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Even though you called him friend, the Traitor has forsaken you. Show no mercy even if he begsit, for his
soul istainted and given the opportunity he will betray your trust.

Those of you gathered before me have been chosen to reside within the mighty machines of the Adeptus
Titanicus. Let their will guide you. Become one with them. And as they teach you, so you must teach them.

May their armor protect your body from the heretics blasphemy, just asthe litanies protect your soul.
Remember asyou enter battle, you are but a part of the whole. You are but one amongst millions.

Remember that your weapons are mor e than metal; the flame of spiritual fire burnsstrongin your souls and
adds power to your cause. Smite those that disbelieve, for they have turned from thelight and fallen.

Know that the prayers of delivery will protect you from danger, and that you have nothing to fear except
misplaced mercy. Go forth with pride and glory.
-Part of a sermon made by Tech-priest Garal to War Griffons Princeps before the delivery of Yarant |11
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He looked up and saw several of the
Adeptus Mechanicus standing on a
maintenance tower besidethe
battered old Spirit of Victory. They

" were doing the final spot welds that
would re-attach its damaged left arm.

One looked down at him as he passed. The blank glass eyes of its
mask seemed to gaze indifferently. He waved jauntily tot he Tech-
priest but he has returned to contemplating the mysteries of the
machine.

Beneath the waiting ranks of Titans the crews slumped atop their
bedrolls and equipment packs. Some were ralling dice, some were
sprawled out asleep. The distant thumping of Mole Mortars caused
swest to run down Marnoc's back, but it concerned the crews as
little asthe great clouds of flies. They ignored both.

Looking at these shabby, unkempt men with their cold eyes and
hard-bitten faces, Marnoc felt conspicuous and out of place. His
new dress uniform and clean-shaven features marked him asa
newcomer among those who had fought the long losing summer
campaign against the Rebels.

He heard someone snigger, and mutter something about boys fresh
in from command school.. Someone made a crack about nobles of
high birth, and how it was a bad sign when a Heavenborn
Princeling was sent to the front. It showed how bad things really
were. Marnoc felt hisface flush and he turned to confront the men.
All he saw was carefully bland faces.

Marnoc rubbed the circuit pattern caste tattoos on his cheek ashe
walked on. Behind he could hear quiet laughter. He stepped aside
into an arched doorway as a full company of Space Marines jogged
by at the double, boltersheld closeto their armored chests; thin,
fanatic faces for once not covered by their sinister helmets. Of all
those at Castra Septus, only the Adeptus Astartes seemed oblivious
to the possibility of defeat. The image of blank-faced military
precision was somewhat dented when the last one to pass winked
at him.

Thenew Princeps made hisway to the Fortunatal mperiatrix: his
first command. As he approached he could see theM oderati
scrambling to their feet and standing to attention. He looked up:
high on the carapace were the half visible remains of previous
commanders logos etched into the armor. A crewman was painting
on Marnoc’s own family emblem of asilver, robotic fist. Marnoc

Feeling apprehensive, Marnoc walked towards the unit’sremaining Titans. In the shadow of
the ravaged buildings the giant war-machines were lined up like guardsman on parade.
Therewas a beaten air around them, which not even the Warp Runners' centuries of

tradition could counter. The Warlords wer e shabby and dirty, covered in the fine grey dust
that rose from the plainsof Tallarn during thelong dry summer.

knew that if he survived long enough then his symbol would be
etched into the Titan by the Adeptus Mechanicus. First though he
would haveto prove himself.

The man who had been painting absailed down the side of the
machine. Marnoc saw the wires of his safety harness pull taught as
he made the hair-raising descent. The painter unclipped himself
and jogged over. He halted in front of the new Princeps and gave
Marnoc the Warp Runner’ s clenched fist salute.

“First Moderatus Toal, Princeps, Furtunatal mperiatrix,” he said.
“These are Hazan and Warden. Fist and Plasmarespectively."”

Marnoc returned the salute and introduced himself. He studied his
crew carefully. They wereall of atype: gaunt, wasted-looking men
with pale faces and tired eyes. Marnoc guessed that they spent too
much time linked to the Fortunata to get much exercise or sun. He
noticed that they wore black armbands over their patched sleeves.
They were in mourning.

“I understand Princeps Silberman was killed by arebel sniper. | am
sorry,” said Marnoc.

“Fether....Princeps Silberman said that he alwayswished to diein
battle, sir. We are grieved that he was killed dishonorably.”

Marnoc could see that it went deeper than that. These men were
lost without their leader. It was not surprising. Titan crews were
notoriously close-knit, more so than families. Thetiesthat bound
them were forged in battle and stronger than admantium. Marnoc
thought back to his childhood and adolescence in the Clone
Academy in the Overcity of the Forge World. He remembered the
discipline and suspicion, and the sense of apartness. He realized
that in away he envied these men.

“What's the word from up on top, Princeps?’ asked Hazan, a
short, humorous looking character with ‘Born To Smash” stenciled
beneath his crew insignia. “We stompin’ out today?’

“Looks like abig revel push right across Zones Green, Blue and
Grey. They're fighting in Blue right now.”

Tall, ferd Warden whistled, along descending note.
“Looks bad. They could push us back to the Dust Sea. If we lose

the spaceport we'll never be relieved, even if the fleet smashed the
Rebel blocka
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“WEe'll just have to see that doesn’t happen, won't we?’ said
Marnoc. He had intended it to sound encouraging, but when he
saw the contemptuous looks that theModerati gave him he wished
he had just kept his mouth shut.

Suddenly the klaxons blared. Marnoc and the Moderati stared at
each other for amoment. Then Toal turned and pulled himself up
theladder. The othersfollowed him swiftly, leaving Marnoc
standing dazed at the Titan' s foot. He turned and saw that the
crews of the other Titans were boarding as swiftly as possible. Men
vaulted from the carapaces down hatches then sammed them
close. He could dready hear the low hum of the reactors warming

up.

Tod stuck his head back out of the access port. “ Time to get
aboard, Princeps. We ve got to move out. The Rebels are coming.”

Marnoc lowered himself into the command chair of the Titan. He
plugged thecyberlink cables into his neck sockets then reached
forward, muttering the words of the Litany of Awakening. He
threw the great trip switches that would activate the Titan.

“Your heart isfire. Let it burn with rage for the Emperor’'s
enemies,” he said. Thelights blazed brighter and over thelink he
felt the Titan rouse itself from dormancy, like agreat beast
awakening.

“Your limbs are mighty. Let them smite the foes of our emperor.”
He ordered the weapons into test mode. The limbs stretched. There
was agreat cresking sound asjoints strained to move the gunsinto
place. From the Moderatus' cabins below, he could hear Toal and

the others begin the Gunner’s Chant as they interfaced with their
weaponry. Targeting icons were superimposed on hisfield of
vision. He knew that where he could see the head of the Imperia
Eagle, there he could direct the Titans firepower, He wondered
briefly whether the Rebel s had replaced the symbol with the Eye of
Horus.

“The spirits of your fallen are your honor. Let us be worthy of
them.” He reached out and touched the sacred relics | eft by the
previous Princeps. First the millenium-old copy of theLiber
Belligerum left by Kask, the firstPrinceps. Next the silver hammer
brought from the Forge World by Talon, the ace of ahundred kills.
With each relic hetouched hefell deeper into the command trance.
Finally as he touched the bullet-scored skull of Silberman he felt
thetrue presence of the Fortunatal mperatrix.

Hewas atiny thing, dwarfed in the shadow of an entity that had
lived athousand years, that had seen scores of Princeps come and
go. He was amote of light drifting before a vast, dark shadow. The
Titan was awake and aware. He sensed its fierce mind begin to
look around for an enemy. He felt it flex itsclaws at it brought its
weapons up to full power. He was aware that the reactor blazed to
fiery life.

Involuntarily the void shields cut in. His heart was full of the lust
to do violence. The ferocity of the Titan infected him.

Ghostly memories of athousand battles flickered through his mind,
augmenting the desire to rend and destroy. He was a particle of
rage being drawn into thefiery heart of the Titan. Hewasbeing
absorbed.
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Somewherein the vast distance, he heard a voice. “Princeps, you
must master it. Otherwise we will run wild. Princeps, muster
yourself.”

Vaguely herecognized thevoice as Toal’s. He was shocked back
to self-awareness. He wanted to reach out and hit the emergency
cut-offs, but he realized he must show the Titan who was master.
He dropped back into the link.

He concentrated his mind as he had been taught and ordered the
Titan to power down the weapons. He had been trained to do this,
but the teaching machines had not prepared him for the strength of
aBattle Titan. He had to focus every fiber of hisbeing, every spark
of what he was, as he strove for sovereignty over the Fortunata
Sweat ran down his brow, his teeth ground against each other. He
felt asif he could never win the unequal struggle.

For what seemed like eons he was locked in a battle of wills with
the Titan. He strove to remain firm, to resist the urge to give up
and let it haveitsway. Eventually he sensed the weapons power
down, but he knew the Titan was not giving up, merely calling a
temporary truce. Thiswas thefirst encounter, agauging of
strengths.

When he opened his eyes he was surprised to see that only afew
seconds had passed. The Marines were till forming up in squads
and clambering aboard their Rhinos. A flight of jet bikes had just
taken off and was arcing skyward towards the north. Over the
shattered roof of atumbled-down building he saw aline of
Predators roar off into the distance.

A Warhound stalked forward, weapons raised in the attack
position. The Spirit Of Imperia Victory swung out to follow it,
banners fluttering. Marnoc ordered the Fortunata to take its place
intheline. Painfully, slowly the Titan obeyed.

The Princeps patched himself into the comnet, listening for orders.
Kowley, the Force L eader, called out lists of names. The Titans
responded with name and status. Marnoc was pleased to be able to
report that the Fortunata was active when his turn came.

Under asky the color of blood the Imperial force moved to
intercept the enemy. To theright, near the Bromium Refinery were
the emplacements. As Marnoc watched, a group of Rapiers took up
position within the reinforced earthworks. Three detachments of
Land Raiders went hull down on the brow of ahill. From them,
sguads of Space Wolves disembarked.

They were taking a defensive position on the outskirts of
Rogsburg. Severa thousand Marines, a dozen Titans and scores of
support weapons. |t looked impressive as the Marines and
Dreadnoughts fanned out through the remnants of buildings,
landspeeders whizzing overhead like hornets.

Marnoc ordered the Titan to move forward in support of the
Marines. To hisright was Dorn’ sWarhound, to hisleft and rear
was the Spirit. He noticed that the Fortunata had away of moving
its right weapon mount in asmall arc asit moved. It was a habit he
knew he would have to break, but at the moment he didn’t feel
strong enough.

“Perimeter secured,” he heard the Marine Commander report over
the comnet. Marnoc ordered the Titan to stop. It did so reluctantly.

“Rebels |l be here soon,” said Hazan.

“Bring them on,” said Warden. “We' ve a score to settle with them
for Father Silberman.”

They settled into tense silence while the red clouds boiled
overhead to reveal the yellow sky. Marnoc watched couriers on
motor bikes race between positions carrying satchels of orderstoo
secret to be transmitted by datapulse.

He felt uneasy. The men he was abouit to fight had once been loyal
Imperid soldiers: Brother Marines and Order Members.

He wondered what had caused them to betray the Emperor, why
had they become traitors? He realized that he might soon be dead,
that he might never know. He found that thought almost as
disturbing as the prospect of death.

More squads of Space Wolves were moved up, positioning
Tarantula las-cannonsin the cover of the old houses. L andspeeder
scouts raced towards the horizon.

Marnot jacked the Titan' sensors up to maximum, trying to ignore
thefear that churned in his gut as he probed for some sign of the
enemy. The horizon remained empty even to the far-seeing eyes of
the Fortunata.

“Comeon,” he heard Toal muttering. Then suddenly the enemy
was there. They had come over the curve of the planet, thousands
of small blips showed in the Sensorium of the Titan.

“By the Emperor,” he heard Warden mutter. “ There are dozens of
them.”

It took amoment to register that he was talking about enemy
Titans. Marnoc looked up and saw endless lines of them rise over
the horizon.

“Fire at will,” Marnoc said. The Traitors advanced confidently on
the doomed position.

IMPERIAL AND
TRAITOR BANNERS

STORMLORIE MORNING STARS
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ADVANCED CLOSE COMBAT FOR TITANS

Theserules expand the options availableto Titansin close combat, making this section of the game morerealistic and detailed. These
rulesexplain how to usethe close combat option cardsfound at the back of thismanual, aswell asfull rulesfor using ranged weaponsin

closecombat.

ENTERING CLOSE COMBAT

Therulesfor entering close combat are unchanged, except that
aTitan may not turn in place when another Titan movesinto base
to base contact with it, even if it has not yet moved.

SEQUENCE OF CLOSE COMBAT

Titans engaged in close combat may only attack in the close
combat segment of the combat phase.

Listed below are seven close combat options. At the start of the
close combat segment, each player chooses one option for each of
his Titans that is engaged in close combat — just like choosing
ordersin the order phase of the turn.

Close combats are then dealt with one at atime. Playersrevea
the options they have chosen for each Titan involved in aparticular
close combat. Thiswill determine which Titans can attack with
which weapons, and in what order. Note that attacks in the close
combat segment are no longer assumed to happen simultaneoudly.

CHOOSING COMBAT OPTIONS

The close combat option cardsgive you al the necessary
information about each option. Y ou will find two sets of cardsin
the back of thismanual.

Each player should have one complete set of cards. When you
choose your Titan's close combat option, choose a card secretly.
When both players have chosen the Titan' s option they revea their
cards and the options are compared to find out who will attack first
and which weapons (if any) either Titan may use. If there are
several separate close combats taking place during the same turn,
the First Player may decidein what order they are resolved.

CLOSE COMBAT OPTIONS

Marnoc gazed out in horror at the enemy advance. The Rebels
stalked forward, over-running the Imperial position with
almost contemptuous ease. He ordered the Titan to whed and
retreat, to seek cover from behind what remained of the
towering buildings.

Reluctantly the Fortunata obeyed. It turned dowly, swiveling
the plasma cannon to balance the movement of the defense
laser. Toal kept up astream of fireeven asthey moved.

Space Wolveshurried beneath the Titan’sfeet asit lurched
from sideto side, instinctively avoiding them. A bur st of
plasma glanced off the void shields.

Marnoc breathed a sigh of relief asthey made cover.

All-Out Attack: The Titan hurlsitself at its opponent, attacking by
every available means and throwing defense to the winds. It may
attack once with each close combat wesapon; it may also make two
improvised attacks. The Titan will generally get to attack first, but
leavesitself vulnerable to any counter-attacks the opponent may
make. Thisoption is particularly devastating if the opponent is
atempting to disengage or is damaged and unable to attack.

Attack: Thisisamore measured attack. Whileit is not as deadly
asan dl-out attack, the Titan islesslikely to be caught flat-footed
by acounter attack.

Defend: The Titan concentrates on parrying any attacks made
against it. This generally meansthat the Titan will attack second,
but makes it much more difficult for opponents to hit with any
close combat wesapons.

Side-Step: Thisis adefensive option which is very effectiveif the
opponent has chosen an all-out attack. It also allowsthe Titan to
turn up to 45° before it makes any attacks.

Step-Back: The Titan takes a step or two back in order to fireits
ranged weapons. Thisis a sensible choice for Titans with damaged
close combat weapons, or no close combat weapons at all, or with
alarge number of ranged weapons. It also alowsthe Titan to turn
up to 45° before it makes any attacks.

Turn Around: Thisoption will usualy only be chosen by aTitan
that has been blind-sided by an opponent. The Titan may make as
many turns asit is permitted with advance orders. It turnsin place
and does not move.

Disengage: This option alows the Titan to move away fromits
opponent, and leave close combat. Disengaging can be risky,
especialy if your opponent chooses the all-out attack or attack
options.

RESTRICTIONS

In some circumstances, a player may not be able to choose
certain options:

Reactor Damaged: Titans with a damaged reactor may not choose
any options; they may neither move or attack. See Attacking
Opponents Without a Combat Option below.

MIUsDamaged: Roll 1D6 for each Titan with damaged MIUs. 1-
3 =may not choose an option, may neither move or attack; 4-6 =
may choose an option.

L egs Damaged: Titans with damaged legs may not choose side-
step or disengage options.

Blind-Sided: A Titan whose opponents (or primary target if
outnumbered — see Multiple Combats below) isin itsrear 180° arc
may only choose side-step, turn around or disengage options.
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USING CLOSE COMBAT OPTION
CARDS

In theAdeptus Titanicus rulebook, close combat attacks are
aways simultaneous. These rules change that; according to the
combat options each side chooses, you can attack before or after
your opponent attacks. Y ou can still attack simultaneously, under
some circumstances.

Each combat option card has alist of results, according to the
option chosen by your opponent. When combat options are
reveaed, look up your opponent’s section to find out whether you
attack first or second, and which weapons you may use. Y ou may
only use the weapons listed for the combination of options; in this
context, the phrase Close Combat Weapons includes improvised
attacks. Also listed on the card are any specia rulesthat apply.

OPPONENTSWITHOUT A COMBAT OPTION

If your opponent is unable to choose a combat option card due
to damage, you do not choose a card yourself. Instead, you may
choose to do one of thefollowing:

Attack with close combat weapons
Attack with ranged weapons
Turn around
Disengage
All weapons automatically hit if you decide to attack.

MULTIPLE COMBATS

If more then two Titans are involved in a close combat, you can
make enough copies of the combat option cards for each Titan if
you wish, or smply write each Titan's close combat option on a
piece of scrap paper.

A Titan engaged in close combat with multiple opponents must
choose one opponent as its primary target. Thisis declared after
close combat options are chosen, but before they are reveaed. All
of the remaining opponents are secondary attackers. The primary
target must always be an operating Titan, in preferenceto aTitan
that is not able to choose close combat options for any reason.

Compare the options chosen by the outnumbered Titan with that
of its primary target to determine who will attack first, as normal.
All of the Titan' s attacks must be directed at the primary target.

Then compare options with any secondary attackers, to seeif
they make their attacks before or after the outnumbered Titan
makesits attacks on the primary target. When you are dealing with
multiple close combatsinvolving large numbers of Titans, you
may find it more useful to make a note of the order in which
attacks are made. The attacks are then dealt with in sequence.

TARGET PRIORITY

With a sound like a clap of thunder the Titans clashed, void
shields merging like two drops of blood running together.
Marnoc order ed theFortunata to dodge to the left but the
Titan wasahead of him. Acting on instinct it had already
begun to evade.

" Hazan. Get thefist into play.” He shouted. Beforerealizing
that the M oder atus had already grabbed the Rebel’s multi-
melta. Through the feedback systemsthePrincep’sfelt the
enemy’sarm being ripped off with a practiced twigt. It fell to
theground surrounded by a great electrical discharge.

Therewasa hideous shriek asthe Rebel’s chainswor d bit into
the carapace. Marnoc felt atwinge of pain in hisright shoulder
ashedid aquick statuscheck/ Thearmor had not been
penetrated. Damagewasnegligible

"Kill the chainsword.” Marnoc said.

"You'll haveto swing mearound,” Hazan replied quietly. The
tone of hisvoice suggested thelittle M oder atuswasenjoying
this. Marnoc felt sick with fear but he managed to bring the
Titan about.

Once morethefist reached out. The chainsword was splintered
initsmighty grip. With aback handed swipeHazan took the
Rebel in theside. The Titan toppled and fell in what seemed to
Marnoc like slow motion. He saw thewhole head fly clear as
thecrew gected.

In themoment of respite, Marnoc had timeto survey the
cratered battlefield. Enemy Titans stalked through the
Imperial emplacements, killing asthey came. Behind them
wer ewaves of Rebel Marines. The position waslost. Timeto
get out of here, hedecided.

A Titan in close combat must concentrate all available attacks
on its close combat opponent.

WEAPONARCS

The normal weapon arc rules apply in close combat — you can't
use aweapon that can’t be brought to bear on the target. Note that
Titans that have chosen Sde-Sep or Step-Back options may make
one45° turn immediately before they attack. Titansthat have
chosen the Turn Around or Disengage options may turn, but not
attack.

TOHIT MODIFIERS

The only to hit modifiersthat are used are listed on the combat
option cards chosen by each player and those listed on the Close
Combat Modifiers Table. No other modifiers apply.

CLOSE COMBAT MODIFIERS
TABLE

Close Combat Weapons

Attacker has the Close Combat Attack Skill +1
Battle Titan Attacking Scout Titan +1
Scout Titan Attacking Battle Titan -1
Defender has the Close Combat Defense skill | -1
Ranged Weapons

Attacker has the Accuracy skill +1

VOID SHIELDS

All attacks take place inside the target’ s void shields and cause
real damage, unless the combat option card says otherwise.

RANGED WEAPONS

Ranged weapons may now be used in close combat, depending
on the combat options chosen by either side. If the close combat
card allows the use of ranged weapons, the Titan may attack with
any that can be brought to bear on the target.

In the Adeptus Titanicus rulebook, Titans entering close
combat may fire ranged weaponsin the normal segment, according
totheir orders. Thisisno longer the case.

Titanswith first fire orders may still snap fire during the
movement phase, but such attacks will take place outside the
opponent’svoid shields, and a Titan which has snap fired may not
attack with ranged weapons in the close combat segment.
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BURST TEMPLATES

When aranged weapon with a burst template—marked (B) on
the Weapons Tablein the Adeptus Titanicus rulebook —isused in
close combat, it will affect thefirer aswell asthe target. Roll to hit
asnormal, and thenroll to hit the firer, with a—1 penalty to hit.

When aweapon with a burst template is used in multiple close
combat, roll to hit the primary target normally, and thenroll at -1
to hit thefirer. Also, roll at —1 to hit anything that isin base-to-
base contact with the target. Make a separate rall to hit each
eligible target.

CLOSE COMBAT WEAPONS

If the close combat option card dlows the use of close combat
weapons, the Titan may attack with any that can be brought to bear
on the target. Rollsto hit and damage are as given in the Close
Combat Weapons Tablein the Adeptus Titanicus rulebook.

IMPROVISED ATTACKS

If aTitan can attack with close combat weapons, it isaso
alowed to make one or two improvised attacks — kicks, body
slams and the like. Titans with the All-Out Attack option may make
two improvised attacks in addition to using close combat weapon
weapons; others may make one. Improvised attacks have the same
fire arc as carapace mounted weapons.

LEAVING CLOSE COMBAT

The only way aTitan can leave close combat is by choosing the
Disengagecombat option. Titans that choose to disengage may not
attack. After resolving any attacks by the opponent, the
disengaging Titan makes anormal charge move, including turns as
appropriate for itslevel of maneuverability. It must end the move
out of base-to-base contact with any enemy units— not even
vehicles or infantry. The Disengage option applies specifically to
Titans getting out of contact with enemy forces, and may not be
used to simply switch targets.

A Titan with damaged reactors or legs may not disengage,
because it either lacks the power or the mobility to do so. A Titan
with damaged M1Us has a chance of being able to disengage, if the
MIUswill hold together for long enough. It must roll a4 or higher
on a D6 before moving in order to disengage; if it failsitsroll, it
staysin place and may not make any attacksin this turn.
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ADVANCED DAMAGE RULESFOR IMPERIAL TITANS

Therulesin this section introduce two new damage systems.

The Detailed Damage System adds sever al new categories of superficial damage, and isdesigned to add a new level of detail to small

‘skirmish’ gameswith only afew Titansto each side.

The Epic Battle Damage System isintended for usein lar ge-scale games, and ismor e streamlines, balancing detail with speed and ease of

use.

DETAILED DAMAGE SYSTEM

The detailed damage systems adds anew level of detail to the Adeptus Titanicusrules. It has the added benefit of being no more difficult to
use than the basic damage rulesin Adeptus Titanicus, and it can be used with any of the scenarios presented in the Adeptus Titanicus rulebook.

REPAIR ROLLS

Therepair rollsin the Adeptus Titanicus rulebook are not
substantially changed, but repair and malfunction rolls are now
combined into asingle diceroll.

Any damaged weapon or system may be repaired, unless the
damage table specifically states otherwise. Roll a D6, apply
modifiersasnormal, and consult the following table:

REPAIR TABLE

Modified D6 Rall Result

1orless Malfunction

2-4 Repair unsuccessful

5or more Repair successful
REPAIR ROLL MODIFIERS

Damage Control Orders +1

Repair Systems damaged -1

VOID SHIELDS

Void shields may be repaired just like any other system; roll a
D6 for each downed system in the repair phase, as normal. Apply
any modifiers, and consult the Repair Table above. On a
Malfunction result, the void shield is permanently destroyed and
may never be repaired. Reduce the number of VSGsonthe Titan
roster by one to show this.

THE RULE OF 1 AND 6

When making arepair roll, a‘natural’ (i.e. unmodified) roll of 6
aways resultsin the system being repaired, and anatural roll of 1
adways resultsin the system mafunctioning.

LEVEL OF DAMAGE

Use the following rule when rolling for the level of damage
from ahit.

Consult the Weapon Table and find the Critical Damage Roll
(CDR) for the weapon that scored the hit. Then roll aD6 and
consult the following table:

WEAPON CDR
DEFLECTED
SUPERFICIAL DAMAGE

CRITICAL

DAMAGE

If damage is caused, refer to the appropriate Detailed Damage
Table to find out the effect of the hit. The critical damageroll is
modified by the target’s armor rating, as shown on the Hull Data
Table in the sectionon Designing Imperial Titans Note that all
Warlord variants have an AR of 0, so that critical damagerolls
against them are not modified.

CUMULATIVE DAMAGE

If an aready-damaged weapon or system is hit again, roll for
cumulative damage as normal, unless the damage table states that
further hits have no effect.

CREW INJURIES

Some damage resultsinvolve injuriesto the Titan'screw The
damage table will tell you whether the injured crew member isa
Moderatus controlling one of the weapons or the Princeps who
controlsthe Titan itself.

INJURED MODERATUS

Roll aD6 and consult the appropriate column of the table below

RESULT BY TITAN CLASS

D6 Warhound Reaver Warlord
Roll

1 Left Arm Left Arm Left Arm
2 Left Arm Left Arm Right Arm
3 Left Arm Right Arm Left Carapace
4 Right Arm Right Arm Right Carapace
5 Right Arm Carapace Roll Again
6 Right Arm Carapace Roll Again

Theindicated Moderatusistoo badly injured to control his
weapons. Another Moderatus may take over these weapons, but
suffersa-l modifier to hit dueto hisunfamiliarity with these
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devices, and may not fire his own weapons and those of the injured
Moderatus in the same turn.

INJURED PRINCEPS

ThePrincepsistoo badly injured to control the Titan, and
control must be taken over by one of the Moderdti (the player may
decidewhich). This Moderatus may no longer use his weapons.
Roll aD6 at the start of each order phase: on arall of 1, the Titan
suffersreduced control.

A Titan suffering reduced control must use the same orders asiit
used last turn. It may make 1 less 45° turn than normal (to a
minimum of 1), and additionally the Titan suffersa-1 modifier to
hit in close combat, while close combat opponents receivea+ 1
modifier to hit.

If thereis no uninjured Moderatusto take over control, the
Titan grindsto a halt, asif it had damaged MIUs.

LONG TERM INJURY EFFECTS

If you are playing the Campaign Game, roll below’ to find the
long-term effects of acrew injury:

D6Rall Result

1 Slight Wound - recoversin time for next game.

2-4 SeriousWound - this Titan crew may not be used
for the next 3 games. If you have aspare crew,
they may use the Titan in the meantime.

56 Killed - areplacement crew member is drafted In,
and the Titan isready for the next game. However,
the crew is not so efficient asit was before.
Consult the Crew Desath section below.

CREW DEATH

When a crew member iskilled, the crew as awhole is affected.
Although anew crewman is drafted in immediately, the crew is not
asefficient asit was before. To reflect this, the crew loses a
proportion of its current experience point total, and it may also lose
some of its skills.

EXPERIENCE LOSS
The following tabletells you the percentage of the crew’s
current experience point total that islost.

Titan Class Princeps Moderatus

Warhound 20

Reaver 10 70

Warlord 10 60
SKILL LOSS

To determine which skills, if any, are logt, it is necessary
to divide the available skills into two categories: Princeps
ills and Moderatus Kills.

PrincepsSkills M oder atus Skills
Close Combat Defense Accuracy
Concentrated Fire Close Combat Attack
Damage Control Fast Reactions

10
Natural Leader Marksmanship
Sixth Sense Pinpoint Gunnery
Tactical Genius
Very Lucky

When acrew’s Princepsiskilled, al Princeps Skills are lost.
When aModeratusiskilled, roll a D6 for each Moderatus Skill and
consult the following table:

Titan Class Skill Lost On
Warhound 1-3
Reaver 1-2
Warlord 1-2

Repest the process for each Moderatuskilled. If all Moderati
arekilled in asingle battle, all Moderatus Skills are lost.

Example

An Ace Warlord crew loses two Moderati in a battle.
The crew had 40 experience points, and the following
skills: Concentrated Fire (Princeps kill), Accuracy and
Marksmanship (Moderatus lls,).

The experience loss for two Moderati is 20%
(10+10), so the crew loses 8 experience points. Two dice
arerolled for each of the Moderatus kills - one for each
Moderatus killed.

The dice for the Accuracy skill score 2 and 4; the 2
indicates that the skill islost. The dice for the
Marksmanship skill score 3 and 5, so this skill is not lost.

Once the two replacement Moderati aredraftedin,
the crew has 32 experience points and two skills:
Concentrated Fire and Marksmanship.

"Thelossof askilled Moderatusismor e saddening than the
loss of a blood relative."
-PrincepsAkar Strang
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DETAILED DAMAGE TABLES
SUPERFICIAL DAMAGE TABLE CRITICAL DAMAGE TABLE
2D6 2D6
Roll Result Roll Result
2 Static- Anelectro-magnetic pulse surges through the 2 Reactor Damaged - Power output from the reactor is

Titan'selectrical systems, disrupting them for ashort time. The
Titan may not doanything for therest of thisturn or any of the
next turn. Thedamageis automatically repaired in the end phase of
thenext turn.

3 Psychic Shock - Oneof theTitan's Moderati suffers a
MIU overload. Roll on thefollowing table:

D6roall Injured Moderatus
1-2 Left Arm

34 Right Arm

5-6 Carapace

Roll again if thereis no carapace mount.

The wespon in question may not be used for the rest of the
game (note that the Carapace Moderatus of aWarlord controls
both carapace-mounted weapons).

At the end of the game, roll on the Long-Term Injury Effects
table to determine the extent of injury.

