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INTRODUCTION
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On the battleficlds of the far future, colossal engines of war loom over the troops swarming around them like gods of battle,
They are like armies unto themselves; the greatest asset available to a general, and the greatest prize for the enemy.

In the arms race for batulefield supremacy, each faction has
developed its own versions of the ultimate war machine

From the enormous super-heavy tanks of the Imperial Guard

to the walking effigy of the Ork gods known as the Stompa,
all seck to dominate the combat zone. Nothing will crush
the foe like a Superheavy vehicle or Gargantuan Creature

These hulking Lords of War shrug off incoming shots with
contemptuous ease, and bear enough fircpower themselves
10 level entire hab-blocks. Some of these vast engines of
destruction can single-handedly offer more than a match
for an enemy army:. Yet they are not unstoppable, for with
enough gritand the right tactics, a determined opponent
can wear down and fell even these veritable giants

| WARHAMMER 40,000
If you are reading this book, then you have already taken
your first steps inlo the Warkammer 40,000 hobby. The
Warhammer 40,000 rulebook contains all the rules you
need to fight battles with your Citadel miniatures. This book
allows you fo use your collection of Super-heavy vehicles and

Gargantuan Creatures in your games of Warhammer 40,000,

Warhammer 40,000: Escalation contains the following:

o A background section introducing Lords of War units and
their terrifying impact on the battlefield

* All the rules needed to play with Super-heayy vehicles
(including Flyers and Walkers) and Gargantuan Creatures,
as well as rules for their potent wargear.

« An amended force organisation chart that allows players
to choose Lords of War units as part of their standard
Warhammer 40,000 armies

« A portfolio of datasheets detailing each of the Lords of
War units available to the armies of the 41st Millennium
Each datasheet describes the unit's role on the batlefield,
and sets out its weapons and special rules, and its points
cost and characteristics

« A showcase of expertly painted Lords of War models from
the studio collection.

« New Altar of War and Gauntlet Challenge missions that
highlight the awesome power of Lords of War units m your
Warhammer 40,000
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A STORIED HISTORY

All the major factions in the 41st Millennium have
developed or make use of some form of superheavy threat,
although these vary greatly according to the nature of the
race that employs them. For instance, the Space Marines
are commonly associated with the Thunderhawk Gunship
— an enormous orbital dropship whose transport capability
and combat versatility complement the rapid-strike, mobile
brand of warfare favoured by the Emperor’s Finest. The
‘massive war machines built by Orks, on the other hand, are
much like their creators: far from subtle. As a hallmark of
their race, they are crude and ramshackle in appearance
However, each bristles with oversized guns and gigantic
blades and Klaws, making them deadly up close or from afar

The sheer size and might of these monstrous creations
inspires awe from all sides of the batlefield. During the
Battle for Macragge, the Imperium’s forces on Ultramar
—both the Defence Force Auxilia and the Ultramarincs
themselves — felt nothing but loathing for the atacking
xenos. Yet they could not help but be amazed by the sheer
power and ruthless ferocity of their foe, and none were
more imposing than the immense Harridan that came

to be called the Great Reaper. Sent by the Hive Mind to

sow destruction while the Tyranids' main offensive landed
elsewhere, the Great Reaper single-handedly tore through
the defensive installations south of Cold Steel Ridge. The
vast, swooping horror swept through regiments of Auxilia
tossing aside battle tanks and descending upon gun
emplacements with tlon and fang. With the bulk of the
Ultramarines Chapter engaged in combat, it fell primarily

to the Defence Force Auxilia to hunt down and climinate
the great soaring beast — and perhaps the task was too

much for them, Through three days of running clashes,

the Great Reaper avoided every trap and slaughtered every
ambush, smashing its way through each force set to thwart
its rampage. The beast was stopped at last when artillery
barrages shattered the ice-cliff walls of a pass through which
it was gliding, burying the monster beneath a thundering
avalanche. Whether the Great Reaper was slain, or perhaps
lies frozen atop the towering pass o the north of Macragge's
Jargest plasma reactor is, o this day, still unknown,

Such tales shadow every one of these super-heavy engines,
for most have partaken in countless battles, often playing
leading roles in the subjugation of their foes. Most have
known nothing but victory, but even in defeat they perform
deeds worthy of legend.

THE ULTIMATE WAR MACHINES

The deployment of any of these ultimate war machines
 constitutes a major commitment. By their bulk alone,

these mightiest of weapons represent a vast investment of
resources = be it in wraithbone, bio-mass, or manufactorum-
processed metals, But their worth is more than the materials
thatbind diem, for each, in their own way, symbolises the
army for which it fights - an icon of that race’s approach 1©
war Most armies will stop at nothing to recover damaged or
destroyed super-heavy vehicles, both in recognition of their
 bloady deeds of camage and 1o prevent such destructive
weapons from falling into enemy hands,

Each superheavy tank of the Imperium is an honoured
relic, revered for its legendary past. To the Orks, the Stompa
is naught less than a walking, fighting idol of their god G
(or possibly Mork), and the greenskins flock to fight at its
blood-stained feet. A Tesseract Vault imprisons the
worst enemy — a captured fragment of the hated star
themselves. The idea of losing one of these devices (and the
possible release of its prisoner) is abhorrent to the Necrons
So it is with each race - even the efficient but unfecling Hive
Mind closely monitors the massive investment of precious
bio-mass required to birth a Harridan upon a world

Thus, the decision to commit a super-heavy asset to any
battle is a double-edged sword. On the one hand, any
commander able to do so has at his behest the pinnacle of
his race’s killing power. However, should the foe succeed
in destroying such a powerful unit, harsh repercussions
usually follow. For example, in 999.M41 Colonel Krazchek
unwisely survived the batde that erupted over the Spire
Gates on Armageddon. It was then his duty to report the
unrecoverable loss of the Baneblade Mordian Honour—a
tank that had served the 3rd Heavy Tank Company of

the Mordian Iron Guard with distinction for over two
millennia. Krazchek refused execution by bolt pistol and
chose instead to lead @ penal battalion in an attempt to
recover the abandoned Baneblade. He never returned from
that mission, and his name has since been struck from the
rollcall of tribute that lists the heroic Mordian dead:
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dark those loyal to the Imperium are told to main
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checred in particular by the sight of the i
heayy tank. The soldiers of the Vostroyan yegt -
positioning their battle tanks as defensive bulia.
cach of the three main entrances; the Blackseq dg
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Within days, attacks began against the compleg
used to haul industrial sludge now bore rebe] 4y
companies and bombardments rained down
island. Although a reactor and not a fortress, the
Mechanicus complex was ringed with defensive
weapons emplacements. Soon enough, batles g
the few major entrances into the complex: the f

By the thousands they advanced, seeking to blast their
in. As their foes bore few heavy weapons, Haner ot
reigned triumphant, each shot blowing bloody chunks
of the enemy attack waves while facing little threat to;
survival. So it went for days, with assault after assaul!
bloodily repulsed.

DISASTER AT THE BLACKSEA DOCKS:

The crew of the Leman Russ Demolisher fndomilabes
see the new threat that entered the batde zone until ih
the thick armour of their tank reverberate to the bt

Daemon Engine was advanci
tanks. Their guns were blazing and crimson streaks
overhead, burning the air around them. Barked orders
had the Indomitable’s turret tracking the incoming &
alongside those of her sister tanks, Jron Fistand Sare
Shots were traded, their booming reports rolling Aot 5
the shoreline. fron Fist erupted in a geyser of flameat
scorching shrapnel, yet moments later the groundsh
Hammer of Vostroya joined the fight. The Baneblade
thundered, and a rippling curtain of massive blast¢
the Iron Warriors’ war cngmmmmcsmoxcd are
remained but wreckage.

Any joy in the loyalists’ victory was shortlived, h
they realised that while they were blasting 3pirt £
Space Marine vehicles, the Iron Warriors had deP
traitor Vindicators and specially equipped HelP!
entrance further down the line. Soon the Ham
Was forced to pull back as cultists with heav®
outflanked her, now taking shots at the SUpers
more vulnerable side and rear armour: The':; |
fighting reweat ensued, thE 2
anks backing down access lanes framed by B35
Pipes and hulking generators.




HUNT THE INVINCIBLE
At Northgate, the slaughter of the cultists continued until
red-armoured foes arrived. These were the Knights of
Blood, merciless traitor Space Marines who were drawn to
saughter In their midst roared a great tracked machine -
an abominable mix of Dacmon and engine of war. It spewed
forth gouts of blood-ichor, a supernatural liquid with the
power to melt even plastecl armour. After watching the
beast absorb several dircet hits from their batle cannons,
Gommander Vassky barked orders to his squadron of Leman
Russ to reverse with all haste. The Daemon Engine’s roaring
challenge echocd after the tanks as they manocuvred into
the labyrinthine web of access paths, toadways and under-
tunnels that traversed the enormous complex.

Thus began a long hunt, a cat and mouse game played out
on 4 titanic scale. The Vostroyans were dangerous prey,
setting ambushes and driving their tormentors back with
sudden armoured charges. Yet by the time they reached
the central core, the Lord of Skulls that pursued them had
claimed two of their number - one with its thunderous
firepower, and another shor in half by the Dacmon
Engine’s roaring cleaver

COMPANY OF HEROES

The sunviving tanks of the Vostroyan 39th were reunited
before the reactor’s citadel. They were battered and blasted,
with only traces of peeled paint clinging to their blackened
hulls. Yet there, in line abreast, they met the foc with

Hammer of Vostroya in their midst. As the streams of the lost
and damned filled the plaza before them, each commander
gave the others a last salute before sealing their hatches. For
awhile, their firepower was a rightcous thunder. The cultists
turned to flee, rather than confront the fury raining down
upon them, but they were to learn the fatal lesson that their
new masters would just as willingly slaughter them

The tide of attackers pressed onwards, and one by one the
Vostroyan tanks began to fall. Yet still Hammer of Vostroya
fought on, her gun-barrels glowing with heat as the super-
heavy tank fired again and again. From the midst of the
traitor horde, the mighty Lord of Skulls rumbled forth,

a horror of brass and blood that crushed all beneath its
grinding tracks. The Vostroyan Bancblade’s first shot left a
deep crater in the chest-plate of its dacmonic foe. Its second
smashed through one brass-armoured shoulder and sent

its rotary cannon crashing into the cultists’ midst. Yet stll
the engine of Khorne's wrath could not be stayed, and with
a horrible finality its great cleaver descended. Tt hacked
down into Hammer of Vastroya's hull again and again, sparks
raining outward in sheets from each dolorous blow. Finally,
nk deep into the Hammer's

the cleaver’s churning blades
power plant, tnggering a blast of colossal proportions.
The fireball of the exploding super-heavy wreaked terrible
damage, cracking the nearby reactor and poisoning the air
for thousands of miles. Long after the battle, amidst the
massive craters, Tech-Pricsts retrieved as many fragments of
the super-heavy tank as they could find, for both vehicle and
crew deserved to be honoured as heroes of the Imperium
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UPER-HEAVY VEHICLES

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 or

incinerate an entire army.

