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The armour and armaments of fortifications make them
invaluable defensive A fully garrisoned fortress can
both withstand heavy bombardment and det
from a numerically superior foe, but should the walls fall,
the defenders” hopes of victory often fall with it

new background, rules and missions, along with material
previously only available for limited periods. This book
also updates the building rules and fortfication datasheets
published in the Warhammer 40,000 rulcbook

WARHAMMER 40 000
Ifyou are reading this book, then you have already taken your
first steps inlo the Warhammer 40,000 hobby. The Warhammer
40,000 rulebook contains all the rules you need to fight baitles
with your Citadel miniatures. This book allows you to use your
collection of fortifications in new and interesting ways.
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INTODCTION

In the 41st Millennium, siege warfare is a way of life; on unnumbered planets, armies hal'.h: across blood-soaked trenches,
throwing themselves against the walls of monolithic fortresses that bristle with automated defences.

rmined assault

Warhammer 40,000: Stronghold Assaull collects together brand

IN THIS BOOK YOU WILL FIND:

* An overview of key events from the long history of sics
war in the 41st Millennium, along with a detailed account
of the Fellguard Incident

* New special rules for differcnt types of fortifications, plus

variety of new weapon types you can use in

N

. Upu,md rules for buildings, designed to make the
experience of using fortifications in your games of
Warhammer 40,000 cven more exciting and dynamic

* Rules for a diverse range of upgrades that can provide
additional protection for your fortifications, further
bolster their offensive capabilitics, or grant powerful
bonuses to troops sheltering within

* A completc sct of new and updated datashects for the
fortifications of the Imperium, covering cverything from
Acgis Defence Lines to Vortex Missile Aquila Strongpoints.

« Three new Sicge War missions which specifically reflect
some of the types of batdles in which fortifications play a
pivoial role
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ns and monolithic stron; holds th
d back entire armi

1 are punctual

foundation of the Imperium’s

umbed to the wars

rinding sicgcs to piles of
10

ss fortresses, many have suce
ing around them, torn down in g
rubble or blasted by sustamed artillery bombardments it
tisted ruins, However, for cvery fortification that has been
a dozen have endured the endless years
monuments

ragi

¥

rzed 1 the ground,
B/ of batle to stand proud still, great armoured
cstament to the stubborn power and majcsty of

thatare t
arc inevitably the strategic

Mankind. Such vital strongpoints

become the prime objectives of any enemy attack

“Aforiress i  Iiing thing the commander ts braio.the wallsits bones,
e sensors itseyes asd ars. the troops its blood, heir weapons is fists.
"Thisell st things: if oac organ ful, the whole dies. And i the whole
dies. po single organ can survive lone

- Mordin Barr

e

at reach towards the heavens,
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IMPER[y

ted with looming structures built to the glory of the Imper;
erium -

studded with enough fire ports and heg, (heripy
VY weay

GALACTIC DEFENCES

When the burgeoning Imperium reconque
diuting the Great Griisades mary of tha Aiiusies

were heavily fortified after being brought s e toHs
This was especially the case on those plancts gl 068
e Space Marines of the Impérial Fists dnd e
Legions, whose preference was ever for (e b YamsgSS
warfare. In other casds = pardotarlycn oA S
initially resisted the might of the TmaesTies Ei
such fortifications were commonly ereziedla Sl
local populace of their duty to the Fmperd i it
consequiences foranang theirobl E e

Balaxy

So do many worlds in the galaxy bear the mark of Mnkin
great expansion in the form of mighity Toriidaidii
an awe-nspiring edifice raised in honour of the Maste
Mankind, to intimidate both friead and Be sl 8
heart of these armoured strongholds lic ancienta o
with firepower sufficient to exterminate armics m:mmzm :
the skics above clean of enemy aircraiti i I
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Nested within the grandest of thesc fortifications arc
\weapons of such terrible magnitude that they can annihilate
the mightiest machines of war or even cripple a battleship

" inlow orbit. Indeed; some of these weapon systems date
 back (o the Dark Age of Te itself i

hails of firepower upon their encmics with impunity, safe
from all but the heavicst retaliation whilst within their
armoured shelter. It is no surprise, therefore, that military
commanders seck ta control such fortifications, in thesc
Iding bulwarks, they have a resource that the enemy’s

" technological marvels long since lost to the Adepts of Mars
Others among these vast bastions are powered by unique
cogitators or intricate machinery so advanced that they can
1o langer be replicated — only carefully maintained.

Itis common for large-scale engagements to be fought on
batdeficlds dominated by fortificd redoubts, reinforced
bunkers, planetary defence silos and other heavily fortificd
strategic strongpoints. These jutting foitresses do not stand
alone in their endless vigil over the galaxy’s battlefields —
in a prolonged campaign, one or both sides will usually
construct defensive lines to shelter their troops and
demarcate the territory they hold. As a siege war grinds on,
what started as a simple scries of trenches will eventually
grow info massive defence networks that encircle, protect
and connect the bunkers and weapon towers at their heart.

However, even the most formidable series of fortifications
are nought but walls and barricades without a garrison

of troops to defend them. Only when soldicrs man the
battlements and operate weapon systems is a fortification’s
true defensive potential realised. Even a single squad of
warriors can be transformed into an unyiclding foc when
occupying a bunker or bastion, pouring down withering

-

armics will shatter against. As any general knows, control of
such assets can be the diffcrence between victory and defeat
As such, they are never defended lightly, nor taken from the
enemy without a determined assault and considerable loss.

‘ FORGING A NARRATIVE

! Although the fortfications listed in this book are of Iriperial

| origin, they are by no means exclusrve to the armies of the

‘ Imperivm. In over ten millennia of war, a fortification mey

| have exchanged hands back and forth betwveen dozens of

| different faciwans as alien empires and snvading trattors wrest

| control from the Imperum of Man, taking command of entire

| worlds, includng the fortsfications that stand sentry upon

| them. No doubt that when conquered by the foul servants of

| Chaos, the once proud bastions and bunkers are desecrated with

| blasphemons runes daubed onto their walls and perhaps some
skulls or sacrficial victims scattered liberally about the building

itself as it is reconsecrated to the Dark Gods of Chaos. Similarly,

the Orks have ever made use of the technology of other races,

their Meks salvaging and modsfying anything they can get their

hands on o their own ends
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- v UNDER SIEGE
A GALAxﬂ bbb i

g
ttlefields of the 41t Millennium are monuments (o the unyielding g |
e emturies of unrelenting batle, and in their shadow have warriors beyond Cou%:;:n of
T ten millemnia of grinding wars, sheltering; troops from invading forces as they unl, i
es and the battles fought over them become legend.

The fortfications that stand sentinel over the b
sicge warfare, Many have endu
<lain. Some have even withstoo
ovwn fury against the foe; their nam

'642.M41 Enlightenment Endures 8.
During the Delverian Offensive, the Fort
Enlightenment - believed to have served as a
command post for the Emperor himself during the
S Great Crusade — withstands several direct hits from
Ork bliza-bommers and proves instrumental in
holding back V gh! Redtool. This marks the five
hundredth time the venerated fortress has withstood ol RIS
ack, and not once during its many sicges has it | 745.M41 The Battle for Maci
ever fallen into enemy hands | % | The Ulramarines Ist Company is wiped out whils
IR A = BT " defending Macragge’s polar fortress against the
< S - might of Hive Fleet Behemoth
769.M41 The Siege of Vervunhive = S
The Sabbat Worlds Crusade comes to the world
of Verghast, where the Chaos hordes of Heritor RS R
Asphodel lay siege to Vervunhive, Tamth and | 779.M41 The Assault on Hammerspice
o Iober Cund eelmens prove ; | | Following a decade-long sicge. the reportedly
R indestructible fortress of Hammerspire is finally
AR breached by Iron Hands Assault Centurions and the
aim to a man.
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Il! During a so-called mission of peace, a Tau Hunter
J] | Cadre launches a pre-emptive strike on the capital
e e {1 ¢ty of Novum Prime, railiguns desteoping a dozen
S8 Fr and Bood = || Vengeance Weapon Batteries before the Impenum
) y orces are involved in a planctavide || 15 aware of the deception. In answer, the stronghold
?m-,;‘lm:; © l:'pull\’c c khm Space Marines from the b 1 Citadel s fire on the ageresors
world of Kyobin, Dark Eldar of the Kaby | a
Dark Heart fall upon a eavly ‘;l('rk.».':;]ltilr::.:::zum | i ot coy vt s o ot
relay base. Despite a spinted defence by the Cadian
garmson, the forufications and gun emplacements
protecting the base fall 10 salyoes of lance fire
and the Imperal Guard are slaughtered to the
murderous rhythm of splinter weapons. This crucl
and apparenty unconnected T
brutal effect of toppling the |
western flank, lcaving Kyobin
sector in dire risk of |

890.M41 The Shadowblade War
Following a fruitless search-and-destroy mission
against Raven Guard forces, Dark Apostle Ereleks
Word Bearers return to resupply at the Fortress
Damnation only to find it in the hands of Raven
Guard Scouts. Faced with the bastion’s considerablé
: rers attempt to withdr
scape route is cut off when Stormravens
41 The Sicge of Castellae descend to surround them, Gaught in the open: €
B Catalin ~ (7] traitors arc cut apart in a merciless crossfire

act of malice has the
mperial Guard's entire
and the whole sul-
alling into the hands of the

¥ N o FEAE

The final batde of the Badal War takes phcest 1 |

Palace of Thorns, the tyrant Lugft Huron's seat 80
power, where the Star Phantoms Chapter 1y S )
)| the remaining Astral Claws renegades. 0




935 M1 Rubble and Dust
The Krieg Death Korps are despatched to the world
of Derondii after its annual tithes are withheld,
Several artillery companies deploy in the mounta
overlooking the world’s primary hive city and
begin to bombard its spires within a day of making
planetfall The Guardsmen construct their own

i apons

§ open fire, and though the De: rps sufler
terrible casualties, they don't once give thought to
defeat. After ten y
is reduced to rubble and dust - two years aft
signs of life from the city cased and five ycars after
the hive issued its unconditional surrender.

946.M41 lconoclnsm

Imperial Guard and Space Marines fight side by side

10 defend the capital fortress-city of Eydol against
atide of foul traitors and Warp-spawned Dacmons,
culminatng in a great, if bloody, victory during the
Battle for Eagle Gate

966.M41 The Chalior Defence

Whilst assaulting the Grand Redoubt standing
sentinel over the city of Chalior, the Eldar Phantony
Titan Heart of Eldanesh is destroyed by a vortex
missile strike from the Aquila strongpoint at the
network'’s core

P s D
984.M41 Angel’s Wrath
The Chaos sicge of the forge spire M'Khan grinds
on into its sixth year; the spire’s grim defenders
— the Valhallan 854th ‘Arctic Wolves' - weather
every barrage and repulse every Chaos advance due
to the fortitude and fircpower of the Fortress of
Redemption known as the Angel of Wrath, which
forms the heart of their defensive network

998.M41 The Siege of Helsreach Hive

5 PRSI
999.M41 Storm of Iron
In a gruelling siege, the Imperial Fists 3rd Company
are wiped out to a man whilst defending the world
of Hydra Cordaws from the hated Iron Warriors,

999441 The Cadian Gate Fortifies
Wil signs pointing (o an immincnt Black cmmk

worlds guarding the Eye R lmlstcr their ,
priification ne wurk n prepiraorn®?_

s of relentless shelling, the hive
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935.M41 The Haven Blitz

The offensive on Bren's World falters when Imperial

Guard regiments from over two dozen worlds arc
able to take the fortifications at Haven's Spire

The Cadian 12th lead the blitz that finally destroys

the spire following the destruction of several void

shield generators by clite Storm Trooper units.

