the pariicipating models
S 7 ¥  must be in range and have line of sight to the target.

Range S AP Type
24" 4 5 Heawy X,
Apocalyptic Barrage,
Hailstorm

Hailstorm: X is equal to twice the number of mod

participating in the attack.




BLACK TEMPLARS
SoNs ofF GRIMALDUS
P ; LRy

Chaplain Grimaldus entered legend during the batile for Helsreach Hive. For more than sixty days, he commanded the defenders of the
Temple of the Emperor Ascendant against a massive horde of Orks. Eventually, with the defenders cut-off and outnumbered hundreds to
one, the temple fell. Miraculously, Grimaldus and a handful of Black Templars survived. These few swore to avenge the brave warriors
that had fought and died beside them. Other Black Templars flocked to their banner, and from that deay the Sons of Grimaldus have
harried the Orks from one end of Armageddon to the othey, and now pursue them even as they flee inio the depths of space. They will not
vest until Ghazgkhull and every Ork under his command has been slain,

liergl : ; SPECIAL RULES:
7 £; Feel No Pain.

o

; Ny 1 Sword Brethren

b & ‘* Chaplain Grimaldus Terminator Assault §  Avengers of Helsreach: All Sword Brethren units in the
v Squad e formation have the Fearless and Hatred (Orks) special rules.
2

None Shall Escape: When charging a unit from Codex:
1 Command Squad e 5 Crusader Squads Orks, all models in this formation have the Furious Charge

special rule.

= N ==
Squads ' W' ‘Beyond the nceds of mortal flesh lies the sustenance 1
s of the soul that enly truc conviction in the Will of the

FOR_\IATION_R.ESTRJCT]ONS . ; -Empcror can SUPPl}'-'
None. J

| Sword Brethren i 2 Sword Brethren
Terminator Squad

— - s




SPACE MARINES
THE LEGION ASCENDANT

& ;-‘E@%

Of all the legends of the Imperiwm, one of the strangest is that of the Legion of the Damned. The Inquisition has amassed dozens of
Teports deseribing the manifestation of these other-worldly warriors on battlefields where the defenders of Mankind faced impossible odds.
Their aspect is lerrifying in the extreme, ghostly apparitions from some hygone era or perhaps a time yet to conte. Appearing amidst the.
enemy in a scouring blast of spectral flame, the Damned Legionnaires’ very presence evokes unreasoning horror whale their every shol is
a fuery boll of judgement, turning flesh to scattered ash. Cnly when victory is assured do they vanish without trace, their disappearance
as sudden and inexplicable as their arvival.

e

—

i

; . SPECIAL RULES:
t 92+ Liegion of the Damned units. Yy Deep Strike, Fear.

FORMATION RESTRICTIONS | Fires of Judgement: Immediately aficr the Legion
All Legion of the Damned units must consist of 10 models. Ascendant arrives by Deep Strike, all enemy units within 6"
: suffer 2D6 Strength 4 AP5 hits with the Soul Blaze special

rule. In addition, on the turn they deploy, all of the Legion
Ascendant’s shooting attacks have the Fleshbane and :
Ignores Cover special mles.

died in the Emperor’s service 2 = :
3 M.thl‘t died in vain. Spectral Horrors: All enemy units within 12" ofa 1
= - i from this formation suffer a -3 penalty to their Leade:




FIrREsTorRM NEXUS
e e ~oR

The Firestorm Nexs is the last word in Imperial anti-aircraft capability. Individually, Firestorm yedoubls are often enough to counter
any aevial threat; when deployed as a Fivestorm Nexus, enemy atreraft are all but doomed to annihilation, such is their withering

Jirepower when fired in unison. These Tas-storms’ have earned a tervifying reputation amongst the Imperium’s enemies, and Jew
commanders will vish employing their aireraft squadrons i a Firestorm Nexus’ vicinily for fear of their complete destruetion.

u 3 Firestorm Redoubis

——— e TR

~ dethroning of the Emperor and the downfall of
lziymmrty This is the Imperium’s call to arms and
>thing shall stand in the way of its rightcous crusade.

SPECIAL RULES:

Firestorm: Two or more redoubts in the formation ¢an
combine all of their shooting attacks into a single attack
each turn with the profile below. All participating models
must be in range and have line of sight 1o the target.

Range Type

96" Heavy X, Las-storm,
Interceptor, Skyfire,
Twin-linked

Las-storm: X is cqual to 3 per redoubt participating in
the attack. Enemy Flyers cannot choose to Evade against
Las-storm attacks.




IMPERIUM
IMPERIAL STRONGHOLD

i =,

The galaxy is a dangerous place, inhabited by a vast array of hostile lifeforms. Because of this, selilements in isolated locations will
usually be buill wnder or near a specially constructed Imperial Stronghold. In times of danger, Imperial citizens unll quickly evacuate
to the stronghold, taking shelter behind its thick armoured walls, and in the lavge bunkers that lie underneath @t. Military formations
garrisoning the upper levels of the stranghold can then keep the citizens safe from attack, and devastate enemy forces with coordinated
[fere from the cover of the stronghold’s defence lines, bunkers and bastions. Once any attack has been worn down, the defenders will sally
[forth from the stronghold and drive the altacker from the field with a fierce counter-attack. :

B¢ SPECIAL RULES:
5 "‘ ¢ 1 Maero-cannon Aquila i Coordinated Attacks: Il two or more emplaced weapons

Aquila Strongpoint : of the Imperial Stronghold, fire at the same enemy target
unit in a single Shooting phase, then those units shooting
1 Firestorm Redoubt after the first have the Shred special rule.

¥ Strongpeint or Vortex Missile from the Imperial Stronghold, and/or units occupying parts
1+ Imperial Defence Lines Refuge: If, at the end of the bautle, the Aquila Strongpoint
has not suffered a Total Collapse or Detonation! result, or
bt 1+ Imperial Defence Emplacements been occupied at any time by enemy units, then the side that
took this formation receives a bonus Strategic Victory Point.
= 1+ Imperial Bunkers B
Sally Forth: Units in the Imperial Stronghold may exita =
1+ Vengeance Weapon Batteries building and charge on the turn they do so, even on.a, :

i %&m—-z— “ESTee turn that the building has been destroyed (unless they a
FORMATION RESTRICTIONS ; pinned). In addition, units that do this have the Furious
Neme. | Charge special rule for the duration of that Assault ;




ORKS
BIKEBOYZ
KuLT OF SPEED

Ork Bikeboyz feel a desperate need for speed! Such is the siren call of putting the pedal to the metal thal massive hordes of Ork Bikebayz
Join together to form rampaging Kuits of Speed. These Orks left their tribe to join other Speed Freeks in a large nomadic cavalcade that
roams across a war zone. In battle, a Kult of Speed huriles towards the enemy at breakneck speed, their gunz blazing, voices howling
into the rushing wind.

v SPECIAL RULES:
Warboss on 2+ squadrons of &), Kult of Speed: All models in the formation that move Flat
Warbike Warbuggies b Out or Turbo-boost may still fire their weapons.

6+ mobs of 0+ units of 3 Quick Ladz!: A Kult of Speed can move an unlimited -
Warbikes ob Bikers distance in the Movement phase that it arrives from Sirat

FORMATION RESTRICTIONS % model from the formation may move within 12" of an
None. (4 model as part of the move. :




Some Big Meks get so influential that they start lording it over their biggers and betters. In normal Ork society, the offending
“will quickly get beaten back down to size by a Nob or Warboss. However, talented Big Meks like Oriamedes find that bialding
monstrosity bristling with awesome gunz and crackling power fields more than levels the playing field. The Weindbayz beli




rArmour-
WSBS §S F 8§ R

4 2 THSS 18

I A HP

830 Points

Unit Type: Super-heavy Walker
I Unit Composition: 1 Big Mek Stompa

WARGEAR:
= Three hig shootas
® Gaze of Mork
_ * Lifta-droppa
¢ Mega-klaw

SPECIAL RULES:
Effigy: All friendly units chosen from Codex:

| (rkswithin 6" of a Stompa have the Fearless

special rule.