Superheavy vehicles use all of the rules for vehicles as
defined in the Warhammer 40,000 rulebook, with the
additional rules and exceptions given below:

MOVEMENT

Super-heavy vehicles cannot use the Jink special rule

SHOOTING

When a Super-heavy vehicle makes a shooting attack, it

15 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 vehicle’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 effects listed, it loses D3 additional Hull Points
s well as the Hull Point it loses for the penetrating hit

Furthermore, a Super-heavy vehicle is so large and has so
many crew that the effects of Crew Shaken, Grew 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 cffects from the Vehicle Damage table.

CATASTROPHIC DAMAGE

Immediately after a Super-heavy vehicle loses its last Hull
Point, it suffers Catastrophic Damage and explodes. Instead
of the usual procedure for exploding vehicles, remove the
model and centre the apocalyptic mega-blast marker (pg

- 19) over the location the destroyed model occupied; then

ol for scatter (this represents the vehicle tipping over or
skidding out of control before exploding)

CATASTROPHIC DAMAGE TABLE
Resolve the hits as described on page 19. Roll once on the
Catastrophic Damage table to sce what Strength and AP
values apply 1o all hits caused by the explosion

Dé ResuLT S AP
1 Explosion D/4/2  2/4/6
D/8/4  2/3/5

23 Devastating Explosion

46 Titanic Explosion! D/10/5 2/3/4

SUPER-HEAVY TRANSPORTS

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 wansported 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 to the number of models in that unit. Surviving
passengers are placed where the vehicle used o 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 large and
strongly built that weapons which degrade the armour

of smaller vehicles will not effect it. Because of this, any
attack that says that the target model is destroyed, wrecked,
Explodes! or is otherwise removed from play inflicts DS Hull
Points of damage on a Superheasy vehicle instead.

In addition, any attacks or special abilities that permanently
lower the Armour Values of a target vehicle do not affecta
Superheayy vehicle, Note that attacks or abilities that count
the Armour Value as being lower, but do not actually change
it, work normally.

|
|
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THUNDERBLITZ TABLE

Tank SHOCK ResuLr

No Effect: Carry on with the remainder of the
Fank Shock as normal, using the rules from the
Warhammer 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 Warhammer 40,000 rulebook
Overrun: The unit being Tank Shocked suffers
2D6 Strength 10 AP hits. Then, carry on with
the remainder of the Tank Shock using the rules

found n the Warkammer 40,000 rulebook.

Ram Resuir

No Effect: Carry on with the remainder of
the Ram as normal, using the rules from gy
Warhammer 40,000 rulebook. =

Kerr-smash: The Super-heavy vehicle adds D
the armour penetration roll for the Ram, They
carry on with the remainder of the Ram wing .
rules from the Warhammer 40,000 rulebook. 5

Flipped: The vehicle being rammed scatters D"
and then suffers an Explodes! result from the
Vehicle Damage table.
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| Superheayy Walkers follow all of the rules for Walkers
1 s defined in the Warhammer 40,000 rulebook, with the
additional rules and exceptions given below

SUPER-HEAVY :
Superheavy Walkers are Super-heayy vehicles
Superheavy vehicle rules for Shooting, Vehicle Damage,
CGatastrophic Damage and Transports (pg 13)

and use the

MOVEMENT AND SHOOTING

Superheavy 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 Overwatch,

. STOMP
Super-heavy Walkers engaged in combat may make a special
tpe of attack called a Stomp attack. The Stomp attack
is made in addition to the Super-heavy Walker's normal
attacks, Stomp attacks are resolved during the Fight sub-
phase at the Initiative 1 step. This does not grant the model
an additional Pile In move at the Iniuative 1 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 Superheavy Walker model (or the Super-heay
‘Walker model’s base, if it has one). 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 (see
opposite) to determine what happens to it. Each subsequent
Stomp is made in the same manner as the first, except that
the blast marker does not have to be placed touching the

. Superheavy Walker. Instead, it must be placed so thatitis

| atleast partially within 3" of where the last blast marker was
placed, and not over the Super-heavy Wa Iker. This allows.
you to ‘Stomp forvard into the enemy! Note that the Super-
heay Walker is not moved — we assume it stomps about but
ends up more or less where it started

Buildings, Fivers, Swooping Flying Monstrous Creatures,

" Gargantuan Creatures, Flying Gargantuan Creaturcs, Super-
heavy vehicles, Super-heavy Walkers, and Super-heavy Flyers
cannot be stomped; do not roll on the Stomp table for them
if they fall under the blast marker. Any other units with
models under the blast marker are stomped as normal

SPECIAL RULES
All Super-heavy Walkers have the following special rules

 Fear, Hammer of Wrath, Invincible Behemoth (pg 1),
Move Through Cover, Relentless, Smash, Strikedown.

SUPER-HEAVY WALKERS

A A SO e S S e

Superheavy Walkers such as Ork Stompas are towering behemoths, clad in incredibly thick armour and armed vith
‘devastating weaponry. They loom above the battlefield, striking down anything that gets in their way.

An Ork Stompa rampages through the Space Marine lines, crushing its
pauwer armoured foes underfoot with its Stomp aftack

STOMP TABLE ’

D6  NON-VEHICLE TARGET VeHICLE TARGET

No Effect: The unit |
being stomped gets

out of the way of its
lumbering attacker.

The attack has

no effect

1 No Effect: The unit
being stomped gets
out of the way of its
lumbering attacker. The
attack has no effect

Kerr-smash: The
vehicle being
stomped suffers a
penetrating hit

25 Kerr-runch: Each
model from the unit
being stomped thatis
even partially under the
blast marker suffers a
Strength 6 AP hit

Flipped: The vehicle
being stomped scatters
D6" and then suffers
an Explodes! result
from the Vehicle
Damage table.

6 Overrun: Each model
from the target unit
that is even partially
under the blast marker
is removed from play



Super-HEAVY FLXERS g

are huge flying vehicles armed with a terrifying array of

" bers of troops and even heavily armoured yehicles, T
ground defences to bring down.

CATASTROPHIC DAMAGE

o Thunderhawk Gunship
£ transporting large nu!
d are extremely hard for

h
Flyers such as

,.i.,- often capable of
he battlefield, ant

Supericavy
bombs. They :

ies above
St as defined

all the rules for Fl

¢ the Crash and Burn rules for Superhe,
s . al rules. Do not use tl
Superheay r1‘¢rs>/rg';/}.x|x(.1mnk.\\».m the additional ru Do e G b
St e when it loses its last Hull Point. Resolve the 4
and exceptions give

Damage on the Super-heavy Flyer and any unjis itis
transporting in exactly the same mantier a5 you o o
se the Super-heavy vehicle (pg 13).
SUPER‘HEAYYW Super-heavy vehicles and use the up woul
er-heavy Flyers a il
e e vehicle rules for Shooting, Vehicle Dama

(astrophic Damage and Transports (pg 13). In addition, SPECIAL RULES ;
thy cannot B Al Super-heavy Flyers have the following specil e

4
Ww Fear, Invincible Behemoth (pg 13).
o = .
¢ X

GARGANTUAN CREATURES &
Fryinc GARGANTUAN CREATURI?SJ&

N i i it { the battlefield,
Gargantuan Creatures are of such immense size that they can take on entire armies. They tower over o ‘
the ground shudder as they advance upon the foe, crushing lesser creatures beneath their feet as they lumber mrds[m
the Tyranids use such creatures as a matter of course, but there are numerous examples of Gargantuan Creatures
across the galaxy, including Ork Squiggoths and the Transcendent C’tan.

Gargantuan Creatures follow all the rules for Monstrous STOMP

Creatures in the Warhammer 40,000 rlebook, with the Gargantuan Creatures and Gliding Flying Gargantuan
additional rules and exceptions given below. Flying Creatures may make Stomp attacks in the same manger
Gargantuan Creatures follow the rules for Flying Monstrous Super-heavy Walkers (pg 15).
Creatures in the Warhammer 40,000 rulebook, with the

additional rules and exceptions given beloy,

UNSTOPPABLE e

Any attack that normally inflicts Instant Dea o
MOVEMENT the target model is removed from play inflicts D3V
on a Gargantuan Creature or Flying Garganuan
Creature inst

Gargantuan Creatures can move 12" in the Movement phase
unless specified otherwise. Apart from this, they obey the
Monstrous Creatures. Flyin,
res follon the movement rules foy
tures without any modific;

Crea
Creal

Flying Gargantuan

: e
Flying Monstrous In addition, attacks with the Sniper special rule ot

o Poisoned P

a Wound on a roll of a 6. Attacks with the P"[ﬁnﬂlé
rule only cause a Wound on a roll of a 6 (un S
SHoOTING Strength would cause a Wound on a lower 1es

ation,

Wi
(3 rhm:u aG AN Creature or Fying Gargantuan
Teature mak, a g atta i ;
e dcls";:l‘\:ln:n;, auack, it may fire cach of jug SPECIAL RULES
i :
O it nr(%(:[;{ dlmruxrlu addition, firing Gargantuan Creatures and Flying Gargant
S ‘ 2 CCt on a Gary antua & > i
Cremmns GBI Creatures g e ¢ Other
Teatures canpgy fire 0\'CYWJIEh L8

an Creat®

Gargantuan Fear, Fearless, Feel No Pain, Hammer of Wratls

ed
Move Through Cover, Relentless, Smash; Sﬂ:ﬂ -
Vector Strike (Flying Gargantuan Creautres B




'\fany Lords of War units are armed with weapons that are so powerful that their effcts cannot adequately be covered by the
weapon rules in the Warhamuer 40,000 rulebook. The following new rules for apocalyptie weapons allow you to level suitably
devastating attacks in your games of Warhammer 40,000.

PRIMARY WEAPON
Primary Weapons are very large guns usually only camed by the
largest tanks or monsters or mounted on vast defensive positions.

When you roll for armour penctration with hits caused by a
Primary weapon, roll two dice instead of one and pick the
" highest result

DESTROYER WEAPONS
Also known as Titan-killers, a Destroyer weapon delivers an
immense amount of damage to any target that it huts. Only a
Destroyer weapon is capable of taking out a Super-heavy vehicle or
Gargantuan Creature with a single shol

Ifa weapon hasa D instead of a Strength value in is profile,
it means it is 2 Destroyer weapon. To resolve a Destroyer
weapon's attack, roll To Hit as you would for a standard
attack. If the attack hits, roll on the table below instead of
rolling To Wound o for armour penetration. No saving
throws of any kind are allowed against damage from a
Destroyer weapon, including special rolls such as Feel No
Pain or Necron Reanimation Protocols.

Destroyer Attack!
The Iperal side have scored a hit on an enemy Stompa with their
Shadowsword’s voleano cannion. The volcano cannon has a D instead
of a Strength rating in its profile - it is a Destroer weapon. Instead of
roling for armour penetration as nornal, the Imperial sude rolls on the
Destroyer Weapon Attack Table. They rell a 4 - a Solid Hit

DESTROYER WEAPON ATTACK TABLE

D6 'VEHICLE OR BUILDING NON-VEHICLE

1 Clipped: The target suffersa Lucky Escape:
penctrating hit. The model is
unharmed

25 Solid Hit: A Super-heavy. Seriously
vehicle loses D3+1 Hull Wounded: The )
Points. Other vehicles model loses
suffer an Explodes! result D3+1 Wounds ‘l

from the Vehicle Damage
table. Buildings suffer
Detonation! result from the
Building Damage table,

Catastrophic Consequences
Following the rules for a Solid Hit o  vehicle, the Imperial side olls

D341 1o see ot many Hull Points they inflict, scoring a total of 4. The
‘Stampas anly had three Hull Points lft —it's destroyed! The nperial sde
now molls on the Catastrophic Damage table, and congratulale each other

6 Devastating Hit: As for Solid  Deathblow: The
Hit, above, excepta Super-  model lose
heavy vehicle loses D66 D66 Wounds.