41 Battle for Hades Hive
During the Second War for Armageddon,
Commissar Yarrick leads a heroic defence of Hades
Hive, fighting Ghazghkull Thraka'SOrks to a bloody
standstill and delaying them long enough for
reinforcements to arrive and lift the siege

955.M41 The Sicge of Fort Mork

The Imperial Fists lay sicge to the Ork mega-
stronghold of Fort Mark, and are nearly
overwhelmed when thousands of Orks - unwilling
1 wait for the enemy to come to them — pour out of
the gates o meet them

M41 The Relief of Kellenport

Bencath the chill of Damnos’ surface, a Necron

* tomb awakens. Before the year is out, Damnos’
vast manufactorum cities are in rumns, and the
planctary capital of Kellenport is under siege. The
Ultramarines, deploying in a daring Drop Pod
assault, strike the Necron onslaught at its heart
and scour the soulless machine-warriors from
Kellenport's walls. The Ultramanines then tum
their cfforts to bolstering Kellenport's forufications
without delay, repairing defensive weapon systems
and manning every batlement to hold back the
inevitable Necron counter-attacks long enough to
wvacuate the doomed world's remaining populace. #74

[ 997.M41 The l"nlly of Pride
Hive Fleet Leviathan invades Forge
Iron Warriors' world boasting some of the most

| redoubtable fortifications ever conceived. The Iron

welcome the xenos challenge, arrogant in
the belief that nothing can overcome their fortresses.
Hive Mind'’s iiual attacks are costl

alien bodies litter every stretch of no man’s land as
strongholds and gun-emplacements vent their wrath

re overun by g8
and soon only the foreboding =
Ironblood Citadel remains, its foundations proof ¢
B the subterranean xenos. Undeterred, the:
ds throw themselves at the walls; nine tenths
" are slaughterédbéneath the fortification’s fury but
mingly without number and, with
ronblood Citadel falls




' THE FELLGUARD I}EZIDENT

-
When the fortress world of Kel .
Chaos in 452999.M41, dozens of Imperial Guard regiments.

were sent to crush the traitors. However, the enemy held the
planct’s fortifications, defences that the Imperium itselfl had
built to withstand alien invasion, 2 nd the war devolved into a

planctwide siege-

Ithorn voiced its allegiance to

THE SIEGE OF FELLGUARD

Lacking adequate air cover, armour or artillery support, the
task of rooting out the traitors fell to the Imperial Guard's
infantry regiments Amongst these were the Cadian 39th
under the command of Castellan Blakoy, hero of the Perides
Crusade. The 39th had camned a reputation after taking
Helvane Stronghold with a frontal assault, and when orders
came 1o storm the planctary capital, Fellguard, they led the
vanguard in an attack that would define the war

Fellguard’s defences were the sternest the Cadians had yet
encountered. Networks of defence lines, tank traps, bunkers
and bastions surrounded the capital, every approach
guarded with weapon emplacements. Despit this, the

39th's first push captured the outer perimeter in short
order, Cadians swarming over defence lines with lasguns
firing, bayonets pinning the few survivors against the walls

[hese defence fines were produced on the shyy
Arabella’s Hope, and the presence of Chaos sy
hallowed grounds would not be abided by the
the Cadian 39th. As soon as the tace of Chags
e walls were re-consecrated by regimental pricats
the souls of the martyrs whose bones were
foundations would again know peace
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THE TAKING OF BASTION BETA-3

Buoyed by this success, Blakov ordered his men to g
Fellguard’s next defence, Bastion Beta3, Howeyer Whi;:ll
the outer perimeter was poorly manned, this edifice w.;
not. The 39th leapt over their resancufied barricades yg
charged headlong into no-man'’s land, the Bastion stay
like a vast tombstone over a war-torn grave, Dozens of
Guardsmen fell to enemy fire, but forwards stll the 39y

the shouts of their Commissars urging them Dn.Thundgm' 4
barrages landed amidst the Cadian forces; fire, mud and.
bodies were blasted skywards by the force of the explosiony
More Cadians were knocked off their feet; ears ringing and
senses numbed, they stumbled into the teeth of the enemys
guns. After only a few minutes, the dead and dying lay

spread across the quagmire between the Imperum's lines

and the Bastion ahcad, but sull the 39th kept running.

ding




CGastellan Blakov was amongst the first 1o reach the bastion,
throwing himself flat against its wall beside the remnants of
8th Squad. Blakov paused only a second to catch his breath
before priming a grenade and throwing it through onc of
the Bastion’s vision slits. The defenders’ guns fell silent as
cnies of alarm went up, only to be replaced a second later
by booming detonations and the screams of the dying. To
Blakov's right, a flamer-armed Guardsman pourcd sheets of
fire through the building, turning the remaming occupants
into charred corpses. 8th Squad’s melia bomb breached the
Bastion’s bulkhead an instant later, and the Cadians were in.
The interior was a charnel house. The 39th wasted no time;
weapon systems were reactivated and burnt cadavers were
Kicked away from firing slits as the new owners manned the
fire ports, guns levelled towards the enemy's lines as they
avaited the inevitable counter-attack

A ForLorn Hore

The Cadians didn’t have © wait long before a wave

of screaming Cultists bore down upon their position
Automated bolters were already spitting death into the
approaching horde and, from the battlements, came the
distinctive crack of lassmiper fire, every shot sending another
Cultist spinning nto the muck. A few autoguns barked and
bullets pattered against the bastion’s walls. In reply, the
Cadians’ first volley of lasfire tore through the Cultists' front
ranks, The second caused their charge to falter, and the
third sent them reeling back towards their own lines

Alone figure emerged through the haze of gunfire, its
eves blazing with an unholy light. With a gesture, lightning
leaped from its hands and engulfed the Cadians on the
battlements, and the Guardsmen beside Blakov mutiered a

| single word under their breath - ‘Psyker’. Another bolt of
lightning struck the bastion, the blast dislodging a support
beam that fell and crushed trooper Irvan. Another scream
followed, but this time from outside the Bastion. Blakov
peered through a hatch 10 see the sorcerer on his knees,
hands clutched to his head. The sky blackened, even though
there wasn'ta cloud for miles, and the psyker began to

burn with an incandescent light in the gathering dark. His
scream was violently cut short as he exploded, showering the
battlefield with a fountain of gore that hissed and atc into
the ground where it fell. For an instant, Blakov thought the
danger was over — then the true nightmare began

Tre Hour oF HeLL
Wherever the psyker's remains stained the ground, discase-
caked figures clambered up from bencath the mud, whilst
redskinned terrors emerged from the pools of crimson
blood. The Cultists, witnessing this dark miracle, left the
shelter of their own bunkers and swept forwards to slay the
Cadians besides the dacmonic allies they believed had been
sent (o them by the Chaos Gods. They were sorcly mistaken,
and their crics of praisc and joy trmed o shricks of disbelicl
and terror as the Dacmons tore nio them, rusted swords
and ehony blades carving through flesh with abandon. In
the face of such horror, Blakov Knew the 39th could not
hold the Bastion and so he reluctantly ordercd his men o
fall bick to Fellguard’s outer perimeter, All but 8th Squad
retreated, the survivors yowing o hold Beta3 for as long as
possible (o buy their comrades time, Blakov saluted their
courage and left 10 regroup his regiment

When Blakov reached friendly lines, he turned (o see 4
nt, plague-bloated Dacmon stride towards the bastion.
Heavy weapons tore chunks of discased flesh from its body,
but the Dacmon just chuckled before vomiting a stream of
bile through the Bastion’s firc port, drowning 8th Squad in
filth. Ducking back, Blakov touched onc of the skulls built
into the defence line, its surface inscribed with the sigil of
the Ecclesiarchy, and he whispered a prayer to the Emperor
With his resolve and sense of duty restored, Blakov ordered
his men to make ready

THE MIGHT OF MARTYRS
The Dacmons butchered the Cultists occupying Fellguard, |
slaughtering their so-called allics to a man before trning
their gaze towards the Cadian 39th. As they advanced,
volleys of bright las-rounds lit up the gloom, gouging decp
burns into Warp flesh wherever they hit At the head of the
daemonic horde strode the Great Unclean One that had
slain 8th Squad. Its phlegm-riddied voice urged its minions
onwards, and at 1ts command they bounded over the |
Impcrium'’s defence hines, heedless of the number that fell
to the clattering fire of autocannons as they charged

The Dacmons recoiled as their clawed feet touched the
hallowed ground of the Wall of Martyrs. Though they
faltered for only a second, it was cnough for the Cadians to
cut the first ivaders down with point-blank bursts of lasfire
Flay
soon hellish screams and the smell of burning meat filled
the air. But the Dacmons came on still, falling upon the
Cadians with sweeping arcs of their blades, which separated
heads and opened bellies with every cut. The fighting grew
desperate, but the Cadians refused to give ground, willing to
die rather than allow the Dacmons to taimt the holy bulwark

cers scoured those trenches that were overrun, and

It was then that the Dacmon warlord loomed over Blakos,
its sword sweeping down in an arc that would have killed
him had a Commissar not pushed him aside at the last
moment. The rusted blade carved through the Commissar;
a tide of maggots spilling from his two halves as his innards
mstantly putrefied. Blakoy, who had been knocked to the
ground, lost his weapon and frantically scarched the corpse
of a nearby Guardsman as the Great Unclean One grabbed
hold of him Blakov's grip had just tghtened on a handle
when pain wracked him, his bones breaking beneath the
Dacmon'’s iron grip as he was hifted up, The smell of the

s foetid breath made Blakov
drawn towards the Dacmon’s maw 10 be caten alive he saw,
through a ragged gash |
1 had for a heart. Blakov twisted the primer on the melta }

creature

sag, but as he was

1 its chest, the black lump of flesh

bomb clutched in his hand and, with one last effort, thrust it
into the wound. In an instant, Blakov and the Dacmon were
vaporised. The Dacmon army roared in unison, their f
dissolving as their grip on the mortal plane was suddenly
severed. As swiftly as the nightmare had began, it ended

rms

The survivors of the Cadian 39th retook the now unguarded
Fellguard without further incident, but no
their actions, all knowledge of their deeds placed under an
Inquisitorial scal. All that remas of the 39th's sacrifice is

a thrice-blessed silver skull, the perfect replica of Castellan
Blakov's, placed by his troops alongside the mortal remains
of the other martyrs that sull throng Fellguard's defence

cords exist of
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ADDITIONAL RULES

A‘»‘i
The following section introduc

! (0 use the fortifications found within this book in your
games of Warhammer 40,000,

new rules that are required

This pa es two new types of fortification
which feature among the datasheets in this book: Massive
Fortifications and Fortification Networks.

MASSIVE FORTIFICATION

Massive Fortifications follow all the rules for buildings
as defined in the Warkanimer 40,000 rulebook, but have
the Mighty Bulwark special rule (below) and can have an
Armour Value of up to 15 (rather than having a limit of
14 as is normally the case). The datasheet entry for the
fortification will list the actual Armour Values it has

MiGHTY BULWARK

When a building with the Might Bulwark special rule

suffers a penctrating hit, there is a -1 modifier to the roll on
the Building Damage table

This makes th buildings considerably harder to destroy

T R AR

re———————

FORTIFICATION NETWORKS
Some fortifications, such as the Imperial Sl.rungpoim are
comprised of several different fortifications chosen g

- Force Organisation chart. When m

;
lile. §
cd in this manner, ol 18

the ddu‘hm
n be taken, e )
h and any other options and restriciions  (§4
that apply. The component fortifications use
rules for their wpe (refer to
datasheet for details of its sp

Il the norma)
ach building’s indiidal

I rules) and use all the

al
normal rules for fortifications, with the following exception:

When you deploy fortifications on th
fortfications chosen as part of a Fortification Network can
be placed in contact with cach other. Furthermore, if one.
of the forufications i the network has an instruction saying
that ‘cach section must be placed in contact with at least
one other section’, that section satisfies the instruction ifit s
placed in contact with any section or building from the same
Fortification Network. For example, in a Wall of Martyrs
Defence Network, Defence Lines and Emplacements can be.
placed m contact with each other in any order, as well as i
contact with Imperial Bunkers, Firestorm Redoubts etc.

battlefield,

T D

T R T TR R



RS

s WEAPON RULES,

Some fortifications are armed with weapons so powerful
that they cannot adequately be covered by the rules in the
Warhammer 40,000 rulebook. The following rules allow you

DESTROYER WEAPON ATTACK TABLE |

ol D6 Vehicle or Building Non-vehicle |
to unleash these apocalyptic weapons on the ol
1 Clipped: The model Lucky Escape: |
suffers a penetrating hit. The model is
PRIMARY WEAPON unharmed /

Primary weapons are only mounted on vast defensive positions

3 2-5 Solid Hit: A Superhcayy  Seriously Wounded:
When you roll for armour penctration with hits caused by a vehicle loses D3+1 Hull

The model loses |

Primary weapon, roll two dice instead of one and pick the P O e T 7D 41 Worinds. |
highest result “ suffer an Explodes!