: Power Fields: Big Mek Stompas are protected

o hy a number of power fields. Roll a D6 when

the Big Mek Stompa is deploved (o see how
many power fields it starts with, Each hit scored
against a Big Mek Stompa will instead hit a
power field (whilst they remain). Close combat
attacks come [rom inside the field and therefore
are not stopped. Power fields have an Armour
Value of 12. A glancing or penetrating hit (or
any hit from a Destroyer weapon) scored against

TRANSPORT:

Transport Capacity: 20 models.

Fire Points: A to1al of 10 models may fire from the Big Mek Stompa's
firing hatches.

Access Points: A Big Mek Stompa has one Access Point at the rear.

OFTIONS:

* May take up to 3 supa-rokkits ..o
* May replace mega-klaw with deff kannon.

* May take one belly mounted deff kannon...

wns 20 pis each

Range S
Big shoota 367 5

Deft kannon 72"

AP Type

5 Assgault 3
Primary Weapon 1,
Massive Blast
Heavy 1

Liftadroppa

Heavy 1, Large Blast,
One use only

Melee

Gaze of Mork 60"
Lifta-droppa L A8
Supa-rokkit Infinite
Megaklaw D

Lifta-droppa: Choose an enemy vehicle which began the game with up to
4 Hull Points. If the target is hit, it is seized by the weapon’s trakior beam,
lifted up and smashed back into the ground. The Stompa's controlling
player moves the target to anywhere within 2D6" of its starting location
that is not within 1" of another model, where it immediately suffers an
Explodes! result from the Vehicle Damage Table.




KARNAGE SKWADRON

&

Ork Dakkajet pilots are notorivus for their suicidal unpredictability, their wild flight paths meking them extremely havd to targel. Ti ts ;|
| the Orks" staggering inability (o back down from a challenge, however, that makes their Karnage Skwadrons especially dangerous. Fvery K
 [hbay worth his goggles knows the drill — when faced with something that dakka just won't krump, gel on a collision cowrse and go full |5
throttle. Many a Princeps’ lasi sight has been @ spinning Dakkajet dit iing gracelessly toward their Titan's bridge in @ manoeuure the

flyboyz call ‘da flyin’ eddbuit’,

Super-heavy Walker or Gargantuan Creature in its Movement &
§ phase, then one or maore of the Dakkajets that moved over it
3+ Dakkajets 1 may perform a Flyin’ Eddbutt. Remove the Dakkajets that are
: making Flyin’ Eddbuus from play. Then, for each Dakkajet

removed, place a large blast marker over the target and
scatter it 2D6". Units touched by this blast marker take D341

: fowe=td  Strength 10 AP2 hits using Random Allocation. Hits against

FORMATION RESTRICTIONS §  vehicles are resolved against their side armour. These hits
None. ; ignore void shiclds, power fields and Eldar holo-fields,

within 2" of anather model, a Dakkajet in this
on that Evades receives a +1 to its Jink save. Note that




Some Stormboyz outlive their adolescent fascination with order and discipline and grow up to become proper, right-thinking maniacs.
Stormers” exchange ) acts of fungus beer-guzzling mayhem, these
orget Lo take off their rokkit packs when back at
ing for a Burna Boy to sneak up and ‘test da fu cause of this, Ork Warlords have a grudging
respec [ience e personal immolation year after year, they must be made of strong stuff. Stormers
are drawn to the largest of battles, divin ! n corkserew contrails ta-hack apart th efying charges.

SPECIAL RULES:
Fearless, Feel No Pain.

Corkscrew Dive: Any unit of Stormboyz in the Stormer Elite
may charge on the turn it enters play. I[a unit opts to do so,

remove D3 Stormer Elites from that unit at the beginning of

the Fight sub-phase as crash-landing casualties,

FORMATION RESTRICTIONS
None.

s i ond e v




re ORKS
. OVERLORD VON STRAB

Herman von Sirab was the vainglorious ruler of Armageddon at the start of Ghazghhull's first invasion. Thanhs to his incompetence,
the planet was nearly overrun and countless millions of Imperial citizens lost their lives. Von Strab was eventually deposed and arrested, ‘
only ta escape and return with the Orks decades later when Ghazgkhull launched his second invasion of the planet. With squads of
Ork brutes at his side to stifle any dissent, he proclaimed himself Overlord of Acheron Hive. In the monihs that followed, ke ruled with
@ mixture of such vanity and capricious eruelty that even the nobility whoe had welcomed him back as a long-lost prince turned against
him. Forced into hading by the vebellion, he was eventually slain in a secret mission by the 13th Penal Legion.

Herman von Strab (T Imperial Guard
Company Commander from Codex:
Imperial Guuard)

1 Nobz mob

FORMATION RESTRICTIONS
Von Strab is taken on his own and does not come with any
other members of the Company Command Squad. He
must join the Ork Nobz mob and may not leave the unit.
The mob must have 10 models (including von Strab).

SPECIAL RULES:

Hated Tyrant: All Imperial Guard units have the Hatred
(von Strab and his Ork Nobz mob) special rule. In
addition, any Imperial Guard unit within 12" of von Strab
in the Assault phase must declare a charge against him i
is possible for them to do so.

Incompetent: Von Strab’s formation never conters the
additional Strategic Asset to its side for being a High
Command formation.

Von Strab Must Diel: At cach break time, von Strab connts
as a controlled Strategic Objective for his side il he i

and a controlled Strategic Objective for the opposing
he has been slain.




ORI(S
RED SkuLL KOMMANDOS

kull’s first invagion, Bass
has fuugf]! a tmun’!a war a ainst riu Irrzj)t’mnnjr‘rr more than fifty years. He has led his Red Shull Kommandos in numerous
raids and ambushes fl{.f-“r‘?ig a legend that has spread over the entive planel. aid th i ud ollowers are prolected by

ing iile that he ensures they can never be caught. Whatever the truth of this,
to have a preternatural al o sneak wp om an enemy, launch a brutally swift attack,

SPECIAL RULES:

Favoured of Mork: On the turn the Red Skull Kommandos
deploy, Boss Snikrot and all friendly Infantry models chosen
from Codex: Orks within 12" of him have the Shrouded

special rule until the beginning of their next trn (even lf
-! 1 mob of Kommandos they deploy at the start of the game).

R

LAY Y

- Vanish in the Gloom: Boss Snikrot and any friendly Infans

FORMATION RESTRICTIONS i

None # Ongoing Reserve at I]It‘ start of an ()rk uirn, as long
more than 12" from all enemy morleis.




ORKS

SKULLHAMMA

_ BATTLE FORTRESS

" Lor the serious Mek, a popular construction profect is the Battle Fortress — a clanking, smoke-belching behemoth festooned with guns and
boyz, alive with Grot riggers and whirring tracks. Typically twice as big as a Batlewagon, and often even larger, a Skullhamma Battle

Fortress is a mubile stronghold and artillery battery rolled into one.

{ SKULLHAMMA -
- BATTLE g e

430 Points

Unit Type: Super-heavy vehicle
Unit Composition: 1 Skullhamma

. FORTRESS 9 131811 9

- WARGEAR: TRANSPORT:
* Kannon Transport Capacity: 30 models.
- *Sknllhamma kannon  Fire Points: A total of 10 models may fire from
* Two twin-linked the Skullhamma'’s Fire Points.
. big shootas Access Points: A Skullhamma has one Access
it oy Point at the rear,

Range Type

60" $ Primary Weapon 1,
Apocalyptic Blast
cAsamic BT

Heavy 1, Blast
Heavy 1
Assault 1

OPTIONS:
® May replace Kannon with a Lobba..... ...
* May take up to three supa-rokkits
* May take up to two additional ;
twin-linked big shOotas ....cu..ivseeeeen 1) pls each
* May replace any twinlinked big shoota
with a twin-linked rokkit launcha................




&~ o o
1t &s not uncommon for Warlords and Big Meks o combine their forces prior to a battle into Stompa Mobs. Petty rivalries are sel aside
for the greater opportunity of a good fight against a common foe. Such was the case on Armageddon, where Ghuzghkull persuaded
an unthinkable number of Warlords that the Armageddon system was ripe for conquest and rule under a uniled Ork Waaagh! With
Stompas easily produced by the nwmerous Ork Meks, they became almost as common a sight in Ghazghkull's combined forces as Battle
Fortresses. Belching smoke and five, the mob of clanking war machines lumber across the field of battle, erushing anything that gets in
their way beneath their massive armoured feet. Very frw things can withstand the awesome might of a rampaging Stompa mob!