Hull Points instead

an a fine kill!
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APOCALYPTIC BLAST WEAPONS

The weapons carried by certain Lords of War units
devastating that they use larger blast marken: th,
normally scen in Warhammer.
¥arious blast markers are

are so
an those
40,000 The rules for these
explained here,

Arocayrmc BaRrace
Apocalypric Barrage weapons fire q volley of explosive shells or
r;;'ng\ blasts, Swathing a layge areq with a nippling satvo of attacks.
: m;’[\, :": ;;ﬂklin 0 '8 ups large waves of attcksy, 14

Mg ANy survivors COwEnng amongst the bz
1y 5 )
therr compagys A ¢ o/

A0 Apocalypic Barmage folloys 411 of the rule
WEAPON, but uses ghe apocalyptic 1y

al ker: Be

Qt“:i:sf Ferker: Before the magyey 1 placed, the oy
o 10 modify i shape by Wisting the
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Place the marker and roll for scatter in ihe

ou would a Blast or Large Blast. If y
ancful to maintain the same mnngmﬁm."
as you move it

Once the final position of the marker has be
roll a number of dice equal to the "?lmbfr 0&
sweapon's profile, So, for example, vith a
Type 'Heayy 4, ,\nocaly'puc Ban?ngc ) You )
dice. Note that this is an exception to the "‘mhf
where you would place and scatter o mnmw
for cach shot. ;

Fach dice roll corresponds to, or. ‘skes’
on the marker. For example, a roll of 2 indicae
number 2. Resolve each strike independently 25
separate Barrage attack,

Designer’s Note: Vateran players may sill have e
version of the apocalyptic barrage marker — essen

wnto different shapes, but nonetheless followas the exact.
the adjustable version of the marker,

: v it — be caeil.
The barvuge template scatters 7° 1o 'M.Lwom i
template’s configuration as you move s
)nupmvl work out where the strikes land, Jollow !




and energy blasts, scaltering deadly shrapnel and debris over a large
| area of the battlefeld.

Massive Blast weapons use the massive blast marker (sce
diagram), but otheryise obey the rules for Blast weapons

ApoCALYPTIC BrasT (10")

Apocabpic Blast weapons fire huge shells, large bursts of explosive
 energy or collections of numerous smaller munitions. The resulling
detonations can cover a huge area, and cven a single shot fired from
Such weapons is capable of destroying large enemy wnits

Apocalyptic Blast weapons use the apocalyptic blast marker,
but otherwise obey the rules for normalsized Blast weapons

o |l APOCALYPTIC MEGA-BLAST (5"/10"/15")

Apocalyptic Mega-blast weapons are amongst the langest weapons
wsed by the armies of the 415t Millennium. Whatever is standing
at the epicentre of an altack from an Apocalyptic Mega-blast
weapon 15 almast totally vaporised, and even the surrounding area
will suffer a level of devastation that wreaks termible damage on
wunrotected (roops.

Apocalyptic Mega-blast weapons use the apocalyptic mega-
blast marker. They obey the rules for Blast weapons, with the
following exceptions

Apocalyptic Mega-blast weapons have three Strength values
and three AP values, Correspondingly, the apocalyptic
mega-blast marker is divided into three zones, one for cach
Strength and AP value

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 Strength
and AP value are used for the outer zone.

For example, an Orbital Strike has a Strength of 10/8/6 and
an AP value of 1/ he Strength and AP values for the
three zones are thercfore

Zone S AP
Inner
Middle

Always use the best Strength and AP if a model straddles o
or more zones. For example, a model partially in the inner
zone and partially in the middic zone of an Orbital Strike
suffers a Strength 10 AP1 hit

I a unit has models in several zones, work out the hits
inflicted for cach zone scparately. Continuing our example
of an Orbital Strike, if the unlucky 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 Strength 8 AP 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 from the centre of the apocalyptic mega-blast
marker, mstead of from the firing model. Hits against
vehicles are always resolved against their side armour:

Apcebyptio last Massive Blast

The largest blast marker has three bold rings marked on it (at 5% 10"
and 13"), and one faint ying ot 7°. The bold vings are wsed when
resoluing aitacks with a large blash, apocalyptic blast or apocabypiic

egueblast marker (ee lf). The 7° ring is used for massive last altacks

Apocalyptic Mega-blast

e O

3¢ I Bt 410" Nitdte 105" Outr
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cs are towering statements of might, each one a spectacular cen
ts of & trepi i
al Guard Baneblade or the Ork Stompa, :T::;:.or 1y model col
2 € engines of ction,

 armour like the Imperi
ach superheavy unit has a wealth of exciting detail on disp!
ay. &

| Super-heavy war engin
84 dlab-sided mountains of
Y| .s the Necron Tesseract Vault,

Baneblade Commander




Each super-heavy tank has a construction
niumber from it forge world of origin

This Baneblade is part of the Cadian th
army, as shown by its vehicle insignia.

, mounts a




The Hellhammer 1s a super-heavy tank budlt for brutal urban warfare.

Hellhamper
an Cadian

Painted in the coloyy o
AOUred regip ey




Sponson fitted with lascannon and
twin-linked heavy flamer

Super-heavy tanks are commonly identified
by their own indrvidual hull markings

The rear of each Imperial super-heavy tank houses an
Adeptus Mechanicus shriti (o honour the wachine spirit.




Stormlerd painted in the colours

of a Tallarn armoured regiment

—
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Many Stompas are festooned with additional weaponry, this one sports
arack of supa-robkits.







© e Lond of Skulls draes much of its posoer fiom the cautdrons - —
ofboiling murdenrs*blood at s rear

This vile creation is a blend of flesh, Daemon
and machine, clad n thick plates of armour. |

Khorne Lord of Skulls, armed with a
greal cleaver of Khorne, a gorestorm
cannon and a skullhurler




Worker scarabs swarm across the surface of cach Tessat
suring its systems remain ever operationik




The Necron Obelisk is a near-

indestructible war engine that
rises from a tomh world's crust
when it comes under attack, its
gravitic pulses sending enemy
aireraft hurtling (o  fiery death.
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N WARHAMMER 40.000

a Lords of War detachment when

This sect
rules on these pages
impact such a power

LORDS OF WAR
Ifyou wish, you can take
choosing your force. This is

i Allie hments,
Forutications and Allied detac 0 the Fo
Onganisation Chart opposite. All Lords of War units have a

Force Organisation chart. The L

vour primary detachment for all rules purposes.

r If one or more players choose to include a Lords of War

unit in their army, the additional mission special rule and
sccondary objective described below automatically apply in
any mission that you play.

Furthermore, if your opponent has a Lords of War unit as
part of their army, your Warlord can choose to roll on the

Escalauon Warlord Traits table shown right instead of one of
the Warlord Traits tables normally available to your Warlord

EscatamoN MissioN SpeciaL RuLe
Impending Doom
If one player has a Lords of War unit as part of their army,

and their opponent does not, then their opponent receives

a+1 modifier 10 any roll to Seize the Initiative

EscataTion SEconDARY OgjECTIVE
Through Attrition, Victory

At the end of the game, you score
full Hull Points or Wounds that have been lo:
Lords of War unit. Note that Hull P
have been lost but subsequently rec
rolls, It Will Not Die or by any othe;
when dei

oints or Wounds that
overed due to Repair

rmining these Victory Poings

LORDS OF WARTACTICS

7 are oy a
bowerful and rare, and theiy presence in a

Londs of Wy
battle w p

DSy by O e, s ey

DS OF WA

iy SRS o
+ each Lords of War unit, including their rules, their profiles and theis

Var unit as part of your Warhammer 40,000 army, ang
have upon the battles that you fight.

an optional detachment just like
as shown in the Force

Var slot on the

1 Victory Point for every 3
st by an enemy

T means are not counted

A A e

Resuit

Maximise Firepower: Tfis Warln ha gy
through btter experience to train his Jorces' fire .
biggest target, 3
While your Warlord is alive, his ranged
—and those of his unit - have the T,

Super-heavy Hunter: This Warlord has studiatiy
detail the few known weak pornts of the gargan

he ts facing.

Your Warlord has the Preferred Ener

War) special rule.

Slayer of Giants: A hero amongst his men,
Warlord has performed legendary feats and.

largest of foes against the odds. b
While in close combat with a Lords of War
your Warlord's attacks gain the Armourbaneed
Fleshbane special rules. X

Uncanny Defence Surely this Warlord is facoue

a powerful deity: he and the men around himendge
time and time again from attacks that should e 555
them low.

Any rolls made on the Destroyer Weapon
Table, the Thunderblitz Table or the Siomp &
against your Warlord and/or his unitsuffera-
modifier to a minimum of 1. 5

Kill Mission: This Warlord prionilses e deees
of the foe’s lynchpin aboue all lse, dediating
reserve forces to its destruction.
Whilst your Warlord is alive,
arnving from Reserves using
special rule will not scatter if
within 6" of an enemy Lords

units in your a7
the Deep Stke
they are Ph“d 8

of War unit

er of e
Perfect Volley: Marshalling the fpoaer o'

dmulzd_lW'j’

around him inlo a precisely coor
Warlord seeks to averwlhelm his (angel W88
One use only. Declare your \\*ar_lmd "M
ability at the start of your Shootng phm
the duration of that Shooting PR Tl
attacks made by your Warlord or h;s\\hr unit]
targeted against an enemy Lords Of F oy
the Rending special rule and aré € 3
be API.



DATASHEETS

All Lords of War units have
a datasheet that contains
all the information you'll
need 1o use them in your
games. The datasheets that
follow are split into nine
sections: Imperial Guard,
Imperium, Space Marines,
Forces of Chaos, Necrons,
Orks, Eldar & Dark Eldar,
Tau Empire and Tyranids

Each datasheet contains the following information:

@ Unit Name: The name of the unit, alon,

igside s points cost before
any upgrades are added.

@ Unit Profile: The characterisic profile of the Lods of War unit.