4 L eft Carapace - Any weapons mounted on the left
carapace aredamaged, but may be repaired. If the Than has only
one carapace |location, like the Reaver Class, then thisresult affects
that location. The bit has no effect if the target does not have any
weaponsin thislocation, or if they have aready been destroyed.

5 Weapon Sensors - The Titan’ sweapon sensors have
been damaged, and may not berepaired. The Titan suffersa-1
modifier to hit from now on. Any further hitsin thislocation have
no effect.

6 L eft Arcs - Any weapons mounted on the left arm are
damaged, but may berepaired The hit has no effect if the target
does not have any weaponsin this location, or if they have dready
been destroyed.

7 Systems Failure - If the Titan’ sMIUs or Reactor are
aready damaged, they automatically suffer Catastrophic Damage
now. If neither is damaged, the hit has no effect.

8 Right Arm - Any weapons mounted on the right arm
are damaged, but may be repaired. The hit has no effect if the
target does not have any weaponsin thislocation, or if they have
already been destroyed.

9 Movement Sensors - The Titan’s movement sensors
have been damaged, and may not be repaired. The number of 45°
turnsit may makein aturn are reduced by one (to a minimum of
1). Any further hitsin thislocation have no effect.

10 Right Carapace- Any weapons mounted on the right
carapace are damaged, but maybe repaired. If the Titan has only
one carapace location, like the Reaver Class, then thisresult affects
that location. The hit has no effect if the target does not have any
weaponsin thislocation, or if they have aready been destroyed.
11 Repair Systems- The Titan' sauto-repair systems have
been damaged, and may not be repaired. All future repair rolls
suffer a-1 modifier. Any further hitsin thislocation have no
effect.

12 Knockout Blow - The head of the Titan is severely
damaged, and may not be repaired. ThePrincepsisinjured and
anti-personnel weapons may no longer be used. If the crew gects
later in the game, go straight to Escape Table 2. Any further hitsin
thislocation have no effect.

reduced to ameretrickle. All available power isbeing channeled
into the auto-repair systems. The Titan may not be given any
orders until the reactor is repaired, and therefore cannot move or
fire. Even Damage Control orders are not allowed until the reactor
isrepaired, since there is not enough power for the additional
Damage Control systems.

3 Mind Impulse Units Damaged - The Titanisgiven
orders as normal, but may go out of control. Until the mind
impulse units are repaired. Roll adice at the start of each
movement phase and each combat phase to see what the Titan will
do.

Dice Movement Combat
Rall Phase Phase
1-3 | Movenormally | Firenormaly
4-5 | May not move May not fire
6 Randommove | Randomfire

Random Move: The opposing player may move the Titan, within
therestrictions of the ordersthe Titan hasfor theturn.

Random Fire: The Titan firesall of its weapons at the closest
target available - friend or foe' - within the restrictions of the
ordersthe Titan hasfor the turn and therulesfor LOS. If thereisa
choice of targets. the opposing player can choose which weapons
are used and what they are fired at. The Titan will not attack itself!
4 L eft Carapace - Any weapons mounted on the left
carapace are destroyed. If the Titan has only one carapace location,
likethe Reaver Class, then this result affects that location. Roll
again if the target does not have any weaponsin this location, or if
they have aready been destroyed.

5 Void Shield Generators Destroyed - The Titan' svoid
shield generators have been destroyed. All void shields are
knocked down, and may not be repaired. The Titan iswithout void
shieldsfor therest of the game. Count any further Void Shield
Generators Destroyed results as Reactor Damaged hits instead.

6 Left Arm - Any weapons mounted on the left arm are
destroyed. Roll again if the target does not have any weaponsin
thislocation, or if they have aready been destroyed.

7 L egs Damaged - The Titan may no longer be given
Chargeorders. If it isgiven Advance orders, it may only make one
45° turn during the course of the move. It may still make a45° turn
if itisgivenFirst Fireorders. Damaged legs may not berepaired.
8 Right Arm - Any wesgpons mounted on theright arm
are destroyed. Roll again if the target does not have any weapons
inthislocation, or if they have aready been destroyed.

9 Void Shield GeneratorsDestroyed - See 5 above

10 Right Carapace - Any weapons mounted on the right
carapace are destroyed. If the Titan has only one carapace location,
likethe Reaver Class, then thisresult affects that location. Roll
again if the target does not have any weaponsin thislocation, or if

they have aready been destroyed.
11 Mind Impulse Units Destroyed - See 3 above.
12 Reactor Damaged - See2 above.
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Kurtz gazed back at thelooming form of the Beast. He cur sed the
Traitor shot that had damaged the mind-impulse unit and reduced
him to scavenging from a damaged Rhino while battle raged
acrossBluesector.

“Don’t worry boy.” he said to theWarhound. It seemed to gaze
down on him trustingly. “We'll soon haveyou asgood asnew.”

For luck herubbed theGriffon head tattoo he had got when he
became Princeps. Muttering the Litany of Purification he gavethe
alterstat a gentletap with the spanner.

Normally Kurtz would have given theritual no morethan cursory
attention but today he concentrated on it. praying to whatever
spiritsmight residein the unit to givetrue and faithful service.

Without thealterstat theWar hound would never move again. He
would beunabletolink with the Beast and stride away.

It was only now that Kurtzrealized how important that wasto
him. True, he had often cursed the Titan for its stubborn ferocity.
On many occasionsitsnear mindlessbloodlust had come closeto
swamping his personality and caused him to remain in situations
that morecautiousor lessdriven commander swould haverun
from.

Many timesit had nearly carried him to hisdeath.

But it had alwaysbrought him through. The Beast had never

failed him. And it seemed to him that part of him enjoyed the
danger just astheWarhound did. Hehad grown morelikeit over
theyearsjust asit had grown morelikehim.

Kurtz shook hishead. Although it seemed absurd hefelt closer to
the giant machinethan hedid to any of hiscomrades. The mind-
linkages meant that he knew it intimately in away that it was
impossibletoknow another human being. Over theyearsthe
initial fierce antagonism he had felt towardsit had mellowed intoa
bond deeper than love. Deeper even, Kurtz sometimesthought,
than hisdevotion to the Emperor.

Hefdt that if hefailed to savethe Beast then hewould lose part of
himself. Hewould become a hollow man. Like those ber eaved
Scout pilots he knew who weretoo crippled tolink up with their
Titans. He could not allow that to happen.

Sure, he could pick up hisbolter and probably fight hisway back
though to hisown lines. Maybeif that gunfirein the distance came
any closer hewould haveto but hewasn’t goingto doit until the
last minuteif hecould help it.

Hetook a swig from the self-heating can of field-coffeeand let the
bitter liquid flow down histhroat. Soon hearrived at the moment
of truth. Hewould haveto test thealterstat. He couldn’t put it off
any longer.

Herose, lifted the heavy sealed unit and walked slowly towardsthe
crippled Beast. The sound of gunfirecamenearer.
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EPIC BATTLE DAMAGE SYSTEM

When you arefighting alarge battle, involving several Titanson either sideand possibly Infantry and vehiclesaswell, you may find that

the gameisdowed down by the normal damage procedures.

The Epic Battle Damage Systemisdesigned for usein large gameswith half a dozen or more Titans, infantry detachmentsor vehicle
detachmentson each side, or any battlesinvolvingOrk Gargants. It is possible to use the Detailed Damage Systemfor thiskind of game,
but you will probably find it Sow going.

DETACHMENTS

When using this system, infantry and walker detachments are
limited to those listed below; note that the Battle Rating of the

detachments is unchanged.

INFANTRY DETACHMENTS

Space Marines

REPAIR ROLLS

Tactical Detachment

8x Tactical Stand
2 x Commander

Assault Detachment

4 x Assault Stand
1 x Commander

Devastator Detachment

4 x Devastator Stand
1 x Commander

Repair and malfunction rolls are now combined into asingle
diceroll, using the Repair Table. In theEpic Battle Damage
System repair rolls are only ever made for void shields and
damaged reactors. Mafunctions only occur when rolling for a
damaged reactor, and cause a Reactor Meltdown (seethe
Catastrophic Damage Table).

REPAIR TABLE

Modified Result

D6 Rall
lorless Malfunction (reactors only)
2-4 Repair unsuccessful
5or more Repair successful

Repair Roll Modifiers
Damage control orders +1
VOLLEYS

Orks
Warband Detachment 8 x ‘Eavyboyz Stand
1 x Warboss
Eldar
Swooping Hawk 6x Swooping Hawk Stand
Detachment 2 x Commander
Avenging Warrior 6 x Avenging Warrior Stand
Detachment 2 x Commander

The Epic Battle Damage System uses the principle of volleysto
speed up the combat system.

TITANS

WALKER DETACHMENTS

A Titan may fire one volley of shots from each of its weapons.
If several weapons arefired at the same enemy Titan or
detachment, they are combined into asingle volley.

DETACHMENTS

Each detachment may fire one volley of shots at one enemy
Titan or detachment. Detachments are not allowed to split their
fire, all attacks must be made at the same target.

SUPPORT MISSILES

Imperial

Sentinel Detachment 4 x Sentinel
Light Detachment 4 x Derendo
Heavy Detachment 4 x Furibundus
Ork

Ork Detachment 4 x Ondaughter
Eldar

Eldar Detachment 4x War-Cry

Each support missile counts as avolley in itself. The attacker
may fire any other weapons at the same target, counting these asa
separatevolley.

CLOSE COMBAT

All of aTitan's close combat attacks count asasingle volley.

VEHICLE FIRE ARCS

Several vehicles have more than one weapon, each with itsown
arc of fire. When using theserules, avehicle is alowed to attack as
long asitstarget lieswithin the arc of fire of any one of its
weapons.

TOHITROLLS

When aTitan firesavolley, ato hit roll ismade for each grade
of weapon that isfired at thetarget, asin the normal rules.

When adetachment firesavolley, oneto hit roll ismadefor
each vehicle or stand in the detachment that can fire at the target,
rather than one to hit roll per weapon carried by the detachment.
The Epic Battle Weapons Tables takes into account the number of
weapons carried by adetachment in the to hit roll number.
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Example

An Imperial Titan brings to bear a las-cannon (grade
4) mounted in itsleft arm and a multi -launcher (grade 2)
mounted on its carapace. it makes six to bit rolls: four
for the las-cannon and two for the multi-launcher

If on the other band, a detachment containing4 Land
Raiders fires on an enemy Titan, all of them can see the
Titan, and so four to bit rolls are made, one for each
vehicle

Look up theto hit roll number on the relevant Epic Battle
Weapons Table, depending upon whether the target isa Titan, a
vehicle, or aninfantry stand. Theto hit roll depends on the weapon
being used when a Titan fires, or the type of vehicle or stand when
adetachment fires. The modifiers shown on theEpic Battle
Modifiers Table apply to both weapon tables. Note that thereisno
longer a+1 to hit modifier for first fire orders. When firing at a
detachment of enemy vehicles or infantry stands, always use the
closest visible unit in the detachment to determine the range and
any to hit modifiersfor cover.

HITSON VEHICLES & INFANTRY

Hits made upon a detachment should be randomly distributed
amongst unitsthat were visible to the attacker. Any unitsthat are
hit must then make a saving throw or they will be destroyed (note
that critical hit rolls are not made against vehicles when using this
system).

The saving roll for an infantry stand or vehicle is shown on the
data sheet, and is modified by the saving roll modifier for the
weapon or unit that scored the hit.

Example
A Rnhino is hit by a shot from a detachment of Land
Raiders. The Rhino has a save of 4+, while the Land
Raiders have a saving roll modifier of -1. Thereforea 5
or 6 must berolled in order to save the Rhino from being
destroyed.

HITSON TITANS

Each void shield will absorb one hit and then go down, asin the
normal rules. For each remaining hit, the Titan must make asaving
roll to avoid damage. The saving roll for dl Titansis 3+ modified
by the saving roll modifier of the attacking weapon or unit, as
above.

THE DAMAGE TABLES

If avolley causes anyreal damageto a Titan (i.e. at least one hit
that wasn't saved), it is necessary to roll on the damage tables.
Notethat only oneroll ismade per volley, regardless of the
number of hits.

Roll aD6 and refer to the Level of Damage Table, modifying
the score by the Level of Damage Modifiers.

LEVEL OF DAMAGE TABLE

M odified Level of Damage

D6 Roll

1-6 Roll once on the Minor Damage Table.

7-9 Roll onceonthe Major Damage Table.

10 + Roll once on the Catastrophic Damage Table.
LEVEL OF DAMAGE MODIFIERS

Target’s armor rating +/- AR
Each successful hit from volley +1

Each systems failure suffered by target +1
Attacker has Marksmanship skill +1

14

VEHICLES RAMMING TITANS
The rules given in the Space Marinerulebook for avehicle
ramming a Titan are changed as follows:

If the scores aretied or the Titan' s scoreishigher, the
vehicleis destroyed and the Titan suffers no damage.

If the vehicle beats the Titan' s score by 1-2 points, the
vehicleis destroyed and the Titan suffers aMovement
Systems hit (see Minor Damage Table).

If the vehicle beats the Titan' s score by 3 or more points, the
vehicleis destroyed and the Titan suffers a Crash hit (see
Catastrophic Damage Table).

INFANTRY CLOSE ASSAULTSVS

TITANS
If infantry manage to wedge abundle of grenadesin the Titan's
leg, roll onethefollowing table:

D6 Result
Rall

1-5 Movement Systems see Minor Damage Table

6 Crash - see Catastrophic Damage Table

EPIC BATTLE MODIFIERS

TABLE
Target isvehiclein cover -1
Target isinfantry in soft cover” -
Target isinfantry in hard cover -2
Target’s armor rating +AR
Target hasfall back orders -1
Attacker has charge orders -1
* Infantry with First Fire ordersthat arein the
open count as being in soft cover.

EPIC BATTLE DAMAGE TABLES

MINOR DAMAGE TABLE

D6 Result
Roll
1-3 Systems Failure - Mark one Systems Failurehit on the
Titan' sroster sheet. The Titan suffersa+ 1 modifier
when rolling for the level of damage for each systems
failure hit it has suffered (see Level of Damage above).
4 Weapon Sensors- The Titan' s weapon sensors have
been damaged, and may not herepaired. The Titan
suffersa-I modifier to hit from now on. Any further
hitsin thislocation have no effect.
5 M ovement Systems - The Titan’s movement systems
have been damaged, and may not be repaired. The
number of 45 degree turns It may makein aturn are
reduced by one (to aminimum of 1 cm). its advance
move isreduced by 1 cm (to aminimum of 1cm), and
its charge move is reduced by 2 cm (to a minimum of 2
em). The effect of any further hitsin thislocation are
cumulative, subject to aminimum of 1 cm charge
move, 2cm advance move, and one 45 degree turn per
movement phase.
6 Static- Anelectro-magnetic pul se surgesthrough the
Titan's electrical systems, disrupting them for a short
time. The Titan may not do anything for therest of this
turn or any of the next turn, apart from making repair
rollsin the repair phase. The damage is automatically
repaired in the end phase of the next turn
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MAJOR DAMAGE TABLE

D6
Rall

Result

1

L eft Carapace - Any weapons mounted on the left
carapace are destroyed. If the Titan has only one
carapace loceation, like the Reaver Class, then this
result affectsthat location, If the target does not have
any weaponsin thislocation, or if they have aready
been destroyed. then apply a Systems Failure hit
instead (see Minor Damage Table).

Right Carapace - Any weapons mounted on the right
carapace are destroyed. If the Titan has only one
carapace location, like the Reaver Class, then this
result affectsthat location, If the target does not have
any weaponsin thislocation, or if the)’ have aready
been destroyed. then apply a Systems Failure hit
instead (see Minor Damage Table).

Left Arm - Any weapons mounted on the left arm are
destroyeds If the target does not have any weaponsin
thislocation, or if they have aready been destroyed,
then apply a Systems Failure hit instead (see Minor
Damage Table).

Right Arm - Any weapons mounted on the right arm
are destroyed. If the target does not have any weapons
inthislocation, or if they have aready been destroyed,
then apply a Systems Failure hit instead (see Minor
Damage Table).

Void Shield GeneratorsDestroyed - All the Titan's
void shields are destroyed. and may not be repaired.
The Titan iswithout void shields for the rest of the
game. Count any further Void Shield Generators
Destroyed results as Reactor Shutdown hits instead.

Reactor Shutdown - Power output from the reactor Is
reduced to ameretrickle. All available power isbeing
channeled in to the auto-repair systems. The Titan may
not be given any orders until the reactor is repaired,
and therefore can neither move nor fire. Even damage
control orders are not allowed until the reactor is
repaired. Any further hitsto the reactor beforeitis
repaired cause a Reactor Meltdown (see Catastrophic
Damage Table).

15

CATASTROPHIC DAMAGE TABLE

D6
Rall

Result

1

Mind Burn - The mind impulse system of the Titan
goes haywire. The luckiest members of the crew are
killed instantly by psychic shock; the rest are reduced
to gibbering lunatics. The Titan is effectively
destroyed and grinds to a halt, a grim statue towering
over the battlefield. Leave the model standing in place
where it was destroyed. It may not do anything for the
rest of the game, but blocks LOS normally arid maybe
salvaged - apart from theM|Us, which have been
completely destroyed. Subsequent hits affect the Titan
normally. The crew istreated askilled.

Crash - There are few sights more impressive in war
than that of aTitan losing aleg. The metal giant totters
for afew seconds, stabilizing jets overload themselves
trying to compensate. and finally the sixty-foot figure
comes crashing down like afelled tree. Unless able to
gject in the few seconds before the Titan falls, the crew
will bekilled or serioudly injured in the crash. Use the
scatter template to decide which way the Titan falls,
and place it onitssidelying in that direction. Any
vehicles or stands fallen on will be destroyed (no
saving throw).

46

Reactor Mdtdown - When aTitan's plasma reactor
suffers serious damage it will become unstable dmost
instantly. The Titan is vaporized in an unstoppable and
spectacular meltdown. Itisremoved from play. All
units within 8 cm must roll for damage asiif hit by a
plasma cannon firing on maximal.
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EPIC BATTLE DAMAGE SYSTEM
VEHICLE & TITAN TARGETSWEAPONSTABLE

Attacker Range To Hit Saving
Throw
M od
Short Long Short Long
Auto-cannon 36 72 5+ 6+ 0
Las-cannon 30 60 4+ 6+ -1
Multi-launcher 36 72 4 +(B) 6+(B) 0
Multi-melta 12 24 5+ 6+ -l
Heavy Plasma Gun 36 72 4+ 6+ 0
Defense L aser 72 - 3+(B) - -3
Macro-cannon 72 3+(B) - -2
Plasma Cannon 20 72 4+(F) 5+(B) -1
Pulse Laser 30 60 3+ 5+ -1
Distortion Cannon 2 16 32 S+ 6+ NA
Vibro-cannon 3 36 - 2+ - -
Gut Buster 4 72 - 3+(B) - -2
Eldar Artillery 30 60 4+ 6+ -1
War Buggy, Land 12 24 5+ 6+ -1
Speeder
Rapier, Wartrak 30 60 4+ 6+ -1
Tarantula 60 - 6+ - +1
Land Raider 30 60 3+ 5+ -1
Predator 36 72 4+ 5+ -1
Whirlwind 36 72 4+(B) 6+(B) 0
Vindicator 18 - 3+ - -1
Ork Battlewagon 36 72 5+ 6+ 0
Falcon Grav-tank 30 60 2+ 5+ -1
Sentinel 60 - 6+ - +1
Light Imperial Walker 36 72 5+ 6+ 0
Any Other Walker 30 60 4+ 6+ -1
Marine Tactical. 36 72 5+ 6+ 0
Avenging Warriors
Marine Assaullt, 12 - 5 - 0
Swooping Hawks
Ork Warboss 30 60 3+ 5+ -1
Ork 'Eavyboyz 12 - 5+ - 0
Any Devastator 30 60 3+ 5+ -1
1 Attack versus Titans causes D6 hits.
2 Destroys vehicles automatically (no save).
3 Causes major damage vs. Titans with no void shields. Note move penalties from
rules. Target suffers 3 hits per V-cannon over one locked on in the end phase.
4 Note that the Gut Buster uses al arger burst template.
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EPIC BATTLE DAMAGE SYSTEM
INFANTRY TARGETS WEAPONS TABLE

Attacker Range To Hit Saving
Throw
Mod
Short Long Short Long
Auto-cannon 72 - SR - -1
Las-cannon 60 - 6+ - -1
Multi-launcher 72 - 5+((B) - -1
Multi-melta 12 24 4+ 5+ -1
Heavy Plasma Gun 20 72 4+ 5+ -l
Defense L aser 72 - 4+(B) - -2
Macro-cannon 72 - 4+(B) - -2
Plasma Cannon 20 72 4+(F) 5+(B) -2
Pulse Laser 30 60 5+(B) 6+(B) -1
Distortion Cannon 16 32 5+ 6+ NA
Gut Buster 72 3 3+(B) : -2
Mole Mortar 6 48 - 5+ 0
Thudd Gun 36 - 5+(B) - 0
Eldar Artillery 60 - 6+ - -1
Ork Artillery 36 - 5+(B) - 0
Motorbike, Warbike, Jet 24 - 6+ - 0
Cycle, Jet Bike
War Buggy, Land 12 24 4+ 5+ -1
Speeder
Rapier, Wartrak 60 - 6+ - -1
Tarantula 20 60 4+ 5+ 0
Land Raider 20 60 3+ 6+ -1
Predator 24 72 4+ 5 -1
Rhino 24 - 6+ - 0
Whirlwind 72 - 5+(B) - -1
Vindicator 18 - 4+(B) - -2
Ork Battlewagons 20 72 3+ 5+ -1
Falcon Grav-tank 20 60 3+ 6+ -l
Sentinel 20 60 4+ 5+ 0
Light Imperial Walker 72 - 5+ - -1
Heavy Imperial Walker 24 60 5+ 6+ -1
Any Other Walker 20 60 4+ 6+
Marine Tactical, 24 72 4+ B -l
Avenging Warriors
Marine Assaullt, 12 - 3+ - -1
Swooping Hawks
Ork.Warboss 24 60 3+ 6+ -1
Ork ‘Eavyboyz 12 24 3+ 5+
Any Devastator 24 60 4+ 6+ -1
1 Destroys infantry automatically
2 Note that the Gut Buster uses alarger burst template.
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DESIGNING IMPERIAL TITANS

Adeptus Titanicus provided data cardsfor some of the many Warlord variantsthat saw service during theHor us Heresy, along with

simplerulesfor designing your own Titans. However, Titan design and weapon mixes are mor e complex matter sthan they may have
first appeared. Therulesin this section give you amorerealistic system for designing and equipping Imperial Titans.

Thebasic principle of thissystem isextremely simple: you buy an unarmed Titan hull and then add weaponsand devicesasdesired, up

tothedesign limitsof thehull.

THE TITAN HULL

Thehull, or chassis, of an Imperial Titan isacomplex piece of
machinery. Inits chest, a plasmareactor provides power for the
Titan' svoid shield generators, weapons and other systems. The
size of the hull determines how many weapon locations or hard
pointsthe Titan will have, aswell asits speed. Larger hulls can
carry more weapons, but are dower due to the increased weight. In
addition to the Warlord Main Battle Titan hull, the Reaver Medium
Battle Titan and theWarhound Scout Titan have been fielded in
great numbers. Relevant details of all three hull types and their
most common variants can be found on theHull Data Table at the
end of this section.

WEAPON GRADE

It was night. They had been failing back all day. Turning to
fight brutal skirmishes when the Rebels got too close. Now
Marnoc was bone-weary. He brought the Fortunatato a halt,
Theplace, a boiled out crater that once had been a sculpted
lake, looked safe. For amoment, still linked tothe Titan, he
dozed.

His dreams merged with those of the-Titan, becoming
strangely vivid. Down the yearsmany Princepshad sat in his
command throneand each had left a part of himself imprinted
ontheTitan'slong memory. Hedrifted into their timelost
experiences.

He soared over the Forge World. He saw the Titan being
commissioned, witnessed the Tech-Priests chanting theritual
that would activateitsblank savagebrain. He saw First
Princeps K ask hooking himself in, felt the strugglefor
supremacy. After which the Fortunata acknowledged itsfirst
master. He saw the procession of Princepsand Moderati who
had followed down the year s of endlesswarfare.

Hetook part in battlesunder strange skieswith green-skinned
savages who rode enor mous, oil-belching monstrosities. He
danced deadly pavaneswith elegant Eldar giantsthrough the
ruins of ancient cities. He mowed down Traitor Marineswith
firefrom hisplasmaguns.

All thetime he felt theFortunatagrow, acquiring new tricks
from each Princeps. having its per sonality subtly molded by
thesestrong-willed men and, in turn, altering them. He saw
himself at lagt, felt the Titan assessing him, was made awar e of
hisinitial weaknessand latent strength.

Hethought he sensed a grudging. partial respect in the
Fortunatas mind. But when heawokehewasunsure. He
wondered if hewould ever know for certain.

In Adeptus Titanicus, we spoke of aweapon having a number
of barrels. It ismore accurate to use theterm grade, since Titan
weaponsinvariably have asingle barrel - the mention of barrelsis
acommon, but rather misleading, piece of Divisio Militaris jargon.
For example, agrade 2 las-cannon asfitted to a Titan isthe
equivalent of two vehicle-mounted las-cannon in terms of
firepower. Throughout Codex Titanicus, we shall refer to Titan-
mounted weapons as having a grade rather than a number of
barrels.

Titan weapons are designed differently to weapons used on
vehiclesor by infantry stands. They are designed to last, to sustain
damage that would destroy an Imperial Land Raider and till keep
on working. This makesthem much larger and heavier than
weapons used by other troop types. The firepower of aTitan's
weaponsis aso related to the size and power output of its plasma
reactor. All these factors are taken into account in aweapon’s
grade, and the effect on the gameis exactly the same asiif the
wegpon did have anumber of barrels equal to its grade number; a
grade 3 weapon has 3 diceto hit, just like 3 separate grade 1
weapons.

All Titan weaponry is interchangesble, and a weapon can. For
example, be taken off aWarlord and mounted straight onto a
Warhound. However, aweapon's effectiveness (i.e. its grade) will
change according to the size of Titan isfitted to. For example, a
las-cannon fitted to a Nemesis Titan will be grade 4; if itis
removed and fitted to aWarhound - asmaller Titan with asmaller
reactor - the weapon’ sgradeisreduced to 2.

WEAPON CONFIGURATIONS

The mixture of weaponsthat a Titan carries into battle are
known asits weapon configuration. Titans are designed so that
weapons can be changed between battles, allowing a Titan to be
equipped to suit the mission it has to accomplish. As mentioned
above, a Titan hull has anumber of hard points to which weapons
may be fitted. The categories of weapons which may befitted
depend on the hard points; for example, the hard pointson a
Warhound class Titan cannot mount very heavy weapons or
missilemounts.

STANDARD VARIANTS

Adeptus Titanicus provided data cards for severa different
Warlord Class Titan hull variants, namely Nightgaunt, Eclipse,
Death Bringer and Nemesis. In practice, the number of hull
variantsin use are quite limited. The most commonly used are
referred to as standard variants, and they generaly account for
over 90% of the machinesin their class. The standard variants of
the Warlord, Reaver and Warhound Class Titans are provided on
the Hull Data Table at the end of this section, but you can till
equip and use any of the other variants used by the Imperium.

RARE VARIANTS

The Warlord classis by far the most numerous Titan ever to
have seen service. In some theatres of the Horus wars, it has been
the only Titan available, and has had to fulfil awider range of roles
than its designers ever intended. It says much for the soundness of
the Warlord design that it has proved versatile and adaptable
enough to meet these demands.

The Warlord was designed as amain Battle Titan, but such are
the exigencies of war that it is pressed into service in medium
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support and even scouting roles, where Reaver and Warhound
Class Titans are not available. Stopgap measures are often
necessary, and such were the origins of the Nightgaunt and Eclipse
variants. They were only ever used in the early years of the Heresy,
when both sides had suffered considerable losses of equipment and
disruption to their supply lines. They were a product of the
occasions when the Titan Orders were effectively cut off, and their
Grand Masters had to do as best they could with what equipment
they bad to hand and what they could salvage.

Whilethe massed congregation of the Order chant
the Prima Incubatoria. a senior Tech-Priest sprinkles
the Titan with sanctified oils. An honored apprentice
swingsacenser containing purifying herbstoward
off any evil influences. A slain Grox, chosen for its
ferocity and strength, providesthe Deathbringers
first taste of blood, The spirit of the Titan isroused
by theritual. Thewill of the Emperor isdone.

Astheblood of thedain islaid upon you so may you
lay the enemy’sblond at thefeet of the Emperor.

Lay blood at the Emperors feet.

Astheruneof protection isinscribed upon you. so
may thelitanies of protection ward your soul.

May your soul be guardedfrom impurity

Asthewarriorswithin you guide your weapons, may
you. inyour turn, guidetheir lives.

Stand true against the trials of war.

- The Prima Incubatorta
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TITAN ROSTERS

Where Adeptus Titanicus uses data cards for various Warlord
Class Titans, these rules use Titan Rosters. Each player will need a
copy of the Titan roster for each Titan in hisforce. You will find a
blank Titan roster sheet in the back of this book, for you to
photocopy and use in your own games.

A Titan roster contains the following information:

Titan ID: Thistellsyou which of your Titansthe roster refersto.
Y ou can use anumber, painted onto the Titan' s base, carapace or
banners; or you can record some identifying feature of the Titan,

such as a persona emblem.

Data Table I nformation: Copy out the information from the Titan
Data Table into the appropriate boxes on the roster. Decide on
which weapons the Titan will carry, and fill thesein on the roster
aswell.

Rerolls: Thisspaceisonly used in the campaign game. Record the
number of dice rerolls (if any) availableto the Titan's crew here.
Don’t forget to reduce the number asthererolls are used up during
the game.

Skills: This spaceis only used in the campaign game. Record any
skills available to the Titan’s crew in this space.

Damage: Record any damage to the Titan in this section. Any
damage that is repaired should be erased or crossed out.

Kills: Record the Titan’skills here. Thisis especidly important in
the campaign game.
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HULL DATA TABLE

STANDARD IMPERIAL TITANS

HARD POINTS
CLASSVAR CAR L. ARM R. ARM VSG SPD AR BR MVR
Scout Titans
Warhound None 2/0/D 2/0/B 2 24/36 +1 360 EM
Battle Titans
Reaver (Hun) None 4/0/B 4/0/B 4 20/30 0 700 HM
Reaver (Goth) 3/UA 3/1/B 3/1UB 4 16/24 0 750
Warlord (Death 2x3/1/C 3/1/B 3/1/B 5 14/21 0 1000
Bringer)
Warlord (Nemesis) 2x4/1A 4 1A 4/1A 6 12/18 0 1340 LM

NOTESONTHE TABLE

HARD POINTS (CAR, L. ARM, R.ARM)
The three-digit code for hard pointsis arranged as follows:

Thefirst number isthe grade of any heavy weapons fitted
there.