J result from the Vehicle |

|

DESTROYER WEAPONS | Damage table. Buildings

suffer a Detonation!

Also knawun as Titan-hillers, a Destroyer weapon delivers an } resulbErom tha Building b
immense amount of damage to any target that it hits ) Daiae Gile l |
| Ifaweapon his a D instead of a Suength waluc in it profile: | 6 Devastating Hit: Asfor  Deathblow: The |
it means it s a Destroyer weapon, To resolve a Destroyer | Solid Hit, abavey cxeept." model Joses D616 |
weapon's attack, roll To Hit as you would for a standard a Superhoavy SeHicle - Wonnds
attack. If the attack hits, roll on the table to the right instead Joses D646 Hull B
of ralling To Wound or for armour penctration. No saving i
throws of any kind are allowed against damage from a
Y 5 X PSR 2 — G e i

Destroyer weapon, including special rolls such as Feel No
Pain or Necron Reanimation Protocols.

VORTEX

Vortex weapons are some of the rarest and most destructs
wn the galaxy. When activated, these legendary devices ereate a trans
dimensional vortex field that rips a hole in the fabric of reality and |
instantly destroys anything it comes into contact with. A vorte
is highly unstable, and will flicker into and out of existence
the baltlefield, but it will annihilate ansthing unfortunate enough
10 be caught by it

| Awcapon with this special rule is a Destroyer weapon and
uses a blast marker of some type (1.e. blast, large blast,
massive blast, etc). Place the appropriate marker, roll for
scatter and apply damage (see Destroyer Weapons, above)
For determining Wound allocation, always assume the shot is
coming from the centre of the mark
| asaBarrage weapon

in the same manner

‘ The marker for a Vortex weapon is not removed from play |
| after damage has been resolved. Leave it in play on the

| 1abletop. The marker is impassable terrain as long as it

rem

in play

| Authe beginning of every subsequent player urn, the i
marker scatters 2D6" (use the litle arrow if you roll a Hit!)

DESTROYER ATTACK! 1f a double is rolled, the m:
A Aquila Strongpoint has scored a hit on an enemy Monolith instead, Any model under the marker's new location is hit
B L i e Ao | Abbly hmags e deséribed above

cannion fired.a macro shell, which has a D instead of a Strength
vating in its profile ~ it is a Destrvger weapon. Instead of rolling |
Jfor armour penetration as normal, the firing player rolls on the |
Destruyer Weapon Attack tadle. They rolla 4 - a Solid Hit, and. |
the Monalith suffers an Explodes! result

ker is removed from play




APOCALYPTIC BLAST WEAPONS

Apocalyptic blast weapons introduce several new types of
blast markers to your games of Warhammer 40,000, the
better to befit their destructve powers!

MassIVE BLas (7")
Masstve bast weapons fire devastating higheyield explosive shelis
and energy blasts over a large area of the battlefield,

Massive Blast weapons use the massive blast marker (sce
diagram), but otherwise obey the rules for Blast weapons
APOCALYPTIC MEGA-BLAST (8"710"/15™)

Apocalyptic Mega-blast weapons are amongst the largest weapons
used by the armes of the 415t Millennium,
Apocalyptic Megablast weapons use the
blast marker. They obey the rules for Bl
following exceptions

apocalyptic mega.
ast weapons, with the

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

The Strength and AP of an,

Y hits depends on the zone where
the target model s located. The first Strength and AD va
are used for the inner zone, the
value are used for the middle zo
and AP valuc

luc
second Strength and Ap

ne, and the third Strengal,
are used for the outer zone.

5° Inner/Large Blast

The largest Apocalypse blast marker has three bold rings marked on it (at 5%, 10"
and [5%), and one faint rng at 7" The bold rings are wsed when resoluing atacks
with a large blast or apocalyptic mega-blast marker (see beloww). The 7 ring s wsed
Jfor massive blast attacks

Massive Blast

510" Middle 10715 Quter

For exampl

. an Aquila macro-cannon firing a quake shell
eapon ype ‘Apocalyptic Mega-blast’, a Strength

5 and an AP value of 1/4/6. The Strength and AP
values for the three zones are therefore:

_Zome T ST HEAP, —_—
Inner 10 1
Middle 7 L
Outer 5 6

mple, a model partially in the inner.
zone and partially in the middle zone of an Aquila macro-
cannon’s quake shell suffers a Strength 10 APL hit.

Ia unit has models in several zones, work out the hits

inflicted for cach zone separately. Continuing our example
ofan Aquila macro-cannon’s quake shell, if the unlucky e
unit under the marker had three models in the inner 201€
and five models in the middle zone, it would suffer three
Strength 10 APL hits, and five Strength 7 AP hits.

To determine wheth
Mega-blast weay
determining
i

er a unit wounded by an Apocalyptic
pon is allowed a cover save, and when
Wound allocation, always assume the shot
* coming from the centre of the apocalyptic mega-blast
marker, instead of from the firing model. Hits against
vehicles are always resolved against their side armous




UppaTED BUiLDING RULES

The range of Citadel fortifications has expanded rapidly
since the 6th edition of the Warhammer 40,000 rulebook
was published. Whilst the rules in the rulebook arc all that
are necessary to use your collection of fortifications in your
games, we have found that updating a few of the rules can
result in even more exciting and enjoyable battles.

The following is therefore a list of optional rules updates
that we recommend that you incorporate into your games of
Warhammer 40,000 when using fortifications and buildings.
You should agree with your opponent before the batdle
begins whether to use some, or all of these updates

Each rules update is preceded by a designer’s note to
explain the intent of the update for experienced players.
Remember that, unless noted below, fortifications and
buildings sull follow all the rules as presented in the
Warhammer 40,000 rulebook.

1) BUILDINGS IN BATTLE

Desiguer’s Note: These updates allow buildings to fire their
emplaced weaponry and be atlacked in turn by enemy units, even if
they are unoccupied. They also facilitate the capture of fortifications
by enems forces

Fortifications that are buildings typically start the game
under the control of one player, and can both attack enemy
units and be attacked by them in turn. In many respects,
these buildings function like any other unit in a player’s
army; the major difference is that they can be captured

by the enemy, even swapping hands several times over the
course of the battle

To keep track of which side currently controls a building,
we use the concept of ‘claiming’ buildings (or, if you prefer,
planting your flag)

» At the start of the game, all fortifications that are
buildings that were bought as part of a player’s army are
“claimed’ by the owning player, whilst all dilapidated
buildings are ‘unclaimed’

* A claimed building is part of the controlling player's side
and will remain so, even if it later becomes unoccupied,
until the building is either destroyed or claimed
(captured) by an enemy unit

© If a unit embarks within an unoccupied building, they
immediately capture and claim that building, and it
becomes part of that unit’s side untl the building is either
destroyed, or an enemy unit re-occupies it (and therefore
re-claims it)

* If 4 unit moves onto the bardements of an unoccupied,
unclaimed building, they immediately claim that building
and it becomes part of that unit’s side until the building

is either destroyed, or an enemy unit occupies it (and

therefore claims it).

C1LAIMED BUILDINGS
A claimed building gains the Sentry Defence System special
rule, as detailed below

Seatry Defence System: A building with this special rule
can use automated fire against enemy units, even if it

is unoccupied. In addition, cnemy units can shoot at
and charge a building with this special rule, even if it is
unoccupied

UNcLAMED BuiLpinGs

An unclaimed building follows all the normal rules for
buildings and so cannot firc any weapons or be
by any players’ attacks. Note that, in most circumstances,
unclaimed buildings are also dilapidated fortifications
and so cannot normally fire any emplaced weapons they
may have anyway (unless you and your opponent agree
otherwise, of course)

geted

Vicrory CONDITIONS

Unless you and your opponent decide otherwise, do not
include fortfications for the purposcs of awarding Victory
Points or determining when an opposing side is ‘wiped out’

2) OCCUPYING FORTIFICATIONS
Designer’s Note: Thus change allows Jump Infantry and Jet Pack
Infantry to occupy fortfications

Jump Infantry and Jet Pack Infantry can embark inside
forti

wtions that are buildings

FORGING A NARRATIVE — |
DEEP STRIKE AND FORTIFICATIONS |
Dozens of different Infantry units have the ability to deploy
o the battlefield via Dech Strike, be it by jump pack descent, |
teleportation or by biirrowing up from the beneath the ground. |
Whilst these wunits all have the Decp Strike special rule, the
methad of their deployment is clearly dyffe
point of view. 1t's worth bearing this in mind when playing
games with lots of fortifications; normally, deep striking wnits |
cannot Deep Strike inside @ building, which can occastonally
conflict with the narrative of your battle. For example
i seems appropriate that fump and Jet Pack Infantry can only |
Deep Strike onto a burlding’s battlements rather than inside i,
it seems appropmiate that units that Decp Strike by tunnelling

ent from @ naative

could only burrow up into the interior of a building (because 1
“burmowing’ onto the battlements would look rather odd) |
Likewise, Infantry that Decp Strike via teleportation could |
lappily matenalise onto either the battlements or the wterior of |
a building, the choice making them especially useful units, Its |
worth agrecing with your opponent beforehand what units can
Deep Strike onto battlements and which, if any, can Deep Strike
into the interior of a buslding. For rules’ purposes, we suggest

that any units that can Decp Strike direetly into a building's
interior anly do s into wnoccupied buildings.

|
|
|
|
[
|
|
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3) BATTLEMENTS

Designer's Note: This upudale changes battlements fion
teated. as separate buildings and instead treats them as the top-
el of rus. This update means that the rules for muliiple part
buildings no longer apply to a building's batllements

being

The roofspaces of many fortifications arc identified as
bawlements, Whilst all batlements are built on top of
another building, batlements are not themselves treate d

as buildings

Batdlements are treated as the upper levels of a ruin and
Tollow all the rules for ruins as detailed in the Warhammer
40,000 rulebook, with the following exceptions.

* Batdements are treated as one large Access Point for
their building, meaning that a unit inside can
disembark onto the battlements, or embark from
the batdements

Jump units, Jet Pack units, Jetbikes and Skimmers do
not need to take Dangerous Terrain tests for starting or
ending their move on a battlement

Ifa template or blast weapon hits a unit on top of a
batdement, that battlemen’s building also suffers a
single hit

& A
4) GUN EMPLACEMENTS ON B LEMENTs-
Designer's Note: Tlis update als allus the buldong gy
enplacenents thal e purchased as upgrades and lagyd gy gl
batlements as if they wers additional emplaced weapons

Gun emplacements can be purchased as upgrades for
many fortifications, and can cither be pliced on o of
building’s battlements or as freestanding weapons o e
batdefield. A gun cmplacement placed upon a buildings
batlements counts as an additional emplaced weapan, 3
gun emplacement placed clsewhere on the tabletop sy
normal rules for gun emplacements (pg 19) i

5) ASSAULTING FROM FORTIFICATIONS
Designer'’s Note: This change allows units sheltering within q
building to disembark and charge the enemy on the sae tur,
sallying out to engage the foe in close combat.

Fortifications that are buildings have the Repel the Enemy
special rule, detailed below

Repel the Enemy: Models disembarking from Access Points
on a building can charge on the turn they do so, even on
a wrn the building was destroyed. Models using an Escape
Hatch fortfication upgrade (pg 18) may not make use of
this special rule




s

6) FORTIFICATIONS DAMAGE
Designer’s Notes This update alters the building damage table,
having a gieater cffect on emplaced weaponry, explaining haw to
wsolve damage agaimst units on the bulding’s battlements and hao
1o yemove destrayed bualdings from the table top.