@ Unit Type: This mjers o the unit Dpe rules in the Warhammer
40,000 rulebook and the Escalation fude

es section of his book

@ Wargear: This section detas the e

pons and equipment the
model 15 armed with,

Many of the weapons listed here use the new
weapon tpes and special yules from the Escalation

& Rules section
The introduction to

cach of these sections
introduces how the army
faction it represents fields Lords of War, and what role
o Jay on the battlefield. Certain Lords of War units are
B P\;zmhlc to armies with primary detachments chosen
kan}ya articular code: Stompa may only be taken from (©) Options: This section lists all of the upgrades you may add to the
f: :‘n:yp whose primary detachment is selected from Codex: unit 1f Sou wish to do so, alongside the associated points cost for each
Drks, for example — and these introductions also specify
which codexes the primary detachment must come from in
onder to access the datasheets in that section. In the case
of the Imperium, Forces of Chaos and Eldar & Dark Eldar
Lords of War units, armies chosen from more than one
codex have access to them

(® Special Rules: Additional special rules the Londs of War wnit has
are listed here. These are cither explained in full here, in the codes for
the arny the Lords of War unit can be included in, or in the Special
Rudes section of the Warhammer 40,000 rulebook

i

PRIMARY DETACHMENT
(Required)

COMPULSORY OPTIONAL OPTIONAL
1HQ 1HQ 3 Fast Attack
2 Troops 4 Troops 3 Heavy Support

3 Elites

LORDS OF WAR

ALLIED DETACHMENT (Optional)

(Optional)

FORTIFICATION
(Optional)
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Such machines are reli greater age,
»al;of;mucnl technology that bear an almost holy
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Superticavy tank, such as a Baneblade, Hellhammer
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o o venerated an embodiment of the Omni will;
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nded resource indeed.
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of gunships. Eve
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nces, crush them beneath
ything the Imperial Guard
manufactured vehicles,

Working in concert with air

and ground support, an
Tmperial €

suard super-heavy unit can prove all but
unstoppable. Terrified focs find the ground shaking beneath
their fect as the huge tank grinds closcr, the rubble of 1
baule copated counterpoint to the
super-heavy tank's hellowing engine. Platoons of ¢
advance

1d clattering in sy
ardsmen
de their assigned war engine, their volleys of
lasgun fire driving back enemy infantry that might threate
the vehicle’s flanks. The monstrous fircpover of the super-
heavy tank blasts bloody holes in the foc’s lines with
shot, bodies and wreckage hurled high into the air

The datashets in this section imay only be chosen if your

primary detachment 1s from Codex: Impenial Guard

They may only transpart units from Codex: Imperial Guard

The weapons, wargear and special rules referenced here will
found in Codex: Imperial Guard or the Wathammer

40,000 rulebook




IMPERIAL GUARD

BANEBLADE

o anistakable con o the perin's armoured suprenincy, and. many of tese iominred
i of war. The secres of the tank's construction are jealously ,,m':‘h"’" have seny
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averwhelming firepower, exceptionally thick armour, and a roaring pou

the Baneblade is a truly deadly foe in any conflict.
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The Banchammer excels al blunting enemy offensives. Quite apart from its dense ar
e sty the Banehammer's noforious tremor cannon makes it an, vt
ppling shockuuaves, and matiy an encmy charge has foundered amid the mmh}\u(.r o
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TRANSPORT:

Transport Capacity: Twenty-five models

Fire Points: Ten models can fire from the troop bay
Access Points: A Banchammer has one Access Point
at the rear

OPTIONS:
» May take one each of the following:
- Hunterkiller missile:
- Storm bolter or heavy stubber
« May add up to two pairs of side sponsons,
each with one lascannon and one
twin-dinked heavy bolter
« May replace any of its spor
vy bolters with twin-inked heavy flamers
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IMPERIAL GUARD

DOOMHAMMER
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e et Wie s time comes, the Doomhammer will advance unsto i

se tanks combuy

unstoppably upon the disordered  foe,

1€ @ sizeable transp
all but the heaviest fir
perial Guard comman,

TRANSPORT:
Transport Capacity: Twentyfive models.
Fire Poil

Ten models can fire from the troop bay

ot capacity with a main gun that
cpower, the Doomhammer xcels

ders will hold it back until ghe

s interior packed with erach

Access Points: A Doomhammer has one Access Point

at the rear

OPTIONS:
ay take one cach of the following:
- Hunterkiller missile
_ Storm bolter or heasy stubber
« May add up to two pairs of side sponsons,
with one lascannon and one

cach
(windinked heavy bolter
y of its sponsons’
wwindinked heayy flamers

« May replic windinked
heavy bolters with

10pts
5 pis

50 pis/pair




IMPERIAL GUARD

HELLHAMMER

_ ched as lone assets o support the Ly periurr
g warfare, Hellhammers are often altache “I e m;r,{l o el'enumm,,,q
i armanient optimised for closerang a storied history amongst Imperial g - Ted sy
iR i o $ p zing throu; "

e through dense urban terrain. wed the tide of a desperate battle. Whether bdld u[—uu, “nbr;t /:l rvwn;rm/mﬂl ity

_ﬁimmg” I/x-”[”hmm er's advance has uuv}”/h”m aty, or blockading a erucial crossroads with blunt final ity, Ihellrllhammq

when a sing! blazing ruins o ;

s amid the blazing

- o ppori.
hunting enemy tank aluable and indomtable close-ranged suppo

provides Imperial forces with inv!

rArmour-
BSF S R yp

Hellhammer 3141312 9

UNITTYPE: Vehice
WARGEAR:

* Hellhammer canngy,
* Autocannon

(Superheavy vehice)

* Twin-linked heavy bolier
* Scarchlighy

* Demolisher cannon * Smoke |,

launchers

OPTIONS:

* May take one each of the following:
- Hunterkiller missile
- Storm bolter or heavy stubber

* May add up o two pairs of side sponsons,
cach with one lascannon and one
wwindinked heavy bolter. S

* May replace any of its sponsons” twir-lin
heavy bolters with twin-linked heavy flamers.

Type
Hellhammer
cannon Jgnores Cover>
Massive Bist




IMPERIAL GUARD

SHD OWSWORD

i s the smlating fury of the Shadowsword s volcano cannon that
b on that these

erexes are disdamnful of such threats, even taking a perverse prid
s e Shadausuords work best as anbsh hunters. I this ole ‘{,7’1" S
: : : g e a single Sha Y0
g for supporiing Jorces to draw the wrath of enemy super-heavy armon Rt
e ond al stike, annihilaling the enemy war engene in a singl, s e
y single, searing blast,

tanks are sin

gled out by their o frantic ferocs
;I/, by their foes with a frant; Jerocity
anest thing on the battlefield’ | pte z\r
will plough its « % [)“,,{-,
% ‘ough its way into concealing i
@ worthy target makes iself ke 1
hy target makes itself knowum, 1,
known, the

OPTIONS
BSF S R HP

« May take one cach of the following
3141812 9 - Hunteriller missile

UNITTYP MR - Storm balter or heavy stubber
i E:Vehicle (Super-he, « May add up to two pairs of side sponsons,
cavy vehicle) cach with one lascannon an

(win-linked heavy bolter

nd one

50 pis/pair
+ May replice any of its sponsons' twininked

heasy bolters with twin linked heavy flamers e
« May take an additional twin-linked

heavy bolter or heavy flamer '
Vol Ran, + My replace two of the lascannions o it Side SpORSets with
WTW“ g 'rl(ln (+1BS) f

- D) Primary Weapon 1,

Large Blast




IMPERIAL GUARD

STORMLORD

tikened to a mobile
The Stormlord has been like ned 10 6 Hl!b}l £
Jirepotver, this tank excels in an infantry-s
irepoiwer;
“safehouses’ Jor
thase forces facing th
its vast rate of fire can pound

rArmour-
BSF S R HP
Stormlord 311312 9

UNITTYPE: Vehicle (Super-heavy vehicle, Tr;
WARGEAR.

* Vulcan megabolier
* Tuindinked heavy bolger
* Two heavy stubbers

ansport)

* Searchlight
* Smoke launchers

Range g pe

Vulcan = o

megabolter Saee s v,
cavy 15

SPECIALRULES:

All Power to Weaponst; 1f e St

e ts Vulcan mega.ojge

ormlord does not moye,
Shooting phase (at the yapne ay

T twice

in the following
getora

t different ones)

h its impressive transport capacity, massively armoured hull, ang
s RS of the common Guardsaian, Stormlords o o
il e ”;,I,,,,,« mare scure. Thes veliles have proven ety
of the Tyranid menace; the Stormlord’s hull 1s proof against all but the largest xen,
cndis warns largest monsters into unrecognisable paste

i the midst of a hostile battlefield there are few

mery
Teferved ty g5

Popular ;
o, i |

TRANSPORT:

Transport Capacity: Forty models. i
Fire Points: Tiwenty models can fire from the troop b
Access Points: The Stormlord is treated as Open-iopped
for embarking and disembarking purposes- 3 3
The +1 damage modifier for Open-topped yehicles 06 5
notapply to a Stormlord

OPTIONS:

* May take one cach of the following:
- Hunterkiller missile
- Storm bolter or heavy stubber

* May add up to two pairs of side
sponsons, cach with one lascannon
and one win-linked heavy bolter .

* May replace any of its sponsons”
twin-linked heavy bolters with
twindinked heayy flamers ..




J it
gum

wn levell
pped by 1he. Adeptus Mechanicus with dedicated Stormsword cannons,

IMPERIAL GUARD

o

it from saluaged Shadoasord s during the boods sige of

and were something of @ desperate measure. During

bl ficency o this day.

EONTTYpE 7
TYPE Vel (Super-heavy vehicle)
b VARGEAR,

8 3
&Mmmm s

rArmoury
BSF S R HP
31413 12 9

Cge cannon

* Searchlight
5 boller i

* Smoke launchers
AP Type
Primary Weapon 1,

Apocalyptic Blast,
Ignores Cover

the Siege’s final }
I ’ battle,
g the hercics defences, and secured e future of this new mark o

TORMSWORD

Coldarkh Hive, the earliest §

the Stormsword. Ma
of reverse-engineered
these tanks continye 2

OPTIONS:
« May take one each of the following
- Hunterkiller missile
- Storm bolter or heavy stubber
- May add up o two pairs of side sponsons,
cach with one lascannon and one
twinlinked heavy flamer :
« May replace any of its sponsons’ twin-linked

hcavy flamers with twin-inked heavy bolters

ormswords mounte,

10pts
5pts

4
50 pis/pair

Jiee
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SpACE MARINE

oL

L les by steadily grinding thelr foes into bloody ruin, the Space Marg
3 erial Guard win their battles by teadily grinding , 'y pace Marines 4, LI ¥
Where the Imperial Cuitt ¥ERE00 - nd overwhelming force. Accordingly, um.-msupe,r-heavyunimegnhrlyudli cor ¢

| through the swift applica

Adeptus Astartes must fulfl an unusual set of criteria.

able to keep pace with shock assaults and

their part in ferrying Space
till stand ready to
Marine forces complete

g They must be
deployments, play
while th
r and more powerful than the more
B' commonlyseen Stormraven Gunship, the Thunderhayk
Gunship can fulfil all of these rol t once, and thus finds
a regular place amongst the forces of the Space Marines
Indeed, many Thunderhawks are honoured Chapter relics
that serve not only as valuable assets in battle, but also
as proud links to the storied past of their Chapter, The
Thunderhawk Oath of Gualliman was first taken to battle
by the Ultramarines during the f] days of the great
crusade, blooding its claws in the pacification of the Yam'chi
racitocracy. Chapter re how that this venerable
aft later took partin no less than seventeen separate
actions against rebel forces during the Horus | inally
being brought down by lascannon fire during the battle
for Kharynna Spaceport. Lovingly restored in the wake of
that catastrophic batle, the Oath has flown in support of its
noble Chapter ever since, covering itself and its successive
crews in ever greater glory

| rapid
g Marine strike forces to key locations, and

lay down punishing
their mission. Lar

e S

N

The Thunderhawk s not the only superheay yar cngt
alongside which the Adeptus Astartes find themselyed
fighting. In their role as the Imperium's elite, Spqe
strike forces are often hurled into the very har,,? ;
furnace, and such battlefields are the natural ducninw
grounds of super-heavy war engines. The Angels of «‘
advance undaunted, fighting block by block o clear
threats to Imperial Knights and superheayy tanks
hunting down and destroying the immense engines:
beasts of the foe. It is said that the Space Marines|
fear, and never is that unbending force of will mo
than when standing against a rampaging collossus.