The second number is the grade of any very heavy wesgpon
fitted there

The letter tells you which weapons may be fitted to the hard
point, asfollows:

Any

No very heavy weapons or missile mounts
No las-cannon or multi-launchers

No weapon forbidden by B or C above

O|O|®m(>

Note also that carapace hard points may never hold close
combat weapons, and arm mounts may never hold missile mounts.
Each hard point may only hold one weapon.

VSG
This column shows the number of void shield generators on the
Titan hull.

SPEED (SPD)

Note that speeds have been increased from those given in
Adeptus Titanicus. If you are using old Titan data cards, you
should double the Advance rate move, and add 50% to the Charge
ratemove.

AR
Thisisthe Titan’sarmor rating, as used in the Advanced
DamageRules.

BATTLE RATING (BR)
Note that the Titan’ s battle rating remains the same no matter
what weapons arefitted to it.

MVR

This column is used for any notes on the Titan's
maneuverability. EM = extremely maneuverable, HM = highly
maneuverable, LM = limited maneuverability.

CLOSE COMBAT WEAPONS

Close combat weapons are dways grade 2 heavy weapons.

MANEUVERABILITY

As shown on the Hull Data Table, some Titans can be highly
maneuverable, extremely maneuverable or have limited
maneuverability. This affectsthe number of 45° turnsthe Titan can
make during amove as follows:

MANUEVERABILITY TABLE

Orders No. of Turns

Highly Maneuverable

Firgt Fire

1
Advance 4
Charge/Evade 2

Extremely Maneuver able

Firgt Fire

Advance

Ao

Charge/Evade

Limited Maneuver ability

First Fire

N[O

Advance

Charge/Evade 1"

* Turn must be made at end of move

EVADE ORDERS

Titans which are highly maneuverable or extremely
maneuverable may use Evade orders. Evade order counters may be
found in the hack of this book.

A Titan with Evade orders moves and firesin the charge
segment of the appropriate phases, but may only move up to its
advance distance.

Any unit firing on a Titan with evade orders suffersa -l penalty
to hit. The evading Titan itself suffersa-1 modifier to hit, asfor
chargeorders.

e

2
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DESIGNING TITAN VARIANTS

Using this system you can recreate any of the Warlord variants
in Adeptus Titanicus and draw up your ownHull Data Table for
them, or you can design your own all-new Titan classes and
variants.

THE HULL

Thefirst stagein designing a Titan variant is choosing the size
of its hull. There are three sizes to choose from, corresponding to
thethreemain classes of Titan.

Hull Size Max Max | AR | BasicHull

Weapon | VSGs Cost
Grade

Scout 6 2 +1 70

(e.g. Warhound)

Medium Battle 12 4 0 140

(e.g. Reaver)

Main Bettle (e.g. 20 15 0 220

Warlord)

DESIGNING YOUR OWNHULL

Using this system, it is quite possible to design new hull types
and add them to the Hull Sze Table. Y ou can choosethe hull’s
maximum weapon grade and maximum number of VSGs, but the
AR of the hull may never be greater than + 1 or lessthan -1. The
hull cost is equal to:

(Maximum Weapon Grade x 5) + (Maximum V SGsx 20)

HARD POINTS

Next, write down the number and location of hard points on the
Titan, and give each hard point a heavy weapon grade and very
heavy weapon grade (i.e. the first two digits of the hard point’s
configuration code, like those on theHull Data Table). The
following rules must be followed when designing a Titan' s hull:

1. Heavy weapons mounted in the arms may never be better than
grade 6, and very heavy weapons mounted in the arms may never
be better than grade 2.

2. The heavy weapon grade for ahard point must be equal toat
least three times the very heavy weapon grade.

3. No hard point may have aheavy weapon grade of lessthan 2.
4. TheTitan's total weapon grade (see below) may not be greater
than the hull’ s maximum weapon grade.
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TOTAL WEAPON GRADE

The total weapon grade (TWG) of a Titan is equa to the sum of
the heavy weapon grades of al hard points plus the sum of the
very heavy weapon grades of all hard points. The TWG reflectsthe
weight of the Titan, and affectsits speed and maneuverability as
shown on the Titan Speed Table below. Note that maneuverability
dependson the Titan'sAR aswell asits TWG.

TITAN SPEED TABLE

TWG Speed MANUEVERABILITY
AR +1 ARO AR -1

1-4 24136 EM HM HM

5-6 24136 HM HM

7-8 20/30 HM

9-10 20/30

11-12 16/24 UM

13-16 14/21 UM

17-20 12/18 1M UM

21-30 12/18 UM UM

31-40 10/15 UM UM UM

41-60 8/12 UM UM UM

61+ 6/9 UM UM UM

VOID SHIELDS
Write down how many void shieldsthe Titan has. It may have
from 1 to the number shown on the Hull Size Table.

BATTLE RATING
Now work out the Battle Rating of the hull. The cost of the hull
isequal to thetotal of the factorslisted on the Hull Cost Table.

HULL COST TABLE

Basic hull cost from Hull Size Table
Per void shield 40

Per hard point 40

Hard point configuration see below

CONFIGURATION COST
Each hard point must be given a configuration type. The cost

for ahard point is equal to the heavy weapon grade for the hard
point times the value from the following chart.

Type | Cost Multiplier
45

A

B 40
C 30
D 25

WEAPONS

The newly-designed Titan may be armed in accordance with the
normal design rules presented earlier. Weapons add nothing to the
Titan's battle rating.

DEVICES

Devices may be fitted as you wish. Each device that isfitted
increases the battle rating by 15%. Note that Jump Packs may only
be fitted to Titanswith a TWG of 8 or less.
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ADVANCED GAME RULES

This section introducesa number of new rulesfor usewith both Adeptus Titanicus and Space Marine These optional rulesdo add
an additional level of complexity tothe gameand should only be used if both player s agree befor ehand.

Of course, you do not haveto useall of theserulesat once, and should therefore make It clear which, if any, you areusing at the

beginning of the gameto prevent confusion later on.

REVEALING ORDERS

Asan optional rule, you may prefer to reveal ordersin the
appropriate segment of the movement phase, thus helping to build
up alittle tension (“Well, they didn’t move in the charge segment -
so do they have advance orders, or have they got first fire?”).

Thus, at the start of the first segment, al infantry and vehicle
detachments with Fall Back orders have their order counters
revealed and are moved. At the start of the second segment all
Titans and detachments with Charge ordershavetheir orders
revealed and are moved, and so on.

Titans and detachments with First Fire orders have their orders
revedled at the end of the movement phase, or when any unit in the
detachment is picked to snap fire.

Y ou may find that you lose track of which detachments have
which orders, so you are permitted to look at your own order
counters secretly at any time until the orders are revealed.

However, if you do not reveal orders at the appropriate timein
the movement phase, the Titan or detachment losesits orders for
that turn, and is treated as having no orders.

RANDOM FIRST PLAYER

Instead of taking alternating turnsasfirst player, you could
heighten the tension of the game by rolling dice at the start of each
turn, before orders are revealed, to decide who isfirst player. You
should reroll any ties. The highest roller isfirst player for that turn
only.

PLASMA WEAPONS

Plasma weapons (i.e. plasma cannon and light and heavy
plasmaguns) require agreat buildup of energy in order to fire on
maximal. For Titans, this energy can be tapped direct from the
plasmareactor, but the power drain limitsthe Titan’ s freedom of
movement.

Plasmawespons carried by infantry or mounted on avehicle are
fitted with power accumulators, but these take some time to build
up the necessary power for amaximal shot.

The effect in both casesisthat any unit or Titan that wishesto
fire plasmawesapon on maximal must havefirst fire orders.

CREW SKILLS

Adeptus Titanicus only alowed crew skillsto be given to Ace
crewsin campaign games. Thefollowing rules add severa new
skills, and allow playersto randomly generate crew skillsfor one-
off games.

NEW SKILLSFOR TITAN CREWS

The following new skills may be added to the list givenin the
Campaign Game section of the Adeptus Titanicus rulebook. They
are gained in the same way as other sKills.

Sixth Sense: The crew has an almost uncanny ability to anticipate
threats, and can react quickly to counter them. The Titan may
make one extra45turn in the movement phase.

Pinpoint Gunnery: The crew are deadly gunners, placing shots
where they count. All shotsfired by this Titan have a+1 modifier
totheir critical hit rolls. When firing into a close combat this
modifier islost, but the chance of hitting afriendly Titanis
reduced by -1.

Tactical Genius: ThePrinceps of this crew is an exceptionally
gifted commander, ableto ‘read’ an enemy and react accordingly.
This Titan may be given two order countersin the order phase, and
the player may choose which set of ordersto follow once orders
for other Titans have been revealed.

Duckback: The crew’ s Princeps has the uncanny ability to
anticipate incoming fire, and dodge some of the effects. Whenever
ashot hitsthe Titan, roll aD6 and consult the following table:

D6 Roall Result

1-3 Shot takes effect normally.

45 Shot dodged if Titan isin cover, otherwise
normal hit.

6 Shot dodged - it has no effect.

Kurtz coaxed the damaged War hound towar dsthe Imperial
lines. He prayed that thefield repairshe had chanted earlier
would hold. It wasn’t looking good. Hewasdrifting in and out
of synch with the Beast. One moment he was perfectly
integrated, feeling itsferocious pressure against hismind,

per celving ever ything through its senses: next hewasremote
fromit, groggy and numb.

Rubble crunched under the Beast’s claws. In the distance he
could hear the crackle of small armsfire. Theruined streets
looked perfectly safe but hefelt something waswrong.

Thehair on the back of hisneck rose and the nape-stud where
hewaslinked to the Titan felt cold. He stopped. The Beast’s
head swiveled like a hound seeking a scent.

Sensing danger Kurtzwheeled the Beast around. Behind him
thestreetswerefull of rebel Marines.

Very Fast: TheTitan' sPrincepsisavery gifted pilot, able to coax
that little extra performance out of his machine. The Titan gainsan
extradcm to both its advance and charge movement rates.

Hipshooting: TheTitan’s Moderdti are highly skilled at firing on
the move, and discount the normal -1 modifier to hit while under
charge or evade orders.

MARKSMANSHIP

The effect of this skill is atered dightly when you are using the
new Titan damage systemsin this book.

If you are using the Advanced Damage Rules, you may modify
theroll on the damage table by one point after the dice have been
roiled.

If you are using the Epic Battle Damage System, you may
modify thelevel of damageroll by +1. The damagetableroll is not
modified.
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RANDOM CREW SKILLS

For one-off games, roll 2D6 for each Titan at the start of the
game to generate their experience level, number of dicererolls and
number of skills.

To generate acrew’ s skills (if any), roll a D66 onthe Skill
Table for each skill.

D66 ROLLS

D66 isanew dice code. It's not actually a 66-sided dice, but a
new way to read two 6-sided dice. Roll onedice for thetens, so a
score of 2 =20, 4 = 40 etc. Roll the other dice for the units; so a
score of 3 =3, 5="5 etc. Then put the numbers together to get a
scorefrom 11 to 66. For example, if the tensdicerolls4 and the
unitsdicerolls 1, thetotal is41.

If askill isrolled more than once, roll the dice again.

EXPERIENCE LEVEL TABLE

2D6 Experience Rerolls Skills
Leve
2-3 Green None None
4-7 Experienced 1 None
89 Veteran 2 None
10 Elite 3 None
11 Ace 4 1
12 Ace 4 2
D66 Skill

11-13 Sixth Sense

14-21 Tactica Genius

22-25 Very Fast

26-32 Hipshooting

33-41 Natural Leader

42-45 Duckback

46-52 Fast Reactions

53-54 Close Combat Attack
55-56 Close Combat Defense
61-62 Damage Control

63 Pinpoint Gunnery
64 Accuracy
65 Marksmanship

66 Very Lucky
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RANDOM SKILLSIN CAMPAIGNS

When playing acampaign, Ace crews must generate new skills
by rolling a D66 on the skill table instead of choosing asin the
Adeptus Titanicus rulebook. A skill may not be acquired twice;
reroll when the dice indicate a skill that the crew aready has.
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THE CAMPAIGN GAME

During a campaign a force of Titansis, to all intentsand pur poses, a self-contained unit. It can rely on little support from its parent
Order or from the Adeptus M echanicus, and hasto becomemoreor lesssdlf-reliant. It isonly after the campaign isover that the Titans
are shipped back to the ForgeWorld for refitting and redeployment. I n the meantime, they haveto rely on infrequent suppliesfrom off-

planet and what can be salvaged from the battlefield.

In these advanced campaign rules, you arein command of such aforcerather than a complete Order - taking, if you will, therole of the

Princeps Senioreswho leadsthe unit.

BUYING TITANS

Armory points are only used when setting up the initial unit of
Titans. Thisrepresentsthe Princeps Seniores choosing and
equipping hisforce for the task he has been given.

Y ou have 10,000 armory points, as before. However, you can
buy only the Titanslisted on the Standard Imperial Titanstable,
and you may not spend any points on support missiles. Any points
you do not spend are converted into honor points, at arate of 1
honor point for each 250 armory points, up to amaximum of 4
honor points. Any remaining armory points are lost, do not record
them on the campaign roster.

Next you must fill out a Titan Roster Sheet for each Titan in
your Order. You will find ablank Titan roster sheet in the back of
this book; you have permission to photocopy thisfor your own use
only.

Asin theDesigning Imperial Titans section, you must choose
the weapons for each of your Titans and record them on the roster
sheet. If you choose to have some missiles, record thison the
roster; use theRandom Missile Sdection rules to determine which
missilesyou have. Keep track of the missiles on the campaign
roster, not the Titan roster.

Fill out therest of the details on the campaign roster using the
rulesin the Adeptus Titanicus rulebook.

CAMPAIGN SCENARIOS

These rules are more or less unchanged Note that support
missiles may only be mounted on Titans which are fitted with a
missile mount, but that you are still allowed to choose which
missilesyou will use from the Titan’sarmory.

Thefollowing optional rules can be used if dl players agree to
use them at the start of the campaign.

SIMUL TANEOUS SCENARIOS

Battles are not always fought one at atime, and often your
Titan’swill be called on to fight two or three battles at the same
time. To represent this, roll 1D6 and divide the score by two
(rounding fractions up). The result isthe number of scenarios that
must be played before the next downtime sequence. Work out the
BFL for each of the scenarios and allocate Titans as normd, but
notethat an individua Titan may only take part inone of the
scenarios that have been generated - Titans can’t bein two places
at the same time! Having chosen forces, each of the scenarios can
be played out, in any order the players choose.

SPACE MARINES

Marnoc knew that the enemy was close behind them now. He
could pick up comm-pulses of several rebel Titans, almost
within weaponsrange. Therewasno way the damaged
Fortunata could take on so many. Even the Titan itself seemed
torealizethis. It ran unprotestingly beforethe advancing
Traitors.

Mamoc had powered down the void shields so that they would
not show up on enemy sensors. He knew that the buildings of
Rogsburg would shield them from radar. He could only pray
that they encountered no enemy scouts.

Theareathey passed through had obviously seen heavy
fighting. A burned out Warhound lay acrossthe street. the
skeleton of a crewman visible through the sides of a shattered
escape pod.

“ Perhaps we should stop, Princeps. Scavengeparts:’
“Wecan't stop. Toal. Enemy aretoo close."

They pressed on. Marnoc monitored the comm-pulses from
around the sector. Rumorsthat therebel blockade had been

broken and that Imperial reinfor cements wer e about to arrive
flickered up and down theline. Mamoc hoped they weretrue.

During acampaign, Titan forces can be called upon to support
Space Marines, or vice-versa. When fielding amixed force of
infantry, vehicles and Titans, you can spend up to 50% of the BFL
for the scenario on infantry and vehicle detachments.

DOWNTIME

The following modifications are made to the downtime section
of acampaign.

EXPERIENCE PHASE

Experience points can also be earned by destroying infantry and
vehicles. A Titan crew gains 1 experience point for every 750
battle rating points of vehicles and infantry that it destroys.

HONOR PHASE

The rulesfor the honor phase are unchanged.

SALVAGE PHASE

Imperia forces may attempt to salvage from Eldar Titans and
Ork Gargants. In both casesthereisa-2 modifier to the salvage
roll.

Only weapons may be salvaged, except for belly guns may not
be used by anything other than a Gargant.

REPAIR PHASE

Because the Titans are often isolated while on campaign, some
of the rulesfor the repair phase of the campaign sequence need to
be amended.

SPARE PARTS
Salvaged spare parts may be used to repair damaged Titans, or
to improve undamaged Titans, as normal.



CODEX TITANICUSONLINE

STRIPPING DOWN
Titans may be stripped down to provide weapons and devices
for other Titansasfollows:

Void Shield Generators may betransferred from one Titan to
another, aslong as no Titan has more VSGs than is alowed on the
Advanced Data Table.

Weapons may be transferred from one Titan to another as desired,
subject to the rules on hard point configurations.

Hard Points may be stripped out of a Titan, or their weapon grade
may be reduced. Hard points may not betransferred to another
Titan. Stripping down a Titan’s hard pointswill reduceits total
weapon grade; refer to the section on Designing Imperial Titansto
determine how thiswill affect the Titan’s performance.

Historical Note
It has already been mentioned that the Nightgaunt and
Eclipse variants on the Warlord hull were stop-gap
measures, used to cover losses for both Titans and
weapons. The rules for stripping down hard points allow
the playersto recreate this practice.

REQUISITIONING

The following rules replace those for requisitioning in Adeptus
Titanicus. During the repair phase of downtime, aPrinceps
Seniores may attempt to requisition supplies. This reflects him
sending pleas for new equipment to the Order’ s Forge World and
to the Adeptus Mechanicus workshops.

A player may make up to tenappeals in each repair phase. For
each appeal, the player picks one of theRequisition Tables below
and rolls dice to determine the outcome. The player may spend one
or more honor pointsto modify the diceroll, but must decide to do
so before the diceis rolled. Each honor point spent adds +1 to the
roll on the Appeal Table. Honor pointsthat are spent are not lost
(i.e. thePrinceps Seniores honor pointstotal is not reduced), but
the same honor points may not be used again in the same repair
phase.

APPEAL TABLE

D6 Roll Result

1 Appeal Denied. Resources are strained to the limit
and the Titans get nothing. It may not make any more
appealsin thisrepair phase.

2-5 Appeal Partially Granted. Resources are tight, but
the Titans are too important to beignored. The Titans
get something, but not necessarily what was wanted.
Roll onthe appropriate Requisition Table to see what
they receive.

6 Appeal Fully Granted. ThePrinceps Senioresis
either lucky, highly respected, strategically important
or very influential. The Titans get exactly what was
requested- the player may choose one item from the
appropriate Requisition Table.

REQUISITION TABLES

2D6 Rall Result

2-3 Nothing

4 Warhound

5 Warlord (Death Bringer)

6 Reaver (Goth)

7 Nothing

8 Reaver (Hun)

9 Warlord (Death Bringer)
10 Warlord (Nemesis)

11-12 Player may choose one hull

Hulls are supplied with void shields, but without
weapons - see the section on Designing Imperial
Titans in this book.

HEAVY WEAPONS

1D6 | Result 1D6 | Result

Rall Rall

1 Nothing 4 Heavy plasma

gun

2 Auto- 5 Multi-launcher
cannon

3 Multi- 6 Las-cannon
melta

Note that weapons will automatically be the
correct grade for the hard point on which they
are mounted.

VERY HEAVY WEAPONS

1D6 | Result 1D6 | Result
Roll Roll
1 Nothing 4-5 Macro-cannon
2-3 Plasma 6 Defense laser
cannon
1D6 Result
Roll
1 Nothing
2-4 Choose any one close combat weapon
5-6 Choose any one heavy close combat
wespon
SUPPORT MISSILES
1D6 Result
Roll
1 Nothing
2-4 One light support missile - roll once:
1 - Blind or Mine Dispenser, choose
one;
2 - Haywireor Plasma, choose one;
3-Warp
4 - Plasma
5- Stasis
6 - Vortex
56 Two light support missiles - roll
twice:
1 - Blind or Mine Dispenser
2 - Haywire or Plasma
3-Warp
4 - Plasma
5- Stasis
6 - Vortex

Support missiles are supplied with amissile
mount.

25
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VOID SHIELD GENERATORS

1D6 Result 1D6 Result

Rall Rall

1 1VSG 4 4 VSGs

2 2VSGs | 5 5VSGs

3 3VSGs | 6 6 VSGs

DEVICES

2D6 Result 2D6 | Result

Rall Rall

2-3 Nothing | 8 Jump Packs

4 Cameleo | 9 COBRA
line

5 COBRA | 10 Chooseone

12 device

6 Jump
Packs

7 RELAY

A result of Nothingmeans the appeal produced
no result.
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ARMORED VEHICLES

TheSpace Marine rulescover three armored vehicles: the Land Raider battletank with itsfear some armament of four las-cannon and
two heavy bolters, thelightly-armed Rhino APC, and the dlightly heavier missile-armed Whirlwind variant. Diverseastheseare, they all
fall intothecategory of armored vehicles because their passengersand crew are completely protected by their armor - they arenot
exposed to enemy fire. Light vehicles, whose crews are partially or wholly unprotected, are discussed in alater section

THE PREDATOR

The Predator isa
| heavily-armed variant of the
[ Rhino APC, developed asa
£ light battle tank. With two
swivel-mounted |as-cannon
and a turret-mounted auto-

©

Tt cannon, it packs almost as
{: o much punch asaLand
T Raider, athough it does not

il 1l
[ o e ey have the space to carry
g "
- Predators have seen

action with most Space Marine Chapters, on both sides of the
conflict.

The Predator is an armored vehicle, and follows all the normal
rulesfor armored vehicles.

THE VINDICATOR

Likethe Predator, the
Vindicator isavariant on the
Rhino APC chassis. It carries
asingle heavy weaponin a
front swivel mount - aheavy
assault gun known as the
Thunderer. The Vindicator
was originally designed by the
Loyalist forcesfor fighting in
built-up areas, where range
was secondary to thegun’s
effect against buildings and enemy armor. After itsdecisiverolein
the clearance of Stahlenburg during the Scouring of Rotstern |, the
forcesof Horus copied the design, and within months the
Vindicator was in use by both sides.

TUNNELLING VEHICLES

There are some circumstances in which the ability to move
underground is invaluable. An underground vehicle is untouched
by the battle that may be raging on the surface, and can avoid most
obstacles simply by going under them. And the enemy can never
be entirely sure where atunneller may surface to rejoin the battle.
Tunneling Vehicles are a sub-class of armored vehicles, and have
severd specia rules.

MODELS

A tunneling vehicle normally consists of two elements: the
tunneller itself and a surface transport vehicle. Because of this,
each tunneller is represented on the tabletop by three separate
models. A model of the complete unit is used when the vehicleis
moving into position. When it starts tunneling, thismodel is
replaced by amodel of the transporter only. Finally, amodel of the
surfacing tunneller is used to mark the point where it breaks the
surface.

Lexicanian Trask prayed the Rebel advance wasfaltering.
Below him the Land Raider and Predator continued tofireon
the Traitor Titan while theUltramarinesmilled about tryingto
regain formation. Two Loyalist Titansraced forward on an
intercept course. Trask upped theintensity of hismagnoculars.
Filterscut in to prevent him being blinded by plasmaflare. He
made out theinsignia of the approaching allies: Warp
Runners.

Theenemy Titan loomed like gigantic skeletal death over the
wasteland of twisted girdersand broken buildings. Trask felt
impotent and alone asfar below hisbrother Marinesfought to
stave off theenemy advance.

The battleteetered in the balance. Trask hoped theWarp
Runners could stop the Deaths Head beforeit reached the
Bromium Refinery. Heknew that it would only take one
unlucky hit to makethewholeammo dump go up likean out of
control reactor.

" Keep firing. brothers' Trask urged over hiscomm-link.
“That last salvo almost overloaded the void shields."

The crewsdid not respond verbally but theintensity of their
fireincreased. Behind the vehiclessquadsof Ultramarines
formed up for adesperatelast stand.

A burst of firefrom theleading Warp Runner caught the
Traitor high on the carapace. Armor boiled and ran. The
Deaths Head stagger ed closer: adoomed giant making onelast
effort to swat itstiny assailants. OncemoreTrask breathed a
prayer.

It was going to be close.

SURFACE MOVEMENT

Before tunneling starts, the vehicle moveson thetabletop asa
normal armored vehicle. The data sheet has two sets of movement
numbersfor tunneling vehicles, marked surface and underground.
The transporter moves at the surface movement rates, obeying all
the normal movement rules for armored vehicles. After the
tunneled has started on its underground journey, the transporter is
left behind. It may not move, and, being unarmed, it may not fire.
It may, however, be used as cover by infantry, and it blocks
movement and line of sight in the same way as a normal armored
vehicle

UNDERGROUND MOVEMENT

Each tunneling vehicle has a single movement rate for
underground movement. It may start tunneling at the beginning of
any movement phase. When tunneling starts, the transporter model
isaligned on thetabletop so that thetunneller isfacing in the
desired direction - asingle. turn of up to 450 may be combined
with the start of tunneling. Then, the player notes down secretly
the number of turnsfor which he wishes thetunneller to move
underground. Thisinformation is kept secret until underground
movement comesto an end, in thefirst fire segment of the
movement phase of the stated turn. When thetunneller surfaces,
place aburst template at the desired point, with the number |
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pointing back towards the player who controls the tunneller. Then
roll for deviation: thetunneller deviates D6 cm in arandom
direction. Place the surfacing tunneller model onthetableinthe
indicated position. If atunneller surfaces directly beneath a
vehicle, Titan or infantry stand, treat it as aram or overrun attack,
using the normal rules. If atunneller surfaces beneath a building,
the building suffers D3-I critical hits (i.e. roll aD6, halve the result
and subtract 1, rounding fractions down), and thetunneller must
make a successful saving throw to avoid destruction.

A tunneller may transport troops in the same way asanormal
armored vehicle. Note, though, that troops may not disembark
while moving underground, and that if thetunneller is destroyed
while surfacing, any troopsit is carrying are also destroyed. A
tunneller may not turn, shoot or be fired on whileit is
underground. It may fire normally in the first fire segment of each
combat phase after it surfaces, but may not move after surfacing.

SETTING UP

When setting up aforce that includes tunneling vehicles, it is
possible to set up tunnellers so that they are already underground
and heading towardstheir target.

Set-up is handled as normal, but the transporter modelsare
placed on the tableinstead of the complete transporter-plus-
tunneller models. Thetunnellersthemselves are assumed to have
been tunneling for up to 3 complete turns before the battle starts on
the surface. Note that the direction of tunneling must be indicated
by the facing of the transporter model when they are set up.
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THE TERMITE

The Termiteisasmall assault
tunneller, used to transport troops
without exposing them to enemy

#EL S &

s, s 4 " fire. It can Ao be used for
A Ry mounting surprise attacks,
v E | 4

appearing behind enemy lines and
causing maximum disruption. In
thislatter role, the vehicle played a
decisive part in the capture of

2 Abfall B, when the whole of the
first Company of the Imperia Fists Space Marines were
transported underground into the heart of the Traitor stronghold by
morethan fifty Termites.

THE IMPERIAL MOLE

The Moleissimilar to the Termite, but larger and has a greater
carrying capacity. It may transport up to 4 stands of infantry in the
sameway asa Termite. It isalso more heavily armed, with a
combination of multi-launcher and heavy bolters allowing rapid
clearance of the surfacing zone for safe troop deployment.

ARMORED VEHICLE DETACHMENTS

Standard detachments for armored vehicles are as follows:

Detachment Type Number and Type [ Battle
Rating
Predator Detachment 4 X Predator 540
Vindicator Detachment 4 x Vindicator 360
Termite Detachment 4x Termite 420

Mole Detachment 2xMole 360
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Brother Luciusducked as a hail of bolter fire passed over hishead.
Hethrew himsdlf flat on hisstomach and brought hisown weapon
tobear. Hedrew a bead on theOrkish headsthat appeared above
the parapet line and opened fire, An Ork screamed and died.

From the distance he could hear theroar of enginesastheOrks
revved up their Warbikes preparatory to launching a counter -
attack. The ear-splitting sound was audible even over the clanking
of Behemoth tracks and the near-deafening thunder of the distant
Gargants discharging their weapons.

From near at hand L uciuscould hear the guttural sound of Orkish
voices asthey moved down thetrench towar dsthethreatened
breakthrough point. Lucius sprayed the area with shells, hoping to
pin them down. Several Orksleapt clear of thetrench and made
an insane chargetowardshim.

Luciuswastaken by surprise. TheOrkswere so closethat he

could almost touch them befor e he opened fire, cutting them down.

Heheard a scream besidehhim and saw Brother Trainor go down,
explosive shellstearing chunksfrom hisarmor. Luciuslooked for
amedic but all he could seewer ethe great mobilefortifications
that werethe Behemoths crawling slowly forward. Around them
seethed companies of Marines attempting dispersal from their
boar ding ramps.

Luciusfelt theearth trembleand turned hishead to seeanOrkish
Warbike clear the defensive trench and come rumbling forward.

Itsgunner was momentarily distracted asthe bike bounced and his
weapon dischar ged harmlessly skyward. Luciustried a snapshot
but hisshellsbounced from the ar mor ed vehicle.

Theground shook far morethan even the mar ching Titans should
causeit to. AsLucius watched an Imperial transporter veered off,
side-cannons discharging. till it was running paralld to the
earthworksrather than directly towardsthem.

Therumbling increased and L ucius could make out the confused
shouts of theOrksasthey tried to work out what was going on.
Thewhole Imperial advance had halted temporarily. The wave of
Titans, transportersand troops had halted. TheOrkish confusion
gave way to jeers.

“Zoggin humieyellerbellies' he heard onegreenskin cry in badly
accented Imperial. Luciustreated him to a shot and theOrk
ducked once mor e below the par apet.

Suddenly the Orkswer e screaming with fear. From the earth
behind their positionsseveral Imperial Moletransporters erupted,
s0il spraying from the screws of their hugedrills. They emerged
smoothly, great tower slooming over thetiny for msof the enemy.

Thedemoralized Orksmilled about in confusion. The defensive
firedackened. The Imperial advance began once more and the
Orksbegan to fall back.