If a fortification that is a building suffers a penetrating hit
then in addition to any other cffects you must also roll a
Db and consult the updated building damage table, below,
applying any of the relevant modificrs

s P &

w

* Add 1 1 each roll caused by a weapon with an AP
*Add 2 to cach roll caused by a weapon with an AP v

uc of 2

alue of 1

* Deduct 1 from cach roll if the building has the Mighty Bulwark
special rule (pg 12)

If any Wounds are allocated to an occupying unit as a result
of hits on the building, these Wounds are allocated using
Random Allocation (scc the Warhammer 40,000 rulehook)

UPDATED BUILDING DAMAGE TABLE

Result Effect
01 Breach! Massive cracks appear in the buildings walls
{ P 3
| The building’s Armour Value is reduced by 1
|

for the remainder of the battle. This is
cumulatye with any other penaltics to the

building’s Armour Value

2 Tremor. The bulding shakes violently, throwing its
occupants to their knces. 1£ the building is occupicd
the accupying unit can only make Snap Shots

| in the following turn. If an occupying unit

{ abandons the building in their next tum, they

can only discmbark 3", rather than the full 6"

Partial Collapse. Part of the supjort structure 1s

| blasted away, causing a chunk of wof to fall in

| If the building 1s occupied, the occupying unit

{ suffers an additional D6 Strength 6 AP- hits with
the Ignores Cover special rule. In addition, if the
{ building has any emplaced weapons, they can

{ only fire Snap Shots in the following wrn

| 4 Structural Collapse. Internal supports are destroyed,
| causing several levels (o collapse under their own
| waght. If the building is occupied, the occupying

| unit suffers an additional 2D6 Strength 6 AP- hits
i with the Ignores Cover special rule. In addition,
if the building has any emplaced weapons, onc
randomly determined weapon is destroyed and
the remainder can only fire Snap Shots in the
following turn

| 5 Catastrophic Breach. A uge slab of masonry tumbles
| Sfrom the building’s flank. The building's Armour

| Values is reduced by I der of the
|

3 for the rem:

battle. This is cumulative with any other penalties
to the building’s Armour Value. In addition, if
] the building has any emplaced weapons, one
randomly determined weapon is destroyed and
the remainder can only fire Snap Shots in the
following turn.

Result Effect
6 Total Collapse. The roof and several imternal floors
Jall n, crushing many of the gamson and driving
the remainder outside. The building 1s destrosed
all emplaced weapons and batdement upgrades
on the building are destroyed, and cach umt |
on the baulements suffers D6 Strength 6 AP-
ts with the Ignores Cover special rule. If the
building is occupied, the occupying unit suffers
2D6 Strength 6 AP- hits with the Ignores Cover
special rulc and must then immediately disembark
from the building, performing an emergency
disembarkation if necessary (survivors cannot
disembark to the batlements). Any models that
not disembark are removed as casualties
Assuming they weie not destroyed, units on the |
battdements and those that have disembarked
must then take a Pinning test. The building is
Ieft on the table, but can no longer be occupicd

1=

a

The roof of the building is no longer counted as
a batdement, and hereafter uses the normal rules
for ruins (without the exceptions listed opposite)

7+  Detor
walls to explode amongst ammnttion or ficel stores
within. The building is destroyed: all emplaced |
weapons and battlement upgrades on the building
are destroyed, and each unit on the batdements l

ation! The shot prunches through the building’s

suffers 2D6 Strength 6 AP- hits wath the Ignores
Cover special rule and must then immediately

make a
demen

move in order o move off of the |
(this mavement is not slowed by

difficult terramn) . Any models that cannot move:

off of the battlementsare removed as casualties.

I the building is occupied, the occupying unit
suffers 4D6 Strength 6 AP- hits with the Ignores
Cover special rule and must then immediately
disembark from the building, performing an
cmergency disembarkation if necessary (survivors
cannat disembark to the battlements). Any |
maodels that cannot disembark arc removed as |
Altics. Assuming they were not destroged,

(s that were on the batdements and those
that have disembarked must then take a Pinning
test. The building is then removed and replaced
with scattered wreckage (area terrain) or a crater
roughly the same size (if you have one)

cas




FortiricATION UPGRADES

Some fortifications can purchase upgrades by paying an
additional points cost. The fortifications that can purchase
upgrades, and the types of upgrades they can access, are
stated in that fortification’s datasheet entry.

BUILDINGS

The following upgrades can only be purchased for
fortifications that are buildings. A small building can
purchase a single upgrade, a medium building can purchase
up 10 two, while a large building can purchase up to three
Asingle building can only have one of each upgrade. The
first ime a unit (friend or foc) occupies a building with
upgrades, the owning player must declare all upgrades the
building has. Unless otherwise stated, these upgrades do not
apply to a building's batdements

MuLipLE PART BUILDINGS AND UPGRADES

An upgrade purchased for onc part of a multiple part
building only applies to the part it was purchased for, not

to the entire of the multiple part building. If you wish to
upgrade the entre multiple part building with the same
upgrade, you will need to pay the appropriate points cost for
each part. Each part of a multiple part building (cxcluding
batdements) can have different upgrades

AMMO STORE. 15 F1s
Extra crales of ammunition have been stockpaled within this

fortification, ready to be distributed to gamisoning troops
A unit occupying this building re-rolls To Hit rolls of a |
when firing out of the building’s fire points. Note this docs

not apply o a model manually firng an cmplaced weapon

Boosy Traps

MaGOS MACHINE SPIRIT ........ 0
The fortfication itself is semi-intelligent, imbied with & mgghiny
spinit with an improved control over its arsenal.

This building’s automated fire is resolved using BS3,

SEARCHLIGHTS . e
Searchlights are often fitted to fortifications (o spot ”PP'Whing
enemies who lurk in the dark.

A building’s scarchlights follow the same rules as vehicle
scarchlights, as detailed in the Warhammer 40,000 rulebook.

VoIp SHIELD.. 2SS
The fortification howses an ancient device that can generate o
localised voud shield.

Whilst a building has a void shield, any hits scored by
shooting attacks against the building, models embarked
within it or upon its battlements will instead hit the void
shield. A void shield has an Armour Value of 12. A glancing
or penctrating hit (or any hit from a Destroyer weapon)
scored against a void shield causes it to collapse. Afer this,
further hits strike the original target instead. At the end

of each of the controlling player’s turns, roll a dice for the
collapsed void shield; a roll of 5+ instantly restores it.

OBSTACLES

Makeshift bamicades can provide a vital outer perimeter.

Obstacle upgrades are small sections (each up to 6" in
length) of baulefield debris (sec opposite). A fortification
can purchase up to six sections of obstacles, in any

This fortfication has been rigged with a susprise for the first
wnwitting patrol o stumble across it

The first unit'to occupy this building (friend of foc)
immediately suffers 2D6 Strength 4 AP3 hits with the
Ignores Cover special rule

- Escape HatcH . .25 PTs.
This fortiication maintains a conceated escape youte

When this building i first occupied, the owning player can
place an escape hatch marker anywhere within 12" of e
building thatis not impassable terrain or within anothes
building, The escape hatch marker is an
Point for the building, but models usi
Repel the Enemy special rule (pg 16)

additional Access.
ng it cannot use the

comb , from the list below. These are placed at the
same time as the fortification they were brought alongside.
and must be placed wholly within 6" of their fortification.

TANGLEWIRE.,
BARRICADES .
TANK TraPs .

5 PTS/SECTION
10 prs/sEcTioN
15 prs/sECTION

BATTLEMENTS & BATTLEFIELD

Weapons and wargear litter the battlefields of the 415t Millewntin:

Bautlement & Baulefield upgrades are single pieces of
battlefield debris. A Jist of the relevant descriptions an
rules for baulefield debris can be found opposite. Each
fortification can purchase a single Battlement & Baulefield
upgtade from the list below. These are placed either

on the fortification’s batdements (if it is a building with
baulements) or anywhere on the tabletop that is wholly
Within 6" of their fortification.

AMMUNTION Dump

Comus Retay.

Gun Evmpraceent wiy ICARUS LASCANNON oo 3 FIS

GUN EMPLACEMENT wimy Quap-GUN S
. v

=




BATTLEFIELD DEBRIS

The following list summarises the'rules for battlefield debris
that can be purchased as an upgrade to a fortification, or as
fortifications in their own right.

BATTLEFIELD DEBRIS: THE BASICS
Unless otherwise noted, battlefield debris is difficult terrain,
though elements of other types of terrain may also apply

AMMUNTION Dump

A ready supply of ammunition 15 always welcome in a fight

— espectally when you hear the ‘dead man’s chick’ of an empty
magazine.

Any model within 2" of an ammunition dump re-rolls failed

“To Hit rolls of 1 in the Shooting phase. A model in cover
behind an ammunition dump has

cover save.

BARRICADES AND WALLS

Barricades and walls are hastily assembled obstacles or the remains
of once proud structures

A model in cover behind a barricade or wall has a 4+ cover
save. For the purposcs of charge moves, models that 2
i both in base contact with a barricade and within 2" of cach
other are treated as being in base contact. Despite the
models on either side not literally being in base contact, the
combatants fight nonetheless

e

Comms ReLay
A weorking comms relay can be crucial to the coordination of reserves,
and therefore to a swift victory

Any player with an unengaged model within 2° of a comms
relay can re-roll Reserves rolls. A model in cover behind a
comms relay has a

DEerFENCE LINES
Defence lines are armoured shield sections that link together to
provide troopss with shelter from enemy firepawer.

A model in cover behind a defence line has a 4+ cover save
Jf 2 unit decides 10 Go to Ground behind a defence line, it
fains 42 10 its cover save, rather than +1, For the purposes
of charge moves, models that are both in base contact with
a defence Jine and within 2° of each other a
being in base contact. Despite the models on cither side

of the defence line not literally being in base contact, the
combatants fight nonetheless

GUN EMPLACEMENT
Though abandoned, this gun battery still functions

One non-vehicle model in base contact with a gun
emplacement can fire it instcad of his own weapon,

following the normal rules for shooting (note that a model

firing a gun-emplacement always counts as being stationary,

even if it moved in its preceding Movement phase). A model ||
in cover behind a gun emplacement has a 4+ cover save
The gun emplacement can be shot at and attacked in close
comba. Itis hit automatically in close combat and has the
following profile

I
{ WSBS S T W I
| Gun emplacement. - - = 7 2 - - - 3

The most common gun emplacements are quad-guns and
Icarus lascannons, which have the following profiles

Rang; S AP Type

Icarus lascannon 96" 9 2 Heawy 1,
Interceptor,

Skyfire

Quaddgun 48" 7 4 Heawd,
Interceptor,

Skyfire,

Twindinked

IMPERIAL STATUARY
The cold gaze of this ancient hero inspires the faithful stll |

Models from the armies of the Imperium are Fearless whilst
within 2" of Imperial statuary. A model in cover behind
Imperial statuary has a 3+ cover save

TANGLEWIRE
The barbed coils of tanglewire can prove futal to infantry.

Tanglewire is dangerous terrain. A model in cover behind
tanglewire has a 6+ cover save i

TaNK TRAPS
These obstacles allow all but vehicles to pass by unhindered.

Tank traps are impassable terrain to non-Skimmer vehicles,
dangerous terrain to Bikes, and open ground for all other
units. A model in cover behind tank traps has a 4+ cover save:

'WRECKAGE AND RUBBLE
Tunsted metal and shattered ceramite can be used as
mabeshift caver.

Wreckage and rubble are area terrain. A model in cover
behind wreckage or rubble has

a
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Somelm\(-s warriors and war machines are not s
a concentrated assa
armoured bunkers.

All fortfications and fortification networks have a datasheet
that has all the information you'll need to use them in your
games. Each datashect uses up a single fortification slot on

the Force Organisation chart
Points Value. This is the pomts value of the fortification

Composition. This tclls you what building(s) and/or
section(s) of batrlefield terrain make up the fortification

If the composition is a Fortification Newwork, there will be
alist stating the fortifications that must be purchased, and
which can optionally he purchased, as part of the network.

Terrain Type. This tells vou what part of the terramn rules
you'll necd 10 refer to when using your forufication. If the
Tortification is a building, its Armour Value and the presence
of batements will be histed here

ault. So, many commanders anchor their battle

FTIICATIN DATASHEETS

fficient to hold a vital patch of battlefield, for both are easily swept away by,

nes with impregnable fortresses, lines of barricades ang |

Access and Fire Points. If the fortification Has any Access
Points or Fire Points, they will be listed here.

Special Rules. Any special rules that apply (o the foricaon
are detailed here

Weapons. [f your fortfication has weapons as part of s
composition, they will be listed here

Options. This section lists any additional weapons, w-rgw
or upgrades the fortfication can purchase.