SPECIAL RULES:

Combined Power Fields: If a Stompa Mob is in Arrowhead
Attack Pattern and has a Big Mck Stompa, its power fields
protect all of the Stompas in the formation.

Stomp, Stomp, STOMP!: If a Stompa Mob is in Broadsword
Auack Partern, then each vehicle in the formation may

choose to re-roll any roll it makes on the Stomp table.

(-1 Big Mek Stompa

“The wretched alicn n;ind cannot be

measured by a;ny human standard.”










In the

ArrENDIX |

_THE ADEPTUS TITANICUS

grim darkness of the far future, the Imperium’s armies march to war in the shadow of giant war machines, the

o
trembling bencath their mighty tread and their fearsome guns sweeping entire legions of their foes from the balllcﬁzldu
follows is an investigation into the storied history of the Titan Legions — the greatest legacy of the Dark Age of Technology u

THE ADEPTUS MECHANICUS.
| How like a god He is, that ancieni machine,
i primal of all His kind, the Imperator! His mighty
Jists, masitve like two lowers of destruction, laden
with the doam of Mankind's bitler fors. He walches
over us naw as batile joins, and in His shadow we
shall advas

uce upon our enemies and. defeat them.”

When
temples and restored order 1 Mars they
also faid the basis for the military arm of the
Cult Mechanicus, the Titan Legions. They
created weapons capable of functioning,
i the hostile environment of their planet
The vast fighting machines they constructed
were called Titans. Since that time the Titan

the Tech-Priests built their first

Legions have formed the backbone of the
{ armies of the Cult Mechanicus, Now, as part
of the Imperium, they serve the Emperor.

Throughout the Imperium there arc countless
forge worlds devoted (o the pursuit of
knowledge. Many of the developments that
stem from these endeavours are given form
§ amongst the Titan Legions and the teche
| guard armics of the Adeptus Mechanicus,
} who protect and cxpand the territorics of

i the Machine God. In conjunction with the
| Space Mannes and Imperial Guard, they
| farm the fighting armies of the Imperium,
BOX the most potent force in the galaxy.

= The forge worlds remain fiercely loyal (o
i their Martian masters; their tithes ~ the
fruits of their industry — are paid 10 the
 Adeptus Mechanicus and the Techno-Magi
of the Cult Mechanicus. Where other worlds
in the Imperium arc controlled by the
Administratum of (he Adeptus Terra, the
Adeptus Mechanicus retains direct ownership
of its own territaries. Thus, the forge worlds
raise no regiments for the Imperial Guard
and they pay na tithes w the treasury, They
are not answera
hut 1 the Adeptus Mechanicus. Only the
Ay Inquisition has jurisdiction in their realms,
7 and there is no world in the Imperium where
g their Titan Legions may not walk freely.

L

le o the Adcpuus Terra

Of all the galaxy's fighting machines, none
can match the sheersize and pover of a Titan,
The largest Titans bristle weaponed
turrets and carry potent guns capable of

destroying entire formations of nemy troops
Inside the Titan's armoured shell countless,

crew busy themselves with their duties. Some

operate the throbbing engines that propel

the machine, enabling It 1o walk over the
baulefield. Others direct its potent weapons
of destruction, guiding its wrrets and aiming
s lethal missiles. A Titan is a ponderous
battleship of the land — a

machine of such &

this problem by using dangerously |
plasma reactors with all the at
risks of melidown or runaway reac

Titans are controlled via the use of &
impulse unit - or MIU as they are sometime
known. Mind impulse units read commay
directly from the brainwaves of die Tita
bridge crew,giving the machine an igility

size and complexity that it is
by infantry and tanks so that it can deliver its
substantial firepower in the most effective way.
Some the

reaction

towering leg sections forming mighty bastions

from which squads of troops attack the enemy

The construction of a Titan takes many years,
and centuries of maintenance and care may
lic behind a single machine. The largest and
oldest Titans are held to contain a spark of the
Machine God's divinity, butall have a holiness

invested in them by virtue of their antiqui

and  technical  complexity.  Tech-Priests

deck cach Titan with hanners proclaiming
their divine nature and on the eve of baule
they anoint the machines with holy oil and
perform the Mass of the Cult Mechanicus
before the entire legion. The sacred names
of the Titans are chanted amidst readings
from the Manual Technicanum. To  the
Tech-Priests, a Titan is more than a fighting
machine; it is an aspect of the Machine God,
aholy and warshipful creation of Technology:
To serve aboard a Titan is (o serve the
Machine God in person. This is the greatest

service that a mere mortal can perform

BATTLETITANS

Batle Titans are enormous machines that
tower over even the heaviest tanks. Their
limbs are moved by electrically motivated
fibre bundles that bunch and flex like muscles
around 'bones' of adamantium and armaplas
They are protected by a scries of massive void
shield generators and have thick armour of
ceramite and adamantium comparable to
that of super-heavy tanks. The void shields
are a Baule Titan's first line of defence, but

their generators have a ferocious power
requirement beyond the capacity of most
portable power sources, all Titans overcome

Baue Titans have multi-configuration wea)
mounts which allow  their attendant Tech
Priests to interchange weaponry t:uilr,-
theory, this enables them o arm a Titan ¥
(hculmlv.myoncumhuulmufornery

ata time It is also noticeable that indiv
Princeps and their crews quickly d
a taste for specific weapon combinat

EMPERORTITANS

of vaid shields over armour o thick it
not be out of place on a planetary defen
installation, The Imperator is one of the larg

command of an Tmperator Titan and they:
permitted their choice of crew members ff

When a major offensive hegins, Tmpe
Titans spearhead massive assaulis of  me
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ERBATTLETITAN

er Bactle Titan is a flexible, mul(-
dhing machine, commonly used ac
ront. of the fighting. Reavers are
ght Battle Titans which mounc up.
ree seapon sysiems. They beara number

i shicld generators and are protected

sl role, giving close support to
and tank atacks. In this capaci

anged, rapid fire
i« and a massive melee weapon sch as
ist. When operating in baule groups,

& or tw of the Reavers will be equipped
, longerranged antiarmour weapons
h ax laser blasters or plasma blastguns,

urch suggests the Reaver was designed
pproximaicly the same time a5 the
und. 1t differs considerably from older
, such as the Warlord Baule Tian,
g the sulnerable plasma reactor
car of the carapace housing. While
nakes the Reaver difficult 1o knock out
the frony the more exposed cooling
f the reactor make it a comparatively
et from the side or rear. The greatcr
of the Reaver in comparison o Warlord
Titans minimises this problem but it
¢ Reavers unsuitable for extremely

Scout Tians are not,  stricdy
caking, Baule Titans at all. Howeser, there
very few practical differences between
,va. and Battle Titans (save
menclature). Warhound Scout Titans are
ofthe Titan Legions. Fastand
orm dangerous recannaissance
or raids behind enemy lines.

zc and

lﬁ‘“‘“‘ invariably  operate
o they can outmanoeusre
any opponent
meet on such missions, In &
attle, Warhounds favour working
und a flank to pursue ‘soft
s infanry and antiflery

thiey

s dumage using this method
ds are shiclded by a pair of void
ors and are relatively lightly

sing speed over strength
> weapons and are limited
o these 1o the ‘lighter
they produce less reeoil

The small crews of ¥
made up of tough and

hound Titans are

The armament of a battle group’s Titans varies

experts in unorthodos tactics al, they possess
a ficree fighting spirit that is the cnvy of other.
Tian crews. The recurring nightmare of
any Warhound’s crew is that

incompetent
commander will deploy them in the centre.
of an open battlefront, where they will dray.

heavy enemy fire and quickly be destroyed

TITAN BATTLE GROUPS

The arming of Titans musi, by necrisity,
aluays be a compromise. T’ gain_ g ron
you  must sacrifice firpower, and vice versa
You must approach this decision .t levels,
Birstly, the level of the indrvidual Titan. Consider
cardfully whot it must achieve and b it
avmament il affctis ability 6 fulf s objective.
Secondly, the level of the force itsclf. this mey
be the legion as a whils, or a batle group on o
particular mision