‘Forward, brothers:’ hecried. “ Breakthr ough has been achieved.”
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LIGHT VEHICLES

Light vehicles fit in between armored vehiclesand infantry: they are vehicleswherethe crew iswholly or partially exposed to enemy fire.
Thismeansthat they can betargeted asinfantry or vehicles- the attacker will choose histar get depending upon the weapon he'susing,
sometimes hoping to disable the vehicle by killing its crew, and sometimes seeking to destroy the vehicleitself.

The category of light vehiclesincludes skimmers, vehiclesthat are capable of hovering and flying, and field artillery, mobile weapons with
asmall crew. Theseallow afast initial disposition of firepower during an assault, and arapid responseto enemy movementsand counter -

attacks.

Thefollowing count aslight vehicles: Motorbikes, Motorbike Sidecar Combinations, Jet Bikes, Land Speeders, Rapiers, Tarantulas,

MoleMortarsand Thudd Guns.

When an enemy unit fires on alight vehicle, the firer may
choose whether to treat it as avehicletarget or an infantry target.

This choice may be made for each weapon that fires, including
different wegpon types from the same stand.

For example, when a Space Marine Support Sand fireson a jet
Bike, the Space Marine player may choose to treat the let Bike as
an infantry target when firing bolters, and as a vehicle target when
firing las-cannon.

SKIMMERS

Not al vehiclestravel on the land surface; some, like Jet Bikes,
hover above the ground and are capable of flying over obstacles.
These vehiclesare called skimmers. Jet Bikes and Land Speeders
are skimmers.

Skimmers move as normal vehicles under most circumstances.
When a skimmer detachment is given charge orders, it is assumed
to beflying high enough to ignore any obstacles 8 cm high or less.
At the beginning and end of the move, however, the detachment is
assumed to be at ground level. Thus, for example, ajet Bike
Detachment with charge orders may fly over alow building and
drop down into cover behind it.

When a skimmer attempts aram attack against a Titan, roll for
theram normally, then consult the following table:

SKIMMER AGAINST TITAN RAM
TABLE

Titan has operating void shields
Beats Titan's score: skimmer destroyed, 1 void shield
knocked down on Titan.

Equals Titan' s score or less: skimmer destroyed; Titan
not affected.

Titan hasno operating void shields

Beats Titan's score by 3 or more: skimmer destroyed;
Titan takes Critical Damage.

Beats Titan's score by 1-2: skimmer destroyed; Titan
takes Quperficial Damage.

Equals Titan' s score or less: skimmer destroyed; Titan
not affected.

Note that damage location is determined normally when a
skimmer ramsa Titan.

FIELD ARTILLERY

Field artillery isa subclass of light vehicles, consisting of a
slow-moving weapon with asmall crew. Mole Mortars and Thudd
Guns arefield artillery.

In most respects, field artillery behaves asanormal light
vehicle. However, it is somewhat less mobile, and has only one
movement rate - charge. This meansthat whileit is possible to
move and fire the piece in the same turn, its accuracy suffers.

Field artillery generally has a swivel forward (SwF) weapon
mount; this gives a180° fire arc to the front of the vehicle.

Field artillery may not make ram or overrun attacks. Note that it
till has a CAF score for use when it is attacked in close combat by
other units.

The speeders drifted slowly above thegrey buildings of
Rogsburg. the soft whine of their enginesbarely audible above
the deep thumps from the battlefield sometwo hundred feet
below.

Brother-Captain Dor nal order ed the speeder sto hover, sixty
deek machinesin a huge V-formation, waiting for the bikesto
show themselves. He sslammed a line of shellsinto an alleyway.
hoping to flush the Space Wolvesout. To Daral’ samazement,
the six bike detachments, now down to sixty men raced from a
war ehousetotheleft of the street.

“Damn ‘em, They must have doubled back:’ He cur sed
himsdlf. It wasthe oldest trick in the section commander's
book. Domal would have donethe sameif their positionshad
been reversed.

Thebikeshad the advantage of surprise. They thundered
beneath the speeder s, spraying upwar dswith multi-meltas.
Speeder sfell likefiery meteors. Dornal saw a blazing gunner
tryingtoleap clear, to a clean death. Heheard along whoop as
apilot guided his crashing machineinto the column of

motor bikes. Onecycle exploded. With a screech of tires. The
remaining Space Wolvessewed around the collision.

Dornal ordered the speedersto attack. Therewas a sickening
lurch as his craft went into a steep nose dive. M ulti-meltafire
bur st about them and they jinxed to avoid it. Totheleft a
speeder became a ball of flame. Shrapnel pattered off the
speeder'sarmor. Dornal felt pain sear hischeek. Hedabbed at
it and felt blood. Thewind roared in hisearsand hefelt his
scarf whipping out behind him.

Thestreet was pock-marked with explosions asthe speeders
opened up, turning the bikesto mangled scrap. Dornal smiled
asawounded Marine, crawling from the wreckage, flashed
acrosshissights.

Hevaporized the man where he stood,
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“That'sone for theWarmaster. Y ou should havejoined us
when you could, brother:” hewhispered.

G-forcetugged at hischeeksasthe pilot pulled the speeder’s
noseup. Hislimbsfelt heavy asthey rose skyward faster than a
hawk in flight. Dornal twisted hishead to look back. Below
him the streetswer e filled with running men and blazing
machines. Great clouds of oily smoke belched skyward. Space
Wolves scuttled frantically about searching for cover that was
not there. Momentarily Dornal felt sorry for hisformer
brothers.

He saw a bike screech into a U-turn and skid to halt.

A medic was helping one of thewounded over toit. Dornal
raised hishand in salutetothe bravery of thecyclist. Then he
ordered hisflight back totheattack.

Y ou should have run when you could, Wolf he thought. ‘for
wewill show you no mercy

MOTORBIKE

Motorbikes are widely used
by the Space Marinesto
provide fast and mobile troop
detachments. The bikes are
fitted with a forward-firing
bolter, and are dlso used in a
two-man sidecar combination
with an additional swivel-
mounted support weapon -
commonly amulti-melta.

The Jet Bikeisapopular
vehicle for advance and
scouting purposes, and is used
as standard by all Space
Marine Chapters. It mountsa
single forward-firing bolter,
but mobility and speed areits
main weapons. Many rapid
deployment close assaults
have been won due to the presence of Marine Jet Bike
Detachments.

LAND SPEEDER

The Land Speeder is a heavy
skimmer, with atwo-man crew

and heavier armament than ajet
Bike. It is used for awide range of
scouting and fast ground-attack
functions. Land Speeders are
usualy armed with aforward-
firing melta-gun and aturret-
mounted multi-melta, and have a

crew of two Marines.

RAPIER_

The Rapier isatracked
mobile weapon mount, widely
used in a heavy antipersonnel
role. Thetypical armament isa
multi-laser, making the Rapier
very effectiveagainst infantry
and light vehicles. The Rapier requires a crew of two.

—TARANTULA

The Tarantulais another mobile
weapon mount, with a gravitic base
which allowsit to traverse rough
ground easily. It mounts apair of
support weapons; las-cannon arethe
most common armament. The
Tarantularequiresacrew of one.

MOLE MORTAR

The Mole Mortar, asits name suggests, consists of an angled
tube that fires adrill-equipped shell down into the ground. The
shell burrowsitsway to the target,

;/.'_'i' 3 exploding under the ground or dlightly

‘td 3 aboveit. TheMole Mortar requiresa

f -‘T crew of two.
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THUDD GUN

L b W ol
il

i e, 4] -,

TheThudd Gun is a quad-
mounted mobile weapon firing
high-explosive shells similar to
those used in an auto-cannon.
Thudd Guns saw wide service

& during the Heresy, even being
used inside the Imperial Palace on
Terrato defend strategic corridors
against the defending Traitors.

The Thudd Gun requires a crew of two.

LIGHT VEHICLE DETACHMENTS

Standard Imperia light vehicle detachments are asfollows:

Detachment Number and Battle
Type Type Rating
Bike Detachment 6 x Bike 150
Sidecar Detachment 6 x Bike Combo 150
Jet Bike Detachment 6 x Jet Bike 180
Land Speeder Detachment 6 x Land Speeder 240
Rapier Detachment 4 x Rapier 180
TarantulaDetachment 4x Tarantula 160
Mole Mortar Detachment 6 X Mole Mortar 120
Thudd Gun Detachment 6 x Thudd Gun 120
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WALKERS

Walkersaremore-or-lesshumanoid fighting machineswhich travel on legsrather than wheels, tracksor gravitic drives, but which are
smaller than Titans. M ost walker s are no morethan two to threetimesthe size of an Infantryman. In nearly all respects, walkersbehave
in the same way as armored vehicles. Full rulesfor armored vehicles can be found in theSpace M arinerules.

Two basictypesof walker areconsidered here: Dreadnoughtsand Robots.

WEAPON MOUNTS

Walkers are often fitted with arm-mounted weapons, using the
weapon location codes LA (left arm) and RA (right arm). These
mounts have a 90° fire arc, as shown on the diagram below.

e

L e
LEFT ARM 30 FIGHT &AM G0
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In addition, walkers may use other types of weapon mount,
such asfixed forward (FxF). These have the normal fire arc for the
type of mount.

CLOSE COMBAT

In close combat, walkers are trested as vehicles, and use the
appropriate sections of the Close Assault Table.

Walkers may not make ram or overrun attacks. When avehicle
makes aram attack against awalker, the vehicleadds + 1 toiits
diceroll.

A walker may make a close combat attack against a Titan in the
same way as an infantry stand. When attacking a Titan in close
combat, the player controlling the walker rollsa D6, adding +2 if
the Titan cannot move for any reason. On aroll of 1-5 the walker
is destroyed, while on arall of 6 or more the walker may fireits
heavy weapons.

Say one thing for Orks. Brave. Stupid but brave. Remember
Stromhelm 2. Bad place. All rocks except for the desert. Desert
all sand. Only Orks could want place. Probably aterocks,
drank sand. Killed colonists. Couldn’t let Orksdo that.
Marinessentin.

There six weeks. Fought across Greater Desert. Pushed back
Orks. Wouldn't give up though. Fought tolast greenskin,
Every time. Plenty of work for dreadnoughts chasing
stragglers. Looking for survivors.

So therewewere. On patrol. Whole unit. All four. Movingin
diamond pattern over rockland. Well jacked in. Lifting
boulders. Throwing them and shooting them for tar get
practice. Problem with suits. Fed so strong. Get carried away.
Fool around. Fed invulnerable. Get careless.

Ambushed. Grant on point. Chopped down. Crossfire. Heavy
Bolters. Orksin Killer suits. Big things. Likewalking ashcans
with claws. And bolters. Didn’t panic. Scanned area. Only two
bushwhackers. Closing fat, firing asthey come. Brewster
down, legsgone. Erhardt peds off towar ds one. Guess who gets
other?

Take careful aim. Open fire. Shellstear intoOrk. Kerchunk.
Bolter jammed. Not so good. Haveto do it the hard way. Close
combat. Will betouch and go.

Suitsclash. Only one chance. Get insidereach of claw. Duck
and weave. Ork tearsinto arm Feel it go numb through
feedback circuits. Get mad. Smash intoOrk suit. Surprise -
shoddy workmanship. Rip it apart. Killer fallsover.

Doesn’t stop Ork though. Climbsout, control cablesstill
attached. Starts shouting abuse and shoots at mewith pistol.
Likel said brave. But stupid. Trying to arguewith manin
dreadnought suit. Stood on it.

Brother-Sergeant Tyler Hayes. Dreadnought L eader
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DREADNOUGHTS COMBAT

Dreadnoughts have a one-man crew, and combine the form and
movement of asuit of powered armor with the protection and
firepower of an armored vehicle.

Imperia Dreadnought pilots are attached to their machines by a
spinal link which splicesinto their own motor nervous system to
control the machine; often, they will develop a psychologica

turn.

IMPERIAL DREADNOUGHT DETACHMENTS
There are two standard Dreadnought detachments, as follows:

dependence on their Dreadnoughts, and they are often regarded as

arace apart by their Space Marine comrades. Other races, such as Detachment Typeand Detachment
the Orks and Eldar, have their own manned walkerswhich fulfil Type Number Battle Rating
the same functions as Dreadnoughts; these are described in the Mutilator 2 Contemptor 160 points
appropriate sections of this supplement. 1 Deredeo
| Furibundus
IMPERIAL DREADNOUGHTS Destroyer 2 Deredeo 200 points
Each Space Marine Chapter has its own force of Dreadnoughts, 2 Furibundus

and hundreds of thousands of Dreadnoughts have seen action on
both sides during the wars of the HorusHeresy.

There are many classes and variants of Imperial Dreadnought,
but of them all, only three main types have been used in any
numbers.

These were the Contemptor, atwin-bolter anti-personnel
variant, the Furibundus, armed with a bolter and amissile
launcher, and the Deredeo, with a las-cannon and bolter. Datafor
these three Dreadnought types can be found in the back of this
book.

Since a Dreadnought has only one crewman, it may only select
onetarget at atime; it may not fire on morethan onetargetina

We need mote Dreadnoughts! The Traitors have got us completely

pinned down...

we don't stand acha...

Thelast communication of Captain Ved Forgiss during the Battle

of Halithon
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ROBOTS

Robots differ from dreadnoughtsin that they rely on aprogram
rather than a crewman. This meansthat they behavein aunique
way on the battlefield.

ROBOT PROGRAMS

Each robot detachment (not each individual robot) must be
given one program for the duration of the game. Placeaprogram
counter beside each detachment at the start of the game. The
program counter may not be changed once the game has started.
Program counters may be found in the back of the book.

The following programs are available:

Battle Program: Thisis ageneral-purpose program, which makes
the robot detachment seek out and engage the nearest enemy.

Support Program: Asits name suggests, the support program
makes the robot detachment avoid close combat with the enemy,
while laying down supporting fire for friendly units.

Defensive Program: This program is used when arobot
detachment is used to defend a point on the battlefield. The robots
will fire on any enemy units within range, and charge into close
combat with any enemy infantry that comes too close.

Take & Hold Program: Thisordersthe detachment to advance to
anominated point and defend it.
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With eerieelectric gracethe Conqueror strodeforward,
looking for targets. Its sensor probeswerefully extended and
its per ceptions covered a far broader spectrum than those of
theflesh thingsthat wereitsprey.

Olfactory receptors picked up a cloud of pheromones. The
congueror subjected them to analysis. Marines. A metallic
odor compounded with oil. They were being accompanied by a
Dreadnought. With terrible, inhuman patiencethekiller robot
set itself to wait. It frozein position. shutting down all non-
essential systemsto reduce the chance of detection.

The order counter that is given to arobot detachment in each
order phase is decided by the detachment’ s program. Refer to the
Robot Orders Table for each detachment, and read down the list
until you find thefirst case that appliesto any of the robotsin the
detachment. The order counter that is given to the detachment is
listed to theright. Y ou must always start at the top of thelist and
work down, and you must stop at thefirst case that applies even if
it only appliesto one of the detachment’ s robots.

ROBOT ORDERSTABLE |

BATTLE PROGRAM Orders
Enemy infantry stand within charge Charge
range

Enemy within weapon range First fire
Enemy in sight Advance
No enemy in sight No orders
SUPPORT PROGRAM Orders
Enemy infantry stand within charge Fall back
range

Enemy within weapon range First fire
Enemy in sight Advance
No enemy in sight No orders
DEFENSIVE PROGRAM Orders
Enemy infantry stand within charge Charge
range

Enemy within weapon range First fire
Enemy in sight First fire
No enemy in sight No orders
TAKE & HOLD Orders
Enemy infantry stand within charge Charge
range

Objective not yet reached Advance
Enemy within weapon range First fire
Any other situation No orders

ChargeOrders: Charge nearest enemy infantry stand -
the robots must enter close combat if possible.

(except Take & Hold - see below).

AdvanceOrders: Advancetowards nearest enemy

Firg Fire Orders: Fire on nearest enemy.

Fall Back Orders: Move directly away from the enemy
infantry stand. If there is more than one enemy unit within
charge range or if the fall back move would take the
detachment into another stand’ s charge range), the
detachment should move so that it ends up further from
any enemy infantry stand than when it began the move.

No Orders: The detachment remains stationary. If the
enemy move with wegpon range later in the movement
phase, the robotsfire at the nearest enemy during the
advance segment of the combat phase.
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TAKE & HOLD . Cataphract: Thisisone
Take & hold programs require an objective. Use an objective 5 - of the heaviest of the
counter to mark the objective for adetachment. The objective af - Nk Imperia battle robots,
counter may be placed anywhere on the table, including areas that g 8- designed for ageneral-
are not currently with the robot’ s line of sight. The counter may not p o s purpose role with the
be placed on a Titan base, a vehicle or an infantry stand - it is used SR g B accent on versatility and
to mark an objective location, not atarget. kY s durability.
Take & hold program counters and objective counters have a ",
number, so you can tell which objective counter appliesto which Py
detachment. For example, the robot detachment with the Take & o

hold 1 program will advance towards objective 1.
Robots with take & hold programs that have advance orders
must move towards their objective counter. The only deviations

they may make from adirect path isin order to avoid obstacles.
This does not stop them changing direction to charge infantry
along the way.

An objective has been reached when any robot in the
detachment moves within 2cm of the objective counter. The
counter isthen removed from the table.

IMPERIAL ROBOTS

Castellan: The Cagtellan
classisaheavy assault
robot, slower then the
Crusader but more heavily
armored. Themost
common configuration
concentrates on anti-
personnel weapons.

Imperial battle robots are maintained by theLegio Cybernetica, 4
which isafighting arm of the Adeptus Mechanicus in the same g "
way asthe CollegiaTitanica. They are assigned to Space Marine o i
forcesfor battlefield duties, but are not part of the Legiones
Astartes.

Robots have seen servicein just about every campaign of the
Horus Heresy so far. Perhaps one of the most famous robot-vs- Conqueror: The
robot action took place in the Eastern Industrial Sector of Myrdinn Conqueror isvery
City during the Scouring of Entessian, when asmall but well- 2Py effective against infantry,
programmed force of Traitor robots held off asmall force of S L and its broad range of
Firebrand Titans supported by dreadnoughts and robots for almost W L,,; ¥ weapons suit it for every
an hour, causing considerable disruption to the planned flanking S situation from support to
sweep. g closeassaullt.

The majority of Imperial robots which have seen servicein the i ok
Horus Heresy belonged to the following five classes: ;l‘ -

Crusader: The Crusader ™ ¢ '

class was designed for
speed and agility, and has
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been most successful in

close assaults against
infantry and other walkers.
It has also been effective
intheroleof tank-killer,
thanks to its speed and the
firepower of its back-
mounted |as-cannon.

Colossus: The Colossus
was developed as asiege
robot, but has proved itself
sufficiently versatileto
take on awide range of
battlefield roles, including
support and close assault.

The cautioustread of the advancing | mperials mingled with
themeasured pacing of the Dreadnought. Soon it cameinto
view.

Therobot ran itsfinal recognition checks. The patterns
painted on thesidedid not match those of any friendly units.
The Conqueror opened fire, cutting the Dreadnought down.

It stepped forward and briefly examined the wreckage. Bolter
firefrom the Marinespattered off itsarmor, Slowly,
unhurriedly the Conqueror turned eyesthat held neither fear
nor hateon them. TheMarines halted, till firing.

Therobot walked among them and thekilling began.
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ROBOT DETACHMENTS

Robot detachments, or maniples, consist of four robots of the
sametype. They may be used by Traitor or Imperial forces.

Note that the battle rating for arobot detachment is equal to
75% of the combined battle rating of itsrobots 4 it isthreetimes
the battle rating of an individual robot, not four. Thisis because the
robots' programming imposes certain restrictions upon them by
comparison with dreadnoughts.

The five types of robot detachment are asfollows:

Detachment Number and Battle Rating
Type Classof Robot

Castellan maniple 4 x Castellan 105 points
Cataphract maniple 4 x Cataphract 165 points
Colossus maniple 4 x Colossus 120 points
Conqueror maniple 4 x Conqueror 120 points
Crusader maniple 4 x Crusader 165 points

Like armored vehicle detachments, robot maniples must
observe the 6cm separation rule.

36
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LANDING PODS AND DROP SHIPS

Landing pods and drop ships are often used to deploy for ces onto the battlefield from orbiting spacecr aft. The only practical difference
between them Isthe size of the for ce they can carry, and the following rules apply to both types equally.

LANDING PODS

There are severa distinct types of Imperial Tanding pod, used
for different tasks. The most common types are as follows:

ASSAULT POD
A
‘1%':‘.‘.#:?" ‘h\ A - m {
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The assault pod is the type most common type of landing pod. It
is capable of carrying up to two infantry stands or four
Dreadnoughts, and is armed with a heavy plasmagun to provide
light support.

SUPPORT POD

éﬁ% \ PN #...M A
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The support pod is used to provide heavy support for troops
landed in assault pods. It is armed with a plasma cannon, and has
no remaining space to carry troops.

DEATHWIND POD

The Deathwind Pod is designed to land amidst heavy
concentrations of enemy troops. It does not carry troops, but is
equipped with a Deathwind Multi-launcher. If it survivesthe
landing, it fires this weapon; the multi-launcher rotates at high
speed, firing all its ammunition in adevastating volley, and the pod
then self-destructs.

MAKING THE DROP

It aplayer hasany
landing pods, he must
write down when they
{ will arrivetwo turns
By L0 |y . inadvance.

i f A Therefore, theplayer
must write which
landing pods will
arriveon thefirst and
second turns before
the battle begins. In
the end phase of thefirst turn, the player can write down which
pods will arrive on the third turn (if any), and so on.

Landing pods arrive on the table during the order phase of the
stated turn, after orders have been placed, but before they are
revesaled. To drop a detachment of pods take one drop marker for
each pod (noting down which marker refersto which pod, if the
pods are different) and stack all the markers on a burst template.
With the other hand, hold the range ruler vertically, with one end
onthetable at the target point. Hold the burst template level with
thetop of therangeruler, and then turnit over sharply, so that the
drop markersfall onto the table. Wherever amarker lands, that is
where you place the pod which it represents.

Enemy forces with first fire orders may fire on pods during the
drop. They firein the order phase, and these attacks are resolved as
normal snap fire attacks. Range is measured to the pod’ s landing-
point onthetable.

MISHAPS

Sometimes, adrop marker may land somewhere unfortunate: on
top of an enemy unit, for example, or off the table altogether. The
following rules apply to drop mishaps:

A pod isautomatically destroyed if it lands off the table, on a
Titan or onaTitan'sbase. If apod lands on a Titan (including the
base), the Titan loses one void shield if it has void shields
operating, or suffers one automatic critical hit otherwise.

If apod lands on top of any other enemy unit, the enemy unit is
allowed to make one free attack with any weapons other than small
arms. If this attack fails to destroy the pod, then the enemy unit is
destroyed as the pod lands on top of it with retro-rockets blazing.
The pod itself dways survives intact.

If apod lands on top of abuilding, its retros will not have
dowed it enough for asafe landing. The pod and anything it
contains is automatically destroyed, and the building takes D3
critical hits(i.e. roll 1D6 and halve the result, rounding fractions
down).

THE MOVEMENT PHASE

The pod will deploy in thefirst fire segment of the movement
phase. Replace the drop modemodel with the deployed mode
model. The pod’ s cargo moves out immediately; place the
appropriate models on the table within 2 cm of the pod.

THE COMBAT PHASE AND
THEREAFTER

Neither the pod nor any troops or vehicles deploying from it
may firein thefirst turn (with the exception of the Deathwind Pod
- see below). In successive turns, they are given orders, move and
fire normally. Pods are always assumed to havefirst fire orders.
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DEATHWIND POD

Unlike other landing pods, theDeathwind s allowed to fireon
theturn it lands. Place the 12cm burst circle used for the Gargant
Long Tom gun over the pod at the start of the advance segment of
the combat phase with the pod at the center. Any infantry or
vehicles under the burst circle, whether wholly or partialy, must
make an unmodified saving throw or be destroyed. Titans under
the burst circle take 3 automeatic hits; each hit will knock down one
void shield or power field. Titans without any operating void
shields or power fields will suffer superficial damage from each
hit.

After the Deathwind has fired once, removeit from play.
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Marnoc looked acrossthe plain. The sky wasbright with
dropships. Assault podsdrifted down like ar mored spores.
When they hit the ground they burst open and Ultramarines
leapt forth to securetheir dropsite. Marnoc raised the
Fortunata’ sfist in welcome and wasrewar ded by a cheer from
the battle-brothers.

Reinforcementshad arrived. Marnoc believed that they were
enough to turn thetide of battle and drive the Rebel’sfrom
Rogsburg for thethird time.

We can win, hethought, exulting ashe watched hundreds of
podstouch earth.

Suddenly a hail of firelorethrough the Ultramarines. Those
who had not got clear of thelanderswere mown down. Assault
podswer e caught at their most vulner able, while air bor ne, and
burst into flames. Mamoc wheeled the Titan and spotted three
Death’sHead Warlords.

Helet out alow moan. Therebelshad enough firepower to end
the beachhead beforeit was established. Hefelt hismouth go
dry with fear but he swiftly reached a decision. He opened the
comm-link to the M oder ati.

“There sonly onethingtodo:’ hetold them, “We ve got to
protect the Marines."

The Moderati knew it was certain death. They didn’t hesitate,
“Goand get them. Princeps.’ said Toal.

Marnoc whedled the Fortunata easily. It nolonger seemed to
fight him.

Functioning asateam they raced towardsthe Death’sHeads,
weapons blazing, M arnoc concentrated fire, bringing the
targetingiconsto bear on aWarhound. It tried to evade but
wastoo slow. The plasma cannon gnawed away at itsvoid
shieldstill they flared out. Toal put a burst from the defense
laser intoitsreactor. It halted.

Theenemy returned fire, Pain seared Marnocashe
concentrated on maintaining hisown shields. He bounded
forward while the M oder ati blasted away. Then they were on
top of the Rebels. From below him he heard Hazan shouting
abuse at their foesasthe powerfist toreand ripped.
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DROP SHIPS

B I T ]
A

Drop ships are huge vehicles, used to carry large bodies of
troops and machines such as Dreadnoughts into battle. There are
varioustypesin service, of which the most common isthe
Thunderbolt.

A drop ship can carry up to 8 stands of infantry or the
equivalent, as shown on the following table. The rulesfor
disembarking are the same as for disembarking infantry from
armored vehicles. Note that a detachment may not be split between
two or more drop ships; the whole detachment must be together on
the same vehicle.

TRANSPORT EQUIVALENTS

2 Dreadnoughts or Robots = 1 infantry stand

2 light vehicles = 1 infantry stand

1 armored vehicle = 2 infantry stands

Note that each unit is counted separately. Thus, 4 infantry
stands and 2 Land Raidersis full load, whether or not the infantry
are embarked on the Land Raiders!

MAKING THE DROP

Drop ships do not enter the battlefield in the same way absorb
as landing pods. They glide onto the battlefield with limited power
maneuver control, which meansthat their landing sites of must be
very carefully selected.

A drop ship landsin the orders phase of the turn, after orders
are assigned to units but before they are revealed. First, the
controlling player selects a landing site, where the ship will come
down, and places an entry point marker where it crosses the table
edge. The straight line between these two pointsisthe glide path -
the importance of is explained later. The landing site must be at
least 6cm away from the nearest building or other obstacle, and
there must be no buildings between it and the entry point.

With its limited maneuver control, adrop ship may not land
exactly whereit is supposed to. After nominating the landing point,
the player controlling the drop ship rollsfor deviation to discover
where the drop ship really lands. Thisisthefinal landing point -
mark it with a deviation template. Once it touches the ground, the
drop ship skids forward for another 2D6 cm before coming to a
halt - thisis called the skid path.

FIRING AT INCOMING DROP SHIPS
An incoming drop ship may be fired on by any model that
fulfilsthe following conditions:

firing model iswithin range and LOS of any part of the glide
path (even if the drop ship will ultimately collide with the
firing model)

firing model hasfirst fire orders

Thisfire takes place in the order phase, but does not affect
where the drop ship lands. The drop ship counts as a vehicle target.
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COLLISIONS

It is quite possible that a drop ship will collide with something
while making its approach and landing. A collision will happen
under the following circumstances:

if the deviation template used to mark the final landing point
covers any infantry stands or vehicles.

if any part of the glide path, including the deviation template
marking the final landing point, touchesabuilding, Titan,
Gargant or other obstacle.

if thereisany building or model of any kind on any part of
the skid path.

The effects of acollision are asfollows:

Callision with infantry or vehicles: place a burst template where
the collision takes place. All infantry and vehicleswholly or partly
under the template are automatically destroyed, with no saving
throw. The drop ship and its cargo are unharmed.

Callison with buildings: both the building and the drop ship are
automatically destroyed. Place the 12cm airburst template where
the collision takes place - any infantry or vehicleswholly or partly
under the template must make anormal saving throw or be
destroyed by flying and debris. Each stand and vehiclein the drop
ship must make anormal saving throw or be destroyed; survivors
may be set up within 2 cm of the collision site, but not in base-to-
base contact with any enemy stands, vehicles or Titans.

POWER FIELD BANKS

Drop ships are protected by abank of power fields, as noted on
their datacard. A power field bank (PFB) can absorb one hit and is
then destroyed, in the same way as the power fields on an Ork
Gargant. Y ou will need to keep track of which drop ships have
operating PFBs on a piece of scrap paper.

DETACHMENTS

Because of their battlefield role, Tanding pods and drop ships
are not organized into standard detachments. Individual pods and
ships are bought as the player requires. Remember though, that you
can't drop part of an infantry or vehicle detachment —it'sall or
nothing!
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Theworld burned. Buildings blazed and toppled. A pall of soot
and smoke hung over everything asthe sun hid itsfacefrom the
daughter. All wasfire, and the heat waslikethat of the desert,

Presiding over the carnagelikerenegade godswerethe Titans,
HugeWarlordsincinerated hundredswith fusion fire. They
loomed out of the smoke of battle and wherethey walked there
was destruction,

They illuminated the sky with flickering ener giesasthey dueled
with weapons of light. Void Shidldsweretheir armor. Reactors
gavethem strength. Angry War hounds stalked in their wake,
seeking prey.

Likeinsectsswarming out to defend their hive, Marinessurged
forward. A hundred thousand voiceswer eraised, crying loyalty to
the Emperor or totheWar master. Ten thousand men moaned as
they died.

Their comradesfought on round their corpses. Some had notime
toscream or pray or plead. They vanished in expanding clouds of
super-heated steam as the plasma bolts of the Titans fell among
them. Boltersrattled and chainsword clashed with armor. Death
walked at every man’sshoulder and in our heartsweknew it.