Weapon Profiles. Here you'll find the profiles for any of

the weapons that the fortification can have. Profiles that

can only be taken as optional upgrades (including learus
lascannon and quad-gun gun emplacements) are denoted by
an asterisk y

Aegas Defence Lines are bamcades built from crencllated armoured
sections that link together into a solid shieldweall. Their simple
design yeans that they can be built and deployed at great specd,
tending them the nickname of ‘instant fortresses’

Composition: Up to 4 long and 4 short Acgis Defence 1 ine
1eh section of defence ine must be placed i
contact with at least one other section

Terrain Type: Bauleficld debns (defence lines)
Weapons: None.
Options:

* May ke items from the Obstacles and B
stacles and Bt g
Battlefield lists (pg 18) o

Aegns Defence Lines are ideally suited for conmanders wishing ta
hold grownd i enemy termitory or establish defensive perimeters
untel such tme wwhen larger, more permanent fortfications can be
constructed.

INCEPT:
susjecT,
CONSTRUCT:
PATTERN!

Weapon Profiles (* denotes optional upgrade):
Ran S AP

I s = =

carus lascannon® 96 0 ST
Interceptor,
Skyfire
Heavy 4,
Intercepior, .
Skyfire,
Twin-inke

Quid-gun®




An Imperial Bastion is an imposing edifice bualt from fool-thick

fervocrete and the remauns of fauhful sercants of the Imperium. As
b 1oy are relatively easy 1o construct, some planets boast networks

of Bastions that span entire continents. Bult to withstand orital

‘strikes and artillery bombardments, there are few weapons capable

of razing them in a single blow. It s with good reason that such

fortresses often form the cormerstone of-a planet’s defensive strategy
e

Bastions afford their defenders commanding fields of fire. A unit
garvisoned within the prolective walls can wnleash murderous
volleys with litle fear of reprisal, Heavy bolters jut from a
Bastion’s every wall, spiting death at any foes that dare approach
Only the most determined assaull 1s likely o shift troops from such
a fortification and fruw who brave an Imperial Bastion's guns cver
seach the walls alive.

B TS ST S S SSSSS

+509/075 D)/ ELVTN o

Composition: 1 Imperial Bastion

Terrain Type: Medium bulding (Armour Value 14) with
battlements.

* Access Points & Fire Points: As per modcl

Weapons: Four emplaced heasy bolters

+409/8751[1D)/DTLs +

Options:
* May take items from the Buildings. Obstacles and
Battements & Bartlefield lists (pg 18)

Weapon rofles (% denotes opcual uperade)s
Range S i

pe

Heawy 3

2 Hewl,
Interceptor,
Skyfire
Heavy 1,
Interceptor,
Skyfire,

Twindinked

Heavy bolter 36" 5 1

Icarus lascannon®

Quad-gun*




A single Imperial Bastion ts an imposing monolith of reinforced
Jervocrete and ceramite plating, an edifice built to withstand
Sustawned artllery barrages and shrug off all but the most
powwerful of siege weapons. An Imperial Strongpoint consists of
ot juust one, but several such fortifications protected by an outer
perimeter of Avgis Defence Lines. The fortifications” already
Jormidable firepawer 15 typncally bolstered by an aray of Iearts

* 13 Imperial Bastions (pg 21)

* 15 Acgis Defence Lines (pg 20)

* 0-1 Skyshicld Landing Pad (pg 53)
*0-1 Honoured Imperium (pg 23)

FORTIFICATION
NETWORK

POINTSAS prg
MODELS

pattern weapons to guard against enemy air hreats, as effectivg gy |
Jmocking arrcraft out of the skies as the bastions’ heauy boliers gry
at cutting down infantry on the ground. When fully manned, gy,
Impenal Strongpoint and its garvison have enough firepouwer 15
stop an opposing army dead in its tracks and there is no foe thay
can overcome s defences with a frontal assault without Suffering
horrendous losses

Please refe i
Do refer 10 cach forafication's individual datasheet
Shecal e Terrain Type, Fire & Access Points, Weapons,
Special Rules, Options and Weapon Profiles.




The history of the Imperium is replete with heyoic warmors —
individuals whose noble deeds and sacrifice on the battlefield

L are the stuff of logends. Though the names of the vast majonity
are forgotten to the careless passage of tume, occasionally a hem
has ansen above obscurity 10 become wdolised by the Imperium’s
propulace. A feuw of these heroes have cven been declared saints,
and great statues were raised in their honour. In the succeeding
centunes, itwas common for buildings to be built beside, or cven
around these statues, towering architectures constructed by the
Eeclesiarchy to awe the plgrims flocking daily to pay homage.

Millennia of war, however, have reduced many of these edifices
to cratered ruins, artillery shells transforming marble sculpture to
shattered vubble. Sometimes though, remnants of ancient statuary
semain more or less intact amidst the devastation, their survival
scen as a blessing from the Emperor. No citizen of the nperium
who looks upon these honoured monuments is not moved by

their hols provenance, and soldiers fighting in the shadow of
these memorials to the Emperor’s greatest hevoes are mspired to
near-insane levels of courage as they endeavour to emulate their
legendary deeds,
T T T et

TSI ———,

+409/BTSIIIDI/ELVTN S +409/875/[1D)/DTLs+

Composition: 1 Imperial Statue and 2 picces of Special Rule:
Imperial Rubble., Sacred Ground: All models from the armics of the
Imperium (c.g. Imperial Guard, Sisters of Battle, all
Terrain Type: The Imperial Statue is baudefield debris Chapters of Space Marines etc.) have the Stubborn special
(Imperial statuary). Both pieces of Imperial Rubble are rule whilst within 2" of Imperial Rubble.
battleficld debris (rubble). The three picces of bauleficld
debris must be placed wholly within 12 of each other, Option
* May take items from the Obstacles list (pg 18)

Weapons: Noiic:




POINTS

e thrice-blessed blood of saintly heroes is often sag
he Imperim, Mankind must Linesiand b lesiarchy to sanctify their armoured shiglg,
Across the length and breadth M/ul i "l‘/m" The Wall of by members of the /v,,rm;u ‘:/ it Ind‘.
i edations of aliens and heretics i v ohen the soldiers of the Imperium sta
defend itself from the predations of II o first line of defence, a provd No wonder, then, that why plt
Martyrs Defence Line is very often the first line i s within these allowed defece ines, therr ears are seled gy
butzcark that can be wsed (o resist the onslaught of such foc T worst hovarsof the olasy; S fsed i st
these troops stalwantly vefuse o take a single step back whilst the

waiors o erium are
The bleached bones of long-dead warniors of the Imperiu P

literally built into the foundations of Watl of Martyrs Defence

A

+409/675111D1/DTLs+

Composition: Up to 2 Wall of Martyrs Imperial Defence
Line scctions and up to 4 Imperial Defence Line end

I section of defence line must be placed in
contact with at least one other section

Special Rules:

Stalwart Defence: Modlels have the Stubborn special rule
whilst within @ Walls of Martyrs Imperial Defence Line oF
Defence Emplacement section

Options:
* May take items from the Obstacles list (pg 18)




Wall of Martyrs Imperial Defence Emplacements are constructed With a large armoured firing port overlooking a wide angle
using the same hallowed materials as the Wall of Martyrs Defence —— of approach, no foc can hope lo charge a manned defence

b Lines, but are buslt 1o accommodate infantry teams manning emplacement withont being cut down by a hail of clattering
heavy weaponry in support of their battlefield comrades awtocannon and heavy bolter fire

s

INcEPT:
sUBjECT!
CoNsTRUCT:
PATTERN!

JHAY TonTor T
il b &

Composition: Up to 3 Wall of Martyrs Imperial Defenc Special Rules:

| Emplacement scctions and up to 2 Imperial Defence Line Improved Arc of Fire: Any model within a Defence

" end scctions, Each section must be placed in contact with Emplacement section re-rolls failed To Hit rolls when
atleast one other section resolving Overwatch if using a weapon with the Heavy type

Terrain Type: Battlefield debris (defence lines) Stalwart Defence: Models have the Stubborn special rule
whilst within a Walls of Martyrs Imperial Defence Line or
Weapons: None Defence Emplacement section

¢ i St o i * May take items from the Obstacles list (pg 18)




Inperial Bukers are bl to prfect (roops as they defend u;mqi.
battlefield Iocations. These bulvarks can withstand an mmpressiv
amount of fireoweer, but they typically lack automated u‘ru/m’u;v
systems of ther awn. As such, they must be garrisoned to provid L
effective defence, et — as many enemy commanders have lf/tr;;r/ o
their cost — a single fire team protected behind @ bunker's walls ca
seap a dispropartionately heavy toll on approaching forces

B

Composition: 1 Wall of Martyrs Imperial Bunker

Terrain Type: Medium building (Armour Value 14) with
batdements,

Access Points & Fire Points: As per model

Up to four occupying models can firc
out of each of this h\nlrllng s fire points.

Many hnperial Bunkers are built as forward observation Posts and
are often equipped with extensive vox units and comms arrags
Typucally constructed on sies with commanding views, the beitr
manitor the yiovement of enemy unils, these bunkers are especiall
valued by frontline Impenal Guard officers who prefer to issue
onders, direct artllry strikes and coordinate troop deployments
Jrom the relative safely of an armoured fortification

++09/8751(1DJ/DT L+

Options:
* May take items from the Buildings, Obstacles and
Battlements & Batdeficld lists (pg 18)

Weapon Profiles (* denotes optional upgrade):

Range S AP Type
Icarus lascannon®  9p" Heavy 1,

Quid-gun®

Intercepton.
Skyfire,
Tywinlinked




Individual Firestorm Redowbts are primanly constructed to prrotect

strategically tmportant objectives from aerial attack and to provide

a base for a garmison of troops. With ts fully automated batteries

. of quad lcarus lascannons, any objective protected by a Firestorm
Redoubt will not fall to a sudden aenal bombardment, and can
hold out against a sustained assault untl veinforcements amve,
while providing shelter for any infantry deployed to protect them
against ground-based sorties.

Composition: 1 Wall of Martyrs Firestorm Redoubt

Terrain Type: Medium building (Armour Value 14) with
batlements.

Access Points & Fire Points: per model

Weapons: Two emplaced quad Icarus Jascannons

Special Rules:
Fully Automated: Emplaced weapons on a Firestorm
Redoubt can only fire using the automated fire rule
models occupying a Firestorm Redoubt cannot use the
manual fire rule to fire any of its cmplaced weapons
| Primary Target: Emplaced weapons on a Firestorn
fire special rule must fire at
y Flyer or Flying Monstrous Creature
unit within range and line of sight, If no enemy unit of
cither of these types is within range or line of sight, that
emplaced weapon must instead fire at the nearcst enemy.
unit within range and line of sight

Very Wide Fire Point: Up 10 six occupying models can firc
outof this building’s fire point.

FORTIFICATION

200

POINTS,

The Firestorm Redoubt combines devastatingly effective armaments
with a sturdy bunker comples. Whilst typically equipped to provide
anti-aircraft support, some instead sport a range of heavy gatling
guns and battle cannons to guard against more typical attacks. In
either case, Firestorm Redoubls are usually constructed at regular
intervals along Wall of Martyrs Imperial Defence Lines, providing
an interlinking curtain of firepower that is next to impassible for
enemy farces to gel past.

+409/875:(1D1/DTLe+

Options:

* May take items from the Buildings, Obstacles and
Battlements & Batdlefield lists (pg 18)

« May replace any quad Icarus lascannon with
- Punisher gating cannon fiee
- Baule cannon 10 pts cach

Weapon Profiles (* denotes optional upgrade
P

):
Range S AP Type
96" 9 2 Heavy?,

Interceptor,
Skyfire,
Twin-linked
Ordnance 1,
Large Blast

Quad Icarus
lascannon

Battle cannon®
Punisher gatling

cannon*
Tcarus lascannon®

Heavy 20
Heaw 1,
Interceptor,
Skyfire
Heavwy 4,
Interceptor,
Skyfire,
Twin-inked

Quad-gun*




Vengeance Weapon Balteries are heavily-armoured automated
defence units. Avmed with powerful cannons, they unleash deadly
salvoes of fire an any enewies that approach them

Countless biflions of these batteries have been built aver the course
of the Iperiun’s 10,000 sear history and thes remam a conmon
sight on the battleficlds of the 415t Millenninm. Fach Ve

Weapon Battery sports a fowerful cannon in a rotating turret,
which 15 controlled by a sunple atomated firing system whick
will fire on ans enemy wnit it can sense. The thick plascrete walls
of the battery make 1t inoulnerable to all but the most powerful

of weapons. Such s their durability that a Vengeance Weapon
Battery will often remain operational long after any flesh and
Hlood defenders hve been hilled or fled the battlefield.

e T

Composition: 1 Vengeance Weapon Battery. If an
additional Vengeance Weapon Bautery is purchascd (sce
below), cach is deployed as a scparate fortificauon

Terrain Type: Impassable Building (Armour Value 14)
Access Points & Fire Points: Nonc
| Weapons: Onc emplaced punisher gating cannon

Special Rules:
Sentry Defence System: A building with this special
rule can use automated fire against enemy units, even
ifitis unoccupicd. In addition, cnemy units can shoot

; atand charge a building with this special rule, cven it
itis unoccupied.