A Thunderhawk Gunship may only be chosen ,/ymm-.w;i :
detachment 1s from Codex: Space Marnes, Codex: Blood
Dark Angels, Codex: Grey Knightsior
Space Wolves. 1t may only transport units from these
codexes. The weapons, wargear and special rules refernced
here will be found in ane of these codexes or the Warhammer
40,000 rulebook.

—
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e O
)
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SPACE MARINES

THUNDERHAWK GUNSH]p

ey

fosofthe Imperu:hearthe roar of the Thcnderhal’s mighty o,

ime the.
& BUhes it 1s already too late. Thy

o many Ghapes o Spoce Marines, e ditnctie skt of the T

b y erhen

{heteiping shock
ek was first used by Space Marines during the Great Grusade. Alfho

s o th Heor of a battlezone, the Thunderhawk's hardened ceramite armou
ofweapons allow the versatile craft to perform a number of battieficld roles

prima
ok Gunshiis denpfont e o ombat

assaulls that are the hallmark of the Emperor’s Finest at way. Yfied across the galaxy

ugh it was witially designed onty 1o qun

it Space
7, substantial transport capacity and it Space

devastating

OPTIONS:

* May replace Thunderhavwk cannon with a
wrbo-laser destructor

« May replace all six hellstrike missiles with
six Thunderhawk cluster bombs

“Hellst
SPECIAL RULES: missile
® Assault Vehicle
* Power of the Machine Spirit Thunderhawk
cannon

Ordnance 1,
One use only

Primary Weapon 1,
Massive Blast

Turbo-laser y
destructor ¢ Primary Weapon 1,
: Large Blast
; p,,,Mdt'a ¥eapons do not gain the [hunderhavk
el e Juster bomb 6 4 Heay b, Bomb,
3¢ shooting at a cluster b L
Barrage,

One wse only

d in the

ort ] histy miodels, A Thunderhawk Gunship
G Bomb: The rul
n Warhannier 40,000 7ulchook.

s for bombing runs are found







" FORCES OF
_ F'ORCES ¢

aunis of the galaxy come the Traltor Legions and Renegade Space Marines, Th
‘ foc";"‘; ':;: Terror, having suckled and grown stron
as the By

most

+ to despoil the mortal empires
o dz:‘;:_‘:,,mf? ‘scen gigantic battle machines —
their 0!

\ ges most of the enormous
e S R
B iVl makesuch
gl he Broherhe imprisoned Dacmons rather than
B i the maniacal
B e for they fight it
e 1 3“’”}?325 hat is awe-inspiring 1o behold
) is a temifying prospect,
e of Chaos in batle i 3 triing prospec
illis to face such an army accompanied by the
‘most devastating units they can muster. Like
jalist counterparts, Chaos Space \Im?nc value fast-
¢ assults that 1ip the heart out of their foes. At the
of many oF these shock assaults can be found a

flee after watching their weapon salvoes ricochet
yoff an onrushing Daemon Engine’s blood-slic
(e, orvitnessing the the gruesome display of butchery
tably follows.

s S
Ty bty eestio B L e

CHaos

e

ey burst forth ony
g from the powers of (he Warp, and horrifying Dacmons
them. They spread siaughter acrons the stars, and
great engines of annihilation,

before

There are some engines of d
such wanton carnage

that they have become
these mighty killers
Imperium and the me

truction that have
cross the galay oy
the subj;

hi

wrought
the millennia
ctof legend. The tales of
spered by troops throughout the
T rumour of their presence upon
the battlefield can alter opposing commanders' 15
the very outcome of a war, The
Skathradr

tics and
-ord of Skulls known as
the Reaper dogged the Cadian 447th oy
700 years, hunting them across
a dozen war zones, It became

%

hundred batlefields and
figure of nightmare to
generations of Guardsmen until the regiment was e
wiped out o a man

A Khorne Lord of Skulls may only be chosen if sour p
detachment 1s from Codey
Codex: Chaos Dacmons. The weapons, wargear and sp
rule nced here will be found in one of these
Warhammer 40,000 rulebook

haos Space Marines or

or the

ntually

b

4

i
|




The Lord of Skulls 45 ¢ towering Dacmon Engine,
Bloodthirster, of Khorne, aa fielled by a boiling
o1 clanking tracks of byass gy crush all bofore 11, 115 devastating

e Wields its waring chain-cloqypy with terifying
hacked apart with yi1q Jeocity, while whole squqq of infantry are groun
the most calastrophic damage alimps @ quickly as it is sustained, Not

.
resence of @
ks everraging 1

@ trumph of the Warpsmiths® art. Given life by the bomx;,i‘,u L i
concoction of murderers” vitae and Warp-fermented ichor;

caches e
when i 1
guns reduce swathes of victims to red ruin, and

ihe art
beasts alike
anger and skill. Tanks, Titans and momu:);ﬂh it al
d into slicks of gore, All the while the I:"g‘("n" stop the slaughte?.
thing but the Lord of Skull’s total obliteration




OPTIONS:

rArmour-
WSBSS F S R I
4 31013 13 11 3

A HP * May repl

4 9

of Skulls

UNITTYPE: vep; N
TYPE: Vehicle (Super-heavy Walker)

Fuelled by Rage:

Skulls h
Pount is la

b SPECI |
n
'C(tz(deam'nthz:‘e

Momic Possession

* Dacmonforge

* It Will Not Die
Shock or

same

- Ichor cannon
~Dacmongore cannon

* May replac

its Attacks chara

Tracked Behemoth: A Khorne

lace gorestorm cannon with one of the following
10 pis

0 pis

ades gatling cannon with a skullhurler

For every Hull Point the Khorne Lord of

Jost, it gains an additional Attack, even if that Hull
ter regamed (keep a note on your roster). Note that
cteristic cannat exceed 10.

ord of Skulls may Tank

Ram using the Th nderblitz table (pg 14), m the
not make

ner as a Superheavy vehicle, but it may

Stomp attacks.

ge

Hellstorm

Hellstorm
48"
60"
48"

9
D

3l sa
g throws ; \
% Bitows against this weapon must be rerolled

Type
. Gets Hot, Instant Death

Primary Weapon 1
Primary Weapon 1
Primary Weapon 1, 1
Primary Weapon 1, Ap
Heavy 12, Pinning

Melee

arge Blast
socalyptic Blast, Gnav
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NECRONS

X
built upon principles 50 complex and far-reaching that
P e of comprehending them,. Powered by fragments of captive gods, channell .’
1£, the saper-heavy war engines of the Necrons are 1o exception to this rule, 6 the

Necron techn is a comucopia of arcane marvels,
save the Eldar stand the light
focussed forces of creation itsel

Overlords can summon

The behemoths that some Necron d
apons of the Tomb

{0 var arc amongst the greatest we
Worlds, symbols of great status and power that are most
commonly encountered amongst the ranks of such dynasties
25 Sautekh, Atun or Ogdobekh
Many learned Adeptus Mechanicus explorators have
theorised that humanity has, as yet, seen only a smal
selection of the greatest weapons at the Necrons' disposal
asidering the terrifying power of those that have alrcady
been turned to bear upon the defenders of Humanity, this
is a truly disquieting thought. Anything could lic beneath
the surface of those Tomb Worlds still slumbering, and if the
Necron engines so far encountered are anything to go by
then the Impenum may a great deal to fear from these
unknown relics of an ancient cmpire,

In practical terms, the employment of weapons such as a
Tesseract Vault or Transcendent C'tan can vary enormously
from one Phacron to the next. Some Necron regents see
them as a resource to be employed reluctandy, and only

.._,Jaﬂ

when a dirc foe threatens their territory. Such indiyig
may see the employment of these mighty tools s so ualy &
unfair, for what recourse can the young and ignorg m’:!ehw,
peoples of the galaxy have (o defend themselves g ooy
preeminent marvels? RIS syl

The rulers of more aggressive Tomb Worlds take gmé
delight in unleashing such weapons, se¢ing them a5
ideal twols with which o demonstrate Necron superie

To other lords this practice s,
considered gauche, dishonourable o simply wasteful Aft
all, one does not take up a sacred ceremonial sword sing
to swat an annoying fly, a fact that the ever honourable
Triarch Practorians are quick to point out.

The datasheets in this section may only be chosen f your
prmary detachment is from Codex: Necrons. The weapons,
wargear and special rules referenced here will be found in either

AR A
NAR AR




NECRONS

OBELISK

deadly air defence weapon whose gravity pulse can te
um Ui reprulsors sowing drec A ger and 5 b
e ”:mM e 01;(:.11,1; :i:,/:?: ,Iy;l /Ij:‘ hearts of the jm-’ l/ ,"r,, nger = the Ol
Sslf an Obelisk will awake m'ju;;“l,:“} Obelishs were placed in o of the Greay sy,
T d potent wrath, glowing /"‘V::{':;r/ of quiescent wnnl./ul‘;//:, !l\(,lh/ Necron
slespheres irising open as it 4s5. Shou
Prepares

, smashing
was dy o
s during the days

i IM_rm {0 flamyy
0 over the battlefield,

an

 unleash

Foebo

&’WM % 5!“: s

Sleeping Sentry: When you deploy
whether it is powered up or powered down. Ifit
up, it follows the normal rules for vehicle of its ype. Ifit
vvorcd down, it may ot move or shoot, but:

save. You can choose to power up the Obelisk
ny of your Movement phases Al Obelis
utomatically considered t© be
Obelisk cannot power

Vﬁ 3

an Obelisk, you can choose
powered

is p
invulnerable
at the start of
that arrives by Decp §

?Ef:{tk }:ULES' povered up. Once pover

e down later in the gam

ving Metal

¢
ed up,an

e start of every Shooting phase (friendly
Kimmers withint 24" af 2

Gravity Pulset At th
P4 hi, resolved

and enciny) any enemy FIyer
powered up Obelisk suffr
against their side armour

N
Surength 8 Al




Only a race as ruthless and selfserving as the

sueh weapons have paver enough to turn e g, of a battle, they py

Although
: i own ains.
Necrons would think of unleashing a Tesseract Vault to further thei

“tan Shard is
os¢ @ ik tha is galactic in nature for no ,,,m;; m’j Sl
4, this towering, floating edifice contains Transcendent C mnfﬂ\ roro case his b

once a star-god can cause reality-warping devastation. To mWEI fh‘ adrant o 50
<age made of living metal, q yasy Tippling alloy that serves as both prison and conduit. MC '1?1 sl using s 4%
hudl contains layers of complex node malrices, cldritch technology that redirects the energies of the Transcendent
fitanic forces o fuel the device,




e Ty,

OPTIONS:
o A Tesseract Vault must take two different Ascendant Povers

BSF S R HP
514 14 14 9

(weapons) from the following
60 pis

- Cosmic Fire
115 pis

Sky of Falling Stars
- Transdimensional Maclstrom
- Wave of Withering

Antimatter Meteor 150 pis
- Scismic Assault 200 pis

UNITTYPE, Ve,
: VFE Nehicle (Superheavy vehicle, Skimmer)

act Vault mal

o
‘w;; :‘k h::m When a Tessers
i g EASure line of sight and di

1€ of the Enchain,
H-\lil’mnl.uajwd)s s:":c' When a Tesseract Vault loses its

B e Explosion! - here s

trophic Damage table

apon 1, Ape
: Primary Weapon 6, Apo¢ alyptic Barrag
Primary Weapon 1, ApocaliPe Blast
Primary Weapon 1
Heay
Heayy 6D0

48

36"
Hellstorm
Hellstorm

48"




NECRONS

TRANSCENDENT C'T

A warrior of blazing star-mattey
iypical C'tan Shards, Transcendent ¢
creature find itself amidst the enemy's ranks
Transcendent Cllan, and even showld they slay

WSBSS T W I A
Transcendent C'tan 6 9976

UNITTYPE: Gargantuan Creature

SPECIAL RULES:

Transcendent Necrodermis: This model has a

mvulnerable save.