Rhinos and L and Raider s ploughed through themanswarm like
shipsthrough spumy sea. They left red wakes, Like great beetles
they scuttled among the ant-like men. Like beetlesthey were
crushed under foot by the towering Titans,

Under a sky of fireand ash we fought with thefury of brothers
betrayed. For we were Marines, once united in loyalty to our
Emperor. Now because of the treachery of theWarmaster, thrice
accur sed Horus, we battled. No quarter was asked, no quarter was
given. Hatred drove us. Hatred and fear.

Aye, fear. For we werethefinest warriorsin the univer s, dlite
among €lite’s, the chosen of humanity. Once we had acknowledged
nofoeasour equal. Now we must - for werenot these men the
same as our selves? Spawned from geneseed, trained by masters,
armed and equipped with the best from humanity’srealm, Finally
wefaced afoeworthy of fear, amirror image of ourselvesand all
webelieved in. It wasa nightmare. Brother against false brother,
tothedeath. Isit any wonder we knew fear ?

Wefought liketiger sbut were met with equal ferocity. We shot
accur ately. Our eyeswer elikethose of hawks. Yet equal numbers
fell from our ranks. Wemet at close quarters. Weaponsflashed
and gouged but who wasto say which wasfaster? For every
Traitor whofell, sofell aloyal brother.

The battle surged back and forth till in the end truefaith prevailed
and we had the mastery. Y et wewer e daughtered. But onein ten
survived. The city was dust.

Thusit wasat the scouring of Tallarn. | know. For | wasthereand
saw it with my own eyes. | will not for get.

- Lexicanian Elisar Trask, Ultramarines
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IMPERIAL TRANSPORTS

Imperial transportsarehugetracked vehicles, used to carry lar ge bodies of troops and machines such as Dreadnoughtsinto battle. There
arevarioustypesin service, but most arealmost asbigasa Titan, and capable of carrying large for ces.

One of the larger Imperial transports, the Behemoth, isalmost
as heavily armed as a Battle Titan, and is protected by two banks
of power fields. With its heavy armor and powerful weaponry, the
Behemoth is able to move Marinesto the front in relative safety,
protecting them from barrages and long-range attacks as they chant
their battle litaniesin preparation.

Imperia transports sometimes have a battlefield role, deploying
their forces and then taking up supporting positions where they act
amost as semi-mobile fortifications. Most Imperial transports
carry some defensive armament, and some variants can mount
amost as much firepower asa Titan.

An Imperia transport can carry up to 8 stands of infantry or the
equivalent, as shown on the following table. Therulesfor
disembarking are the same as for disembarking infantry from
armored vehicles. Note that a detachment may not be split between
two or more transports; the whole detachment must be together on
the same vehicle.

TRANSPORT EQUIVALENTS

2 Dreadnoughts or Robots = 1 infantry stand

2 light vehicles = 1 infantry stand

1 armored vehicle = 2 infantry stands

Note that each unit is counted separately. Thus, 4 infantry
stands and 2 Land Raidersis full load, whether or not the infantry
are embarked on the Land Raiders!
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Slowly Marnoc walked towar dsthe bonfire. Hefelt growing
sadness as hewatched theritual continue. So many dead, he
thought. Reportswere coming in from acrossthe sector. |t looked
like Casualtiesnumbered in the hundreds of thousands. The scale
wastoo great for him to comprehend. Thefiguresweresolargeas
tobemeaningless.

All he could do was put individual facesto a few of those statistics:
Toal, Hazan, Warden, scor es of scor ched and bullet-riddled
stranger s. Some of them he had killed himself. Hewould
remember them all till theday hedied.

Therewasa crackling sound asanother rebel banner wasthrown
on thefire. Hewatched it crumble and burn. The great eye was
dowly eaten away by flames. Sparksfloated skyward likethe souls
of the departed.

“ Asthisbanner burnsand isforgotten solet the Chapter who bore
it beforgotten. In death their shameisasnothing. Their betrayal
isforgotten:’ said the man who was conducting the ceremony.
Marnoc recognized him as Trask, an Ultramarine Librarian. He
wonder ed why a mere L exicanian was conducting the service.
Perhapsall the Chaplainswer e dead.

Heknew it was possible. Therebelshad fought likerabid
wolverines once the blockade was broken, and their last desperate
offensive wasthrown back. They had asked no quarter and given
none. He had heard it said by Terminator Marines, seasoned

veteransof centuriesof warfare, that Tallarn was the bloodiest
campaign in living memory. Hedid not doubt it.

“Let usremember our brothers, who by their couragehonoured
usall:’ said theL exicanian astwo Marines added ancther unit
insignia to the blaze. Marnoc saw Kurtz. The scout ace, who had
hunkered down by thefire, rise up and spit disgustedly on the
banner. The Marines muttered that thiswas disrespectful. Kurtz
didn’t seem to care. He stalked off into thenight, toreturn to his
beloved Warhound.

Trasksvoice never faltered even though he noticed the scout’s
action. “ L et ustake heart from their example. And hopethat when
our timecomesour courage matchestheirs:’

The Princepsunderstood how Kurtz felt. Marnoc had lost hiscrew
and his Titan defending theUlramarines' dropsite. He had barely
managed to crawl from the wreckage, carrying the dying Hazan.
Thelast wordsthelittle man had spoken wer e, thank you father:’

Hehad no sympathy for those who followed Horus. They had cost
him too much by their betrayal. He wanted only to see the war
ended. Watching the banner sbum hefelt a mixture of sadness.
hope and renewed deter mination.

Curseyou. Lord Horus. hethought. Curseyour treachery and
your rebellion. Well, you started thiswar but we're going to finish
it. Heturned and looked at hisnew crew, fresh-faced boys, he
thought. but they’ll do
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banners.

The leading Titan bore the sigil of
Lord-Phoenix Fialathandirel. Wall

|l againgt Evil. Inits head, a domed
mass of Carrecenad soul-stone held the essence of theEldar who
had borne that name. The living crew - blood-relatives of the Lord-
Phoenix - reclined on couches around the stone. Each wore a
headband of polished metal, set with asmaller brother of the stone
on the floor. Their eyes were empty; their minds were one with
their Ancestor. They had become Fidliathandirel.

The crew’ s eyes saw nothing; it was the mind of the Titan that
beheld the Orks through the sensors that were hiseyes and ears.
There were many foes: hideous Gargants towered above Buggies
and Battlewagons. Here and there among the mass of troops could
be seen the squat, brutal Dreadnoughts. Orks covered the ground
like a poisonous green mould.

lolavai Firnamaidd! The battle-cry came from al places and from
nowhere. It flew from the throats of theliving, and echoed round
the silent stones. Timefor thekilling.

Grav-tanks leapt forward, spitting bright laser-fire. Artillery added
many voicesto the song of war. Dreadnoughts and Walkers |oped

forward and behind them, with shorter strides, ran the battle-suited
Avenging Warriors.

The Phantoms legpt ahead, swift movement and bright laser-bolts
weaving atapestry of death. Fialathandirel led, dancing in a storm
of refracted color as defensive screens broke up hisimage.
Missiles flashed from the Phantom’ swing, and his pulse laser
traced aline of fire across a Gargant’s shields. Swift Badbaltrilas
raced forward. Lady Double-Armed With Swords Of Light, and a
Gargant died. One of her pulse lasers destroyed its shields, and the
other brokeits oily heart in agout of fire.

lyanden was going to war. Grav-tanks sped forward, leading the way for the Titans.
Four Phantoms wor e the green and gold of Lirithion, with the heart and thorns on their

Behind the Titans came an army of Walkers, and above them hovered a swarm of jet
bikes, buzzing like angry hornets. Gracefully, the Titans picked their way through the
infantry that milled around their feet.

Missiles and laser fire rained down on the Ork infantry. Spirit
Warriors brought Wartraks and Buggies fiery doom. But the Orks
were taking their own toll. From ascore of positions, las-cannon
picked off Dreadnoughts and Walkers.

Fiallathandirel saw Rash Lantillifieth. Bright Slayer Of Darkness,
rush forward through a storm of enemy shells. Before he could
fire, his pulse laser was destroyed and bright blue sparks showered
from one wing. The crippled Phantom swerved violently and his
power fist tore into the head of a Gargant.

Far off to the left, another Gargant died. Caught in aweb of fire
from the Walkers and artillery, it began to pour smoke and settled
on its broad haunches. One of itsturrets rattled briefly, and
Dreadnoughts fell like grass in the wind.

Away to theright, ahaze of color solidified into brave
Brylidassian, Opener Of The Gates Of Doom. The Phantom stood
like astatue asavortex of light swirled out from his D-cannon.
The last Gargant toppled and crushed the troops beneath. Half its
right side had simply vanished. The Phantom was it up with fire -
his pulse laser turned to dag. Before he could seek safety in
movement he was destroyed. Fidliathandirel was saddened:
another Spirit-Brother would dance no more.

The Orkswere wavering: their charge had been brought to a
standstill. Here and there pockets of infantry dug in, and hails of
bolter fire greeted the advancing warriors. Thiswas the Fate-time:
the moment at which al would be lost or won.

Suddenly, the air wasfilled with the scream of flight packs. Likea
storm of meteorites, the Fian Silspeiraigh plummeted into the heart
of the Ork infantry positions.
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THE ELDAR

Although humanoid in appear ance, the Eldar are actually quite unlike humans. An Eldar standsalittletaller than a man, with long
graceful limbsand elegant elongated features. Their metabolism isfaster than that of humans, so they are swift footed, quick thinking,
and in many respectssuperior to mankind. However, they areon thewholealittle morefragile and perhapsnot quite asstrong
physically, although asin all speciesthese qualitiesvary enormousdly from individual to Individual, and some Eldar arevery strong
indeed. They arevery long lived asa species, some surviving for athousand years, but they arenot prolific.

EARLY HISTORY

TheEldar are an ancient race; their spacefaring history
predating humanity’ s by many thousands of years. In the distant
past, the Eldar encountered the Old Slann, the greatest of all
spacefaring peoples, and learned many arcane secrets about the
universe from them. After the passing of the Old Slann, which
itself happened thousands of years before man’sfirst stumbling
attempts at spaceflight, the Eldar continued to flourish and their
civilization expanded throughout the galaxy.

Eldar spacetravel, likethat of the Old Slann, is based around
the principle of warp-tunnel engineering. Tunnels were constructed
from ster to star, passing through the warp and allowing spacecraft
ameans of moving rapidly throughout the galaxy. Warp drives, as
used by human spacecraft, were not used by the early Eldar and
thiskind of travel within the warp rather than through tunnelswas
regarded by the Eldar as dangerous and impractical.

RACIAL DISASTER

TheEldar civilization collapsed at its very height. Today, its
remnants reflect, but cannot hope to equal, the achievements of
that long past era. The Old Slann are said to have forewarned the
Eldar about the dangers that they would face. They taught how
every living thought and feeling creates an echo in the warp, and
how like characteristics re-echo together, creating a unified
circulating wave of energy. Such waves form vortices of pure
energy manifesting a collective consciousness and will. The Sann
called these conscious warp creatures the Powers of Chaos.

TheEldar fell victim to the monster created by their own racial
inclinations: a Power of Chaos raised by their common ambitions
and motives. Asthe Power grew stronger, its echoes began to
permeste the minds of the Eldar themselves, reinforcing the
qualities upon which it fed and furthering its own growth. The
natural ambitions and ideals of the Eldar, hedlthy enough in
moderation, were soon reinforced to a point of obsession and
insanity. Within afew generations the extremes of behavior
overthrew all other considerations and the whole civilization fell
into madness and decay.

Only afew Eldar rebelled against the life of sybaritic ease now
amost universal amongst their kind. These were the few that had
heeded the warnings of the long vanished Old Slann, turning their
minds away from their natural inclinations and towardsthe

aversion of racial disaster. In order to escape the decaying
civilization around them, they constructed many vast spacecraft,
self-contained worlds where they could live wholly untainted by
the mass of their race. These craft worlds were the only portion of
Eldar society to survive thefall of theEldar race. All the living
Eldar are the descendants of these brave and hardy people.

Thefall of theEldar issaid to have happened in asingle orgy of
destruction. When the Power of Chaosfinally achieved sufficient
energy, it began to draw all Eldar consciousnessto itself, literally
draining the minds of theEldar. Every Eldar world was emptied of
life, and almost the entire race perished. The energies of the Eldar
passed into the warp, and became the creature known as Slaanesh,
the Power of Chaos given form by the dreams of the Eldar. This
relationship isimportant to those Eldar who survived, becausein
Slaanesh they perceive the worst side of their race, the side of their
character which caused their downfall and to which even the
survivors are inclined.

THE CRAFT WORLDS

Today the entireEldar civilization islocated on board the giant
craft worldsthat float throughout the galaxy. The size of these
worlds varies tremendoudly, some are amost the size of asmall
planet whilst others are little more than a city floating in space.

The craft worlds till preserve the warp tunnel technology of the
Eldar, and every craft world has many entrances to warp tunnels
insideit. Some warp tunnels are large enough only to admit a
single Eldar, others are large enough to drive a substantial vehicle
through. The largest of all arelocated outside the craft worlds,
either contained within or suspended in space nearby. They are
virtually invisible of course, little more than a patch of darkness,
but they allow whole spacefleets to move between the different
craft worlds, and from craft worlds to solar systems throughout the
galaxy. In thisway theEldar can move easily and quickly through
the galaxy.

THE INFINITY CIRCUIT

Whilethe Old Slann taught the Eldar about the dangers of the
warp, they also taught them about its many positive aspects. They
taught how the mind of aliving creature passes upon death into the
warp, where it may, if theindividual mind has achieved power,
remain whole and immortal as a spirit in the warp. The Old Sann
believed that the object of life wasto perfect the mind, and thereby
achieve conscious immortality as a spirit in the warp. Once created
an immortal spirit could reincarnate as aliving creature, and would
aways return to the warp as awhole spirit upon desth. However,
theOld Slann also warned that such an existence was impossible if
an individua’s own thoughts were too close to those of a Power of
Chaos, for when that happened a deceased consciousness would be
devoured by the grester Power, losing itsidentity and melting into
it.

Today theEldar know that upon death their consciousness will not
survive, but will be devoured by Slaanesh and further invigorate
that which isthe eternal shame of their race. They can have no
immortal life as a spirit, and in death can only hope to serve the
creature they regard as their most potent enemy. It wasasa
response to thisfate that the Eldar developed the Infinity Circuit.

The Infinity Circuit isarepository of Eldar minds, acollection
of objects caled Spirit Stones. The consciousness or spirit of one
or more Eldar is preserved in each Spirit Stone. Of course, a
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consciousness is not quite like aliving mind, so many Eldar minds
can occupy a single Spirit Stone manifesting a collective
consciousness, or pool of knowledge. Although Stones are
individual repositories, all share the energy of the entire Infinity
Circuit, and are linked by that energy flowing between them. When
an Eldar dies his spirit passesinto a small temporary spiritual
repository called aWay Stone. The Way Stone can only hold the
spirit for alimited time, during which the Eldar’s spirit must be
transferred to a Spirit Stone for it to survive. All Eldar wear aWay
Stone, asmall stud or decorated emblem which will hold their
spiritif they die, usually on their breast.

Each craft world hasits own Infinity Circuit, spread over many
Spirit Stones where the consciousness of its past citizens resides.
Thecraft world’ s Infinity Circuit represents avast repository of
wisdom and experience, and it is treated with ultimate respect by
the Eldar who live upon that craft world. Every Eldar knows that
hisfateisto join hisforefathersin the Infinity Circuit when he
dies. If an Eldar dies before his spirit can be gathered, thisis
regarded as agreat loss and aterrible fate. The Infinity Circuit of
the craft world is regarded in many respects like aliving creature,
which in some waysit is, contributing its own undying wisdom to
the government of theliving.

There are many small Spirit Stones containing one or only a
few collective minds. These smaller Spirit Stones sometimeslie a
the heart of machines, spacecraft, or other mechanica devicesin
such asway that the consciousness they contain can join and
harmonize with the minds of living Eldar. Therelationshipisa
useful oneto the surviving Eldar, and one that has grown to be
entirely natural for them.

The ultimate examples of Eldar meshing with Spirit Stonesis
that of the creatures called Avatars. Every craft world hasa
number of Avatars, battle-suits built around a Spirit Stone housing
the idealized spirit of an Eldar principle. Such stones contain only
the parts of consciousness that most embody an aspect of the Eldar
character. An Eldar who becomes an Avatar melds his own
personality with the idealized spirit of aracia principle, becoming
aliving manifestation of that attitude of theEldar character. Once
an Eldar has donned the suit of an Avatar, he and the Spirit Stone
are united until he dies, the Eldar simply forgetshe hashisown
personality and becomes enmeshed within the single-minded
thoughts of the Avatar. Upon death, the Eldar’ s own spirit passes
into the stone and awaits anew Avatar. The Avatars are important
to the Eldar, they areliving virtues, the embodiment of what they
see asworthy about their race. The Avatars are the most important
occupants of a craft world.

A further example of thismelding of Eldar and Spirit Stoneis
the Phantom Titan, where the minds of itsliving crew meld into
the Spirit Stone of the Titan itself, and are governed by its vast
fighting experience. Unlike the Avatar the melding is only
temporary, but it still enables the crew to fight with all the battle-
wisdom and ferocity embodied by the spirit in the stone.

45

THE LAST HOPE

Although very long lived, Eldar are not aprolific race. This
may be one side effect of their spiritua fall. Asaresult most Eldar
populations are in a state of slow decline, and many craft worlds
areall but deserted. The Eldar nurture one last hope. They believe
that when the Infinity Circuits hold all the spirits of their race, all
of the craft worlds will unite into one Infinity Circuit, and the
collective spirits of the Eldar will join to form anew Power of
Chaos that will battle and subdue Slaanesh, so that Eldar spirits
may once more be able to merge with it and form asingle,
balanced entity. By doing so, if such athing is possible, they hope
that thiswill allow the Eldar race to be recreated in a better form.
Meanwhile the Avatars of thecraftworlds must guard the Spirit
Stones from harm and continue to survive, so that al Eldar can see
and form in their own minds a concept of the Eldar virtuesthat will
enter along with their spirits into the Infinity Circuits.
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THE PHANTOM CLASSELDAR TITAN

The Phantom, or Finnadan, isthe most common class of Eldar Titan. Asits name suggests, the Phantom isfast moving and very agile,
embodying the Eldar military philosophy that prefersspeed and mobility to heavy armor.

Like all Eldar military vehicles, the Phantom is designed for
beauty as much as function, and compared to an Imperial Titanitis
very tall, dlim and fragile-looking. This appearanceislargely
deceptive, for the Phantom is strongly built, and can absorb at least
as much damage as a Human Warlord Titan.

Unlike Human Titans, however, Phantoms do not make use of
void shields. Instead, they have a system of defensive screens
called dathedi (‘ between colors'). The screens project a
holographic disruption pattern, whose dispersionislinked to the
Titan’s movement. Thus, when a Phantom moves, itsimage seems
to explode into a storm of tiny multicolored shards. The faster it
moves, the more scattered its image becomes. When it stops, the
cloud appears to coalesce into asolid shape.

Eldar defensive screens are designed to disrupt enemy targeting
rather than stop incoming fire as void shields do. Compared to
Imperia Titans, the Phantom is vulnerable to damage, but its
screens make it more difficult to hit provided it keeps moving.
While many Imperia Titan commanders see this as aweakness, it
isentirely in harmony with the Eldar conception of war; hit-and-
run tactics are normally employed, with the Phantoms using their
speed and agility to maneuver into an opponent’s blind side before
firing.

The Phantom has a crew of four - three living Eldar and one
Infinity Circuit. The Infinity Circuit isnormally mounted in the
center of the crew compartment in the Titan's head, and theliving
crew - frequently blood-relatives of the Infinity Circuit - occupy
couches around it. Unlike their Human counterparts, they do not
have specific functions. Each crewmember is equipped with a
headband in which is set afragment of the carrecenad stone; by
means of thisthey merge their minds with the Infinity Circuit,
forming acomposite mind capable of handling multiple thoughts
and actions. Thismind islinked to the Phantom’s mechanical
systems by Mind Impulse Unitsthat are far in advance of those
used by the Imperium.

The relationship between a Phantom'’ sliving crew and its
Infinity Circuit isintimate and al sharing; they know each other
totally, and are marked by their ability to finish each other’s
sentences and thoughts out loud.

In any other Eldar, this would be unthinkable presumption, but
Titan crews are known for the closeness they develop and the
eccentricities that arise fromit. ToEldar outside the Titan Clans,
they are almost arace apart.

THE ORDER PHASE

The superior design of Eldar Mind Impulse Units, coupled with
the composite mind formed by the crew and Infinity Circuit, makes
the Phantom Class avery flexible Titan, able to react quickly to an
opponent’s actions.

Because of this, when Phantoms fight non-Eldar, the non-Eldar
forces must choose and reveal their orders before the Phantoms
choosetheirs.

The normal rulesfor orders are used if Phantoms fight other
Phantoms.

THE MOVEMENT PHASE

Because they are designed with afast, mobile tactical approach
inmind, Phantoms are always extremely maneuverable.

THE REPAIR PHASE

Coordinated by the shared consciousness of crew and Infinity
Circuit, Eldar repair systems are highly effective in locating and
repairing damage.

All repair rolls on a Phantom receive a+1 modifier.

Seeing the Caurifellianaidd wasalmost a shock after thestories
Liafil had heard - they looked very like himself. Hetried not to
stareat the shifting red-and-black of soul-stonein their head-
bands.

“It ismy thought:’ said one, “that theOrks..."

“Agreed:’ Thesecond interrupted. “But recall...”

“Very different terrain.” A third voice. “However...”
“Luatheinn on theleft flank can..."

“If necessary. We shall know morefrom thisbriefing.”

Liafil wasrelieved to reach the briefing-chamber. The

Caurifélianaidd’ sconstant interruption of each other made
him very uncomfortable.

THE COMBAT PHASE

MAXIMUM TO HIT

Therule of one and six from the basic game rulesis not used if
Phantoms are being employed in agame. Instead, the maximum to
hit ruleis used. No matter what happens, aroll of 1 onthediceis
always amiss. That doesn’t change from the basic rules. If you
require ascore of 7 or moreto hit, roll to hit asnormal. If you
score a6, you have not necessarily hit. Roll again (this second roll
is never modified by anything), and consult the following table.
Because of their agility and fast reactions, Phantoms receive a+1
modifier to hit when attacking a non-Eldar Titan with close combat
weapons.

When a Phantom is engaged in close combat, its defensive
bonus becomes -1 for the duration of the close combat, and the
defensive modifier wheel should be moved to display the number
1.

MAXIMUM TO-HIT TABLE

Score Needed Roll
to Hit Required
7 4+
8 5+
9+ 6
DEFENSIVE SCREENS

In addition to the norma modifiersto hit arising from the firer's
orders, units firing on an Eldar Titan which is equipped with
defensive screens suffer modifiersto hit according to the Eldar
Titan'sordersfor theturn. These are given on the Defensive
Screen Modifiers table below.

The Phantom Titan model has a base with a numbered whed,
likethe Void Shield Whedl of Warlord and Reaver Imperial Titans.
The wheel on a Phantom’s baseis called the defensive modifier
wheel, and is used to keep track of modifiersto hit arising fromits
orders.

At the start of the game, set the wheel at ‘0’. When the
Phantom’s orders are revealed, move the wheel up or down by the
amount indicated on theModifier Increment column of the
Defensive Screen Modifierstable, to display the modifier to hit for
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incoming fire that turn. The number showing on the wheel is
subtracted from therollsto hit for any attacks made on the
Phantom. Note that this modifier may never be more than the
Modifier Maximum given on the table (3 for evade orders, 1 for
first fireand 2 for all other orders), and may never belessthan
zero.

Defensive screens may not be damaged, only destroyed. When
aPhantom'’ s defensive screens are destroyed, turn the defensive
modifier wheel so that the red dot is displayed. The Phantom no
longer gains any defensive modifiers, and its opponents’ rollsto hit
arc modified only by cover and by their own orders.

DEFENSVE SCREEN MODIFIERS

Orders Modifier Modifier
Increment Maximum
Evade +2 3
Charge +1 2
Advance 0 2
First Fire -1 2
Damage Control -2 1

WING-MOUNTED WEAPONS

The shoulder wings on Phantom Titans are used as weapon
mounts. Wing-mounted weapons have the same arc of fire as
carapace-mounted weapons on an Imperia Titan.

CLOSE COMBAT

Because of their agility and fast reactions, Phantoms receive a
+1 modifier to hit when attacking a non-Eldar Titan with close
combat weapons.

When a Phantom is engaged in close combat, its defensive
bonus becomes —1 for the duration of the close combat, and the
defensive modifier wheel should be moved to display the number
1.

NEW WEAPONS

TheEldar use three distinctive weapons on their Titans: the
pulse laser, the distortion cannon and the induction field projector.
Details of these weapons may be found below.

PULSE LASER

The pulse laser, or pulsar, is used exclusively by Eldar Titans.
No other race hasthe required level of technology to make such a
weapon.

The pulse laser is avery heavy weapon. It fires aburst of rapid
laser pulses. Roll to hit once: asuccessful roll to hit meansthat the
target has been caught by aburst. Roll aD6 to see how many times
the target has been hit. Separate damage level and hit location rolls
are made for each damaging hit.

For example, a pulselaser hitsan Imperial Titan with 3 void
shields. TheEldar player rollsa D6 and getsa 5; the pulse laser
has caused 5 hits. Thefirst three hits knock down the Imperial
Titan' s void shields, while the remaining two hits inflict damage on
the target, which is resolved in the normal way.

a7

Pulse lasers may only be purchased for Eldar Titans.

PULSE LASER VSVEHICLES
When firing on vehicles, Pulse Lasers offer two options:

fire on asingle vehicle, rolling once to hit and rolling aD6 to
determine how many shots from the volley hit the vehicle.
place the transparent 6¢cm burst circle where desired within
the weapon’ srange and fire arc, and roll to hit each vehicle
covered by the burst circle. Each vehicle may only be hit
once.

PULSE LASER VSINFANTRY

When a Pulse Laser fires on an infantry target, place the
transparent burst circle where desired within the weapon’s range
and fire arc, and roll to hit each infantry stand under the burst
circle. Each stand may be hit only once

DISTORTION CANNON

The distortion cannon, or D-cannon, is an exotic heavy weapon,
particular to the Eldar. It operates using the same principleasa
spacecraft’ swarp drive, displacing the target into warpspace and
then back again, usualy with fatal results.

A D-cannon takes some time to set up and fire, and may only be
fired with first fire orders. In addition, it does not receive the usual
+1 modifier to hit - first fire orders are anecessity rather than a
luxury, and give the crew no extraaming time.

However, a D-cannon can be devastating when it hits a target.
Anything other than a Titan is automatically destroyed, regardiess
of armor or saving throws. A Titan with operating void shieldsis
completely unaffected - it does not even suffer a knocked-down
void shield - but a Titan without void shields suffers one automatic
critical hit for each successful hit by a D-cannon.

The grade of a Titan-mounted D-cannon is aways one lessthan
the heavy weapons grade of the hard point on which it is mounted;
thisis because of the necessity for additional stabilizing equipment
to keep the weapon still for firing.

VIBRO-CANNON

Commonly known asthevibro-cannon or V-cannon, the
induction field projector is a very heavy weapon, which can only
befitted to Eldar Titans; it requiresavery precisely modulated
power supply, which is beyond the capacity of Human plasma
reactor designs.



CODEX TITANICUSONLINE

The V-cannon causes a fluctuating electromagnetic field that
induces powerful interference in heavy-duty power transmission
systems. Thisis often compared to an electric current inducing
muscular paralysisin aHuman. When two or more are brought to
bear on asingle target the fieldswill interfere with each other. This
interference is modulated to induce resonant vibration in the
structure of the target, causing damage by literally shaking it apart.

The V-cannon can only be used with first fire orders. It has no
effect oninfantry. A roll ismadeto hit asnormal, but void shields
and power fields provide no protection; ahit aways causes
damageto thetarget.

If ahit is scored, the V-cannon is locked ontothetarget. It
remains locked on until:

The attacker chooses orders other than first fire for the unit
operating the V-cannon

The attacker decidesto fire the V-cannon at another target
The target moves out of the VV-cannon’ srange, firearc or line
of sight

Thetarget is destroyed

Hits from a V-cannon cause damage in the end phase of the
turn. Thetarget suffers the following effects for each V-cannon
locked ontoit:

movement is reduced by 4 cm, to aminimum of zero
thetarget loses one 45° turn per movement phase, to a
minimum of zero

When two or more V-cannon are locked on, the target also
suffers one automatic critical hit for each V-cannonapart fromthe
first that islocked onto it. If you are using the Epic Battle Damage
System, al the V-cannon locked onto asingle target count as one
volley, which is treated separately from any other weapons being
used by the same attacking units.

For example, two Eldar Titans equipped with V-cannon attack a
single Imperial Titan. The two V-cannon count as one volley, all
other weapons on the first Eldar Titan count as a second volley,
and all other weapons on the second Eldar Titan count asa third
volley

DAMAGE AND ELDAR TITANS

The new damage systems in this book can be used for Phantoms
with little difficulty, provided that the following adjustments are
made.

REPAIR

Because of the high degree of co-ordination afforded by having
the crew in deep mental rapport, various functions are performed
more efficiently than would be possible for aHuman Titan crew.
One such function isrepair, and Phantoms gain a+1 bonusto al
repair rolls.
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DAMAGE TABLES

The following results are amended for Phantom Class Eldar
Titans. These alterations apply to both the Detailed and Epic Battle
damage systems.

L eft and Right Car apace: For “carapace’, read “wing”.

Psychic Shock : Because the crew of a Phantom arein mental
rapport, a Psychic Shock result will stun the whole crew for one
turn, in addition to injuring one of them. The Titan may not attack,
and may not be given any ordersin the following turn. Longer-
term effects depend on the number of crewmemberswho have
been injured - see Crew Injuriesin the section on Eldar in the
Campaign Game

Knockout Blow: The only effect of thisisto stop the crew gecting
or firing any anti-personnel weapons; damage does not affect the
Titan's Infinity Circuit.

V SGsDestroyed: The Phantom’s defensive screens are destroyed.
Set the defensive modifier wheel at zero for the rest of the game.

USING ELDAR TITANS

Eldar Titan forces sometimes assist Imperid Loydists against
the Traitors; since their own race fell to Chaos from within, they
will aly themselveswith Humans to prevent the spread of Chaos.
They will also fight Traitor Titans without assistance.

A force may be composed entirely of Eldar Titans, or may bea
mixed group of Imperia and Eldar Titans. Any of the scenariosin
the rulebook may be used with Eldar Titans making up some or al
of one side' s Battle Rating.

Eldar will not fight in the same force as Human Traitors or
Orks.