Never forget that a Titan
force is a team ~ a single body — and may have.
specialised members designed for specific tasks.
Meditate on the subject if you feel the need,

or consult the Imperial Tarct. The decison

is important, so do not lake it lightly
De Belli Titanicus

Attributed to Haran Jaxx

The Tian Legions are cxtremely flexible
organisations. The number of operational

Titans in a single legion can vary between
barely a dozen, in the case of the elite Legio
Ordo Sinister; to over a hundred in the Legio
Destructor When at war, some of the legion's
Baule Titans are sent to different sectors of the

ba

nominally coming under the control of the

de front 1o support specified companies,

scctor commander. Likewise, most Emperor
class Titansare deployed tostrengthen the front
atkey points, although these remain under the.
ind Master

direct cammand of the legion's Gi

The bulk of the legions remaining Batle
Titans are formed into batde groups of three
Titans, which will usually renuin togedher for
I bairle group

the course of the campaign. E:
s independent, frequently including its own
« facilities

supporting troops and main
Fhe Titans within @ group arc nearly ahays of
the same
cohesive formation with similar capabilitics

type; this ensures that they remain a

Scout Titans, such as Warhounds, have not

heen arganised it baule groups since

the excesses committed by Senior Princeps
Eaau Turnets Death’s Head Scouts, part of
the Traitor Legio Marti, during the Horus
Heresy. Instcad, Scout Titans usually operate
in pairs; the resuldng ‘hunting packs
are autached o battle groups as required.

1 the terrain iUis highting in

and the strengihs ofits opponents. The Grand el

®

Mastcrs of the Titan Legions have pondered,
the optizmum weapon mixes for bale groupe
for thousands of years. I3 it bettcr 10 arm all
three Titans with weapons of the same range
1o achicve mass firepower? Ot should each
Titan be talored o complement its fellows
and cover their shortcomings® Inmimerable:
codexes and papers have been writien on!
the subject of Titan armament but individual
Princeps and Grand Masters all harbour!
their awn perceptions of the ideal weapon fit

RENEGADETITAN LEGIONS

In the dark days of the Horus Heresy. great

numbers of the Mechanicum were lured

into the service of Chaos with promiscs of
The
Mars were pitched into bloody eivil war,

forgotten knawledge Tech-Priests of

leashing forbidden weapons o scour the
surfuce of the red planet. The Titan Legions
split into Joyalist and traitor factions, with,

over half of the Titan Legions joining Horus

Throughout the Heresy, innumerable battles
Titan
Legions and whole citits shook beneath the

were fought between  the divided

d of these avesome war machines

With the

renegade

failure of the Heresy, the
diven

il

into the Eye of Terror, where they

duell, ten thousand years on, waiting 0,
attack the worlds of the lmperium again
During their long sojours among the Dacmon’
worlds, the renegade Titans have become.

warped and twisted, for the mu

ting power
of Chaos is not

nited 10 living flesh, Nearks
all Chiaos Titans have been aliered in some!
Some have hiad their heads reshaped into

dacmonic vi

ges. or mounted close combat
weapons or extra guns in place of their mouth
grills, others spart long sinuous tails wiclding
weapons or gigantic blades. Many sl contain
their original crews, their lives wnnarally
prolonged by the warping power of Chaos:
onic sentience

others are seered by Da

Flags, kil bannces and pennants ffy from the
weapons and arms of these Chaos Titans,
often with the eye-aching symbols.of the
Dark Gods promuwently disphased. The
pitiful followers of Chios seem to gravitaie

towards the renegade Titans, secing them
a3 monstrous, bmoding effigies of ancient
gods of war. These gigantie engines of tetror
are universally feared s they wander the
Daemon woelds from hatle to battle. cternaliy
wreaking the carnage they were built for.

&
b

|

¥
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" The Legio Ignatum is one of the oldest
| legions, its forge world being Mars jtsclf.
The Iegion saw battle diroughout the Great
Crusade and sull retains a number of Titans
blessed by the Emperor himself at this tme
In later years, the legion fought through the
darkest days of the Horus Heresy, defending
the Emperor's palace against the impossible
odds that Warms
Innumerable individu

er Horus brought to hear

tales of personal
heroism and individual sacrifice survive from
i that time and the Fire Wasps have more than

their share. To this day, the Legio Ignatum

is the only Titan Legion granted the honour
5 of guarding the Emperor’s throne room
After the siege of the E
broken, the Legio Ignatm went on to fight
g i most of the major campaigns to cleanse

thuse worlds tainted by the heretics. The

peror's palace was

legion fought in the mighty conflicts on
Paramar V and m the Tallarn system as it
strove 1o drive the Traitor Titan Legions back

In these long and bloody campaigns, the
Princeps of the Fire Wasps came to know and
hate with an abiding passion the Legio Mortis;
old rivals which had nos trned to dark heresy

and foul worship of the gods of Chaos. It was
£ the Legio Mortiswho breached the walls of the
Emperars palace; it was Death'’s Heads Scouts
who terrorised and systematically destroyed
£ the populations of a dozen hives on Paramar
. and Tallarn. The flames of hatred still burn

hot and bright in the hearts of the Legio

Ignatum - one day, a reckoning will be made.

LEGIO MORTIS
DR = e

ATTOR LEGION)

£ The sery name of Legio Mordis has long

3 since hecome a foul taint (o the defenders of
 humanity,uttered only with fearand loathing
back h

Who can say where the truth lies? Certainly,
shen the Legio Martis landed on Earth
besiege the Emperor s palace they were warped
and mutated almost beyond recognition
The adamantium skins of their Titans were
pocked and bubbled with foul effiuvia; great
tentacles of twisted flesh and metal lashed;
spiked tails whipped back and forth Their
Titans’ heads had been transformed into
drooling dacmonic visages filled with malice
and their engines roared like angry beasts
Death's Heads the
honour of breaking through the outer
walls of the palace and through their own

Horus granted the

fanaticism they did 5o, despite suffering

the loss of over thirty Titans in one night.

Hovever, in spite of their efforts the siege
falled and Horus was defeated. The remnants
of the Legio Mortis fled from Earth and were
hunted and pursued, system by system, to the
Eye of Terror. There, where the Warp and
realspace overlap, time has flowed strangely
for the Death's Heads, They lin

Strel Hammer - alone accounted fo
Ork Stompas before it was: erippl
even then Mannheim took his )
right into the centre of the Ork fore
before its reactor melted down. But the
Otk Gargants outnumbered  the Legio!
Metalica more than theee (o one and the
outcome was inevitable. The 1cgm"
almost. completely wiped out and took n
further part in the Armageddon campaigs
At the end of the campaign Mannheim

campaign it has fought in for its dedicati

and determination. Mannheim remains 2

LEGIO VULCANUM I/LEGIO
VULCANUMII

The Vulcanis system is remarkable. for it
cclpsing binary of red giants These swolled,
i

servitude to the gods of Chaos, fighting a war
that ended 10,000 years ago, building their
strengeh and testing the Imperium's defences
for the time when they shall rewrn and
wreak terrible vengeance on all living things
for the defeat of their beloved Warmaster.
LEGIO METALICA

(Trox SKuLLS)

The Legio rightly
for its tragic part in the Second War for

Metalica is famous
Armageddon, a hive world which produced
weapons and munitions vital to the security
of several systems in the sector. Armageddon
suffered beneath a foolish and erratic
Overlord,

to believe warnings of invasion by. the

Herm

1 von Strab, who refused

ficrcest Ork Waaagh! in centuries, Waaagh!