POINTS

The batteries are usually constructed forward of the main defence
line, where thetr awtomated fire can serve as advance warning o
an attack while driving the eneiny into carefuly fresleced hilng
sones. They are also often wsed as automated weapon sentries 1y
protect important locations, [freeing up more mobile troops to he

used elsewhere.

Vengrance Weapon Batteries are easy to construct and extremel
yobuist, kenown 1o operate effectrvely for hundreds of years without
sequining maintenance. They are usually armed with cither o
battle cannion, capable of taking on heavily armoured tangets, o
punsher gatling cannon, capable of scything dowon entire wnits
of infantry with a single volley, or a quad Iearus lascannon,
punching aireraft out of the skies with every satvo.

+409/875:[1D]/DTL e+

* May add one additional Vengeance Weapon Battery 73 pis.
* May replace any punisher gading cannon with
Baule cannon

10 pis/madel
fie

- Quad Learus lascannon
* Fach Vengeance Weapon Battery may take items from the

Obstacles list (pg 18)
Weapon Profiles (* denotes optional upgrade):

Range s Type

Bale cannons 72" § 5 Ordnancel,
e Large Blast
Punisher gading 94" Heay 20
cannon
Quad Icarus 96"

Heavy 2,
lascannon®

Interceptor:
Skyfire,
Twindinked




A Wall of Martyrs Imperial Defence Network often forms the

| fynchpin of an army’s defensive strategy and is typically buslt
1o protect key battlefield objectives, Comprising several armoured

| fortifications and interconnected by an arterial series of renches,
defence lines and weapon emplacements, it can take a fully
equipped army several months of gruelling sicge war to blast,
bombard, dig and burn a truly determmed oponent out from these
defensive positions.

Composition: Fortification Network consisting of

* 13 Wall of Martyrs Imperial Bunkers (pg 26)
# 14 Wall of Martyrs Imperial Defence Lines (pg 21)
-5 Wall of Martyrs Imperial Defence Emplacements (pg
# 02 Wall of Martyrs Firestorm Redoubts (pg 27
| #0:23¥all of Martyrs Vengeance Weapons Baues

FORTIFICATION
NETWORK
POINTS AS PER
MODELS

AL its heart will be a single fortification, typically an Imperial
Bunher, which acts as a command post for the entire defensive
network. Typically equipped with extenstve communications
equipment, Inperial generals can utilise the bunker to
coordinate the deployment of reinforcements to bolster any
section of the network that 15 hard pressed by enemy attacks
whilst smultancously directing the fiveparer of heavy weapon
emplacements to throw back and repulse the. p/ s advance

Please refer t each fortification’s individual datasheet
enury for its Terrain Type, Fire & Access Points, Weapons,
Special Rules, Options and Weapon Profiles




The vast manufactorums found on most worlds of the Impenm
requine enormous quantities of power (o feed their industrial
hearts. Of ll the many fuels that supply these relentless complexes
acrass the galasy, promethiu remains the most commonly
utilised, often channelled and pumped to its destination via
heavily armoured relay pipes. On forge worlds, networks of these
pipes can strelch across continents,

Pipe ions. Each section must be placed in contact with
at least one other section.

Terrain Type: Batlcficld debris (fucl pipes)

Fuel Pipes: A model in cover behind 4 fucl pipe hasa |
4+ cover save. However, each tme a unit successfully |
makes this cover save on the roll of'a 6, immediately ‘
1
aminor explosion and the unit that made that cover
save immediately suffers an additional D6 Strength 4
AP5 hits with the Ignores Cover special rule. These
additional hits use Randor Allocation, and vehicles are
hit on the armour facing nearest to the Promethinm
Relay Pipes.

|
|
|

|
|

Promethium velay pipes are such a common sight in the 415
Mullenmium that weapon-specialists have long since learned hug 15
tap into their wlease vatues and siphon off a fraction of unrefineg
Jfuel 1o intensify the fury of their flame-throtwers. Promethisan relay
pipes can also serve as effective cover from incoming weapons fire,
though sheltering behind pipes filled with highly flammable liguids
can somelimes have unfortunate side effects..

Fuel Siphon: Any flamer weapon (as defined in the
Warhammer 40,000 rulebook) fired by a non-vehicle model
within 2" of a Promethium Relay Pipe in the Shooting
phase can change its weapon type from Assault to Heavy,
or from Pistol to Heavy. If it does so, the weapon gains the
Torrent special rule until the end of that phase

Options:
* May take items from the Obstacles list (pg 18)




Yoid shields are normally localised force fields reserved for
prolecting the monolithic Titans of the Adeptus Mechanicus, but
' slatic generators can be erccted to serve as an acgas for other tangets
| ofvital import. The langest Void Shield generators can even project
an invisible bubble of powver across a lange area of the battlefield,
sheltening both troops and strategically vital battlefield locations by
absorbing or deflecting the energy of incoming munitions

Composition: 1 Void Shicld Generator

Terrain Type: Impassable Building (Armour Value 13)
with battlements.

Access Points & Fire Points: None
Weapons: None.
. Special Rules:
 Projected Void Shields: A Void Shield Generator has a

single projected void shield. It can be upgraded to include
additional layers of void shiclding,

Each projected void shicld has a 12" area of effect
(measured from any point on the Yoid Shicld Generator
| building), known as a Void Shield Zone. Any shooting

i attack that originates from ouside a Void Shield Zone and
hi et vithin the Void Shield Zone instead hits the

An especially powerfu attack can temporanly overload a void
shield, but so long as the buslding housing the genevator itself
remains intact, it is rarely long before back-up systems restore.
power and the shield flares into life once move. Particularly
waluable targets ave often protected by multiple layers of shiclding,
the spectrum of each void shield meticulously caleulated to offer
consccutive layers of defence

projected void shield. If a unitis within 12" of more than
one Void Shield Generator, and so within more than one
Void Shield Zone when it is hit, randomly determine which
of the buildings’ projected void shields 1s hit

Each projected void shield has an Armour Value of 12, A
glancing or penctrating hit (or any hit from a Destroyer
weapon) scored against a projected void shield causes it to
collapse. Ifall the projected void shields have collapsed,
further hits strike the original targetinstead. At the end of
cach of the controlling player’s tumns, roll a dice for cach
projected void shicld that has collapsed; each roll of 5+
wnstantly restores one shield

Options:

« May take up to wvo additional projected
void shields

« May take iteins from the Obsta

25 pis cach
s list (pg 18)




Areas of vital strategic smportance and sites of decp spintual
significance are sometimas protected by not just one, but several
void shield generators, their arcane technologaes blanketing whole
swathes of the area with averlapping force fields. Powerng such a
defence network requires a prodigious amount of energy and cach
generator building needs to be /,A direetly by an external poer

Pipes (pg 30)
crators (pg 31)
o0 llmmmu! Imperium (pg 23)

entry for ts Terrain Type, Fire & Access Points, W
. Access Points, Weape
Special Rules, Options and Weapon Profiles. o

FORTIFICATION
NETWORK
POINTS AS PER
MODELS

source. As a result, such @ network can put an incredible strain
on a planet’s focal resources, siphoning resources from huge areas
of its swiface. However, the military gains of such an endeavonr
almost always outweigh the cost, and neither the Adminisiratum
o the Ecclesiarchy are known for their compassion towards local
economic constderations.




Landing pads are wsed o protect aircraft as they unload supphies
| or evacuate froops (o or from the front lines. The Skyshueld

| Landing Pad used by the Imperial Navy was originally puspose-
| built o accommodate Valkyrie and Venidetta gunships. However,
{1 has prroven robust enough to serve the larger Stormravens and
 Thunderhaks used by the Adepius Astartes. With its armoured

Composition: 1 Skyshield Landing Pad

Terrain Type: Unusual. The top surface of the Skyshicld
Landing Pad is open ground. To move onto or off of the
landing pad counts as moving through difficult terrain

Weapons: None

Special Rules:

Landing Pad Configuration: A Skyshicld Landing Pad
has certain rules depending on its current configuration,
shielded or unfurled, as described below

[* At the beginning of the Movement phase, before rolling
for Rescrves, a model in base contact with a Skyshicld
Landing Pad can change its configuration from shielded
10 unfurled (or vice versa). If there are models from both
sides in base contact with the landing pad, its configuration
cannot be changed

* Shiclded: Units on top of i shi Ided Skyshield Landing Pad
s A 44 invilnerable save against shiooting atcks.

sides unfurled, Skyshields activate a series of locator beacons that
Qude incoming aircraft as they make their final approach. Once
the craft touches down, the Skyshield's armour plating transforms
into a protective configuration and foree field generators shimmer
10 life, prolecting the vulncxrable gunship from incoming fire as it
refucls, rearms or deplays its passengers

* Unfurled: Ifa unit deep strikes on top of an unfurled
Skyshicld Landing Pad, it will never scatter Jump units,
Jet Pack units, Jetbikes and Skimmers do not need to take
Dangerous Terrain tests for moving on to or off of an
unfurled Skyshicld Landing Pad

Options:
* May take items from the Obstacles list (pg 18)
fay upgrade to have the Ready for Takeoff speaial rule 5 prs

UPGRADE:
Ready for Takeoff: A Skyshield Landing Pad can be
upgraded to have this special rule. When deploying
your army, you can deploy one of your Flyers with the
Hover type on top of cach of your Skyshield L

Pads that has this upgrade, even though Flye
normally hiaye to start the game in reserves. Flye
deploy in this way start the game hovering and cannot
Zoom in the first game turn.




A Fortress of Redemption is a towering bulwark against the
ravages of planetary mvasion. Each 1s virtually impervious o
conventional firsporver and the lower levels, bunker annexes and
sub-crypls can house entire platoons of battle-ready waniors. First
wsed by the Dark Angels Legion dining the days of the Great
Crusade, they have since been wsed by every military force in the
Imperium and proven invaluable to its defence

Composition: 1 main towcr, 2 bunker annexes and
1 connecting walkway

Terrain Type: Muluple part building The mam tower is a
medium building (Armour Value 14) wath batlements, The
bunker annexes are both small buildings (Armour Value
14) with batlements. The connccting walkway is a small
building (Armour Value 14) with batlements

Access Points & Fire Points: As per model

Weapons: Onc bunker annex has an emplaced missile silo
with fragstorm missiles and the other bunker annex has an
emplaced twin Icarus lascannon

Options:

* May take items from the Buildings and Obstacles lists (pg 18)

* May upgrade the Fortress of Redemption to haye
the Remote Fire special rule..

* May upgrade the missile silo o have krakstorm
missiles in addition to fragstorm missiles

* May add up 10 four emplaced heavy bolters
(these can be allocated 1o any section (s)
of the fortification)

10 pis

30 pts

10 pts cach

A Fortress of Redemption is adorned with symbols depicting angyly
of death and the skulls of ancient hevoes. This gothic grandeur of
the wnyielding edifice is matched only by its uncompromising and
offcient lethality. Nestted within its armoured walls, a Fortrss

of Redenption houses an learus lascannon capable of destrying
enemy ships in low orbit, a missile silo and. a profusion of heayy
bolters to repel ground based ivaders

UPGRADE:

Remote Fire: A Fortress of Redemption can by
upgraded to have this special rule. If so, any of the
fortification’s emplaced weapons can be fired (using
cither automated or manual fire) by models occupying

the mam tower, even if the building housing the
emplaced weapons itself is unoccupicd. This rule
cannot he used 1o fire emplaced weapons on any part

of the forufication occupied by an enemy unit

Weapon Profiles (* denotes optional upgrade):
Range S AP Type

Misleslo 0 o

- Fragstorm missile Ordnance 1,
Barrage,
Large Blast
Ordnance I,
Barrage,
Large Blast
Heaw 1,
Interceptor,
Skyfire,
Twindlinked
Heayy 3

18-96" 4 5

- Krakstorm mussile®  18.96"

Twin Icarus lascannon 96"

Heavy bolter*




Aquila are massive. 3
| often used as bastions in Impenial defensive battle lines. Each
consists of a munitions silo, topped by a large turvet that houses
the huge macyo-cannon that gives the strongpoint its name.