If the Transcendent C'tan loses 1ts last Wound, all models within

ADG" suffer a Strength 10 AP2 hit.

OPTIONS:
* A Transcendent C'tan must h
-Storm of Heavenly Fire
ismic Shockwave
sliminal Stride
* A Transcendent C'tan must take wo Ascendant Powers
(weapons) from the following st
- Cosmic Fire .
- Sky of Falling Stars .,
- Transdimensional Maelstrom
ave of Withering
Antimatter Meteor.
- Seismic Assault

Meteor
Sky of Falling Stars 4
Transdimensional Maclstrom 36"
Wave of Withering
Cosmic Fire
Scismic Assault

Hellstorm
Hellstorm
48"

bne of the following powers

50 pis
60 pis
120 pis

60 pis
115 pis
120 pis
120 pis
150 pis
200 pis

Transcendent C'tan is a caplive god of almost unlimited power. Far greater and more deadly
i B aggregate of anywhere between a dozen and one hundred such shards, §

ans )
it will inflict untold horrors in @ matt,
the beast, the price o its enemies may well prove insupportable.

econds. Only the greatest weapons an harm the

UPGRADES:

Storm of Heavenly Fire: At the end of the Transcendent
Cltan’s Movement phase, place the large blast marker
centred over the C'tan. All models under the marker
(friend and foe, other than the C'tan) immiediately
suffer a single Strength 6 AP3 hit with the Ignores Cover
special rule. Vehicles are hit on their side armour.

Transliminal Stride: Instead of moving normally, a Gtan
can choose to move 18" in a straight line, ignoring’
intervening models and terrain. Any models passed over
| (friend and foe) suffer a Strength D AP- hit. A Glan
cannot charge in the same turn it uses this ability:

Seismic Shockwave: The C'tan’s Stomp attacks are
esolved using the large blast marker rather than the
| Dlast marker.

Primary Weapon 1, Apacalyptic Mega-blast
Primary Weapon 6, Apocalyptic Barrage
Primary Weapon 1, Apocalyptic Blist
Primary Weapon 1

Heavy 1

Heavy 6D6










£
s

and effigy of war, even a single Stompa can turn a rag-tag Ork horde
el

sothing if not ambitious. With enough
e s build almost anything providir
3 M'd mllxlo\»- people up; set them on
5 bloody chunks. When enough
e er the patronage of a suitably
porl fehe 1 16 telling what smoke-belching
B e dp churning ouc
oy monly built super-heavy war engines
e w\rv‘:ring'mmmuum of armour and guns
oy l‘.:,»;ming to the height of a hab-blo
E;mm as they are tall, Stompas are
e qunforts built to echo the aspect of the O
‘and Mork. What a Stompa cannot blow 1o pieces
faill mernly stamp flat, beat into submission
aside with its monumental bulk. The
‘such massive and secmingly invulnerable
siaste no time in charging it straight toward
s, battlefield debris and numerous
ins are obliterated without a thought as
¢ thunders toward the foe

boyZ

jght makes right. Bigger is always better, and the more d:
that ':;i'i“m ple philosophy more obvious than in theig o

akka something hag, g

n 25, the more destrycyigy ¢
UPCrheavy engines of yiqy. Filling the 5::‘:(::;;
140 4N Unstoppable avalanchg of death

Control of so powerful ang deafeningly noisy
tends 0 go rather (o the heads of the Orks and (;
CrEWINg it and any thought of caution . eclipsed
overwhelming desire 1 get stuck in o fast as possible.
Orks are not patient cre:
building up their forc

a tribe of gr

atures, and have lie co,

nception of
Thus it is £

from uncommon for
enskins  having built or raiscd a single such
SUPCEheavy Weapon of war ~ 1o presume themselves no
catirely invincible. Such tribes willset off on an immedigte
rampage, eager (o bring their new death-machine to bear on
alland sundry and enjoy the spectacular results

A Stompa may only be chosen of your primary detachment 1s
Jrom Codex: Orks. It may only transport units from Code
Orks. T bons, wargear and special rules referenced here
will be found in either Codex: Orks or the Warhammer
10,000 rudebook




A Stompa is a walking weapons

Platforn built by the Ot 1o
Jashion, the Stompa’s bulk 15 con

vered in gverlapping

its
ot niggers (o ke
off an enormous amount of incoming fircporver. It has o large cvw of Orks and dozens of Grot ngges

pons blazing wway. And Stomy

ng ot
pas are festooned with weapons ~ ranging from big shootas "'"’;";‘g;ﬁafw
Srom between theiy protectrve plates to the 4elf kannom, an enormous piece of ordriance, and the high veloaity firing supagall M‘ a Stompa wields
camy within s hold a full mob of batlehardened Orks, ready to jump out bash in heads at a moment’s notice. Once in combal, S
s megachoppa — @ massive whining blade that can deave a bastion in two or hack a Titan down to size in @  flunyy of roaring:

pical Ok sap-dash
pay trbute to their brutal god Gork (or possibly Mort). Buill u: :ﬁ:'n s
metal plates. These great iron slabs are bolted atop one another to presen 3




SPECIAL RULES

Effigy: Al friendly units chosen from Codex: Orks within 67 of a

Stompa have the Fearless special rule

TRANSPORT:

Transport Capa
Fire Points: Four; three in its belly, one in its head
Access Points: A Stompa his one Access Pointat the rear (the

rear hatch)

Twenty models.

* Skorcha
* Twin-inked big shoota
* Megachoppa

OPTIONS:

+ May take up (o two additional supaTokkits

Renge AP Type
4 0 1 Primary Weapon 1, Massive Blast
Template i

48" i
Infinite J‘
§ D

Assault 1

Heavy 2D, Psycho-Dakka-Blastal, Whirrt Click<lick
Heawy 1, Large Blast, One use only

1 Melee
above cach time itfires Completely resohe
wack

e e Blastal; The :
i g BT makes three shooting autacks with the profile
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The Revenant Titan advances with wncanny speed and grace, is jump
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alien pops
wing of the Tau Empire.

Tau cadres approach warfare in a systematic and disciplined
manner, coordinating their efforts with the atmospheric
fighters of the Atr caste. Although Tau ground forces have
not, as of yet, deploycd units that match the sheer scale of
the largest opponents they face, the air fleet regularly does
The largest Tau vehicles are spare-faring transport vessels
and dropships which are rarely deployed in battle except

in the most apocalyptic of war zones. The most commonly
scen super-heavy vehicle used by the Tau is the versatile and
deadly Tiger Shark

The Tiger Shark is designed to facilitate the Tau'
preference to keep foes at an arm'’s length where they can
be safely eliminated by fire from the cadre’s long-ranged
nd high-powered weapons: A Tiger Shark’s strafing run
can quickly counter enemies that threaten to reach Tau
gunlines. Tiger Sharks can also seed droncs - airdropping
Gun Drones to enable rapid reinforcement ‘on the ground’
and also o place a unit to intervene between the foe and
their gunline.

E
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On the Eastern Fringe the Tau Empire is once again in a phase of rapid ex
are villing to share their advanced technology and Greater Good philosophy with all sentient creaturcs they encounter. Those
ulations not willing to join the Greater Good are soon shown the error of their ways by the Fire caste, the military

sion. Free of superstitious doctrine, the Tau

This gives the warriors of the Fire Caste more time to
re-position and to pour more deadly volleys into the

enemy. Working in concert with formations of Razorshark
Strike Fighters and Sun Shark Bombers, this organised
choreograph of death has paved the way for many successful
invasions for the Tau Empire.

A Tiger Shark may only be chosen if sour primary detachment
is from Codex: Tau Empire. The weapons, wargear and.
special rules referenced here will be found in either Codex: Taw
Empire or the Warhammer 40,000 rulebook.
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The Tyranid way of war is utterly alien and entirely

a single, unified super-predator, whose endless hunger drives

The Tyranid hive flcets grow their every weapon and warrior,
creating parasitic living implements that in turn latch
themselves onto those larger and more complex beasts who
& will wicld them. These monstrous fusions of warrior and bio-
B ' weapon are borne to the surface of the prey world in pods

H  or craft which arc, themselves, alive and bio-engineered

for just that purpose. The digestion pools that deform the
surface of an invaded world, the blades and guns that are
wiclded o slaughter the prey world’s defenders, even the
interstellar leviathans that create these swarms of horrors
and bear them across the void of space; all are created from
raw bio-mass to the specifications of the Hive Mind

A key difficulty of the ongoing battle against the Tyranid
threat is the incredible speed at which the Hive Mind is
able to adapt its manifold bio<constructs. Many of the races
whose empires now bestride the galaxy have fought in
much the same way, and with an arsenal largely unchanged,
for many thousands of years. Yet in the space of a single
campaign — even a single batdle - the Hive Mind can gauge

TYRANIDS
R

ncomprehensible to those races upon whom they prey. Where other

civilisations fight to expand their borders, capture resources, impose their ideologies or avenge perceived wrongdoings, the |

Tyranids simply consume. The Hive Mind and its creatures, from endless swarms (o towering bio-titans, present themselves as
it ever onward in search of living matter to devour,

the capabilities and tactics of a particular foe and take steps
to counter them, This can be exceptionally difficult for an.
enemy to cope with, for most cannot alter their way of war
with a speed that can match the Hive Mind's versatility.
The gargantuan creatures that the Hive Mind deploys in
extremis are perhaps the ultimate expression of this lethal
adaptability. When faced with an enemy that it simply cannot. [{]
overwhelm through numbers or instinctive cunning, the  #
Hive Mind will resort to unstoppable brute force. Requiring

vast expenditure of precious bio-mass, the creation and i
deployment of such monstrous beasts is only ever committed

to when their immense durability and unstoppable strength
is the only thing that can overcome the defences of the prey.