Ghazghkull. The Legio Metalica was stationed

time of the Horus Heresy, when the Dacmon:
possessed Warmaster Horus sent the new-born
Imperium tmbling into bloody civil war,
Legio Mortis had fought for the Warmaster
in a hundred campaigns during the great
crusade; their loyalty had long since been
pledged o him rather than the distant
Emperor. When Horus began the heresy
by virusbombing the defenceless world of
Isstvan LI, the Death’s Heads made the
fandings 1 scour the corpsc-packed hives
for the piifully few survivors. Some say that
mutated suains of the virus brought their
¢ final corruption, others that the madness.
~ inspired by the billions of putrefying corpses
ensured they turned Uieir faces to Chaos.

on 10 protect its vital industry
and when Ghazghkull smashed through von
Surab's inadequate defences, the Overlord
commanded the legion to perform  the
impossible task of stemming the Orkish tide.
Princeps Prime Kurtiz Mannheim  held
temporary command of the legion after
the death (suspected o be assassination)
of its Grand Master, By Imperial law, it was
his duty (0 obey the Oserlord and von Strab
refused (o0 hear Mannheim's advice. Unable
to betray his vath of loyalty to the Emperor,
Mannheim put on his best dress uniform,
said goodbye o his wife and children and
climbed into his Titan Steel Hammer to lead
his battle groups to certain destruction.
The legion fought hard and it fought well;

gas giant on the outer fringes of the
Because of its clase proximity to the E
of Terror and the attendant risks of G
attack, Stygles VIIL was home (0 two

two legions, it is far from unknown ~ Mar

itself supports three, The curse of Vulcanis

Most of the brotherlegions'
were on crusade with Horus when ¢

of bloody surprise attacks 1 seize cantrol
the forge world's manufacturing ruw

Sooumdu,aluuwmmaucmoanwu,
defending the Temple of Knowledge
the robed cultists and the hastily-improvis
berserker machines they had  produceds
Trapped and alone, the loyalists expected only
1o dic = but rescue came from an urcxpecte
quarter. On the S1st day of the siege,
of tall, graceful Titans supported by sp
jetbikes in their hundreds appeared.

Craftworld of Saim-Hann had sent I;b‘ﬂ
~notto help the loyalists but o deny Chad
staging postsa close tathe Eye of Terror.
the Heresy ended, both the hwnhe’iv'
fled into exile in the Eye of Tecror:
now houses a third legion,



; ORK STOMPAS

rks are a crude and savage species who revel in violence,
¢ build vast, mechanical effigics in the guise of their e
epitomise the Orkish way of fighting. Read on,

OMPAS 5 e
:freart of the Ork expansion throughout
aiverse is a phenomenon known as the

The Waaagh! is a spontancous

e gradually gathers momentum

feenskins from across whole sectors become
4, disturbed

ace alyeays ensues as brutal leaders rise

unence amongst the Ork warbands. As

ok to expand their domains, more and

Ork tribes become part of the gathering

of the Wasagh! This is a ume when

and  dynamic, and

spill across the universe, a time
migrations, wars and conquest

| as Stompas or occasionally, when
e yery large, Gargants. Each Stompa
ering war machine with awesome
power Tt
firebelching idol made i

ge of e Ork gods. The bunlding of
akin (o worship for the Orks; their
and Mork, are big, boisterous

i also a4 Utanic

s o surprise that fighting alongside
Garing Swompa inspires a fanatical
fon in the throng of raucous Orks
E
miracles of  mechanical

ing pipes and pistons, dials,

pcks, gauges and no end of other
eal devices that seem 10 work purcly
Alic Bith of ieir Mekboy inventors.
‘carry awesome firepower heavy

 giant (lamethrowers are mounted

APPENDIX 2

Stompas are protected by layers of thick
plate; their armourcd halls are
from all Kinds of different

made
and bits
of armour plate scavenged from wrecked
vehicles and welded o hammered inta place
A vast krew of Orks, Greichin and Snotlings
ride into batle aboard a Stompa, each

i The Orks fire
the guns and sioke the boilers, under the

performing a specific role

stern eye of the Swmpa Kaptin and his
Nabz

riggers

Teams of Snotlings and Gretchin

armed with spanners and oily
rags are sent frantically crawling it the
cramped workings v fix ings and fight

fires as the Stompa suffers baule damage

The immensely proud Warboss of a clan
that has any Stompas will almost always be
one of the Stompa's Kaptin, and some of
his Nobz will take up the posts of First Mate
(who shouts at the krew). Gunboss (who
shouts at the gunners), and Flaghoss (who's
in charge of the signal flags Stompas use
in baule — as well as shouting of coursel).
The talented Mekboy who built the Stompa
i rewarded with the post of Bast-Mek and
gets (o order around all the other Mekboyz
onboard and shout at the riggers. These
individuals all work together ~ for a time,
at least - 1o keep the Stompa stomping

around and blasting away at the encmy

STOMPAMOBS

In the bulldup 10 the Waaaghl, when the
Ok tribes are driven to build the idolike
Stompas in praise of their savi
Warbosses manage (0 get one or (wo Stompas

e gods, most

built by industrious Mekboyz Some of the
more powerful Ork Warlards can command

ces 1o build many, and on

enough resour

Join their

doft
are carried on the head as well

Il Stompas also bear an enarmous
cambat weapon of some kind, be it &
g chainblade, w« steam-powered
nimiense crushing law. No two
ntical, as cach Otk Mckboy

mised’ by their ereator
ch destruction as possible.

e

105k

tribes together (o form an e
! In such cases, an Ork horde may be

- more potent

Wanagh
Jucky enous]
Ao, wsually comprising three Stomp
ningly destructive creation;
gh 1o send all

b (0 be led (o war by @ Stompa
2. Or

Stompa isa frights
a formation of thew s ¢
vest troops flecing for cover
a Stompa Mob hay
under

but the b
The massed firepower of
spelled the doom af many &
a thundering birrage of smoke and flame

baulefor

o A AT P

-3

destruction and death. When a ‘Waaagh! calls them to war,
grunny crude and savage deitics. These aptly named Stompas truly
if you dare, to gain insight into these fiendish creations.

The biggest Stompa in the mob is commanded
bytheWarlordandisknownasthe BossStompa
Thie other Stompas are always commanded by
the Warlord's wost trusted Nobz. In baie,
all the Stompas in a Mob hase to stick close
together sa the Nobz can sce the signal flags
being frantically waved about ot top of the
Boss Stompa; these tell them what their orders
are and where they e supposed 10 be going,

BIG MEK STOMPAS

Just as the Big Meks finally sit back and

alate themsclyes on the excellent job
they've done getting the Warboss' Stomipa,
yeadyin tme, theyall o of ten realise thatthey
haven't got a vehicle or Stompa of their cien (o)

join in the Waaagh! Somehos, in the midst of
all the
havent finished off thei
Skullk

with the Doyz

uggics and weapons 1o be buil, they
kustom Battlewagan;
or buile 2 i
So it s ready brawling
amongst themselses i anticipation of the
coming fight, that the Mckboyz can be seen
hammering and welding through the night
collecting whateser scrap is lefi over ftom
the Warboss' Stompa and building another
such monstrosity at breakneck  speed
Just as the horde beging to pour forward, the
Big Mek’s triumphant team start up,

Litest creation =4 new Stompa. All Swimpas
are individual creatians, but Big Mek Stompas
are especially varied. Each is protected by
a kustom foree field and carrics an eclectic
range of exotic experimental weaporry, Lifa
droppas or other force ficld weapons offer
long range desteuction, usually backed up by
4 bewildering array of kustom kannons and.
shootas, and close cambat weapons build from
the mighty cranes, grabbers and huge elreular
saws used in the Mekboyz' construction work
The Big Mek Stompa is run by # desoted krew
of enthusiastic Snots and Grots, commanded
oy the Big Mek from the head (or ‘bridge),
he bellows his orders down speaking tubes
It the bowcls of the great metal beas
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REFERENCE

=

THIS SECTION APOCALYPSE TURN SEQUENCE
ncludes quick reference versions of many of the rules

presented in the Rules of Engagement section, a summary of the rules 1. Determine Unnatural Disasters.

for cach of the Apocalypse Formation types, and a reminder of the

Apocalyptic Weapons rules for use ingame The environmental sules 2. 1st Side Player Turn:

Zone Armageddon are also included. a Determine Dwvine Intervention.
ach b. Declare Finest Hours.

rules summary also has a page reference to the ‘full’ version of the rules. ¢ Take Player Turn (as deseribed in
the Warkammer 40,000 rulebook) .

HowTo use

This section

from W,

Ifyou need to check or clarify iy of the rules during your gan

3, 2nd Side Player Turn:
a. Determine Divine Intervention.
b. Declare Finest Hours
¢ Take Player Turn (as described in

the Warhammer 40,000 rulebook).