WEAPONS

Phantom Class Eldar Titans may only ever useEldar weapons
listed in thisvolume and in the Adeptus Titanicus rulebook. Eldar
do not use weapons designed and built by other races, as such
items are far too primitive.

DEVICES

Phantom Class Eldar Titans may use any of the devices listed
in theAdeptus Titanicus rulebook except cameleoline asthis
interfereswith their own defensive screens.



CODEX TITANICUSONLINE 49

b3

's;.,.-_”l':
— R ﬁ e h
Fash) ﬁ. cg‘. }fw

DESIGNING PHANTOM CLASSTITANS

Eldar Titans may be designed using the rules from the Designing Imperial Titan’s section earlier in this volume and the specia rules given
above. The most commonEldar Titan isthe Phantom Class, which has two main hull variants: Spectre and Shade.

STANDARD ELDAR TITANS

Class/Variant Wings Left Right Speed AR Battle Mvr
Arm Arm Rating

Phantom/Spectre 2x2/0/B ATUA AUA 16/24 0 1000 EM

Phantom/Shade 2x2/0/B 3/VA VA 20/30 0 900 EM
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ELDAR VEHICLES AND WALKERS

In addition to their Titans, theEldar havea full complement of vehiclesand walkers. Themost commonly used arecovered in this

section.

ARMORED VEHICLES

THE FALCON GRAV-TANK

The Falcon gray-tank (Eldar
Faolchu) isthe mainstay of the
vast majority of Eldar forces,
and fulfills alarge number of
battlefield roles, from troop
transportation to
reconnaissance.

It is armed with a shuriken cannon and agrade 2 las-cannon,
and can transport two stands of troops in the same way as an
Imperial Rhino or Land Raider in the Space Marinerules.

LIGHT VEHICLES

Eldar light vehicles obey &l the standard light vehiclerules, as
laid down earlier in this volume.

FIELD ARTILLERY
’ The term Beithir (an ambiguous
L, et o word in the Eldar language,
Sl oy trandatable equally as ‘Thunderbolt’

st SN and * Striking Serpent’) is applied to a
b "‘"\i?ff range of two-man mobilefidd
0 —t artillery units. The most common
R S weapon is alas-cannon, but heavy

plasma guns, D-cannon and scatter
lasers are dso widely used. The artillery unit is not fast-moving,
and has only one movement rate - the charge rate. It may never be
given advance orders. Eldar field artillery is often deployed from
Falcon gray-tanks.

JET CYCLE
The Ceifulgaithann (‘Wind Rider’) isthe
f;?:_ ; standard Eldar jet cycle, and fulfils the same
o, T battlefield role as the Imperia Jet Bike. It
; "'A.:—r e has a crew of one, and is armed with a
ST shuriken catapult.

WALKERS

The Scurafhainn walkers include machines which the Imperium
would classify separately: the larrascurath (“Questing Warrior™)
dreadnought, the Tannascurath (* Spirit Warrior’) Infinity Circuit
robot, and the Offigascurafb (“ Striding Warrior”) war walker. All
machines in this category behave as dreadnoughts in all respects.

DREADNOUGHTS
Like the dreadnoughts of thelmperium,
Eldar dreadnoughts are crewed walkers with
amixture of antipersonnel and anti-vehicle
armament. The two most common variants
Gl g are the Banshee Assault Dreadnought and the
gl War Cry Support Dreadnought. Eldar
dreadnoughts are equipped with jump packs
i as standard.

P

1

SPIRIT WARRIORS
The Spirit Warrior is
generaly considered as a robot
“ oy by thelmperium, but toEldar
e f# 2 eyesitisvery little different
; i from adreadnought. Instead of a
e living Eldar, it is crewed by an
" Infinity Circuit, but there the
difference ends. Spirit Warriors

o e P do not require programming like

imperial robots, and behave in every way as a dreadnought.

WARWALKER
Despite the exposed position of the
u crewman, the War Walker is not counted asa
o ot Bie light vehicle. The crew position is protected
bl s by an array of energy fields, giving the same
'k protection as a dreadnought’s metal skin. Its
J.h armament of a scatter laser and alas-cannon
[ % make it effective against both infantry and
" vehicles.
LN
o Fi
JUMP PACKS

Eldar dreadnoughts are fitted with jump packs, allowing them
tomakeaspecia jump moveif they have charge orders. A jump
move allows the Dreadnought to move double its normal charge
distance, but it may only make on 45° turn, at the start of its move.
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Fiallir led hisWind Ridershigh over thebattle. In the distance,
four of the ugly, brutish Ork Gargantslumbered forward,
contrasting grotesquely with the Phantoms of Fir Lirithion they
faced, Grav-Tanks sped forward, weaving asthey headed for the
chosen artillery positions.

TheWind Ridersleft the Titansbehind. Fiallir wondered briefly
what it must beliketo have a machinerespond asif it wereyour
own body. Then helaughed out loud. Heknew. HisCyclerolled
and swerved, sharing hislaughter.

Far below him, the artillery wasfiring. Explosions appear ed
among the advancing hor de of Orks. With thewild song of the
Avenger keening through hisveins. Fiallir led the Wind Ridersto
theattack.

“lolavai Ceifulgaithann!” Six voices echoed thewarcry asthe
Wind Riders swooped. Shuriken torethrough stedl and leather,
flesh and bone. Orks scattered: Bikesand Wartraksswerved
madly to avoid the ondaught. A Wartrak gunner died trying to
bring hislas-cannon to bear. Another was faster - Fiallir threw his
Cycleintoatight turn asalaser-bolt grazed hisfront fairing.

Behind him. Rhiadlior fell in a storm of bolter shells- now they
wer efive.

Hugging the ground, the Jet Cycles screamed along theOrk lines.
Gray-tanks hurried to reach the gap beforeit closed. Rubble
flashed by inchesaway - vital cover against the concentrated bolter

fire of theOrk infantry. FiveOrksdied against the stump of a
wall, but Mathlahir fell with them. Dodging and weaving, thefour
Jet Cycles headed deeper into theOrk lines. Auto-cannon shells
mar ched along awall behind Fiallirsshoulder: heflung hisCycle
sideways out of thelineof fire, and swung round the building.

The Gargant cameasa completesurprise. Fiallir swerved and
climbed, almost rolling over in the effort to avoid the huge
machine. Liassalath reacted an instant too late. A dozen Orks died
at their firing-posts asthe three Jet Cyclesflashed past. The
Gargant was behind them befor e the answering bolter fire started.

TheWind Ridersboredown on the front lineto find it awash with
Avenging Warriors. Thewhole of theOrk center had dissolved
into small hand-to-hand skirmishes, and stalking Dreadnoughts
sowed destruction along the flanks. A wrecked Gar gant lay oniits
side, amakeshift fortresswhereasmall group of Orksmadea
determined stand.

They took theOrks by surprise. A hugeOrk stood bellowing
orders- - Fiallir’ sshurikenscut him in two, and the other sfled.
With Eldar infantry all around them and Jet Cyclesattacking
from behind, panic spread quickly. A few fired back, and Talisson
fell.

Thetwo surviving Wind Ridersmade alow passover theruined
Gargant, but therewasno answering fire. Fiallir exchanged a
wavewith one of the Avenging Warriors, and headed back toward
the Eldar lines.
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ELDAR INFANTRY

The Eldar make use of two types of infantry force, whoseroles | mperial commentator s compar e to Space Marine Assault and Tactical

troops.

The Swooping Hawks (Eldar Fian Siispeiraigh) arean elite for ce of assault troops, specializing in troop dropsto secure an areafor other
Eldar forcesor to mount adevastating surpriseattack. The Avenging Warriors(Eldar Fian Dialcaman) are the main Eldar lineinfantry
who takevariousrolesin the field depending on the pre-battleritualsthey have undertaken. They aretreated asnormal infantry (seethe

Space M arine rules). The Swooping Hawks however, need special rules.

SWOOPING HAWKS

The Swooping Hawks are a highly mobile force, kept in astate
of constant readiness. They are usualy thefirst wave in an attack
on aplanet, capturing key pointsin lightning raids and preparing
the way for the main assault. Once the more heavily equipped units
have been deployed, the Swooping Hawks are ferried back to the
craft world, where they can be deployed quickly to aid bel eaguered
units or staunch a breakthrough by the enemy. They are often used
in support of Eldar Titans, dropping directly on the enemy front
line, disrupting and distracting the defense while the Titans move
into position for a devastating attack.

Swooping Hawks are ferried from the craft world to aplanet’s
atmosphere in specialy-designed craft known as Rillididdian
(Shooting Star). These are not technically drop-ships, for they do
not land on the planetary surface. Instead, they enter the
atmosphere briefly, and the troopsthey carry free-fal to the
surface, using their jump packs to slow and control their descent.
Thetroop carriers then return to the craft world. Because they
spend very littletimein the atmosphere, and because of the
complex system of cloaking devices with which they are equipped,
all too often the first warning of a Swooping Hawk attack has been
the sudden scream of jump packs overhead.

T
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TROOP DROPS

Swooping Hawks are not set up on the table at the start of the
game; they are assumed to be plummeting through the atmosphere
in their troop-carrying ships. They enter play using the same drop
procedure as Landing Pods.

Enemy units may snap fire on dropping stands in the order
phaseif they havefirst fire orders. These attacks are worked out in
the same way as normal snap fire attacks made during the
movement phase, with the range being measured to the point
wherethe Eldar stand landed.

Swooping Hawks must be given charge orders on the turn that
they land, and may move up to 16cm using their jump packs. On
thefirst turn they don’t have to worry about formation restrictions
- but from their second turn on the table, the normal formation
restrictions apply.

SPECIAL CASES

Sometimes a stand will land on top of an enemy unit or in
difficult terrain, or even missthetable all together! Thefollowing
special rules apply in these eases:

A stand iskilled instantly if:

it lands off thetable.
itlandson aTitan or on aTitan'sbase

If the stand lands on top of any other enemy unit, the enemy
unit is allowed to make one free attack with any ranged weapons.
If this attack failsto kill theEldar stand, the two units count as
being engaged in close combat. Neither stand may move, and they
must fight around of close combat in the close combat segment.

If the stand lands in difficult or dangerous terrain it must make
asaving roll to avoid being eliminated. Stands that land on top of
buildings must also make a saving roll; if they succeed they are
placed beside the building at a point chosen by their controlling
player.

JUMP PACKS

All Swooping Hawks stands are equipped with jump packs.
Stands equipped with jump packs have a charge rate move of
16cm, and may move over difficult and dangerous terrain without
making dangerousterrain tests.

TROOP IDENTIFICATION

Eldar stands should have different colored bases to make
identification easier. An Eldar Commander is given the same color
as the troops he commands; mount a banner on the stand to
indicate his presence.
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STANDARD DETACHMENTS

Standard detachments for Eldar forcesare asfollows:

Detachment Type No. & Type of Units Battle
Rating

Swooping Hawk 6 X Swooping Hawk Stand 430

Detachment 2 x Commander

Avenging Warrior 6 x Avenging Warrior Stand 580

Detachment 2 x Commander

Grav-Tank Detachment | 3 x Falcon Grav-Tank 420

Field Artillery 3x Field Artillery Unit 120

Detachment

Jet Cycle Detachment 6 x Jet Cycles 180

War Cry Dreadnought 3x War Cry Dreadnought 180

Detachment

Banshee Dreadnought 3 x Banshee Dreadnought 180

Detachment

Spirit Warrior 3 x Vampire Spirit Warrior 135

Detachment

War Walker Detachment | 3x War Walker 270
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NON-STANDARD DETACHMENTS

Eldar forces may be organized into non-standard detachments
in the same way as Imperia forces.

Ralahir sat quietly in the hold of the Falcon, waiting for the
Vengeanceto begin, Around him sat nineothers, all clad, like him,
in the mask of The Avenger, Ten Eldar, oneface. Onemind, The
Avenger’s Song beat soundlessly thr ough hismind, asheknew it
beat through nine others - and acr ossthe battl€efield, in thousands
more. Two thousand minds. two thousand guns. One mind, one
song, one spirit. Soit wastaught - that each was The Avenger, and
TheAvenger wasall.

An explosion jolted the Cray-Tank, but it veered and regained its
course. Ralahir wasthrown against the strapsof hisharnessand
for amoment his concentration strayed, Then hismind became
onewith the song again; hisspirit roseand fell in tunewith two
thousand others.

Through their mental song, with distant ears, he heard thedull
crump of Ork weapons, and the voices of lasersand shuriken
cannon. They blended somehow, forming bass and descant to the
song of war.

The Falcon stopped abruptly. asa dancer stopsat the end of a high
leap. Ralahir loosened hisharnessand stood up in asinglemation,
holding hisshuriken catapult in readiness. Door s swung open and

the Avenging Warriorswent to war.

The Phantoms wer e almost with them, blurs of color behind and to
theright. Jet Cycles screamed over head asthe Falcon sped away
with therest of itsgroup to harry theOrks' left flank. In the
distance, Gargantslumbered forward like mobile buildings,
towering abovethe crowd of infantry and the hor des of wheeled
and tracked vehicles, Theair wasbright with laser fireand the
ground shook tothetread of the huge machines.

The heavy weaponry was alr eady within range; soon it would be
timefor shurikens. The Jet Cycles sowed explosions along theOrk
front line; oneféll, likeashooting star. Ork vehicles lurched
forward from the flame and smoke, spitting shells, plasma and
laser fire. Dodging between ruinsand rubble. the Avenging
Warriorsran forward to meet them.

A gang of Wartraksthundered down on their position, spewing
death asthey bounced and jolted acrossthe broken ground. Their
laser swer e answer ed with shurikens. Thedriver of theleading
vehiclesumped acrosshishandlebars; it swerved abruptly into
oneof itsfellows. Thesurviving crewsjumped clear of the wr eck.
drawing bolters. Nonelived long enough tofire.

Theother Wartrakswer e past them now, heading deeper intothe
Eldar forcetoexchangefirewith theWalkers.

Ralahir looked around; acrossthe battlefield, the wave of vehicles
had cut through the Eldar infantry. A few headed straight for the
Phantoms, prompted by some suicidal bravery to attack the
biggest tar get they could find, Meanwhile, theOrk infantry was
closing.

Shuriken and bolter firelit up theair with adeadly-bright hail as
both sidesdug in. The broken ground was a death trap - whoever
left cover first would diefirst.

Jet Cyclesmadea strafing passover theOrk positions, but their
firewould never be enough to break the deadlock. Ralahir
thumbed hiscommunicator intolife.

‘lolavai Silspeiraigh! Thereisfood for the Hawkshere! Let us
feast on the sorrowsof our enemy!”//
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ELDAR IN THE CAMPAIGN GAME

The Campaign Gamerulesin the Adeptus Titanicus rulebook assumesthat you arefieldinga Human force—either Loyalist or Traitor.

Somedlight alterationsar e necessary when using Eldar in acampaign.

Eldar do not have Titan Orderslike Humans - each of thevast Eldar craft worldshasanumber of Titan Clans (Eldar: Fir Caurifd)
which providetheir Titan forces. Each Titan Clan isheaded by a High Council (Rhiaghlaidh Caurifel) made up of the heads of the
Familieswhich make up the Clan, and theinfinity circuitsfrom all the Clan’s Titans. A Titan force that is put into thefield will come
from asingle Clan - invariably from a single Family within that Clan - and in the Campaign Game you will assumetherole of the

Ardathricainn, the head of the Family.

THE CAMPAIGN ROSTER

A campaign roster for Eldar Titan Clansisincluded in the back
of this book, which you may photocopy for your own use only. It
isbroadly similar to that in the Adeptus Titanicus rulebook, but
does not have spaces for recording support missiles, which are
used only by Humans.

CREATING THE TITAN CLAN

Y ou have 10,000 points to spend on setting up your Titan Clan,
and can spend it on Titans and equipment as you wish, subject to
therestrictions listed in the section on Designing Phantom Class
Titans. Crew experience and honor points are unchanged.

CAMPAIGN SCENARIOS

The rulesfor campaign scenarios in this book and in the
Adeptus Titanicus rulebook are unchanged, apart from the
following points:

CREW INJURIES

Ashas already been mentioned, the crews of Phantom Class
Eldar Titans are structured differently from their Human
counterparts, which means crew injurieswork in adightly
different way. Use the following table for Phantom crews:

Injured | Effect

crew

1 None. TheEldar Titan operatesas
normal.

2 The Eldar Titan must choose orders at

the same time as non-Eldar Titans. All
rollsto hit suffer a—1 modifier.

3 As 2, plusthe Titan losesits + 1 to hit
modifier with close combat weapons
and counts as being highly
maneuverable instead of extremely
maneuverable.

LONG-TERM INJURY EFFECTS

The procedureisthe same asfor Imperial Titans.

CREW DEATHS

The crew loses 25% of its experience points (rounding up) for
each crewmember killed. For each skill the crew has, roll aD6 and
add the number of dead crew members; on aroll of 7 or more, the
skill islost

Note that the infinity circuit in a Phantom always survives
unlessthe Titan is destroyed.

EJECTING

Eldar do not gject from a Titan like Human Titan crews.
Instead, the crew cabin of an Eldar Titan isfitted with ateleport
mechanism which transports the crew to safety theinstant it is
triggered.

Using the teleport mechanism is treated as gecting, and the
same dice rolls must be made to see whether the crew gets out
safely. Because of the complexity of the teleport mechanism, an
Eldar Titan crew suffersa-l penalty to gect rolls. However, if the

crew teleports out before the Titan is destroyed, they never need to
roll on the Escape Tables - oncethey are out of the Titan they are
automatically home and safe

DOWNTIME

Thisis unchanged from the Adept us Titanicus rulebook, apart
from the following points:

SKILLS

Ace Eldar crewsgain their first skill at 10 experience points,
and gain one skill every 10 experience points thereafter. Thisis
because the members of the Titan Clans are brought up with Titans
fromtheir very earliest years, and develop anatura aptitude for
working with the great machines.

SALVAGE PHASE

Eldar forces may attempt to salvage from Imperia Titans and
Ork Gargants. In both casesthere isa-2 modifier to the salvage
roll. Only weapons may be salvaged, and belly guns may not be
salvaged from Ork Gargants.

Eldar forces may salvage fromEldar Titansnormally, with no
penalties.

REQUISITIONING

Thisishandled in the same way asfor Imperia Titan
battlegroups; of course, the circumstancesare dightly different -
the Ardathricainn is approaching the Clan’s High Council for
supplies, using family connections and political influence, rather
than sending requisitions to the Adeptus Mechanicus.

RECRUITING

Recruiting takes place as in the Adeptus Titanicus rulebook,
but Titan families have a+1 modifier to the roll for crew
experience, reflecting thefact that members of Titan familieshave
close ties with the machines from childhood. However, thereis no
modifier for the Family’s Honor score; they only recruit from
within the Family, and do not use their reputation to attract outside
crews.
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The battlefield was silent. Cor pses wer e strewn acr oss the ground.
Their weapons as broken astheir bodies. Vehicleslay smoking,
overturned, their dead crews sprawled on and around them,

But among the death, ther e was movement, Grim graceful figures
glided from ruin toruin, from wreck towreck. Slowly, silently, the
Eldar took back their dead.

At thecentre of thefield, where thefighting had been fiercest, six
great pyreswerelit. TheOrkswereignored, their bodies|eft to
feed the carrion-beaststhat already scuffled and chittered among
therubble. Not for them therites of Tienespiorath: no
remembrance for the enemy.

Liathair turned hisback on the pyresfor thefourth time, and
went back toward theruined building. A jet bike passed him, the
normal scream of itsenginelower ed to a mour nful hum asitsrider
brought back a fallen comrade. Further away. he could seea
group of searcherscarrying bodiesinto a Grav-Tank. To hisléft, a
Banshee strode towar ds the pyr es, holding the body of an
AvengingWarrior initsgreat handslikeabroken dall.

It waslate now, and the dead weretruly lost. Earlier, a few had
been saved into the spirit-stones of the L or ds-Phoenix. Now, the
dlain wer e beyond saving, their spirits sucked into thevoid, into
the great abomination which the Eldar must bear, of which only
theHarleguinsspeak.

Inside the building, Liathair kicked an Orkish carcass aside, and
gently lifted thelast of the Eldar bodiesin hisarms. For thefourth
time, he made the journey back to the place where afresh pyre
was being built. The mask of the Avenger snarled up at him from
thehelmet: my lifewassold dearly.

Helaid the cor pse on top of the growing pyre, Hedid not look
behind the mask, to seewho it was: it wasirrelevant. All the dead
had died in the spirit of the Avenger, their other selvesforgotten.
No names, no faces - just snarling masks and blazing shuriken
catapults.

Pain isours, and sadness at your parting.
Never totaste of our victory’sjoy.
Thefiresarelit for you, those who live weep.
Not enough Orksexist to atonefor your lives,

Thedirgerose over the communications network, stately and
measured. Though thelost had no names, ill they werelost. He
had found the four dead from his caillineir, and performed the
mar car ath that theliving owed thefallen.

A great shadow fell over theunlit pyre; one of the Phantoms now
towered aboveit, A huge pulse-laser reached down, with
something like gentleness - aflash, a crack, and the pyrewaslit.
TheTitan stood over the pyreasit burned, armscrossed and head
bowed in mourning.
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"MOVE!” Metal groaned asthe
Sompsmadaer heaved into motion.

i "Left abit an’ flat out!” Gretchins
scurried to raise signa-flags. and the other Gargants stirred.
Buggies and Wartraks shot forward on either flank, racing each
other to the enemy. In their dustcloud, Dreadnoughts stumped
onward behind avast crowd of running, yelling Ork warriors. The
Boyz were going to ssomp Humie.

"Belly gun!” Howled Shagrudd. "Airburst! Get that little zogger!”

The Gargant shook, and a huge explosion shrouded the Warhound.
Only the stumps of legs remained. Shagrudd grinned- first shot,
first kill. Even above the din of the moving Gargant. he could hear
the Boyz cheering.

The Wartraks and Buggies began firing. A few shots fell short, but
satisfying explosions appeared along the lines of Space Marines.
Land Raiders rushed to help their comrades, firing asthey came.
The Sompsmasher crushed one underfoot in passing. as shells
from itsturret gunstraced aflaring line across a Warlord' s shields.
To Shagrudd' sleft, the Deathstomper lost a turret and started
belching smoke.

The Sompsmasher was rocked by a series of explosions - the
power fields were gone. and the Sompsmasher was starting to
suffer damage. But one Warlord was weakened - the shells from
Shagrudd’ s guns stopped flaring off its shields and started to
smack against its hide.

"CHAINSHOT!" TheMega-Cannon roared, and the huge chain
wrapped itsalf around the legs of the unshielded Titan in awhirling
blur. The Warlord stood stock-still for amoment, and then toppled

Shagrudd Deathblaster Stood on the bridge of the Stompsmasher. Behind his flagship
stood four other Gargants; at their feet, thousands of Orks and hundreds of war
machines waited, ready for battle. All eyeswere on the cloud of dust in the distance.

Shagrudd raised histelescope to his good eye. The Human for ce was strong - three
Warlord Titans and a Warhound Scout strode forward among a shifting car pet of Space
Marines. Land Raiders, and smaller vehicles. His eye narrowed as he judged their range
- it wastime. He picked up a speaking tube.

likeafelled tree. A Company of Space Marinesfailed to get out of
its way.

There was a bang and a shudder and smoke belched up from the
Gargant’ sinnards. Gretchins scurried into the maze of pipesand
cables clutching wrenches and aily rags. There were afew shrieks
and asmell of scorching flesh, but the smoke began to clear.

Meanwhile, the Headcrusher had rammed another of the Warlords.
The jaws of its Snapper shredded a knee while its chain fist
delivered a devastating uppercut. But the fight was not one-sided.
The Deathstomper burned fiercely now, and the Corpsegrinder had
run out of control across the battlefield, crushing both sidesin an
infantry skirmish before finally embedding itself in a building.

Shagmudd signalled the Bigripper to circle round the last Warlord.
Humie couldn't face two ways at once. The Titan turned all its
weapons on theSompsmasher in atremendous volley, and
Shagrudd was thrown across the bridge. When he regained his feet.
he could hardly see for choking black smoke. Three of the four
turrets were out, but the belly gun was till working.

"SHELL!" He howled down the speaking tube. Simultaneously.
the Warlord was caught in an airburst from the Digripper. blowing
both its arms off and showering sparks from its carapace.

Below. Maniks charged howling at a building where afew
Humans still held out. Shagrudd looked back up at the Warlord. It
was advancing unsteadily.

"WURZ THAT ZOGGIN’ SHELL?" he bawled. Asif in answer,
there was a mighty explosion. For amoment Shagrudd thought the
Sompsmasher itself was hit, but then he saw that the Warlord had
ceased to exist. All that remained was a crater, filled with bubbling
plasma.
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ORKOIDS

TheOrkish raceissavageand brutal, and relish in war. Orksthemselvesareawarrior elite, wholord it over their smaller cousins,
Gretchinsand Snotlings. Orksdominatetheir society becausethey arethe biggest, toughest and meanest. Orksaremuscular and robust,
and atypical specimen standsabout man height, but would betaller if hestood up straight. Gretchin aresmaller and lessdeveloped, but
they havealert and cunning minds. By naturethey are cheerful, furtive, sneaky and fatalistic. Most Gretchins are owned by Ork masters
as personal servantsand theOrks depend on them for most of the day-to-day running of their society. The smallest Orkoids, Snotlings,
are mischievous and willful but can betrained to do varioustasks. Their main rolein Ork society isharvesting Squiggly beastsand

fungusfor food.

ORK REALMS

Asaresult of the erratic progress of Ork space travel, and their
urge to seek adventure wherever it may take them, Ork
communities tend to be scattered throughout the universe. They
travel in warfleets of hijacked space hulks, patched up and made
airtight by smple power-field technology.

Each community considersitself to be either atribe or a
confederation of tribes united temporarily under a great warlord. A
tribe may be wandering in space, settled on a planet, isolated from
other races or at war. Every tribe will include amotley collection
of Ork clans and castes.

Orksare avery successful race, and they seem to be ableto
survive, expand and prosper amost effortlessly compared to
struggling humanity. On the whole, they have amore pragmatic
attitude to life than many other races, and seem better able to cope
with the redlities of aharsh universe. The secret isthat they just
don't care. Orks simply follow the natural life they were intended
for: wild adventure, warfare, raiding and early death. Their
remarkable progress has been achieved mostly by trial and error,
without pausing to count the cost or question the meaning of it all.

CONQUEST AND TRIBUTE

Orks need aregular supply of armaments and technology if they
areto stand up to their enemies. TheMeks do agood job, but its
not enough on its own. The only solution is to conquer and endave
industrial communities, mount raids or exact tribute. Often this
will be an arms-length transaction with Ork space hulks turning up
periodicaly to demand goods. Sometimes a planet will be

subjected to occupation, with the Orksruling it as an uncouth
warrior aristocracy and forcing the popul ation to manufacture arms
and equipment for them.

BUILDING GARGANTS

Ork raids are a constant hazard for all the intelligent races of the
gaaxy. Every two or three centuries the frequency of raiding
increases, closely followed by Ork invasion and wars of conquest.
Thisisknown as the time of Waa-Ork. It isthe root cause of Ork
migrations and responsible for the rise of great empires. The focal
point of theWaa-Ork isthe construction of the mighty Ork Titans,
known as Gargants.

Waa-Ork is a spontaneous happening. It can begin in the mind
of asingle Mek, who forms the vision of acolossal war machinein
his mind, shaped in theimage of the Ork war gods. From that
moment on he becomes obsessed by giving real mechanical form
to this dream. He immediately begins work, assisted by his
Gretchins and slaves, and Mekboyz drawn in from the surrounding
area, inspired by the same idea. Soon the word spreads and the
psychic call is heard by Orksdl across the galaxy. More and more
Meks with their entourages gather at the site, which now
reverberates to the clanging of hammers on metal. Slowly the
scaffolding is erected and within the cradle of steel the great metal
hulk that will become a Gargant takes shape.

Gradually the Waa-Ork gathers momentum, as the sceneis
repeated throughout Orkdom. Each tribe, realm or empireis
engrossed with the construction of its own Mob of Gargants. Ina
process which can take up to three hundred years to reach its peak,
the whole of the Ork race will become agitated, disturbed and
dynamic. Waa-Ork is atime of tribes coming together, of great
works, of migrations, wars and conquests. Orksthroughout the
universetaketo the warpath.

The gigantic Titans known as Gargants stride at the core of the
Waa-Ork. Each Gargant is a huge towering war machine of
awesome destructive power. It isaso amechanicd, fighting, fire-
belching idol in theimage of the Ork war gods. The machines are
served by aliving crew of Orksand Gretch ins, stoking the boilers
and loading the gunsin the Gargant’ sturrets. The construction of a
Gargant isin itself an act of god worship, and stands for al that is
Orkish.

Eventually the Waa-Ork reaches fever pitch. The Gargantsare
near completion, and the armies of the warlords have been
mustered. When the Gargants are ready, the scaffolding is pulled
away and the great boilers are stoked for the first time. A cheer
rises as the great beasts belch smoke and move forward. Then the
Ork armies go off in al directions, wherever fate and fortune may
take them, and war comes to every corner of the galaxy.

ORK SOCIETY

TheOrk Household is the basic element in their social and
military organization, and istypically led by the toughest and most
respected Ork, known as Da Boss. Severa interrelated Households
form a Family. The head Household in each Family is at least
twice as big as any of the other Households.

An Ork clan includes al the Families and Households which
claim descent from one of the original clans of the ancient Ork
homeworid. Known clans include the Goffs, the Bad Moon, the
Death Skull, the Evil Sunz, the Shake Bites and the Bloody-Axe.
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These clans are now widespread throughout the universe, and
wherever Orks are present, one or more of these clanswill be
represented. Clans are distinguished by their traditional styles of
clothing, war-panoply and customs, and include members of the
various Ork castes.

A gathering of Ork clans either on aworld, or roaming space
aboard a hulk, form atribe. An Ork tribe implies no common links
in terms of kinship; it is smply a great horde of Orks including
various clans and castes. Such tribes are welded under the
leadership of great warlords.

Therank and file of Ork armies are Da Boyz. Their wargear is
usualy aflak jacket adorned with a backplate bearing the insignia
of their clan. Ork nobles, called DaNobz, are wedthy Orks who
can afford prestigious war panoply. Nobz can be found in positions
of command or in units of their own.

Stormboyz are young Orksfull of militaristic fervor. They take
apridein their equipment and believe in strict martid discipline,
drill and fighting prowess. They form their own distinct units and
aspire to asmart, soldierly appearance; as disapproving elders say,
they “go ooman” .