A Harridan may only be chosen if your primary detachment is
from Codex: Tyranids. The weapons, biomorphs and special |
rules referenced here will be found in aither Codex: Tyranids or |
the Warhammer 40,000 rulebook. :
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The Warhammer 40,000 rulebook already includes a set of
Eternal War missions, and when you multiply that by the

different armies you might face, and the mynad (hlluull
ways you can set up the terrain for your batde, th
¥ hundreds, if not thousands of different ways to play.

However, we feel that you can never have too much variety,
| so this book has six new missions you can use if you or an
opponent has a Lords of War unit in their army,

] The new missions illustrate the different sorts of strategies

! | used by armies that include Lords of War units - or those
battling agamst them — and they will provide new tests of
your tactical ability as a commander

STRATEGY

Different armies use different strategies when they go to
war, which affects the types of battle that they fight. Armics
that include a Lords of War unit may be lent additional
confidence by its mighty presence, striking at the most vital
of targets or weathering wave after wave of lesser foes with

MissioNs TABLE

Mission
1 Trampled Underfoot

2 Sy the Beast

3 Armoury of Annihilation
4 The Approach of Doom

Ultimate Linebreaker

Crucible Extremis

" ALTAR OF WAR ESCALATION

th.__ SR R A B

When a Lords of War unit takes to the field, everything changes. Objectives that previously
into insignificance compared to weathering the fury of 5o vast an engine of destruction. Stopping the behemoth’s rampa
becomes the most pressing concern of the enemy commander, and strategic locations previously thought inviolable find
themselves now squarcly in the line of fire. At such a time, only the most desperate and selfless actions will guarantee victory,

emed vital in Impnmmce pale

studicd contempt. By comparison, those facing an army thatj 14
includes such an immense and powerful unit will find their ﬁ §id
strategy dictated by its presence, holding their monstrous {4
foe back from vital asscts or pouring all their efforts into
bringing the Lords of War unit low.

The missions in this book are themed around the ways in
which Lords of War units change the nature of the battles.
fought around them. This gives you a chance to discover
more about the strategics used by and against these massive
units, and then o try these strategies out on the tabletop. It
also means that the army you command can affect the types
of battle you will be likely fight. This is highly appropriate
~ after all, you would expect to fight a very different sort of
batdle as a Warlord commanding a Lords of War unit than
you would as a general facing one

TACTICS

The six missions included in this book are designed to
provide players with games that will really challenge their
tactical ability. Each of these missions is designed to be as
balanced as possible, providing both sides with a new set of
tactical problems o overcome

This means that, in order to win, you will need to be
prepared to think on your feet and quickly adapt to the
new circumstances the missions will throw at you. You may’
be called upon to spearhead an attack or fight to hold a
defensive position decp behind enemy lines. Tried and
trusted tactics will need to be re-thought in the face of these
new challenges, and you will need to be ready to think
outside the box in order to win.

A GALAXY'S WORTH OF CHALLENGES!
That, then, is what this section is all about, and on the
following pages you will find out how to put these ideas
into practice on your gaming table. We'll start off with
an overview of how to incorporate the new Altar of War
missions into your games of Warhammer 40,000, and then
we'll provide the missions themselves,

HOW TO USE ALTAR OF WAR MISSIONS
Itis very straightforward to use an Altar of War mission ~ it
only requires a handful of minor modifications to the rules
for fighting a battle in the Warkammer 40,000 rulebook:

These changes are explained in detail next, but they boil
down to: roll-off if you want to use an Altar of War mission;
if you win, you can roll on an Altar of War mission table
instead of the Eternal War mission table, And that's it!

8
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THE ENEMY
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TraMPLED UNDERFOOT

grinding the hated

Si b units are

tasked with the

of enemy

P ) i :
works of the foe into rubble with their formidable weapons or sheer uncaring bulk. Thus is the enemy's

will to fight shattered beyond all recovery.

THE BATTLEFIELD

Set up terrain as described in the Warhammer 40,000
rulebook. Use the Dawn of War deployment map in the
Warhanmer 40,000 rulebook. The players then roll-off and
the winner chaoses which table half they will deploy in
The opposing player will deploy in the opposite table half.

PLACE OBJECTIVE MARKERS

After setung up the terrain, but before determining table
halves, take it in trns to st up a total of 5 objective
markers as described in the Warhammer 40,000 rulebook
Roll-ofT to see who places the first objective marker

DEPLOYMENT

Players deploy as descnibed in the Warhammer
40,000 rulebook.

FIRSTTURN

The player who deployed his army first, gocs first unless
his opponent can Seize the Initiative (see the Warhammer
40,000 rulebook)

GAME LENGTH
This mission uses Variable Game Length (see the
Warhammer 40,000 rulebook)

VICTORY CONDITIONS

At the end of the game, the player who has scored the
most Victory Points wins the game. If players have the same
number of Victory Points, the game is a draw.

PriMARY OBJECTIVE

If a player’s Lords of War uriit ends its Movement phase
within 3" of an objective marker, that objcctive marker is
removed from the table (it has been crushed!) and the
unit’s owning player scores 1 Victory Point. At the end of
the game, cach objective marker is worth 2 Victory Points
to the player that controls it.

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker,
Through Attrition, Victory (pg 40).

MISSION SPECIAL RULES
Impending Doom (pg 40), Night Fighting, Reserves.
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SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Lincbreaker.

MISSION SPECIAL RULES
Impending Doom (pg 40), Night Fighting, Reserves.

Encircling Ambush: All units placed in Rescrves by the ;
enemy player have the Outflank and Acute sunsf ioech
rules for the duration of this game. If they already have
these special rules there is no additional effect
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ARMOURY OF ANNIHILATION
e oeales 2

and defences that

In a war zone involving sup
are capable of taking down such
swiftly dictate the outcome of the war.

THE BATTLEFIELD

Set up terrain as described in the Warhammer 40,000
rulebook. Use the Dawn of War deployment map in the
Warhammer 40,000 rulcbook. The players then roll-off and
the winner chooses which table half they will deploy in
The opposing player will deploy in the opposite table half

Prace OBJECTIVE MARKERS

After setting up the terrin, but before determining table
halses, take it in trns to st up a total of D3+2 objective
markers as described in the Warkammer 40,000 ralcbook
Roll-off to sce who places the first objective marker.

DEPLOYMENT
The enemy player deploys first, anywhere in his
deployment zone. The Escalation player then deploys.

FIRST TURN

The enemy player goes first, unless his opponent can Seize
the Initiative (sce the Warkammer 40,000 rulcbook)

GAME LENGTH
This mission uses Variable Game Length (sce the
Warkammer 40,000 rulebook)

h y threats, i
nic combatants are hotly contested. Control of these objectives will

weapons emp

VICTORY CONDITIONS

At the end of the game, the player who has scored the
most Victory Points wins the game If players have the same
number of Victory Points, the game is a draw

PrivMARY OBJECTIVE
At the end of the game, cach objective marker is worth 3
Victory Points to the player that controls it

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker,
Through Attrition, Victory (pg 40)

MISSION SPECIAL RULES
Impending Doom (pg 40), Night Fighting, Reserves.

Annihilator Objectives: The shooting attacks of a unit
controlling an objective marker have the Armourbane,
Fleshbane and Interceptor special rules. In addition, a unit
controlling an objective marker can choose whether or not
all of the modcls i it have the Skyfire special rule each
time they shoot

In this mission, objective markers can be targeted with
shooting attacks, charged and hit with close combat attacks
as if they were an enemy unit. In close combat, an objective
marker is it automatically. Each objective marker has an
Armour Value of 15 all around.and a 4+ invulnerable save,
but is destroyed and removed from play if it suffers a single
glancing or penetrating hit
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SECONDARY OBjECTIVES
Slay the Warlord, Lincbreaker,
Through Attrition, Victory (pg 40)

MISSION SPECIAL RULES
Impending Doom (pg 40), Night Fighting, Reserves.

Looming Reserves: In this scenario, Lords of War units
start the battle in Looming Reserve. At the start of Turn 1,
cach player with « model n Looming Reserse must choose
a point on their table edge where that model wall enter the
baleficld and mark it with a counter (a com vll do); the
model will arnive at the beginning of game tum 2
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ULTIMATE LINEBREAKER

Super-heavy units are often employed to spearhead breakthrough missions, a role in which they excel,
As the Lord of War thunders across no man’s land into the prepared defences of the foe, weapons
blazing, other formations follow in its wake and punch through the scattered survivors.

THE BATTLEFIELD

Set up terraim as described in the Warkanmer 40,000
rulebook. Use the Dawn of War deployment map in the
Warhammer 40,000 rulcbook. The players then rolloff and
the winner chooscs which table half they will deploy in
The opposing player will deploy in the opposite table half

DEPLOYMENT

The player who chose which table half to deploy in now
deploys their amy, followed by their opponent

FIRSTTURN
The player who deployed his army first goes first, unless
his opponent can Scize the Imtiative (sce the Warhammer
40,000 rulebook)

GAME LENGTH
This mission uses Variable Game Length (sec the
Warhammer 40,000 rulebook)

VICTORY CONDITIONS

At the end of the game, the player who has scored the
most Victory Points wins the game. If players have the same
number of Victory Points, the game is a draw

PriMARY OBJECTIVE

At the end of the game you score 1 Victory Point for 2
unit (except for Lords of War units) with one or more
models in the enemy’s deployment zone. Units that are
falling back or that have gone to ground do not count.

A non-Zooming, Gliding orSwooping Lords of, War unit
scores 2 Victory Points for cach of its turns in which it ends
the Movement Phase in the enemy’s deployment zone

A Lords of War unit that was Zooming, Gliding or
Swooping in that turn only scores 1 Victory Point for each
of its turns in which it ends the Movement Phase in the
cnemy’s deployment zone

SECONDARY OBJECTIVES
Slay the Warlord, First Blood,
Through Attrition, Victory (pg 40)

MISSION SPECIAL RULES
Impending Doom (pg 40). Night Fighting, Reserves.

ey
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and challenges for (abletop commanders.

This section is all about adding more ways to use your
Lords of War unit on the battlefield. In addition to being
centerpiece models - an awesome highlight of your
collection — Super-heavy vehicles and Gargantuan Creatures
just scream out fantastic gaming aptions and mission ideas
They are the equivalent of the thrown gauntlet - a challenge
that only the bold will accept

How long can your lone Stompa hold out against your
apponent’s entire army? Have you ever wanted to se if your
Khorne Lord of Skulls could wreck an Imperial city, toppling
buildings in its primordial hunt for prey? What about
duclling superheavy tanks, cach vehicle commanded by

an ace - a veteran with so many kill-rings on his gun &
that it scems to be painted a solid colour. Who doesn't
want 10 see two heavyweights of the Warhammer 40,000
universe square off in a death-ducl? Who can resist yelling
‘super-heavy scrap time!” in a shrill voice whilst cackling
maniacally.... OK, perhaps that’s one step too far, strike that
last one out

Simply owning onc of these mechanized monstrosities or
bio-constructed horrors is an aspiration — but wait untl you
see them in battle. These scenarios and campaign ideas

are for players daring cnough (o step outside the world

of even-points baules. That docsn’t mean these games are
not playable or aren'tin the least bit balanced, but rather
they are more about telling a particular story or exploring
an idea. 1Us rather doubtful that the player with the lone
Lords of War unit can survive the entire game in the Defiant
1o the End mission, but that is exactly the point. For some
commanders the mere thought of such a game is enough o
inspire them to acts of greatness that will be remembered
for as long as they keep telling their gaming group about
them. If you are one of those that can rise to the challenge,
then find an opponent who is up for such a battle and throw
down the gauntlet!