4. Return to Step 1.

DIVINE INTERVENTION (PG 24)

A Warlord can invoke Divine Intervention once per game at the start of any turn after the first prosided the conditions in the Codex & Critenia colun

{ are met. The Warlord ruust b rom the codex listed, and cach catity can only be invoked once per game (not once per Warlord). The effects lised st

{ untl that side’s next win,

L only apply 1o friendly units from the codexes listed in the Codex & Criteria column.

DIVINE INTERVENTION CHART

Eyrry Copix & ChiTeRis
8 The God- Imperial Guard, Sisters of Battle, Space Marines, Dark Angels, For The Emperar!: Furious Charge, Fearless.
£ Emperor of Blood Angels, Space Wolves, Black Templars, Grey Knights
i Mankind A
Hie Half your units have been removed as casualties.
g Ruinous Powers  Chiios Daemons, Chios Space Marines Rewards of Chaos: You can choase 10 treat any
i, 3 Hitor To Wound as ‘6"
|5 The number of opposing units that have been removed as casualties "
f equals or exceeds the number the opposing side currently hias in play. 1o
! Gork &Mork ~ © Orks Foot of Gork (ar is it Mork?): Make a Stomp attack
§ ] 5 he  Anwhere on the wble, using the massive blast marker.
i, Half of the total number of non-vchic I‘ units from Codex: Orks on the. Note that the (st toarker does not have to e '
| batdeficld (friend or foe) are engaged in close combat. M "““"‘
| Kimela Mensha  Eldar, Dark Eldar Children of the Bloody- Handed mmmda‘? n

Khain Fldar have Hatred and Rage.
5 More than 50 Eldar and/or Dark Eldar have been removed from play. i3

as casualties ([riend or foc),

The Greater Tau Empire gth: All Tau uni

No Pain (44) and Counteratuack.
Your side has at least 5 fewer Strategic Victory Points than the

opposing side.
The Hive Mind  Tyranids. ‘The Jaws Snap Shut: All Tyranids bave Prefe
£ and can both Run and then shoat n the sa
phase, then charge in that turn’s Assiult
%

3 or more HQ models from Cadex: Tyranidsare within 6 of
S in the '

i A
The Star Gods of  Necrons Anti-C'tan Protocols: All Necrons have

the Ctan and Fearless, and pass Reanimation Protocols
A C'tan Shard, Tesseract Vault or Transcendent G'tan has been A kb Rl

remaoyed from play as a casualty

vt v




Hours (rc 26)

m Warlord, and ll friendly 2
247, have Feel No Pain.
"5 Never Give Up, Never Surrender:
" Warlord, and all friendly units in 247,
are Stbborn.

al

Tnstant De:

ford may take one Finest Hour per ganc. declare it at the start of any of your 1
v, the Eternal Warrior special ule, can order an Allout Atsck (pg 6) s

PERSONAL EXEMPLAR TABLE StraTECIC EXEMPLAR TABLE
D6 : "~ Emcr BB Dé d o
1 Exceptional Display of Skill: Re- | Addiiona Amet

roll all failed To Hit rolls.

Bloody Rampage: Triples Attacks. 2 The Whitesof thei Eyess Fcndly
3 Violent Display of Powers Re-rolls
led To Wound rolls.

5 Temporasily Unkillable:
Toughness 10;
2+ invulnerable save.

6 None Can Stand Before Me: +2
Atticks; melec attacks are AP1 vith

d u(ndngz» Exemplar table (above), Space Marine (and Chaos Space Marine) Warlords may rece

. Until the start of your next tum, the Warlord has a 3+
- and rolls an onc f the Exemplar tables below:

+1 Strategic Asee

in 24" of Warlord use theic
nommal BS for Overwatch

4 Hero’s Might: Srength and 3. Coordinated Firing Solution:
Toughness x2 Nominate

n enemy unitithin
Warlord's line of sght. Reroll failed
rolls To Uit against them

4 Set Piece Kill: Nominate an enemy
unit within Warlord s line of sight.
Re-roll all filed rofls T Wound,
or failed armout perétration volls,
againstic

5 Zone of Death: Nominatc a Strategic
Objective within Warlord's line of
sight. All friendly units within 12° of
it have Zealot.

Perfect Timing: Return one
destroyed unit (o Ongoit Resetves.

ive the bonus below during their Finest Hour

g:,gm« Warlord and aay freodly unit with Mark
o bin 12° have Feel No Pain (44
Lord of Destruction: Warlord and all friendly Iron
Warniors in 12* have Tank Hunters snd Armourbanc.
i Warlond and all frieply White Scars in
 their Run and/or Turbo-boost distance
Son of the Wolf: Attacks x2.If in base contact 1 ith an.
cncmy character, Steength x2

Lord of Terror: Warlord has Fear. Encmics in 24* of
Warlordrerol passed Leadershi tests
Pl Ange Ty bsornos Fying Moo Cresur
Son of Iron: Warlord and all fricadly lron Hands in 6° add
llﬂmﬂihnvmllhmws(lml\»ayﬂm” :
s ‘Mm« fmldlywnddﬁwlm

CHAFTER
Son of Honour: Warlord and all friendly Ultramarines
Ultramarines  in 12" of him have cither: Tank Hunters, Split Fre,

Preferred Enemv Stealth, Fearless, o Releatless.

Lord of Gatraption: Winord nd il iiendy Dedth o |
Death Guard () uve Fearlesssnd Feel NoPaln: |
2 Lord of Flux: Becomes Peyker, gains 2 Mastery.

Thousand  1elol. Generate powers immediately from Biomancy,
Soa; Pyromancy, Telepay o Trceatch disiploes

Lond of the Black Grasdes Warlond ind al gedly
Dlack Leglon  Black Legion uaits i 12* have illiet. Mm-tﬂﬂ.-!a‘,
Furious

Lord of Heresy: Control coemy unitn 24" of e Warlond
1 the unit s ncombat whénhe Finest Hs e, moveit
10 be 1 awayfrom say otbec models No Corsalidsing.

Son of the Farge: Steagh lomrkx uﬁhW

‘Word Bearcrs

Salamanders

Son of the ¢ Ravea: Worlord and friendly Raven Guscdin
Raven GU 132 pave Fleet Move Throtgh Covec, ad it
S umm-mwunt M‘
AP Legion ¢ pave Conmer-atisch Hasrod s [0 W1




STRATEGIC RESERVES (PG 37)
I mission uses Strategic Reserves, these units entee play based on
the table (o the right (vou don't have to roll fur Reserves as niormal)
- note they don't have ta arrive on the turn they are available. Units “)m- 5“\"" heavy Flyers, “ﬁ"s
that enter ‘after any break can enter in the turn immediately after Monstrous Creatures, and Flying
any scheduled break Gargantuan Creatures

it

Units arriving by Decp Strike Any turn, including the
Fast yehicles* Any wm, from ie Znd
All remaining units Afier any break (es a
break during the first tar

*Unless they are Flyers or arrive by Deep Strike

UNNATURAL DISASTERS (rc 38) Psycric Conjuncrion Tanie (pc 40)

T T

: 1 you are using the Unnatural Disaster rules, choose or randomly i 225
i determine one table. Each turn, a randomly selected player (the Master e
i of Disaster) rolls D3, adds the trn number, and applies the result 8 S =%
} from the relevant table 23 TheMind Ascendant
hase Brotherhood of Psykers and Smite.
f Wanr STorM BReack TAbLE (pG 39) 45 Causality Breach: Revollall 15 this game arm
D3k Emser | 3 6+ Psychic Tornadoes: The Master placesa large blast
i * Tury marker on the table; it scatters 2D6". The marker reinia

in play, scattering 2D6" at the start of each tuen. Any o
vehicle model it moves over is removed as @ casualty with
no saves allowed. If the marker ends up over a vehicle,
move itas litle as possible beyond the vehicle along the
same trajectory. The marker is lethal terrain. Models \«
within 6° of it have Fearless, Hatred and Rage-

23 Daemon Gale: For Morale and Pinning chiecks, units must

§ wse their lowest Leadership, Psykers within 24° of the Breach

generate two extra Warp Charge points per turn.
I ¢ 45 Warp Inyasion: The Master can place up 10 D3 units of 206
models yiithin 67 of the Breach and 1 from other uniis
| These are Cades: Chaas Dacmonis units, from the troops, elites

£ or fast aack sections. They may charge this turn, and are SeisMIC EXPLOSION TABLE (pc40)
£ ::::In the control of the player that placed them for ie rest TR
B e game R
6+ Lords of Doom: As for Warp Ivasion, above, but the units e S N
2 are single models from the HQ or hcavy support sections 23
% instead, and cannot have optional upgrades. single b o o partofa able edgs

These section edges are dangerous terrain until mesm’ o
the next game wrm.
45 Ruination: The Master nominates D3+1 buildings

the Building Damage table for cach, adding +2
6+ Total Collapse: The Mas
section, It is removed from play, along with cwryd\lngca 3
‘The resultant gap 1s impassable terain.