Mekboyz are the technical engineers and master mechanics of
Ork civilization. Their understanding of technology is crude, and
they are often as mystified as to why their creations should work as
anybody else, but work they do. Somehow Meks have an
instinctive talent with mechanics. Inquisitiveness, experimentation
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and willingnessto hammer the parts until they fit arethe key to
their success. Consequently they construct ingenious and unlikely
devices which defy the laws of science and frequently break down.
Meks build and maintain the amazing array of Ork vehicles
including Warbikes, Wartraks, Battlewagons, War Buggies and al
kinds of ramshackle custom-built karts. There are afew Orks who
are more psychic than the rest, and are known as Wierdboyz. They
can act asafocusfor the psychic energy of other Orks, which can
then be directed against the enemy as destructive spells. When an
Ork warband goes into battle, chanting, shouting insults and
stamping feet, the psychic pulse builds up and can be unleashed
through theWierdboyz. The unfortunate Wierdboyz don’t enjoy
this experience much since thereisagood chance that the massive
surge of psychic energy could literally blast their minds apart.

Snotlings and Gretchins, known as Runtz, are bred and raised
by the caste of Runtherdz. Snotlings can be trained do simple tasks
and are used for mine-clearance or massed wave attacks. Snotlings
are also alast resort for the Orks when the food runs out.

The most battle-crazed of the Orks are theMadboyz. As soon as
they get on the battlefield and hear the thunder of the guns, the
chanting and feet-stamping of Da Boyz and the ground being
ripped up by shells, they lose all traces of rational thought. Nothing
can restrain them - they just want to wade into the fray, biting their
weapons and gnashing their fangsin battle-fury.
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GARGANTS

Likemany products of Orkoid military engineering, theGar gant relies on compar atively smple technology and devastatingly heavy
firepower, an attitude summed up by Boss-M ek Badlug One-L egin hisoft-quoted dictum “ S gorra be dead shooty, wiv loadzagunzall
over.”

Orksdo not rely on auto-systemsto the same extent as other races, and Gargants carry alarge crew of bothOrksand Gretchins. The
crew isled by a Kaptin, who relays ordersthrough a body of officers. A speaking-tubeisthe preferred method of communication within
a Gargant. Each officer isin charge of one section of theGargant, beit a weapon, the magazine, the engineroom, or whatever. Under the
officer isacrew of Orksand Gretchinswho carry out the orders passed down to them. Repair crews are composed of Gretchins, whose
smaller build suitsthem to crawling through cramped spaces ar med with wrenches and oily rags.

Gargantsare protected by up to eight banks of power fields. In practical terms, a power field isvery smilar toavoid shield, but cannot

berepaired - when a hit isabsorbed, onefield generator is permanently destroyed.

GARGANT MOBS

Gargantsoperatein flotillas of up to six known as Mobs Each
Mob is under the command of a Mob-Boss, whose orders are
relayed to therest of the Mob by means of semaphore or
heliograph signals. The Mob-Boss aways commands the strongest
Gargant in the Mob - given the Orkoid predilection for infighting
and assassination, thisis a sensible precaution as well as a matter
of pride.

The number of Mobsthe Ork player has depends on how many
Gargantsarein hisforce. If he has 1-6, they will all bein one Mab,
if he has 7-12 they will bein two Mabs (one with six Gargants and
the other with the rest), and so on. The Boss- Gargant - the Gargant
used by the commander of the Boss - mustalways be the one with
the highest battle rating in the Maob. In the event of atie, the Ork
player may choose. A force of more than one Mob isknown asa
Big Mob, and is commanded by the Mob-Boss whose Boss
Gargant hasthe highest battle rating.

MOB COHERENCY

Because commands from the Boss- Gargant are relayed by
semaphore and similar primitive signaling systems, a Mob of
Gargants needs to stay reasonably close together so that orders are
not missed or misinterpreted. Because of this, al Gargantsin the
Mob should attempt to stay within 24 cm of the Boss- Gargant. A
Gargant which is not within 24 cm of the Boss- Gargant inthe
order phaseisout of command, and must roll on the Out of
Command Orders Table (see Command Radiusin the Order Phase
section).

DESIGNING GARGANTS

Ork Gargants can be designed using the advanced Titan design
system (see Designing Imperial Titang and the details given in this
section.

GARGANT WEAPON LOCATIONS

Gargants have five standard hard points; onebelly gun and four
turrets. The belly gun is a specia weapon location, used to house
either a Gut Buster mega-cannon or a Snapper close assault
weapon. Theturrets are mounted on the arms of the Gargant, with
an upper turreton the shoulder and a lower turretat the end of the
arm. In addition to the five standard locations, some Gargantshave
an additional head turret

WEAPON CONFIGURATION

Orks use the weapon configuration rules as norma. However,
Gargantsmay never be fitted with missile mounts, multi-launchers
or defense lasers, even if the configuration code for alocation
would normally allow them to befitted.

The belly mount of the Gargant houses either aGut Buster or a
Snapper, weapons which are unique to the Orks. These are fully
detailed later in this section.

DEVICES

Gargants may never be fitted with devices.

GARGANT DATA TABLE

Variant Belly Upper Turrets Lower Turrets Head Power AR Battle
Gun Turret Fields Rating
L eft Right L eft Right

Smasher Gut 4/0/D 4/0/D 3/1/C 3/1/C 3//A 8 0 1000
Buster

Smasher Gut 4/0/D 4/0/D 3/uC 3/1C none 8 0 900
Buster

Crusher Snapper 4/0/D 4/0/D 3/1/C 3/1/C 3/VUA 8 0 900

Crusher Snapper 4/0/D 4/0/D 3/1/C 3/1UC none 8 0 800

Notes

Turret Configuration: the three-digit code for turretsis arranged asfollows: the first number isthe grade of any heavy weaponsfitted
in the turret; the second number isthe grade of any very heavy weaponsfitted in the turret. The letter tells you which weapons may be
fitted; A meansthat any weapon may befitted; C means that no las-cannon or multi-launcher may befitted; D meansthat no very
heavy weapons, missile mounts, las-cannon or multi-launcher may be fitted. Noneindicates that the Gargant does not have that turret.
Power Fields: the number of operational power field generators at the start of the game.

AR: the Gargant'sarmor rating.

Battle Rating: the Gargant’ s battle rating remains the same no matter what weapons are fitted in the turrets.
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Sergeant Mishaem gazed at the thin crack of light that wasthe
stor my, dawn skyline. Behind him hisImperial Guardswaited
for battle, their low conver sation drifting up like smokeon the
chill, wet air. They weredug in deep and well. The Emperor
was with them. And then it started.

At first therewasjust thesound like an earthquake, Without
war ning, dust rose along the entire horizon and a new sound
reached Mishaem’sears. Unnatural criesechoed abovethe
rumbling, pained and angered, like the great booming howls of
some lost and ancient beast. His blood ran cold.

Specks appeared at the base of the growing cloud and
Mishaem raised hisfield-glasses. Rank after rank of
Battlewagons and Warbikesleapt at him like Daemons. He saw
thefierce, twisted expressions of thedriversand gunnersand
imagined theroar of enginesasthey bucked through the
churning, black mud. He shifted hisview and gasped. Orks
covered theplain likealiving, screaming car pet of hatred.

Bannersrosefrom themasslikeaforest. Mishaem swung from
faceto painted face. He saw thebattlelust in every eye. He saw
the desperation to kill seething through their rankslikefire.

A terrified shout went up from hismen. He lower ed the glasses
and quailed at what greeted him. He had seen Titansbefore,
but even at a distance, theGar gantsfroze hisheart, They filled
thehorizon like mountains. I ron ground on iron with every
movement astheir weapons sear ched like silent, patient eyes
and strange signal poleswaved atop their grinning heads.

A deep, chilling how! broke from the lar gest Gargant and was
taken up by the hundred lumbering war machines. It broke
likeawave over thetroopsand waslifted intoaterrible
warcry.

Asthefirst salvosfel likerain onto hismen, and theGar gants
spat death abovetheir murder ous servants. Mishaem sank to
hiskneesin the mud. He prayed to the Emperor for
deliverance,

But the Godswereat war, riding on thunder asthey came.
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Boss-Mek - the chief engineer, the senior Mekaniak onthe
Gargant.

Officersand crew can bekilled as aresult of the Gargant
suffering damage (see Gargant Damage Tables), and they are
crossed off the roster sheet asthey arekilled.

Notes: This spaceis used to record any special notes, such asthe
number of firesthat are burning in the Gargant.

PREPARING FOR BATTLE

Because Gargants behave in adifferent way to Titans, there are
afew things that must be done before battle can commence

POWER FIELDS

The power field generators (PFGs) on Gargants are lessreliable
than the V SGs of Human Titans. The Ork player must roll aD6 +2
(i.e. roll aD6 and add 2 to the score) for each Gargant at the start
of the game. The result isthe number of operating power fields
that the Gargant has, and it should be noted on the roster sheet.

The Boss- Gargant always has 8 power fields - part of the reason
why the other Gargants may not have afull complement of power
fieldsisthat theMekboyz have been too busy repairing the Boss-
Gargant, if they know what’s good for them.

SPECIAL AMMUNITION

The Gut Buster, which can befitted to the belly gun mount, has
awide range of ammunition available to it, which is described later
in this section. If you are using one or more Gargants armed with
the Gut Buster, you must record the available ammunition on the
Gargant’ s roster sheet before the game starts.

SETTING UP

Gargants are slower-moving and less agile than the Titans of
other races. To reflect this, theOrk player must set up hisforce
before any Imperial or Eldar Titans are set up at the start of the
game.

ORDER PHASE

ROSTER SHEET

A roster sneet must befilled out for each Gargant in the Ork
player’sforce. The roster sheets are not secret, and may be
inspected by either player at any time.

Weapons: Note down the wegpons mounted in each turret and in
the belly. If the Gargant isfitted with a Gut Buster, note down the
type of ammunition it isloaded with.

Power Fidlds: Gargants use power fieldsin the same way that
Human Titans use void shields. The only effective differenceis
that when a power field is knocked down, it may not be repaired
during the battle. This spaceis used to keep track of the Gargant’s
current number of power fields.

Crew: The Gargant’s crew are represented by officer and crew
units. A crew unit represents an Ork Mekaniak overseer with a
dozen or more Gretchin and Snotling crew. Crew units are: Sokers
- enjun room crew; Gunners-belly gun crew; Riggers - repair
crews; and Boyz - squads of five Ork warriors who ride into battle
on the Gargant.

Officer units represent individua Ork officers: the Kaptin and
his Mate; the Gunboss and Flagboss- the bridge gunnery officer
and signdls officer; the Top Gunboy- the belly gun officer; and the

Ork Gargants don’t have sophisticated mind impulse units like
Human or Eldar Titans. Instead, the Kaptin of the Gargant must
rely on bellowing his orders down a speaking tube so that his
officers will move the Gargant and fire its weapons as he wishes.
Or sometimes not...

To represent this, Gargants don’t use the same order counters as
Titans. Instead, each Gargant is given two Gargant order counters-
onefor speed, and one for direction. Gargant order counters ook
likethis:

ORDER RESTRICTIONS

A Gargant may not be given aBackward order if it moved at
full speed in the previousturn, or vice-versa
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COMMAND RADIUS

Boss- Gargants have acommand radius of 24 cm. A Gargant
which is not within 24 cm of its Boss- Gargant in the order phaseis
said to beout of command. It cannot receive orders properly, so its
Kaptin must try to guess what the Mob-Boss wants him to do, or
do whatever hethinksis best.

A Gargant which is out of command is given orders generated
randomly asfollows:

OUT OF COMMAND ORDERS

Roll aD6 for each order counter.

D6 Direction D6 Speed

1 Ahead 1 Stop

2 Port 2 Stop

3 Starboard 3 Battle Speed
4-6 Player’ schoice 4-6 Player’ schoice

For example, aGargant that is out of command rolls 3 for its
direction order and 4 for its speed order. It must be given a
starboard direction order counter, but can be given any speed
order counter the player chooses.

MOVEMENT PHASE

Gargants aways move in the advance segment of the movement
phase, before any Imperia or Eldar Titans with advance orders are
moved.

A Gargant’'s move distance depends on its speed order counter,
and the number of turnsit can make depends on its direction order
counter. It also affects the accuracy of the Gargant's gunnery - the
faster it moves, the more pronounced its waddling gait becomes,
until at full speed it isrolling wildly from side to side, making it
very difficult to hold aline on atarget.

The difficulty the Gargant hasin firing isreflected in the
Modifier To Hit column of the Gargant Orderstable.

The Gargant's speed does not affect how many turnsit can
make, and a Gargant may turn even if it has stop orders. Thefirst
turn a Gargant makes may be made at any time during its move;
the second may only be made at theend of the move.

Gargants may decide not to turn, evenif they have port or
starboard direction orders, but they may onlyturn in the direction
indicated by their orders.

GARGANT ORDERS

Speed Min Max M odifier
Move Move To Hit
Full Speed 11 cm 15cm -2
Battle Speed lcm 10 cm -1
Stop 0cm 0cm 0
Backward lcm 3cm -1

Note that a Gargant may not move lessthan its minimum
move distance.

Direction Number of Turns

Port Upto 2 x45° turns, left only
Starboard Upto2x45° turns, right only
Ahead No turnsallowed

OVERRUNSAND COLLISIONS
Gargants may comeinto collision with variousthings during the

movement phase, intentionally or otherwise.

OVERRUNS

A Gargant may overrun avehicle or infantry stand by moving
over it a any time during its move. A vehicle or infantry stand that
isoverrun by a Gargant is automatically destroyed, with no saving
throw.
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COLLISIONS

A Gargant that collides with an obstacle (such as a building)
must stop moving. The collision may also damage the Gargant, as
shown on the table below:

GARGANT COLLISIONS

Speed PFGs Intact All PEGs Gone
Reverseor Gargant loses 1 Roll onceonthe
Battle power field Gargant Minor
Damage Table
Full Speed 2 power fields Roll twiceonthe
Gargant Minor
Damage Table
RAMS

Gargants may be rammed by vehicles, using the rules for
ramming Titansin the Space Marine rulebook. The ramming table
isdightly different for Gargants.

GARGANT RAMS

Roll Result

Gargant rollshigher | Vehicle Destroyed
Gargant suffers no damage

Draw Vehicle Destroyed
Gargant suffers no damage

VehiclerollsHigher | Vehicle Destroyed
Gargant rolls once on theGargant
Minor Damage Table

REPAIR PHASE

Gargants are miracles of mechanical ingenuity, packed with
cables and pulleys, whirring cogs and gears, wheezing pipes, didls,
levers, stopcocks, gauges and no end of other improbable
mechanical devicesthat seem to work simply through the blind
faith of their Mekboy inventors. No two Gargants are dike - each
Mekaniak gives his own character to the devices he builds and
only he truly understands their contorted inner workings. And
athough every Mekaniak believesit’s better to bolt something
together than to screw it together (and better still to weld it solid)
pipes, pulleys and gears are still shaken loose in the heat of the
battle.

For this reason, inside every Gargant there are teams of
Gretchins and Snotlings armed with oily rags, wrenches and other
assorted tools, crawling frantically through cramped spacesto plug
leaks and carry out makeshift repairs. Under the stern supervision
of aMekaniak overseer, these Gretchin and Snotling Riggers
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struggle through dense smoke, noxious fumes and flying shrapnel,
risking life and limb to keep their Gargant moving and firing.

Each Rigger unit may attempt to repair one damaged system
during the repair phase. TheOrk player may alot units of Riggers
to damaged systems as he likes, and any number of Rigger units
may work on the same damaged system. A D6 repair roll is made
for each unit rather than for each system; there are no modifiersto
theroll, and arall of 6 indicates that the system has been repaired.
All other results have no effect.

Note that power fields cannot be repaired - when a power field
has absorbed a hit, its generator is burnt out for the rest of the
battle.

Note that you can only use as many units of Riggers as you
actually have, and remember to cross them off the Gargant roster
sheet asthey arekilled. If aGargant haslogt al its Riggers, no
further repair rolls may be made (though Boyz units may still fight
fires).
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FIRES

Some damage results will cause fires insde the Gargant. Only
Riggersand Boyz may be used to fight fires. Crew unitsthat fight
fires may not do anything else (such as shooting or attempting
repairs) inthe sameturn.

Roll aD6 for each crew unit that is fire fighting. On aroll of 6,
onefireis put out. Any other roll has no effect.

If any fires are still burning at the end of the repair phase, roll a
D6. If the result is more than the number of fires gtill burning, the
crew have at least managed to prevent them from spreading. If not,
the fires have spread with disastrous results - roll aD6 on the
Gargant Catastrophic Damage Table.
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COMBAT PHASE

Gargants behave just like Titans in the combat phase, except for
thefollowing points:

FIRING ORDER

Gargantsalwaysfire in the advance segment of the combat
phase. They may never snap fire- it takestoo long for ordersto be
relayed from the Kaptin to the gun crews.

TARGETING

Fire arcsfor the various locations are shown on the diagram
below. The belly gun has a 90°forward fire arc, and the turrets
have a 180° fire arc covering the side upon which they are
mounted. The head turret, if used, hasa 360° fire arc.

4,

90°FIRE ARC
BELLY GUN

POWER FIELD GENERATORS

A power field will stop one hit, just like avoid shield. However,
the power field generator is destroyed when a hit is stopped, and so
each power field will only ever stop one hit - they cannot be
repaired like void shields.

NEW WEAPONS

The Gargant’ s belly gun location may be used to mount one of
two new weapons, the Gut Buster mega-cannon or the Snapper
close assault weapon. These are fully detailed in theBelly Gun
section.

CLOSE COMBAT

Ork Titans can choose any close combat option except Phase
Field Generator. However, they may never make more than two
45° turns, regardless of what the close combat option card says.

Gargants with one leg destroyed may only choose All-Out
Attack, Attack, Defend or Side-Step options. Those with both legs
destroyed may only choose All-Out Attack, Attack or Defend.

DAMAGE

Damage to Gargants is always worked out using the Epic Battle
Damage System. Roll for the level of damage asnormal, and use
the appropriate Gargant Damage Table.
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CASUALTIES

“Enjun room!” Dungbadd screamed. “Wot ‘appened to full
zoggin' speed azoggin' hed?! If yoo don't git your finger sout,
the Kaptinan’me'll be down on yoo likea ton weight!”

Immediately, aton of boiler housing dropped from the ceiling
onto Dungbadd’shead, “ Kaptin musta bin narked with
Dungbadd," said Secund Mate Krazz turning to shout at his
boyz.

The death of officer and crew units affect the functioning of the
Gargant. The effects of casuaties are asfollows:

OFFICER CASUALTIES

Boss-Mek Killed: Roll aD6 at the start of each orders phase. On a
roll of 1, the Gargant must use the same orders as last turn.

Top Gunboy Killed: Roll aD6 each combat phase. Onarall of 1,
the Gargant may not use its belly gun that turn.

MateKilled: Thishit hasno specia effect, but see the Kaptin
Killed result below.

Kaptin Killed on Boss-Gar gant: The Boss- Gargant may not be
given any orders until theKaptin is replaced (see below), and all
other Gargantsin the Mab count as being out of command.

Kaptin Killed on other Gar gant: The Gargant may not be given
any ordersuntil the Kaptin is replaced (see below).

Gunboss Killed: The Gunners are without leadership, and start to
usetheir initiative. Weapons must befired at the target with the
highest battle rating that is within short range of the weapon and
can affected by it. If no targets are at short range, weapons must be
fired at the target with the highest battle rating that is within long
range of the wegpon and can be affected by it. If the Gargant isin
close combat, it must fire al of its weapons &t its attackers, as
normal.

FlagbossKilled on Boss-Gar gant: All other Gargantsin the Mob
count as being out of command.

FlagbossKilled on other Gargant: The Gargant counts as being
out of command, even if it iswithin 24cm of the Boss- Gargant.

REPLACING THE KAPTIN

When the Kaptiniskilled, the Mate may replace him in the next
repair phase. If the Mateis aready dead, the Kaptin cannot be
replaced, and the effects noted above are permanent. The same
appliesif the Mate replaces theKaptin and is subsequently killed
himself.

CREW CASUALTIES

Belly Gun: If thereisonly one unit of Gunners left, the gun suffers
a-1 modifier to hit. If no units of Gunners are | €ft, the gun may not
be fired.

Enjun Room: If thereis only one unit of Stokers | eft, the Gargant
may not move at full speed. If al units of Stokers arekilled, the
Gargant may not move or turn for the rest of the battle.

Riggers: Dead units of Riggers cannot be used to fight fires or
makerepairs.

Boyz: Dead units of Boyz cannot be used to fire bolters or fight
fires.
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INFANTRY UNITS

One of the differences between Gargantsand Titansisthat
Gargants can carry infantry units. These are norma Ork infantry
who clamber about on the outside of the Gargant, taking up
precarious firing positions and adding their boltersto the Gargant's
anti-personnel firepower. It is aso possible for enemy infantry to
board a stationary Gargant and try to seize control of it.

FIRING

The units of Boyz on the Gargant roster sheet are armed with
bolters, which they may fire at enemy infantry and light vehicles
outsidethe Gargant. Firing is dealt with according to the normal
Space Marine infantry rules, and takes place in the advance
segment of the combat phase. Each unit of Boyz istreated just like
anorma Ork Boyz infantry stand. Because they change position
from turn to turn, moving to new vantage points, they have a360°
arc of fireand may trace their LOS from any point on the Gargant.

Enemy infantry stands and vehicles may fire their small arms
(and only small arms - other weapons must be fired at the Gargant
itself) at the Gargant’ sinfantry. Rall to hit as normal, counting the
infantry as being in hard cover, with a save of 5+.

EMBARKING AND DISEMBARKING

The units of Boyz attached to a Gargant may disembark in the
movement phase if the Gargant has stop orders and does not turn,
or if the Gargant’ s legs are destroyed. They fight as a detachment
intheir own right, and are always ouf of command, sincethe
officers are al needed to stay with the Gargant.

Similarly, Ork infantry units may embark on a Gargant under
the same circumstances, provided that the Gargant’s infantry
occupation limit is not exceeded. Once on board, they are treated
asnormal Gargant infantry units.

INFANTRY OCCUPATION LIMITS
No more than sx infantry units from any side may occupy a
Gargant at any time.

BOARDING ACTIONS

Gargants with one or both legs destroyed can be boarded by
enemy infantry. Trest this as an assault on a building, according to
the normal Space Marinerules. Up to six stands may board the
Gargant.

Gargant crews have the following close assault factors:

GARGANT CREW ASSAULT
FACTORS

Crew Unit CAF Save
Boyz +1 5+
Stokers +1 6+
Shooters +1 6+
Riggers -l None
Bridge Officers Specia 5+
Notes

1. Stokers have their CAF reduced by -1 if the
Boss-Mek iskilled.

2. Shooters have their CAF reduced by -l if the
Chief Shooter is dead.

3. The bridge officers are treated as one unit, with a
CAF of + 1 per officer ill alive on the bridge.

If there are more crew units than attacking stands, any spare
units may do one of the following:

help ‘gang up’ on the boarding parties

fight fires

operate the belly gun (belly gun crew only)

fire the magazine (bridge officers only; see below)
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Any turrets may fire as normal while the boarding action is
taking place. The belly gun may only fireif its crew are not taking
part in close combat.

FIRING THE MAGAZINE

When all seemslogt, a Gargant's officers may fire the
magazine, rigging the Gargant to explode so that it cannot be
captured- and, with luck, take afew of the attackers with it.

The magazine may be fired in the end phase of any turn, aslong
as at least one bridge officer is ill alive and not engaged in close
combat. The Ork player rollsaD6 in the repair phase of the next
turn, and consultsthefollowing table:

FIRING THE MAGAZINE

D6 Result

1 Fireout - Gargant does not explode. Magazine
may be fired again in the next end phase.

2-6 Magazine explodes . Gargant suffers a
Magazine Explosion result (see Gargant
Catastrophic Damage Table).

CAPTURING THE GARGANT

Once all of the crew units are killed, the Gargant has been
captured. A captured Gargant may not move or fire, but is
considered to be occupied by the victorious attackersin the same
way as a captured building. They may perform any of the
following actions:

fire from the Gargant in the same way asitsorigind infantry
crew, using small arms only

fight fires (which carry on burning as normal)

fire the magazine (command stands only)

leave the Gargant (as leaving a building)

A captured Gargant may be attacked as normal by Titans,
vehicles, infantry and other Gargants. Any crew casualties will be
randomly distributed amongst any stands that areinside.

Ork infantry stands may attempt to board captured Gargantsin
order to recapture them, using the normal boarding rules above. A
recaptured Gargant may still not move or fire any wespons.

Thewind wasfier ce atop theStuntscruncher’swide head -
Kaptin Hargluk grimaced into thegustsashe studied the
distant city-walls. Big. Thick. Tall.

Helower ed thetelescope and assessed the armor division
encamped at the Gargant’sfeet in the closing dusk. Crowds of
Orkscircled thetwenty hugefiresthat lay scattered like fallen
coals. The miniatur e vehicles massed darkly near by.

Hargiuk squinted at thecity onelast timethen lifted a
speaking tube. “Slugbag!” he shouted, “ Get ‘er started!” He
grinned. “We'regoin’ in!”
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BELLY GUN

The belly gun is a specia weapon location, which holds either a
gut buster mega-cannon, or a snapper close assault weapon.

Attacks made with belly-mounted weapons are treated as a
separate volley when working out any damage, even if the Gargant
attacks the same target with other weapons.

GUT BUSTER

The gut buster is an immense cannon, larger even than a macro-
cannon. It is capable of firing an array of specidized ammunitions,
which are fully detailed below.

At the start of the game, each Gargant's gut buster is|oaded
with one shot of the player’s choice. Note the ammunition type on
the Gargant roster sheet. After firing, it takesafull turn to reload,
and may not firein the next combat phase.

When the gut buster fires, the player crosses out the
ammunition note on the roster sheet. In the next combat phase, the
gut buster isreloading - the player writes down the ammunition
typefor the next shot. In the third combat phase, the gut buster
fires and the ammunition note is crossed out, and so on.

A player may choose gut buster ammunition freely, each time
the gun is reloaded.

Gut buster ammunition types are as follows. Full game statistics
are given in the Gut Buster Ammunition Table.

AIRBURST

Airburst shells have aburst circle with adiameter of 12 cm - a
template is provided at the back of this book. Due to the large area
of effect, ignore any modifiersto hit for Eldar defensive screens,
except that evade orders modify theroll to hit asnormal.

SHELL

Shells are larger-scale version of macro-cannon rounds, and are
treated identically unlessthe target isa Titan with no operating
void shields, a Gargant with no operating power fields, or a
building. In this case, the shell loses its burst effect, but causes D6
critical hits on a successful hit, asit will have exploded partidly
insidethetarget.
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BALL

Ball rounds are like immense cannonballs, but have an
explosive charge that detonates a short time after impact.

TheOrk player must nominate atarget point where the ball will
land, following the normal rules for range, LOS and arc of fire.
The ball will skid along 3D6 cm from this point, in astraight line
drawn from the Gargant to the point where it landed. If it skids
over any vehicles or infantry stands, it will destroy them on roll of
4 or more on aD6, with no save.

Onceit reachesthe end of this skid path, the ball explodes,
scattering casing fragments over the area covered by a burst
template.

The skidding ball will travel through any void shields or power
fieldsin its path without knocking them down - it is travelling too
dowly for them to have any effect. It will stop if it collides with a
building, Titan or Gargant or anything else comparably solid and
sturdy.

If the ball finishesits move actually on aTitan' s basg, it ignores
any void shieldsthe Titan may have, asit explodesinside them.

HOTSHOT

Hotshot is a specia form of ball anmunition, which is heated
till it isred-hot beforeit isfired. It does not carry an explosive
charge (for obvious reasond!), so it will not explode when it
finishes its skid move. Otherwise, it behaves in exactly the same
way asaball round. It has no effect on Imperial or Eldar Titans,
but will damage a Gargant normally, and start one fire in addition
to any other damageit inflicts. The hotshot is usualy only found in
inter-clan disputes therefore, sinceit isonly effective against other
Gargants.

CHAINSHOT

Chainshot consists of two or more medium-sized projectiles
linked together by heavy chains. When it isfired, the chainshot
spreads out and spins like abolas; it is used amost exclusively for
entangling the legs of Human and Eldar Titans. Chainshot cauises
no damage to Gargants, buildings or Human Titans with
operationd void shields; it is not a damaging weapon as such, and
its effect relies on its entangling action. It will not even knock
down avoid shield. When chainshot scores a successful hit against
an Eldar Titan or an unshielded Human Titan, it wrapsitself
around the target’ slegs, bringing the Titan crashing to the ground.
Thetarget suffersa Crash result (see Catastrophic Damage Table
in Epic Battle Damage System).

Gunboy Blagmuk sear ched thelurching horizon through the
battle smoke, sweeping the crosshair s above the sea of Boyz
charging befor e theGrushcruncher’ sunstoppable shadow,
Behind him aChainshot had tangled in the Hotshot
mechanism and Riggers dashed to cool it beforeit was
dislodged. Therewere screamsasthe Hotshot burst freeand
bowled through therear bulkhead with a deafening explosion.
Blagmuk didn’t notice. He centered thegunsight on the
approaching Titan’shead. And squeezed.

GRAPESHOT

Grapeshot consists of alarge number of small projectiles
packed together. When fired, grapeshot spreads out over awide
area, affecting anything that is caught in the blast.

Grapeshot has a specia triangular template, which is provided in
the back of thisbook. When Grapeshot isfired, place the narrow
end of the template at the muzzle of the gut buster. All targetsthat
fall under the template are attacked, just asif they were under a
burst template.