Composition: 1 main strongpoint and
1 bunker annex

Terrain Type: Multiple part building. The main
strongpoint is a farge building (Armour Value 15) with
battdements, The bunker annex is a medinm building
(Armour Value 15) with battlements

Access Points & Fire Points: As per model

Weapons: The main strongpoint has one emplaced Aquila
macro-cannon

Special Rules: Mighty Bulwark (pg 12).

Options:
* May add up to four emplaced heavy bolters

(thiese can be allocated to any part(s)

of the fortification) 10 pts each
* May take items from the Buildings and Obstacles lists (pg 18)

The munitions silo allows the Aquila macro-cannon to fire special
quake shells, each of which measures several feet in length and has
a powerful charge that causes it to reach hypers

it fired.

PATTERN

Weapon Profiles (* denotes optional upgrade):
Range S AP Type
Aquila macro-canmon
- Macro shell

Primary
Weapon 2,
Large Blast
Primary
Weapon 1,
Apocalyptic
Megablast,
Sonic Boom
Heavy 3

- Quake shell 180" 10/7/5 1/4/6

Heavy bolter*

Sonic Boom: After firing a quake shell, draw a straight line
between the Aquila macro-cannon and the central hole of
the apocalyptic megablast template. Roll a dice for cach
Flyer, Flying Monstrous Creature, or Flying Gargantuan
Creature model crossed by this line. On a roll of 1, a Flyer
will Crash d Burn, while a Flying Monstrous Creature or
Flying Gargantuan Creature will take D3 Wounds with no
saving throws allowed




One of the most devastating and dreaded weapons i the
Tperium’s vast armowy is the vortex missile. A Vortex Missile
Strongpoint kauses several of the fearsomely destructive warheads
and s filled with complex targeting arvays to guide cach vortex

Composition: 1 main strongpoint and
1 bunker annex

Terrain Type: Multiple part building The main
strongpoint is a large building (Armour Value 15) with
baulements. The bunker annex is a medium building
(Armour Value 15) with batdlements

Access Points & Fire Points: As per model

he main strongpoint has one emplaced vortex
missile bateery.

(he emplaced vortex missile battery may

aximum of seven vortex missiles over the course
of the batle. No more than one missile may be fired per
Shooting phase.

missile to 1ts unfortunate target, When the missile strikes down, o
large void us torn in the fabric of space-time, creating a swirling
maelstrom that witerly destroys anything that lies within s radius

of effect

Containment Failure: If the main strongpoint suffers a
Toul Collapse or Detonation! result, roll one dice for
cach remaining vortex missile. On a roll of 1-2, the missile
explodes. Place the vortex’s blast marker on the centre of
the main strongpoint, and then scatter it 2D6'

Options:
* May add up to four emplaced heavy bolters
(these can be allocated to any part(s)
of the forufication) e
* May take items from the Buildings and Obstacles lists (pg 18)-

Weapon Profiles (* denotes optional upgrade):

ange S AP Type |
_ Ramge s AP Type
Vortex missile

battery

Ordnance 1,
Large Blast:
Vortex

Infinite D 1

Heavy bolter® 36"
















SIECE WAR MISSIONS

Fortifications can form the cornerstone of an army’s As with any game that pits players in different roles, we also
‘defence, and some of the bloodiest battles in the 41st recommend replaying these missions, but switching attacker.
Millennium have revolved around a grand siege or stalwart and defender around to
defence of one mighty fortress or another.

both players the opportunity to i
test out a different set of tactics on the battlefield

This book introduces three new Siege War missions that you
bl can use to explore the kind of Warhammer 40,000 missions TR
i that revolve around fortifications. The new missions illustrate | SIEGE WAR FORCE ORGANISATION CHARTS
BN (he different sorts of strategi d to attack and defend

fortfications, and they will provide new tests of your tactical

DEFENDER

PRIMARY DETACHMENT
HOWTO USE SIEGE WAR MISSIONS \ o
Itis very strightforward to use a Siege War nussion - itonly |
requires a handful of minor modifications to the Fighting |
a Bautle rules in the Warkammer 40,000 rulebook. These |
changes are explained n detail next, but they boil down to:
volkoff if you want to use a Siege War mission; if you win i
you can roll on the Siege War Mission table instead of the

Eternal War Mission table. And that’s it! COMPULSORY OPTIONAL OPTIONAL

1HQ 1HQ $ Fast Attack

2 Troops 4 Troops. 3 Heavy Support
THE MISSION | 1 Fortification SElies 2 Fonifications
Ifyou or your opponent wish o use a Siege War mission,
rolloff at the start of the Mission step (see the Warkammer 2 ALLIED DETACHMENT
40,000 rulebook). The winner of the roll-off can choose to | (Opuional)
roll on the Eternal War Mission table, or instead roll on the Sesthe lopaing 40,000l ebook
Siege War Mission table below.

FORTIFICATION
The deployment map, deployment zones and deployment (Required)
instructions for each Sicge War mission are included with
the mission itself; do not use the deployment maps in the
Warhammer 40,000 rulebook. With these exceptions, unless
othenyase noted, Siege War missions use all the same mission
rules as Eternal War missions, | ATTACKER

| PRIMARY DETACHMENT
| | (Required)

_ Mission
Bunker Assault
34 Breakthrough
56  LastStand

- CHOOSING AN ARMY FOR STEGE WAR MisSIONS

Sicge War missions pit one player in the role of attacker and COMPULSORY OPTIONAL OPTIONAL |
- oneas the defender. As you might expect, the defender is 1HQ 1HQ $ Fast Attack

required to take at least one forufication, and can take up to 2 Troops 1 Troops 4 Heavy Support |
tion choices per primary detachment 8 Elites 1 Forufication

in his force. To represent the aggressor bringing his biggest
BUDS 10 besiege the defender; in Siege War missions the
 Attacker can take one additional heavy support choice per
| primary detachment in his force (for a wtal of four heayy
L support choices per pmn u'y detachment). The Siege War
' Force Onganisation ¢ ited here show the force | FORTIFICATION
mpositions for ruckmg .md defending forces in § | (Optional)
missions. sl — S — oA e

ALLIED DETACHMENT |
(Optional) |
Sce the Warhammer 40,000 rulehook | |




1
|
|
|
i
|
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5 BUNKER ASSAULTv

shelter of unyiclding bunkers, holding the advancing foe at arm's
reach. At the heart of one of these fortifications is an ancient targeting auger that the defenders can use to
communicate with rear echelon ordnance units to call down a withering salvo of pinpoint artillery strikes,

-
One side has withdrawn behind the

The attacker must destroy or overwhelm the bunkers as quickly as possible, for every moment delayed gifts
5> (he defenders with time to direct another barrage. Unless the targeting augers can be silenced soon, the
attacker’s army will be pounded into oblivion.
BEETI ©-
THE ARMIES PriMARY OBJECTIVE

Agree which player will be the Attacker, and which will be
the Defender. Both players then select forces o an agreed
points limit

The Auacker may take one additional Heavy Support choice
for cach primary detachment n his army, as described on

pa

The Defender must take between one and three
Fortfication choiccs for cach primary detachment in his
army, as described on page 41

THE BATTLEFIELD
Set up terram as described in the Warkammer 40,000
rulebook, using the deployment map opposite

Once all terrain is sct up, the Defender must nominate
asingle fortification to have a Targeting Auger If the

ed fortification is a building
batdement, simply declare to your opponent that it has
the Targeting Auger. If the nominated fortification is an
impassable building or a picce of batleficld debris, place an
objective marker within 3 of the building/bauleficld debris
to represent the Targeting Auger

DEPLOYMENT

The players must first determine their Warlord Trauts.

The Deferider deploys his forces first and the Auacker
deploys his forces second, using the rules from the
Warhammer 40,000 rulebook and the deployment map
opposite. Any unit that cannot be deployed on the table
starts the game i reserve

FIRST TURN
The Defender goes first unless the Attacker can Seize the
Initiative (sce the Warhamumer 40,000 rulchook)

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

VICTORY CONDITIONS

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

0

At the end of the game, cach player scores 1 Victory Point
for cach enemy unit that has been completely destroyed.
The Attacker scores 1 Victory Point for each Total Collapse
or Detonation! damage result inflicted upon one of the
Defender’s fortifications. Umits that arc falling back at the
nd units that are not on the board at the
g tas destroyed for the purposes of
this mission. Remember that Independent Charactess and
Dedicated Tra < individual units and award Victory
Points if they are destroyed

Sports a

At the end of the game, the Attacker scores 3 Victory Points
if one or more of the following conditions are met:

* The building/baulement with the Targeting Auger is
occupicd by one of the Attacker’s units.

* The building/batdement with the Targeting Auger suffered
cither a Total Collapsc or Detonation! damage result
during the game.

« At least one of the Attacker’s scoring or denial units is
wathin 3" of the Targeting Auger objective.

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Lincbreaker.

MISSION SPECIAL RULES
Night Fighting, Rescrves.

Targeting Auger: If, in the Defender’s Shooting phase, a
fricndly unit is occupying a building/batdement with the
Targeting Auger, or s in base contact with the Targetng
Auger objcctive, one model in that unit can directan
Artllery Strike instead of firing another weapon. This is
treated as a shooting attack with the following profile:

Range S AP Type

Arillery Swike Infinite 9 3 Ordnance I,
Barrage,
Large Blast

An Artillery
fired by the

trike is resolved separately from other weapons
nc unitin the same Shooting phase, and

can be used to fire at a separate target. If a hit is rolled on
the scatter dice, the template scatters 2D6" in the direction
shown by the arrow on the ‘Hit’ symbol. If an arrow is
rolled, the template scatters an additional D6" (for a total
scatter of 3D6"). In cither case, the firing model cannot
reduce the total distance scatiered by his Ballistic SKill.

The Targeting Auger can only be used once per tm. The
Attacker cannot make use of the Targeting Auger.

—




Attacker's Table Edge

Attacker’s Deployment Zone

JivH 2jqv1 sy

Defender’s Deployment Zone

fivH 21qv s dopuajaq

Defender’s Table Edge

Fortifications:
When setting up
the table, any
forufications that
are purchased as
part of an army
list must be placed
wholly within their
owning player's
table half




* BREAKTHROUGH

) ({' The invaders have swept aside all opposition and now all that stands in their way are a series of defence

lines, a handful of fortifications, and a garrison of warriors determined to hold the line atall costs. Beyond
them, just out of reach, is the defender's headquarters. The attacker must strike swifdly, crossing no man’s
land under heavy fire and breaking through to fall upon the enemy’s rear lines, Casualties will be high, but
the if the attacker succeeds, the war will be as good as won, The defender cannot abandon the last line of
vaders long enough for their headquarters to be evacuated.

defence and must hold back the i

———— <

THE ARMIES PracE Privary OBJECTIVES

Agree which player will be the Attacker, and which vill be After setting up the terrain, the Defender places 3 Primary

the Defender. Both players then select forces to an agreed Objectives. These objectives are placed in the Defender’s

points limit deploytuent zone, and can be placed on top of baulements
or on fortfications that arc Battlefield Debris (such as

The Auacker may take onc additional Heasy Support choice  Defence Lines), but cannot be placed imside buildings.

for each primary detachment in his army; as described on
page 41

The Defender must take between one and thr
Fortification choices for cach primary detachment in his
army, as described on page 41

rane e

THE BATTLEFIELD
Set up terram as described in the Warkammer 40,000
rulebook, using the deployment map oppositc

| [




Attacker’s Deployment Zone

Attacker’s Table Half

Defender’s Table Half

Fortifications:
When setting up
the table, any
fortfications 3
that are A
purchased as
part of an army
Jist must be
placed wholly
within their
owning player’s
table half

auoz juatdoidaq sapuafoq
a8p3 2quLs,

DEPLOYMENT

The players must first determine their Warlord Traits

The Defender then deploys first and the Attacker deploys
second, using the rules from the Warhammer 40,000 rulebook
and the deployment map above. Any unit that cannot be

{ deployed on the table starts th

game in reserve

FIRST TURN
The Defender goes first unless the Attacker can Seize the
Initiatve (sce the Warkammer 40,000 rulebook)

GAME LENGTH

The mission uses Variable Game Length (see the Warhammer
40,000 rulebook)

VICTORY CONDITIONS

Atthe end of the game, the player who has scored the most
Victory Points is the winner. If both players have the same
umber of Victory Points, the game is a draw.