Ouce More Unto the Breach: Rolloff before deployment. The
swinner places a marker, and scatters it 2D6 Their opponent then
plices a second marke
5 line between the two markers forms the Breach; it is impassable

“ from the first, and scatters it 206" The

terrain and block¥ line of sight

i

Macma Storm TABLE (PG 39) ExterMINATUS TanLE (pc 41)

“EmEcT
i 23 Rain of Lava: D3 units are hit by the Rain of Lava. Starting Otbllnl anbudml:m_ Sl.uung vnlh the \[Asl!{ of
s with the Master of Disaster’s side, the sides select a different Disaster’s side, take it in turus 10 resalve a total o D3
‘enemy unit to be hit. These suffer D6 57 AP3 hits. Orbital Suike auacks (see the Orbital Stike Slﬂltgﬁ;
45 Flaming Boulders: Stirting vith the Master, the sides ke Asctcard pg 8L These are fo SalcgicREUR SR
1t in turns 1o resolve a total of D6 Flaming Boulder attacks. Virus Bomb: Every non-ehicle unit lzku an
BE ‘Each Boulder scatiers 2D6” and has the following profile: Strength 3 AP hits equal to the fumber of
S their unit
g Range S AP Type
TNA o 3 Tange Blast Incendiary Atmosphere: Every unit takes & num|
> Strength 10 AP2 hits equal to the number nr m
: All S: by 1 and

their unit
all weapons have the Gets Hot special rule this game irm.

Weapons that have this rule already get hot on [s and 25

Ve .Xat—:gn

4




6 i€ possible. I they can't,

4, WS 1, Armour
se * and may not shoot or Run. They may charge on the
o they enter play. They hive Fearless, Feel No Pain and
Slow and Purposeful. I

arn's Master; and are eng

lague Zombies arc controlled by each
nies to hath sides Dead Plague
Zombies do notreturn ta play as new Plague Zombies.
 Restless Dead: The Master places one it of 506 Plague.
jes more than 6° from any models, using any carlier
ity casualties during the batile
Ghosts of the Past: The Master returns a previously removed
~ friendly Infantry unit to play, by Deep Strike, at full strengih
It has Slow and Parposeful, Fearless, and Feel No Pain.

astes UNNATURAL DiSASTER TABLE (PG 252)
ErricT

within 18" of the marker. On 4 1, the model is destroyed, o
‘ves allowed. Then remove the marker

et st scatters 2D6° Models under the marker ke 2
2AFS hit with Poisoned (i+)

rof Disaster's side, take

Scalding Dust Devils: The Master of Disaster drops 5 small
picces of paper 36" above the table. Models within 57 of these
~ ukea Swength 5 AP hit
Winds: The Master of Disaster rolls a scatter dice near
e centre of the wble. and marks dhc point on the table cdge
Armow poiats 10 (reroll o a Hit! s rolled). Models i
of this point take a Strengih 5 AP b
ster of Dissster places the
apocalypuic mega-blast markec anywhere, 1t scauers 4007
- Models under itare hit with the profile below, Leave the
 maiherin play, s danigerous terain. It catiers 2007 cach
" Shooting phase, hiting any models underneath it aficr
ring, Remore the marker at the start of the next i

For a thousand days the great barge of the Adeptus
Astronomica sailed towards Earth. In the thirtecn
holds, cach a5 cavernous as 2 temple nave, our human
Cargo sent up a great wailing and mozning, There were
over two thousand souls bound for service, men,
women and children; young and old; the sick and the
sound. Only the children did not know. But 1 am 2
psyker like them and I know their pain. I felt the chains
as if they were upon my own fimbs. I knew their fate,
they had been tested and found wanting, they were too
volnerable, too dangerous to live. I am a guardian of the
Adeptus Astronomica. Souls such as these I carry to
the Emperor's table.”

'WAR ZONE: ARMAGEDDON TERRAIN (PG 251)
Grope Weed: Inpassable terrain. Nonvehicle models ends
ove wilHin 8" mist paie Skengih st oF il Siéngilh
Vil Folson (43)/ Onee pic hodel BRiIed by'a plan! piacs w markes by

the plant; it will not attack for the rest of the game.

Helsreach Monster: lispassable terrain. The first unit to cad their

move within 6° cach turm suffers D3 Strength 6 APA hits.

Toxic Ash: Toxic ash is dangerons terrain, but is open ground rarher than
difficolt terrain. Uits entering it mustsall ke Dangerons Teceai tests




APOCALYPSE WEAPONS (PG 72-75)
Primary Weapon (pg 72)

Roll two dice for armour penetration and pick the higher result.
Destroyer Weapons (pg 72)

These bave Strength D. If you hit, roll on the table below, No aving

throws ofany kind are allowed against hits from Destroyer weapons,

DESTROYER WEAPON ATTACK TABLE

D6 Venicie or BUILDING ~ Non-vEHICLE
1 Clipped: Targets suffer a penetrating hit Lucky Escapet
None.
25 Solid Hit: Superheav vehicles lose Seriously
D3+1 Hull Points. Other vehicles suffer ‘Wounded:
an Explodes! result. Buildings suffer a Lose D341
Detonation! result. Wounds.
6 Devastating Hit: As for Solid Hit (above), Deathblow:
except Superheayy vehicles lose D646 Lose D646
Hull Points instead. Wounds.

Hellstorm (pg 73)
Use all the rules for Template weapons, but with the hellstorm template.

Vortex (pg 73)
These are Destroyer weapons, Place the appropriate blast marker, roll for
scatter and apply damage For Wound allocation, assume the shot comes

rker is not removed from play: itis
impassable terrain. At the beginning of every player tum, it scatters 2D6"

from the centre of the marker The

1£ a double is rolled, remove it from play instead.

Apocalyptic Barrage (pg 74)
These Barrage weapous use the apocalyptic barrage marker ~ twist the
shape howeveryou like, and maintain its orientation after scatter (do not
scatter cach marker separately)  Then roll a D6 for each attack on the
weapon's profile - the number rolled shows which part of the marker is
hit, resolve lits under each part separately. Depending on the overlap of
the template and the numbers rolled, units may be hit several times by
the same barrage.

Massive Blast (pg 75)
These Blast weapons use the massive blast marker (

Apocalyptic Blast (pg 75)
These Blast weapons use the apocalypiic blast marker (10%)

Apocalyptic Megablast (pg 75)

These Blast weapons have three Strength vatues and three AP values
reflecting the three zones on the apocalyptic megablast marker. The first
Surength and AP value are used for the inner zone, the second for the
middle zone, and the third for the outer zone.

 Alvays use the best Strength and AP if a model straddles wwo or more
aones. Ifa unit has

 z0nes, work ] P .
For cover saves and Wound allocation, assume the shot comes from the
centre of the marker. Veliicles are hit on their side armour.

one datasheet

ARMOURED SPEARHEADS (PG 60)

Vehicle, and may shoot at a different target 1 the squad. Sqi
dq-klv or end their Movement phase in a iinglc Auack Pattern, whi

FiveR Wmcs (PC 60)

Use the same rules and Attack Pauerns as Armoured Spulhmdn.b
Flyer Wing in Rapier Attack Paitern also hs Strafing Run.