CODEX TITANICUSONLINE 66

GUT BUSTER AMMUNITION TABLE SNAPPER

VEHICLE AND TITAN TARGETS The Snapper is a specidl close assault wegpon, which is really
Ammunition Ran ToHi — two weaponsin one. It consists of apair of spiked metal jaws, used
ge o Hit Roll Critical h A . S
Hit Roll in close combat, together with alargemelta-gun with alimited
- range.
grllrelblurst ;gcm B 4+ The Snapper’ sjaws are powerful enough to bite through even
cm 3+ 3+ . ] - . ]
Ball 36cm 37B) 37 the reinforced metal hides of Titans, amputating legsamid a
mighty twisting and rending of stedl struts and arcing of severed
HOt_ShOt 36cm 3t 3+ power cables. Against vehicles and infantry, the Snapper’s meltais
Chainshot 24cm 6+ see above used, a weapon capable of reducing Land Raiders and Rhinos to
Grapeshot see above 6+ 6+ pools of molten slag, and of instantly incinerating any infantrymen
brave enough to charge the Gargant head-on. Such spectacular and
INFANTRY TARGETS noisy effects make these weapons much beloved of Ork Kaptins
Ammunition Range ToHit Rall Saving and theMekaniaks who construct them.
Throw The Snapper can be used as a close combat weapon against
M odifier Titans or Gargants, or as aranged weapon against any type of
Airburst 72cm 4+(B) -1 target. It may not be used in both rolesin the same combat phase.
Shell 72cm 4+ -2 If a Snapper hitsaTitan or Gargant In close combat, it causes
Ball 36cm 4+(B) -2 an automatic Crash result (seethe Catastrophic Damage Table in
Hotshot 36cm see ahove no save the Epic Battle Damage System).
Chainshot see above see above see above The Snapper may be used as aranged weapon if it is not used as
Grapeshot See above 3+ ) aclose combat wegpon in the sameturn. In thisrole, it isidentical

in al respectsto agrade 6 multi-melts.

The Titanswere moving in on theSmashthrasher like wolves,
"Load! Load an’ fire!” Draknash screamed to the Belly Gun.

No answer, There was a dull whoomp asanother gener ator
exploded far beneath him. OutsideaWar hound began adash
over theboiling ground. Scrambling through the smoke and
frantic Snotlings. Draknash leapt to a speaking tube, “ Takeit
out! Zoggin’ well takeit out!”

TheWarhound tried to weave but the gunnersfound their
mark with a punishing burst of fire. The Titan lurched
drunkenly asshield after shield went down.

“Thasmy Boyz!” yelled Draknash but was suddenly thrown
across the smoke-filled Bridge asa M elta hit thunder ed
through the Gargant, Theturret was gone. The Titans
surrounded the dying machine, picking off the suicide squads
with calm precision, They could taketheir time now. Thelast
power field spat and flared, It blossomed and waslost. Fire
roared out of every vent, sending Rigger stumbling from their
posts. Draknash saw the end was only momentsaway. Wiping
theblood from hiseyeshelifted a tube.

“Lissen to meyou Boyz!” He stumbled asanother volley
shredded the bulkheads. “Weisda Bad Moonz! An’ daBad
M oonz never loozez! Wewinz or werunz! An’ weain't doin’
no runnin'!" Hegavehislast order. “ Firethe magazines.
Boyz... We'retakin' ‘em wiv us..!”

Hewatched the Titans advancing grimly through the
explosions. “ Thasit you littlezoggers...Da Bad Moonz got a
surprise for you..."
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GARGANT DAMAGE TABLES

These tables are used with the Epic Battle Damage System. All attacks against Gargants are resolved using this system.

CATASTROPHIC DAMAGE TABLE

MINOR DAMAGE TABLE

D6
Rall

Result

1-3

Crew Casualty - One crew unit iskilled. Determine
randomly using the D6 rolls marked on the Gargant
roster sheet.

Officer Casualty - One officer and one crew are
killed. Determine randomly using the D6 rolls
marked on the Gargant roster sheet.

5-6

Fire Inthe Hold! - Onefireis started.

D6
Rall

MAJOR DAMAGE TABLE

Result

1-2

Weapon Mount Destroyed - One weapon mount is
destroyed. Dice randomly for which weapon mount
ishit, using the D6 rolls marked on the Gargant
roster sheet - Reroll results of 1 if the Gargant does
not have a head turret.

Once the location has been determined, roll again.
Onaroll of 1, the explosion causes aflashbackto
the magazine and the Gargant suffers a Magazine
Explosionresult (see Catastrophic Damage Table).

If the mount is already destroyed, this result starts
one fire, with no chance of flashback.

Leg Destroyed - One of the Gargant's legs is
destroyed, and it may no longer move, but it can
turnin place.

A second Leg Destroyed result will hit the other leg,
and the Gargant will be unable to move or turn. Any
further Leg Destroyed results cause D6 crew
casudties instead.

Enjun Room Out - The Boss-Mek and one unit of
Stokersarekilled. The Gargant may not move or
turn until theEnjun Room is repaired. Further her
hits before the location is repaired will cause one
additional unit of Stokers and start onefire.

Belly Gun Out - The Top Gunboy and one unit of
Gunnersarekilled. Onaroll of 1 onaD6 the
explosion causes a flashback to the magazine and
the Gargant suffers a Magazine Explosion (see the
Catastrophic Damage Table). The belly gun may
not fire until it is repaired.

Further hits before the location is repaired will cause
one additional Gunners casualty and start onefire.

BridgeOut - All of the personnel on the bridge are
killed. Further hitswill start onefire.

D6
Rall

Result

1-3

Internal Explosions - Explosions rake the interior
of the Gargant, wiping out the crew and officers,
and starting numerous fires. The Gargants may not
move or fire for the remainder of the game, and may
not be boarded by stands from either side. Any LOS
traced across the Gargant or its base will be blocked
by the clouds of smoke pouring from the monster.

Roll aD6 each repair phase and refer to the table
below.

D6 Result

1-2  Fires Out - the Gargant blocks the LOS
normally

3-5 Fires Continue - no change

6 Magazine Explodes — see below

4-6

Magazine Explosion - The Gargant’ smagazine
explodes, completely destroying the Gargant and
killing everybody on board. Any units within 6 cm
of the Gargant will be hit by the explosion on arall
of 4 + (no modifiers). Any unitsthat are hit must
roll for damage asiif hit by a macro-cannon.
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ORK VEHICLESAND WALKERS

Ork Mekaniaksareborn inventorsand tinkers; as aresult theOrkshave been known to put awiderange of military vehiclesinto the
field. Those presented here aretypical of the more successful and most-used designs.

ARMORED VEHICLES

BATTLEWAGON

The Battlewagon isthe
Orks' main armored vehicle,
aso known by avariety of
nicknames, such as Degth Cart,
Spike Cart, and Killer-Wheelz.

The Battlewagon has broad
whesdls, dlowing it to cope with
most kinds of terrain. Itstwin
turrets normally mount an auto-
cannon and aheavy bolter, and it is equipped with a spiked ram bar
as standard. It can carry one stand of infantry inside, and itisa
common Orkish practice for additional infantry to ride on the
outside of the vehicle.

LIGHT VEHICLES

FIELD GUN

Thisweapon is commonly
towed by a Wartrak (see
below), and consists of a
large-caliber cannon on a
wheeled swivel mount. In
terms of effectiveness, it is
comparableto the Imperia
Thudd Gun. The Field Gun
obeysall normal rulesfor fied
artillery, as explained in the section on Imperial forces. It may be
towed by the War Buggy or the Wartrak- see Towing Artillery.

WARBUGGY

The War Buggy isasmall,
open four-wheeled vehicle
crewed by adriver and a
gunner. It mounts amulti-
meltaor other heavy weapon
on aswivel mount. War
Buggy crews are admired for
their reckless driving and
wild bravado asthey charge

into battle.

WARBIKE

TheWarbike is a one-Ork
vehicle, driven by metal-plated
tracks at the rear and steered by
alargewhed! at thefront. Itis
armed with apair of side-
mounted, forward-firing
weapons. TheWarbike is a
favorite Ork assault vehicle, its
- T gpeed and maneuverability

vastly enhanced by the thundering roar of its motors.

Like the War Buggy, the
Wartrak isamobile artillery
unit with acrew of two. It
mounts a single las-cannon or
other heavy weapon, and
consists of a bike-style front
atached to atracked artillery
platform. It is better armored
than the War Buggy, and is
more often used against enemy tanks or vehicles.

WALKERS

KILLER DREADNOUGHT

Thisisthe standard Ork
Dreadnought, consisting of a
globular body with two weapon
mounts, one of which isnearly
always a close combat weapon.
Itiswidely used in an anti-
personnel role, and is normally
armed with a heavy bolter.

ONSLAUGHTER DREADNOUGHT

The Ondaughter isaheavier
version of theKiller, with two
weapon mounts on either side. Its
standard general-purpose armament
consists of two close combat
weapons, one heavy bolter and one
las-cannon.

TOWING ARTILLERY

As noted above, the Field Gun may be towed by the War Buggy
or theWartrak. The vehicle may move at normal speed while
towing, and the Field Gun may be unlimbered at any point in the
towing vehicle's move.

If the vehicle is stationary or moving at advance speed when the
Field Gun is unlimbered, it can be set up anywhere adong the
vehicle' s path, facing as desired. However, Orks are quite fond of
unlimbering a Field Gun by smply knocking the coupling bolt out
while the towing vehicleis moving at full speed; thiscan bea
particularly hazardous exercise.

If the towing vehicle has charge orders and the Field Gun is
unlimbered during its move, the Field Gun bounces D6cm in a
random direction (use the normal deviation procedure). Once the
Field Gun has come to rest, determine its facing randomly. If the
Field Gun bounces into a Gargant, Titan, vehicle or infantry stand,
treat it asanormal ram or overrun. If it bouncesinto a building or
other obstacle, it is destroyed.
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ORK INFANTRY

Ork infantry detachmentsare very different to those used by thelmperium or the Eldar. Most importantly, the standard Ork
detachment containsa number of different types of Ork, asshown on the Ork Detachment Table. Thisrepresentsthe fact that Orksraise

their troopsin an ailmost feudal manner, with familiesand households sending thefighting men they can sparetojoin in any battles.

Secondly, theOrk command structureishighly centralized. Ork commander s (theOrkish term is Warboss) guard their power jealoudy,
lest it be used against them by an ambitiousunderling. Thismeansthat there are fewer commandersthan in other races, with a

correspondingly larger average detachment size.

INFANTRY STANDS

There are seven types of Ork infantry stand: Warboss, Nolbz,
Boyz, ‘Eavybovz, Sormboyz, Sormboyz Command and Madboyz
These stands should be distinguished by using different colored
bases. Warboss and Nobz Stands use the same col ored base, but
Warboss Stands fly abanner from the flag-pole that fitsinto the
back of the stand. Similarly, Stormboyz Command Stands use the
same color baseas Stormboyz Stands but fly a banner to indicate
the presence of an officer. Each of the other types of stand should
use the same color (all of the Boyz have the same color, for
instance). The actual colors used don't matter, as long as your
opponent knows what color represents each type of stand.

WARBOSSSTANDS

A Warboss Sandrepresents an infantry commander and his
personal bodyguard. They have more and better heavy weapons
than any other infantry type, asthey get the first pick of any
captured equipment. A Warboss Stand functions as the command
stand of an Ork infantry detachment.

NOBZ STANDS

Nobz are the biggest and toughest Orks in a detachment. Being
bigger and tougher than anybody else meansthat you get the
second pick of any captured equipment, so Nobz Stands are dmost
aswell-armed as Warboss Stands. They cannot, however, act as
command stands.

BOYZ AND ‘EAVYBOYZ STANDS

DaBoyz' arethe archetypal Ork warriors - rough, noisy,
cheerfully violent and enjoy nothing so much as a good scrap.
When aWarboss calls upon the local Ork householdsto raise
troops for a battle every one sends along some Boyz.

The corefighting strength of thisforce will dwayshave a
heavy weapon, stolen from a defeated enemy or constructed by the
family’s Mekaniaks; these are the Eavyboyz Sands.

In addition, there are some really keen households who send
any extratroopsthey can find, in order to gain favor with the
Warboss. Unfortunately, these extra Orks are unlikely to be armed
with anything morethan bolters4 there just aren’t enough heavy
weagpons to go around.

These Orks are drafted into the warband to make up numbers,
and arethe Boyz Stands.

STORMBOYZ AND STORMBOYZ COMMAND
STANDS

Ork Stormboyz are young, well-armed Orkish warriors who
band together to go to war. Unlike other Orks, Stormboyz are
disciplined - they march in straight lines and wear clean uniforms.
They take war serioudly; their command structure is logical and
everything is done by the book.

Most Orkslook on the Stormboyz with disdain, claiming that
they have “gone Humi€e' and lack thetraditional virtues of their
race, but there is no denying that they are an effective force on the
battlefield.

MADBOYZ STANDS

Even among Orks, Madboyz have alove of fighting that is
amost unbelievable. Many of them have been injured in battle and
had their minds unhinged, while others are just born crazy.

Whatever the cause of their temperament - which can only be
described as psychopathic - Madboyz arc totally deranged and
suffer from awide variety of manias and insanities. Madboyz
standsfollow totally different rulesfor orders; they pick an
objective, and will dietrying to achieveit (see the Special Rules).

INFANTRY DETACHMENTS

The standard Ork infantry detachment is the Warband; this
represents a body of troops from the same or alied families, who
fight together as a unit.

A warband consists of one Warboss Stand, two Nobz Stands,
eight ‘Eavyboyz Stands and six Boyz Stands.

Stormboyz and Madboyz operate in detachments of their own,
apart from theWarbands. They are comparatively rare, and the
number of Stormboyz and Madboyz detachments available to the
Ork player are limited.

For each Warband in hisforce, the Ork player may include one
Stormboyz detachment or one Madboyz detachment.
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“Right lads:’ said BossRawgutz, “ disiswot wegotta do:’

HisBoyz pressed forwar ds eagerly in the crowded, mud-filled
foxhole. Shellswer ethumping all around them and shower s of
fresh dirt fell spattering onto their headsat regular intervals. At
thefar sideof the crater theStormboyz stared grimly at their
assumed commander . Their weapons shone dully in the half light.
The small contingent of Madboyz he' d picked up somewherelust
stared...

“Wen | sayz go. we's gunna chargedat buildin’ over derean’ kill
ev'ryfinginside.,:’

His boyz grinned approvingly.

Rawgutz scratched hiswart. “We'll probably all get killed but it’ll
be wurf it cos wegotta buy timefor da Dethdumpa ta come an’
squash all daHumiesinta littlesplutchy pancakes:’

The Boyz laughed and readied their weapons. samming homethe
magazinesand testing all the spiky bitswith hurried enthusiasm.
Rawgutz' comm-link gave out a strident beeping sound. Hehit it
until it stopped.

“Ready, Boyz?"

They all nodded vigorously. Rawgutz leapt to hisfeet and held his
Bolter aloft.

“Goll”

They crossed the edge of the crater and began to charge over the
treacherousground. Therenforced munitionsfactory was some
five hundred metersaway. Firehomed in on them almost
immediately from every window of the building. One of hisBoyz
wasraked with bulletsand fell screaminginto the mud.

“Get thezoggin’ Humies!!” yelled Rawgutz, firing asheran, Two
Marinestoppled from theroof, brickwork exploding all around

them. MoreOrkswent down in bursts of blood. TheStormboyz,
he saw, wereadvancing in akind of pattern - three by three, laying
down covering fireasthey went. He couldn’t follow it at all. He
dodged another shell-burst.

Two hundred meters. Suddenly the hugefigure of a Dreadnought
seemed to rise out of the ground ahead of them.

They dived into atrench aslaser burstsripped towardsthem.
With ahowl, one of the Madboyz |eapt forwar ds, closely followed
by his screaming companions. Some wer e frothing at the mouth,
All wore a wide-eyed. crazy stare. Dodging the Dreadnought’s
searing bolts of energy they dashed towardsit. gunsblazing. They
reached themachineand jumped on it. hammering and clubbing
with every available weapon.

Rawgutz didn’t wait. He started onwardswith ayell. They
scrambled past the Dreadnought asit flailed and stumbled under
theinsaneattack, hisBoyz firing wildly alongside the Stor mboyz’
regular bursts.

And then it wasall over.. From behind the back of the building
rolled three Rhinos. Rawgutz
stopped and hismen grouped behind him.

“Oh zog..’

The Stormboyz fell into stagger ed ranks, weaponsleveled at the
approaching tanks.

“Takeasmany of ‘em wiv you asyou canBoyz..'

Heraised hisgun. Therewasa cataclysmicroar of noiseand light,
and they were hammer ed onto the ground astheworld exploded
and the earth bucked under neath them like a wild animal.
Rawgutz stared at thevast, boiling hole of liquid rock and
laughed.

The Dethdumpahad arrived.
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SPECIAL RULES

Thefollowing special rules apply to Ork infantry and vehicles:

DETACHMENT COHERENCY

Standsin Ork Warbands must remain within 24cm of their
Warboss stand at all times, as well as within 6cm of another stand
in theWarband. Stormboyz and Madboyz follow the normal rules
for detachment coherency (but see Madboyz Detachments below).

DEAD WARBOSS

If theWarboss stand is destroyed, roll for theWarband' s orders
on the Morale Table in the Space Marine rulebook during the
orders phase of each following turn.

FALL BACK ORDERS

Ork detachments may only be given fall hack orders asthe
result of amoraletest or due to the destruction of their
commander.

MADBOYZ DETACHMENTS

Because Madboyz are so uncontrollable in the field, they are
not given ordersin the usual way. Each Madboyz detachment is
given a Madboyz counter at the start of each game; placea
Madboyz counter beside each detachment before play begins. A
Madboyz counter may only be changed if you are told to do so by
therules; they may not be changed voluntarily once the game has
started.

The following Madboyz counters are available:

Assault: A Madboyz detachment with this counter will seek out
the nearest enemy, engage them in close combat, and ‘ Rough ‘em
up abit'.

Defend: A Madboyz detachment with this counter will defend
their position on the battlefield. They will fire at enemy units that
come within range, and charge into close combat with enemy units
that stray too close.

Take & Hold: Madboyz with this counter will make a mad dash to
anominated point, which they will then defend from all invaders.

As soon as adetachment is given atake & hold counter
nominate an objective for them, marking it with the Madboyz
objective marker that has the same number astheir take & hold
counter. A Madboyz objective marker may be placed anywhere on
thetable, including areas that are not currently within the
Madboyz' line of sight. A counter may not be placed on a Titan
base, avehicle or an infantry stand - it is used to mark an objective
location, not amoving target.

The order counter that is given to each detachment of Madboyz
during the order phase of each turn is decided by a combination of
the Madboyz' counter and adiceroll.

Refer to the Madboyz Orders Table for each detachment,
reading down thelist until you find the first case that appliesto any
of the Madboyz in the detachment. Follow that line of thetableto
theright and roll adiceto find out which of thethree ordersthe
detachment is given for that turn. Y ou must aways start at the top
of thelist and work down, and you must stop at the first case that
applies eveniif it only appliesto one of the detachment’s Madboyz.
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MADBOYZ ORDERSTABLE
1-2 34 56

Assault Counter

Enemy infantry stand First Fire | Charge Charge
within charge range

Enemy within weapon Advance | Firgt Fire First Fire
range

Enemy in sight Advance | Charge Charge
No enemy in sight No No Take&

Orders Orders Hold
Defend Counter

Enemy infantry stand First Fire | Charge Charge
within charge range

Enemy within weapons | First Fire | First Fire Charge
range

Enemy in sight First Fire | First Fire [ Advance
No enemy in sight. No No Take&

Orders Orders Hold
Hold Counter

Enemy infantry stand First Fire | Charge First Fire
within charge range

Objective not yet First Fire | Advance | Advance
readied

Enemy within weapon First Fire | First Fire First Fire
range

Any other situation First Fire No No Orders

Orders

Madboyz follow the same restrictions for order counters as any
other detachment, except where modified below.

ChargeOrders: Charge towards nearest enemy - theMadbovz
must enter close combat if possible.

AdvanceOrders: Advancetowardsnearest enemy (except
Moving Towards an Objective- see below).

First Fire Orders: Fire on nearest enemy.

No Orders: The detachment remains stationary. If any enemy
move within weapon range during the movement phase, the
Madboyz fire at the nearest enemy during the advance segment of
the combat phase.

Take & Hold: Swap theMadboyz' assault or defend counter for a
take & hold counter and nominate an objective according to the
normal rules,

MOVING TOWARDSAN OBJECTIVE

A Madboy detachment with atake & hold counter that has
advance orders must move towards their objective counter. The
only deviations they may make from a direct path are those made
in order to avoid obstacles. This does not stop them changing
direction to charge enemy infantry along the way.

An objective has been reached when any Madboy in the
detachment moves within 2cm of the objective counter. Once a
detachment has reached its objective, remove the objective counter
and change their take & hold counter to adefend counter.

Dragnut dived under the engine cowling, yelling for a spanner.
Five Snotlings dashed forward, squabbling to befirst. Without
looking. Dragnut reached back and grabbed one by thethroat.
A bur¢ of clanging came from inside the bonnet and the
Battlewagon exploded intolife. Dragnut tossed the senseless
Snotling onto the heap of left-over partsand smiled cheerfully.

That seemed to do thetrick...
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BATTLE WAGON RIDERS

As aready mentioned, the Battlewagon is capable of carrying a
single stand of Ork troops; thisis handled according to the normal

STANDARD DETACHMENTS

Standard detachments for Ork forces are as follows:

Space Marine rulesfor carrying infantry. Detachment Type No. & Type of Units Battle

In addition to troops carried insdethe Battlewagon, one stand Rating
of infantry can ride on theoutside of the vehicle, embarking and Warband 1 x Warboss Stand 650
disembarking using the normal rules. 2 x Noble Stand

Place stands that are riding the Battlewagon on top of the 8 x ‘Eavyboyz Stand
Battlewagon model. 6 x Boyz Stand

The following specid rules apply to infantry standsriding on Stormboyz 6 x Stormboyz Stand 350
the outside of a Battlewagon: 2 x Commander

) ) Madboyz 4 x Madboyz Stand 120
1. Battlewagon riders may not fire any support weapons. They may Fidd Gun 4x Fidd Gun 30
fire small arms, but suffer a—1 to hit modifier in addition to any Detachment
modifiersresulting from the Battlewagon orders. War Buggy 4x War Buggy 220
) . Detachment
2. Battlewagon riders maybe targeted by enemy forces asif they Warbike 2 x Warbike 20
were in the open (ie they never receive any to hit modifiersfor Wartrak A X Wartrak 180
cover). Attacksthat are aimed at Battlewagon riders will not effect Batllewadon 7 % Batllewagon 300
the Battlewagon in any way. D etachrrawgnt ag
3. Weapons with a burst circle attack both the Battlewagon and any Killer Detachment | 4x Killer Dreadnought 100
riders. Ondaughter 4 x Ondaughter 260
Detachment Dreadnoughts

4. Battlewagon riders are destroyed if the Battlewagon is
destroyed. In addition, if the Battlewagon is hit and not destroyed,
the Battlewagon riders must make a normal (unmodified) saving
throw.
None of the other Ork vehicleslisted here can carry infantry in the
same way.
The Gutmusher staggered into thecliff-faceunder theforceof the  “FIRE!!!”

explosions. Somehow, the shieldsheld.

“Dey don't give up do dey?” said M ukblag, clambering to hisfeet
through the wreckage on the Bridge. A pack of Snotlings dashed
past with bucketsof water, His Kaptin stood beside him, holding a
speaking tube.

“Dat’sensthey’reHumies," hereplied. “an’ Humiesisstoopid:’
Hetook adeep breath and bellowed into the mouthpiece. “ Kilboyz
-goget ‘em!! Belly Gun - ready da Bail!! Ev'ryonedse...” He
stopped for a moment in thought. “ Shoot at wot you like!!”

Outside, theMarineswer e already at thetop of the bluff and
charging towar ds the unbalanced Gar gant’ shead. | nstantly the
Turret Boyz started cutting swathesin the enemy ranks. They
hosed thered tracer-firefrom figureto dashing figure, laughing as
thearmored men leapt and burst under the hail of metal. Boyz
tumbled, yelling, from a doorway and char ged enthusiastically into
battle.

A distant Warlord strode towar dsthe Mukmusher, bringing its
Multi-Launcher to bear, waiting for the optimum range. Another
followed closeon itsheels.

K aptin Bogbadd shook hishead.

“Stoopid... Dey’ssostoopid.”

Heturned to Mukblag and smiled. “ 1love.’em!” Mukblagleant
over.

Therewasarumblein theGargant’sinnards, and with aboom
that sent steam bur sting from every pipeon the Bridge, the Ball
was blasted through the air towardsthe Titan. It hit the ground
some hundred metersin front of the machineand thundered along
theground in agreat spray of steaming earth. Too latethe
Warlord's weaponstried to pick off the deadly device. It rolled
againgt the Titanslegslike afaithful pet and exploded. For a brief,
frozen moment the awesome blast washeld insidethe Void
Shields. and the entire machinewas hidden under a dome of
storming fire. And then the generator s gave out and the explosion
blew away like a bur sting bubble leaving the Titan staggering
backwar ds, flames belching from every joint. Weaponsfiring
pathetically into theair, it overbalanced. The other Warlord was
following too close... With painful slownessit tried to sidestep from
under thetoppling wreck. Like adrunken friend, the dying
machineteemed to lump over itscompanion in a clumsy embrace.
Trailing a pall of black smokethey crashed to theground. A
reactor chamber split apart under theimpact. fireballing them
both.

Thelast Marinesfell under theOrk onslaught. Mukblag turned to
the Kaptin.

“You'reright. Dey nevvalearns...”

Bogbadd straightened hisbattered helmet and started unfolding a
greasy, crease-battered map. He cleared a space for it on thefloor,

“Dey nevvalearns’ hesaid, almost to himself. “An’ dey’ll be
back...”
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ORKSIN THE CAMPAIGN GAME

The Campaign Gamerulesin the Adeptus Titanicus rulebook assumethat you arefielding a Human for ce- either Loyalist or Traitor.

Somedlight alterationsarenecessary when using Orks In a campaign.

Instead of the Grand Master of a Titan Order, you taketherole of the M ob-Boss of a M ob of Gargants. Y ou area seasoned, strong and
cunning Ork - it took you year sto get whereyou are now, knifing those above you and avoiding being knifed by those around and below

you.

THE CAMPAIGN ROSTER

A campaign roster for Gargant Mobsisincluded in the back of
this book. Y ou may photocopy it for your own useonly. Itis
broadly similar to the campaign roster from the Adeptus Titanicus
rulebook, but does not have spaces for recording support missiles,
asthey are only used by Humans.

CREATING THE BIG-MOB

Y ou have 10,000 points to spend on setting up your Mob, and
can spend it on Titans and equipment as you wish, subject to the
restrictions listed in the section on Designing Gargants.

Crew experience and Honor Points are unchanged from the
rulesin the Adept us Titanicus rulebook.

CAMPAIGN SCENARIOS

Therulesfor campaign scenariosin this book and in the Adept
us Titanicusrulebook are unchanged, apart from the following
points:

CREW CASUALTIES
These have no effect on successive games. Unskilled and semi-
skilled crew members are always easy to come by in Ork society.

EJECTING
Gargants do not have an gjector mechanism - the crew stay with
their machine at all times!

DOWNTIME

Thisis unchanged, except as follows:

SKILLS

Ork Gargant crews never gain skills like other races. They do,
however advance in experience, and therefore they do get dice
rerolls.

SALVAGE PHASE

Ork forces may attempt to salvage from Imperial and Eldar
Titans. In both cases thereis a-2 modifier to the salvageroll.
Salvaging from other Gargants is dealt with as normal.

Only weapons may be salvaged from Human and Eldar Titans.
Note that some weapons may not be fitted to Gargants (see
Designing Gargants).

REQUISITIONING

The basic mechanismsfor requisitioning are unchanged,
athough the events they represent are sightly different from the
way Humans and Eldar do things. When a Mob-Boss requisitions
materials, he does so by issuing threats to his Boss-Mek. An apped
takes the form of the Mob-Boss shooting an uncooperative Boss-
Mek and repeating theinitial threatsto his successor. The Honor
score represents the amount of fear the Mob-Boss can inspire to
back up hisrequisitions.

RECRUITING PHASE

Thereis no shortage of manpower (or rather, Orkpower and
Gretchin-power) to crew Gargants, but their command structure
and large crews mean that Gargants operate differently to Titans.
Newly-recruited Gargant crews are aways green (in every sense of
theword), and need athorough shakedown before they can operate
effectively. Unfortunately, this shakedown generally takes placein
the crew’ sfirst battle. A Gargant with a newly-recruited crew is
treated as out of command at all times during itsfirst battle;
thereafter, it operatesnormally.
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Shagrudd gazed over the blasted ground with satisfaction.
Scrapped hulksof Titanslay scattered in the dawn amid a twisted,
smoking car pet of destruction, He chuckled as he spotted the
Warlord’sstill-bailing crater. The sounds of looting floated acr oss
thefield, mingling with the moans of the dying. A hollow clunk at
hisbearers feet made him glance down.

“Good shootin’ today, Boss..:" grinned hisFirst Mate, holdingup a
Marine helm for Shagrudd’s approval. He wiggled a finger
through aragged holein itsforehead. “ Goodkillin’.”

“Seen better” sniffed Shagrudd. “Wos da pickin’slike?”

Hagrubb tossed the helmet onto the pile. “ Muggot! Sluttshuk!” he
screamed over hisshoulder. Two Snotlings dashed out of a near by
crater, gleefully dragging a huge, clanking tarpaulin. They spread
it at their leader’sfeet.

“Down!” snapped Shagrudd, gloating greedily, Hisbearers
lowered him gratefully with quiet groans of relief. He began
picking through the jumble of weaponsand other trophies:
grunted with pleasure or disgust. toying or discarding the spoils
beforehim. At length he stood up wearing the headgear of an
Imperial Commissar. It was a bit charred but the gold braiding
and ornate badge-work was still intact. It gave him a certain
feeling of command. A certain style.

The huge, black-and-bronze bolter he strapped to hisleg gave him
afedingtoo. It gave him afeeling that noone was going to argue
with agun that big and not regret it: Hegrinned evilly.

“Qo’'s dead, Hagrubb? Anyone‘ portan?”

Hagrubb scratched hishead.

“Nah... Old Joblodd bought it back at dat bunker. Forgot to throw
‘isgrenadewhen ‘ejumped in. Held it wiv ‘is teef til it blew ‘is
‘ead off.” Hebrightened. “ Took out da bunker though! Real big
bang...”

Shagrudd grunted.

“He'll be* membered then.”

Hereturned to hisbearersand wasduly lifted. “ Back:’

They turned painfully, and started back up theiron gangplank
into the huge, dark belly of the Stompsmasher. Shagrudd stopped
them briefly and glanced back.

Onridge, asquad of Madboyz wer e still pumping gunfireinto the
carcass of a blasted Dreadnought with a studied, psychatic
intensity. In the hazy distance he could make out theBigripper
wandering happily through therubble, smashing and kicking the
remaining buildingslike some monstrouschild playing in the sand.
Ancther battle over. Another victory.

Shagrudd shrugged and chuckled, patting the gun at hisside. No
sweat,

“Comeon then.dugbuts! Wegot Humieheadstokick!” The
bear ersbrightened and trotted into the darkness, a song on their
lips.

“Erewego. erewego. erewego...”

It was going to be another good day.
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