PriMARY OpjecTives
At the end of the game, the Defender scores 3 Victory
Points for each Primary Objective he controls, In addition
at the end of the game, the Defender scores 1 Victory
Point for cach enemy unit that has been completely
destroyed, Units that are falling back at the end of the
game, and units that are not on the board (excluding those
tht have exited the Defender’s table cdge using the Punch
S
&

7 o peoe

Through Their Defences rule, below) at the end of the
game, count as destroyed for the purposes of this mission

Remember that Independent Characters and Dedicated ;
Transports arc individual units and award Victory Points it [

they are destroyed i

3
At the end of the game, the Attacker scores 1 Victory Point »'L‘
for each of his units that is in the Defender’s Deployment &
Zone, and-D3 Victory Points for cach unit that has exited |
the board via the Defender’s table edge (sce the Punch 4
Through Their Defences rule, below) !

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Linebreaker®.

 In this mission, the Attacker scores 2 Victory Poinus for
Linebreaker, rather than just 1

MISSION SPECIAL RULES

Night Fighting, Reserves, Mysterious Objectives.

Hold the Line: The Defender's u roll falled Morale
and Pinning tests whilst within 6” of one or more objectves.

n this mission, the

Punch Through Their Defenc
Attacker's units can move off of the Defender’s table edge
Units that do so take no further part in the game, but award
the Attacker with Victory Points as explained above.

Straight up the Middle: Neither side may use the Outflank
special rule in this mission




LAST STAND

Surrounded and besicged, a handful of troops have held out against all the odds., Every attack has been
‘met with grim tenacity and stubborn determination, every advance halted with a hail of fire and every
assault repulsed from the walls. The defenders have proved an unmovable thorn in the attacking general’s
side, surviving for weeks longer than anyone could have expected, but the brave garrison cannot fight on
much longer, The enemy has amassed for their final push, but the defender’s reinforcements have been
delayed and are still some distance out. Until then, the last survivors of the garrison are on their own ~ they
must hold the line against overwhelming numbers until help can finally arrive.

@

THE ARMIES DEPLOYMENT

Agree which player will be the Attacker, and which will be The players must first determine their Warlord

the Defender: Both players then sclect forces to an agreed

points limit 7 The Attacker then deploys his army first using the rules from
the Warhanmer 40,000 rulebook and the deployment map

The Attacker may take onc additional Heavy Support choice  below. Any unit that cannot be deployed on the table starts

for cach primary detachment i his army, as described on

page 41

The Defender then deploys up to 3 Infantry units for cach
The Defender must take between one and three primary detachment in his army using the rules from the
Fortification choices for cach primary detachment in his Warhanimer 40,000 rulebook and the deployment map
army, as described on page 41. The Defender must also below = these are the Last Survivors. The remainder of the
mclude at least one unit of Infantry in Ins force Defender’s army starts the game in reserve

THE BATTLEFIELD FIRSTTURN
Setup terran as descnbed in the Warkanimer 40,000 The Attacker goes first unless the Defender can Seize the
rulehook, using the deployment map below Initiative (sce the Warkammer 40,000 rulebook)

a

Altacker’s Table Edge

Fortifications:
When setting up
the table, any
fortifications that
are purchased
as part of an
army list must
be placed wholly
within their
owning player's
table half.

Altacker’s Deployment Zone

JipH 219v1 sy

Defender’s Deployment Zone

fIvH 2qp1 s Aapuafoq

Defender’s Table Edge
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GAME LENGTH MISSION SPECIAL RULES X
‘The mission uses Variable Game Length (sce the Warhammer  Night Fighting, Rescrves, ]
40,000 rulebook
Last Survivors: The units in the Defender’s army that start i
the game on the board are the Last Survivors. These units f
VICTORY CONDITIONS e A S et e 3
At the end of the game, the player who has scored the most 1
Victory Points is the winner If both players have the same Delayed Reserves: The Defender does not make Reserve |
number of Victory Points, the game is a draw Rolls as detailed in the Warkammer 40,000 rulcbook. Instead, {8
startung from Turn 2, the Defender's units arrive from 1

PRIMARY OBJECTIVE

At the end of the game, each player scores 1 Victory Point
for each enemy unit that has been completely destroyed.
The Attacker scores 1 Victory point for each Total Collapse
or Detonation! damage result inflicted upon one of the
Defender’s fortifications. Units that are falling back at the
cnd of the game, and umits that are not on the board at the
end of the game, count as destroyed for the purposes of
this mission. Remember that Independent Characters and
Dedicated Transports arc individual units and award Victory
Points if they are destroyed

At the end of the game, the Attacker gains D3 additional
Victory Points for each of the Defender’s Last Survivor units
(see below), he has completely destroyed. The Defender
scores 2 Victory Points for each Last Survivor unit that has
not been completely destroyed at the end of the game

SECONDARY OBJECTIVES
Slay the Warlord, First Blood, Lincbreaker.

e

reserve according to the following table

[ v | Reserve Roll reqied for Defenders t arrve
Fast Attack® _Troops, HQ or Elites  Heavy Support
2 n 5 6t
3 3+ 44 54
4 3+ 3+ P
5 Auto 3+ 3+
16 5 Auto 3
| 7 - - Auto

* Note that Flyers, Flying Monstrous Creatures and any unit
that is arriving by Deep Strike, are counted as Fast Attack
units for the purposes of the Delayed Reserves special

rule, regardless of their actual designation on the Force
Organisation chart

";i

|




RANGED WEAPONS
Weapon Range S AP Type
Aquiki macro<annon
I i 7 D1 Priman Weapon 2 Large Blast
Quake shell 180° 10/7/5 1/4/6 Prmary Weapon 1,
- Apocalypic Megrblast.
Sonic Boom
Battle Gainon 8 8 Ondnancel, Lage Blast
Punisher gating cannon 5 Heayy 20
Heaty bolier 6" 54 ey
Teanw lascannon 9 0 2 Hey ), Interceplor Skifire
Misslesilo
Fagtommisile 18967 4 5 Ondnance |, Barmige
Large Blast
Krbtommmisdle 189" 8 3 Ordnance I, Burage,
Large Blast
Quidgun w7 1 avy 4. Intereeptor
Skyfire, Toninked
Qudlainshscannons 97 0 2 Heaw 2 Intercepw

Skyfire, Twindinked

| Tvin leanss Bscannons 9 Heay 1, Intereepior

| Skyire, Tindinkerd

| Nonexmisidchaery  Infine D 1 Ordnance I, Large Blast
{ Vortex

FORTIFICATIONS

Type AV TC B Special Rules Page
AD e e
Fortsess of Redemprion
~Buntker annc (2) SB14 10 Y
Connectingwalkway  SB 14 10 Y -
- Main tower. MB 14 0 Y -
Honoured Imperium —— BD Sacred Ground 3
Impenal Bastion MB 14y 21
Macrocannon Aquila 5
Strongpoint
- Man stronghold IB 15 % Y MighyBubark
~Bunker annex MB 15 20 Y Mighy Bulvark
Promethum Rely Bipes  BD Fuel Siplion )
Skyshcld Landing Pad L Landing Pad 33

Configuration

Void Shicld Generior 1B 13 0 Y Projected Void Shields 31

Vortex Missile Aquila 36
Strongpo
~Mai stronghold IB 15 80 Y Mighy Bubuk
Misile Battery,
Contanment Failure
- Bunker annex MB 1520 Y Mighy Bubark
Wall of Martyrs 27
Firestorm Redoubt MB 1420 Y Fully Automated,
Primary Target,
Very Wide Fire Point
Wall of Martyrs 2
Imperial Bunker MB 120 Y Wide Fire Points
Wall of Martyrs Inyperial 2
Defence Emplacement — BD =~ - Suhvar Defence
Iinproned Arcs of Fire
Wall of Martyrs $
Imperial Defence Line — BD - - Salvnt Defence
Wallof Maryrs Vengeance o8

Weapon Battery B 140 N e System

Seniry Dei

— A
er Typen Cbnding 50, D, Mt g - MB,

hmyhublml 13, lm/.w.um.ulm B, uw,,.,u..nwxm Thiovl=
| Amo = AV, Tiansgort Capaciy =TC, s /o

| Result Effect

SUMMARY

UPDATED BUILDING DAMAGE TABLE SUMMARY
(555 1C 17 FOR THE FULL VERSION OF THIS DAMAGE TABLE)

o1

Breach! The building’s Armour Value is reduced by 1 for the
remainder of the battle

Tremor, I the building is occupied. the occupying unit can
only make Snap Shots in the following nim. If an occupying |
unit abandons the building in their following i, they can

anly disembark 3%, rather than the full 6°

Partial Collapse. If the building is occupied, the occupying unit
suffers an additional D6 Strength 6 AP- hits with the Ignores
Cover special rule. In addition, if the building has any empliced
i only fire Snap Shots i the following tm.

weapons, they

Structural Collapse. If the building is oceupied, the
occupying unit suffers an additional 2D6 Strength 6 AP~

hits with the Ignores Cover special rule. In addition, if

the building has any emplaced seapons, one randomly
determined weapon is destroyed and the remainder can only.
fi

Shots in the following turn

Snap
Catastrophic Breach. The building’s Armour Value is
reduced by D3 for the remainder of the battle. In addition,
if the building has any emplaced weapons, one randomly
determined weapon is destroyed and the remainder can only
firc Snap Shots in the following tum

Total Collapse. The building 1s destroyed: all emplaced
pons and battlement upgrades are destroyed, and each

ton the battlements sulfers D6 Strength 6 AP- hits with:
the Ignores Cover special rule. If the building is occupied. the
occupying unit suffers 206 Strength 6 AP hits with the Ignores
Cover special rule and must then immediately disembark from
the building (survivors cannot disembark to the battlements).
Models that cannot disembark are removed as castultics
Assuming they were not destroyed, units on the batllements
and those that have disembarked must then take a Pinning
tot. The building s left on the table, but can no longer be
occupied. The roof of the building is no longer counted asa,_
bauleme

1t and hercafter wses the rules for ruins.

Detonatio

e building is destroyed: all emplaced weapons.
ent upgrades are destroyed, and each unit on the
batlements suffers 2D6 Strength 6 AP- hits with the Ignores
Cover special rule and must ove off of the:

baulements (thigmovement is not slowed by difficult terrain).
Moxdels that ca

and batle

ediately

not moye off of the batdements are removed

s cisualtics. I the buikding is occupicd, the occupying unit
suffers 4D6 Strengdl

ruleand must then

nediately disembark from the building
(Suntvurs cannot disembark (0 the baulements). Models that
cannot disembark are removed as castalties. Asuming they

vere not destroyed, units that were on the battlements and

those that have disembarked must then take a Pinning test. The
building is then removed and an\luI with scattered m:luse
ora craier roughly the s













BLOOD AND STONE!

Armoured bastions and rowering bulwarks stand as
imposing sentinels on almost every battleground in the
4t Millennioms Thsse Tayaalan] holds p
the landscape, looming edifices that can withstand orbital
bombardments and centuries of siege. Heavy weaponry
juts from these fortresses and garrisons of resolute soldiers
shelter within; together they pour a storm of fire onto
any foe that dares approach the walls. To assault such
fortifications is invariably to charge in the face of death, and
only the most determined army has any hope of survival.

This book contains a collection of now and proviously released content that
brings together all the le in
40,000. It also updates fos and. datash
‘Ppreviously publishod In tho Warhammer 40,000 rulebook.

Inside you will find:

OF THE : An key
events in the history of siege war in the 41st Millennium.

NEW AND UPDATED RULES: New rules that cover
using Massive Fortifications, Fortification Networks and
fortification upgrades, along with optional rules updates
for buildings designed to make the experience of using

fortifications even more exciting.

ICATION updated

datasheets for the fortifications of the Imperium,

‘covering everything from Aegis Defence Lines to Vortex
Missile Aquila Strongpoints.

SIEGE WAR MISSIONS: A selection of new missions that
bring an extra edge of drama to using fortifications in
your games of Warhammer 40,000.
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