USING GAUNTLET CHALLENGE MISSIONS
Iuis very straightforward to use a Gauntlet Challenge mission
- it only requires a handful of minor modifications to the
rules for fighting a battle in the Warkammer 40,000 rulebook.
These changes are explained in detail of each mission, but
first you must find an opponent worthy of taking on this
brand new challenge along with you. Then, between the two
of you, choose your mission.

GAUNTLET CHALLENGE MISSIONS

AT e e R e

Super-heavy vehicles and Gargantuan Creatures are the ultimate
| addition to opening up new vistas of firepower and destruction, their almighty presence brings with it a host of new tactics

et

on the of the 41st Mil i In

FORGING A NARRATIVE
While this section provides 3 new
untlet Challenge Missions to try
out, that's only the tip of the iceberg:
of what's out there. Try coming up
with your own missions customized
to the terrain and model collections
used by yourself an your friends. Inspiration
everywhere - starting with the awesome Lords of
War models themselves. How about a game where
the super-heavy assct must be powered up, its few
defenders desperately forming a shield around the
vulnerable giant unil its mighty machine spirit can
be fully roused? Or an off-table target - a defense
aser or shield generator - that can only be
damaged by a Destroyer-class weapon. Warhammer
40,000 is a big galaxy with plenty of new battles
and gaming options to explore. . just remember,
whatever happens, you will not be missed

TAKING YOUR MISSIONS FURTHER
Once you've incorporated Super-heavy tanks and
Gargantuan Creatures into your battles and you've had

4 go at making your own scenarios, what next? For truly
enormous battles using all your model collection, you need
to check out the Apocalypse supplement. Avid players might
also want to try their hand at a campaigns or linked games.
These are games where each battle has a consequence

on the subsequent games, and they can also add a new
dimension to your hobby. What if you rolled between games
10 regain Hull Points on your damaged Super-heavy units?
Such new dimensions can really alter your tactics  for a
cunning player can lose a batde, but still ultimately win the
war. The truly ambitious might want o incorporate new
skills, allowing for monstrous behemoths and super-heavy
tank aces to develop nrew skills. For players wishing o pursue
this line of gaming further, Planetary Empires and the Forge
World line of campaign books are great places o begin
Good luck, and happy gaming!
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The destruction of an enemy super-heavy class threat is a rare distinction, often won only by the gun
crews of super-heavy vehicles. A lone Lord of War, cut off from its supporting formations, is the
greatest prize to be won on the battlefield - if the enemy commander can yet finish it off.

THE ARMIES

Decide before the game, which side will be the attacker
and which will be the Escalation player. In this scenario
the Escalation player has only a single Lords of War unit
chosen from Warkammer 40,000: Escalation. The attacker
has exactly 1,000 points more than the defender’s one-unit
army and chooses his force as deseribed in the Warhamuner
40,000 rulebook. The attacker cannot select a Lords of
War unit.

THE BATTLEFIELD

Set up terrain as descnbed in the Warkammer 40,000
rulebook. Use the Hammer and Anvil deployment map in
the Warhammer 40,000 rulebook. The players then
roll-off and the winner chooses which table half they will
deploy in. The opposing player will deploy in the opposite
table half

PLACE OBJECTIVE MARKER

After settng up the terrain and determining table halves,
the Escalation player places a single objective anywhere on
the tabletop that is not in his own deployment zone

DEPLOYMENT

The attacker should first roll for Warlord Traits, then the
Escalation player deploys first. He may deploy anywhere
in his table half that is at lcast 12" from his opponent's
deployment zone. The enemy player then does likewise.

FIRST TURN
The Escalation player goes first unless his opponent can
Seize the Initiauve (sce the Warkammer 40,000 rulebook).

GAME LENGTH

The length of this game is unusual — it lasts for seven
turns or until one side is wiped out (most likely the Lords
of War unit).

VICTORY CONDITIONS

In this mission, Victory Points are not used, Victory is
determined solely by which of the following results
occurs: be sure to make note of when the Lords of War
unit is destroyed (if it is)

Survival Against All Odds. The Lords of War unit survives
the entire game ~ glorious victory to the Escalation player,
shameful defcat for the attacker.

Pyrrhic Victory. The Lords of War unit s destroyed in Turn
7. Minor victory o the Escalation player, minor defeat to
the attacker

Mutually Assured Destruction. The Lords of War unit is
destroyed in Turn 6. Draw.

Felled At Last. The Lords of War unit is destroyed in
Turn 3, 4 or 3. Victory for the attacker, defeat for the
Escalation player.

Brought Down in Flames. The Lords of War unit is
destroyed in Turn 1 or 2 Glorious victory for the attacker,
shameful defeat for the Escalation player.

MISSION SPECIAL RULES
Night Fighting.

Always War: Any non-HQ units in the attacking player’s
army that are completely destroyed are placed to the
side. At the end of the auacker’s Movement phase

roll a dice for each unit except for troops, as they
automatically return. Fast attack-and elites units come
back to play on a dice roll of 3+, while heavy support
units come back on a roll of 4+. All returning units
enter play as per Reserv

Repair Asset Objective: In this mission, the objective
marker represents a worker drone, servitor, micro-scarab
or some other repair only asset. If, at the start of a friendly
turn, a Lords of War unitis within 6" of the objective
marker, then a single lost Hull Point or Wound can be
restored to the Lords of War unit on a D6 roll of 4+. This
repair cannot take the unit over its starting number of
Hull Points or Wounds, nor can it fix a unit that has been
reduced to 0 or fewer Hull Points or Wounds.

This is a fast-playing scenario and a perfect one lo swap sides
and re-fight once you've finished. For the ultra-competitive out
there, try recording how many enemy units each player can
destroy with the Lords of War umit. Try optimising armaments
Jfor full-scale slaughter, or perhaps even trying out which
Super-heavy vehicle or Gargantuan Creature will perform best
i such a desperate solo action.
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Styof Faling Stars 48" 7 3 Primary Weapon 6,
Apocalyptic Barrige

Anumatter Metcor 18~ 10/8/6 1/3/5 Primary Weapon |

Apocalyptic Megablas

Banebladecannon 72 9 2 Primary Weapon 1 Stormsword
Apocalsptic Blast sicge cannon 40 10 1 Primary Weapon 1,
810 8 Asaulth Apocalyptic Blast,
Hellorm 6 2 Heawl Ignores Cover.

Sonic lance Hellstorm X 2 Primary Weapon 1,
Hellstorm 9 3 Primary Weapon 1 Pinning, Soundquake
| Gets Hot, Instant Death Supagatler 878 Heay 206,
| 7 10 1 Primary Weapon I, Psycho-DakkaBlasial,
f Massive Blast Whirerr Clickelick
| Gorestorm cannon Hellorm 8 3 Primary Weapon 1 Supa-rokkit Infinic 8 3 Heawy I, Large Blast,
|| Greatcleaver One usc only
{{ ofKhome D1 Mele Tesla sphere o 7 Asault 5, Tesa§
Hades gatling cannion 48 8 3 Heaw 12, Pinning Thunderhawk cannon 72" 8 3 Primary Weapon 1,
Hellhammer %' 101 Pomary Weapon 1 Massive Blast
Ignores Cover Thunderhawk
Massive Blast duster bomb - 6 4  Heaw6, Bomb,
Hellsuike missile 8 3 Ordnancel Apocalyptic Barrage,
One use only One use only
Ichor cannon a8 7 2 Primary Weapon | Transdimensional
Large Blast Maclstrom 36" 9 2 PrimaryWeaponl,
Inferno gun Hellstorm 7 3 Primary Weapon | Apocalypic Blast
Mega<hoppa D1 Mele Tremor cannon 0 8 3 PomaryWeapon I,
Pulsar 60° D 2 PrimaryWeapon 2 Earthshock,
Large Blast Massive Blast
Quake cannon 201800 9 i Primary Weapon | Turbo laser destructor D 2 Primary Weapon 1,
Apocalypric Blast Large Blast
Revenant Volcano cannan 120 D 2 PrimaryWeapon I,
missile launcher 24 5 8 Heawd Large Blast
Scismic Assault 15 8 3 HeawoDb Vulcan megabolier 60" 6 3 Heawls
Skullhurler 6" 9 3 PrimaryWeapon | Wavc of Witherng  Hellstorm D 1 Primary Weapon |
Apocalyptic Blast, Gnaw
DESTROYER WEAPON ATTACK TABLE
D6 VEHICLE OR BUILDING NON-VEHICLE
{ 1\ Clipped: The target suffers a penetrating hit Lucky Escape: The model is unharmed

25 Solid Hit: A Super-heavy vehicle loses D3+1 Hull Points.  Seriously Wounded: The model loses D3+1 Wounds.
Other vehicles suffer an Explodes! result from the
Vehicle Damage table. Buildings suffer a Detonation!

| result from the Building Damage table

{
| stating Hi

| 6 Devastating Hit: As for Solid Hit, above, excepta Super-  Deathblow: The model loses D66 Wounds
heavy vehicle loses D6+6 Hull Points instead.













_UNLEASH THE BEHEMOTHS OF WAR!

Across the battlefields of the 415t Millennium, desperate
ders loose their g ipons of war. Armour-
clad colossi wade contemptuously through their foes,
guns splmng fury Rumbling super-heavy tanks lay down
the warriors ad!

Inside you will find:

ESCALATION OF WAR: A history of Lords of War units
and their construction, deployment and notoriety upon
the battlefields of the 41st Millennium.

in their shadows, Massive drop ships scream overhead, while
amid the mayhem xenos war engines and bellowing, alien
monsters advance relentlessly upon their doomed foes.
Classified ‘Lords of War' by the Imperium of Man, these
vast and deadly assets bring a new level of destruction to the

NEW RULES: Full mles Iar Super heavy vahlclas,
eaponry
they employ un tha tabletop.
LORDS OF WAR DATASHEETS: A selection of

datasheets providing rules for the Lords of War units
available to Warhammer 40,000 commanders.

galaxy’s eternal war. NEW MISSIONS: A selection of exciting Altar of War
This and Gauntlet Challenge missions, exploring the unique
s conlalns & collection of that brings togethier strategic challenges presented by deploying Lords of
Creatures in Warhammor 40,000. War units in battle.
ISBN 978-1782532552 P-4 A supplement for
I
ENGLISH
LANGUAGE
PRINTED
IN THE UK

You will need a copy of Warhammor 40,000
6004 0199040  In order to use the contents of this book