BatTLE FORMATIONS (PG 62)
Units in a Batle Formation deploy at the same time, within 36"
same point (before any scatter) Special rules listed on a formation
datasheetapply (o every model in it

HicH CoMMANDS (PG 63)

Norwsehicle models in a High Command forin  single unit. Once;
fame, in ascheduled break, the owning side can take an ext

move, may not shoot or Run, but may charge. Dificult termain
slow them, but s treated s dangerous terrain, Vehicles ma
Flat Outin an All-out Attack, but can Ram or Tank Shod




5ivE FORTIFICATIONS (PG 64) =
dings, but may have higher Armour Values. They also have %

s on the Building Damage table 03 Py

The RIR Clases: N

ooal effect
Py
™ hic Peedbacks Each model in e Prschic (hoir pulfirs 3
reagth B AR it with no sives atlowed.
3
Dmk;l\-xul  Cascade: Genire the brpe bl masher ov
anifesting the power. -
SEaksion b pover ber ol SH AP
s cqual 9 e number of models o that der the mark
Teatacles of Chisas: Each Payker in the Chos
test An tat i e

"

Blesa Sacagh

5 o i e S

25 are bocked 10 combar. 1t has

e avasiable. the Prychic Chotr are

70 saves allowed.

ER-HEAVY VEHICLES (PG 66) Camastrorric Davace Tazs

r-nnd Move Through Cover but may not Jink. When shooting.
treated s having remained stationary, and ma fire at Be i e S o

BBy s, They ma fire Ordnance weapons and sl fire other 1 Explosion /42 s
23 Diviscaing Eepliiin oA e
+5 Titanic Explosion DA s

inflict DS Hall

Invincible Bebs
wrecked, Expl
Poin
Armour Val

6 AP4 hits, then is Tank Shocked as pormal

O'B'rur:ﬂ)ﬁsuenglh 10 AP2 hits, then fs Tank Shocked a5 nocv

vy WALKERS (PG 68) Super-HEAVY FiYERS (PG 69) ¢

Have Fear and Invincible Bebemoth. Are Fivers, b

can move: 12", Have Fear, Hammer of Wrath, Invincible

e Through Cover, Relendess, Smash, Strikedown. Use

vehicle Shooting, Vehicle Damage, Catastrophic Damige

P i rules, but cannot fire Overwaich. In close combat, they

e gLﬂgggU\g&g%g!g g‘m s 069
i

'i’?rWﬂlm: smy others must be within 3° of the |)r('m|m one.
chicd by a marker must roll on the Stomp uble (below) Both 1
3 Relentless,

Creatures ave Mo

the Superheavy vehicle Shooting, Vehicle Dass

{they do it Crash and Burn), 2

Lloﬁznd Wm e inedn\n(uu anwan

oy move 127 the Mo

phase. Fiy:

and
targets and can fire O
raay 540

fike: c,mmm ‘Walkers: Atcacks that

fire rrm..-m B

ehicle -
penetrating hit. xm{tu! Poisaned or Saiper hu;xm vy wonnd thems 004 8.

Flipped: The yehicle being
stomped scaters D then
suffers an Explodes! restlt



BLAST MARKERS IN APOCALYPSE

lay it Apocalypse battles, die markers required during these games are (unsurprisingly) alot
s Workshop onlirie. However, if you rieed

ven the worldahaitering weapans of destruction at

bigger than usual! You can huy a st of special Apocalypse markers from sour local Hobby Cenre or (rom ¢
aseturgendy or would just like 1o have some spares, we've included a handy guide © making your own here. Simply use the shapes and meastrements

shown below for each marker or template, and carefully draw them out onto a big picce of paper or card before cutting them out

Massive Blast (7") Apocalyptic Blast (10") Apocalyptic Mega-blast (5"/10"/15") Hellstorm

1om

A (S

Apocalyptic Barrage (5"x5)




THE éPOCALYPSE CoNTINUES

s mighty tome s but 8 taser of Fighting vast batues in the grim darknessof the far uture, 1
2o sc and pitting your collection against th Ty

first game of Apocalyp PUCOg ) 0 against those of your friends in an epic c 2
e e ™ epic confrontation? Glory unbound is the prize for those

CIPATION GAMES 'WHITE DWARF
s of o who 1y be struggling 0 find the space required o White Dwa

e o game of Apocalipse (we know, dining tables and floor
s arc only 0 bigh), panic not, for there are plenty of opporuunities
eubere t eagage in suitably sized batles. Games Workshop's Hobby

-

fyou baven't done o already, why not try arranging

s Games Workshop's monthly migarine thit features page
alter page of ness releases, ncrviews, hobby tips and I
Every bsue presents the.

ctivities.

mest exciting news in the hobby each month,
reyealing the latest miniatures to come from the forges of the Gitadel

Desigu Studio and putting them throvgh their paces in a batle report

store for further deails about when these exciting baules are
place. Our annuial Games Day events, which take place acros the
*feature many eatachsmic baules that are larger sul, <o be sure not

t test their mettle on the tabletop. Other articles range from the Army
of the Month and Parade Ground, display

g arious collections of
miniatures painted to the highest siandard,  regular columus such
Jers

Johnson's monthly musings and useful kit bashing showcases.

{Whe years, Forge World have continued to design ever larger and
e creations to dominate the badefields of the 115t

i Specialising in highly detailed resin ki, Forge World
ed dozens of powerful superheary vehicles, garganiuan
es and mighty Titans ~ something for every army in Warhamuier

game They are also responsible for a number of other
uets, from modelling masterclasses, exciting campaign
g ¥

GAMES WORKSHOP ONLINE

. Hobby Centres and

For full information on all of our even
ook no fusther than the Games Workshop website 4
the full

products, |
seww gamesworkshop.com. O online store preseiis
of Warhmmer 40,000 miniatures, including a large selection

of products that are only available 1 oxder onli
of digital products online

browse the evepincreasing r
at codexes t painting guides and
ite armies. White Dyt Daily, ouir

from the popular digital
tactics articles for your fas
ontine blog, displays a selection of inspi
beanfully printed miniatires exery day, 40 be sure 10 check i

regularly

rational conversions and
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| Tatde Formatons 62
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STRATEGIC ASSETS et Weapon e

Vortex Grenade

Sy Webway Assinlt
Blind Barrage 3
! ; “haos Space Marines
Camoufiage 31 Chaos Space ) 4 i
| Flank March 31 Chaos Altar 2 “:()"m -
| Minefictd 51 Comupt & Despoil 2 Lo
| Orbital Stk s Dacmon Shel e Ol
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K 41 Mass Shughter 33 World Digestion
carm :
Replacements. 31 Time of Vengeance 33 i
Shield Generator 1 e
Supreme HQ. Chiaos Dacmons Canniic )
Trophy Kill Blood Thirst 35 Entropic Plague
Grand Pavane 3 Star Pulse
Blood Angels Lics of Tzcentch 34 Subsert Machine
Blood from the Skics 936 Plaguestom 3t
: Tau Empire
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Idol of Gark
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Tunnel Rats 3 Breakont from Volcanus.
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Treachery!

Tmperium Exterminatus!

Bt Eldar Final Assault 5

Ultimate Sacrifice Eldsiich Tempest 34 Meatgrinder, the i
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Space Marines Strands of Fate Race to Destruction . .
| Crusade Banner 32 Waygate Rok, The

Fury of the Just 32 Season of Fire, The

Hail of Fire Dark Eldar

Snd
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VICTORY BELONGS WITH .
THE BIGGEST GUNS
The grcméﬂ heroes of the agelead balmlmns of roops
and tanks apainst the foe. Superlmavy war machines
dominate the conflict like gods ofbnhle as bombardments
rain from the skies! This is war on awhole new level.
lHls is Al’OCA!.YPSL, 53

Tine fo Warhininier-£0,000, Xoitr battl

Apacalypse is st
i e A25t Millenniun will never e the sane again,
Yol need acopyof Warhannicr 40,000

5 intordertouse the conlenls of ihis book.

. 3 sy »

.  Insideyouwill find:

FIGHTING AN APOCALYPSE BATTLE; How to field all.the
models in your collection in one glganuc army. As well
as Apocalypse Missions, this section includes rules. for

divine intervention, acts of insane heroism, world-ending
unnatural disasters, and a host of strategic asset cards.

- APOCALYPSE FORMATIONS: Details of over 100
devastating formations that feature the most powerful
military assets of the 41st Millennium ~ everything from
the C'tan-powered Tesseract Vault to an entire
Battle Company of Space Marines!

super-heavy vehicles, gargantuan creatures and herolc
commanders that roam the most apocalyptic battleficlds.

WAR ZONE: ARMAGEDDON: Details one of the most
i with
anique special rules, datasheets and missions.
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