Siegeworld:

The Forces of Mars: Titan Legions

Introduction

The Titan Legions

Everyone loves titans.  While titans (and in fact Imperial army vehicles) were at one time fielded by Space Marines or any other Imperial army, it is quite clear that Titans really should be their own force commanded by the Adepts of Mars or the princeps of their legion.  Titan fluff is well discussed in the various incarnations of the EPIC game system and numerous White Dwarf articles.  The thing everyone wants here are the rules.  The titan legions are simultaneously the single most important of the Siegeworld armies, and the most difficult to write.  The structure of the legions has changed immensely over time in the EPIC system, and Games Workshop has never provided a definitive 40K system, however, there have been 40K models for many years and which many gamers have acquired at some time and the smaller titans always seem to be resurfacing.  For these reasons, some people will not agree with the rules presented here.  The justification for why they are the way they are is important to state therefore.  These rules are intended to represent titan forces that are not clearly in the Games Workshop 40K universe anymore, but which many people think are really the defining rules for titans.  They are very flexible and open ended on purpose. 

The Titan Legions list really is two lists. The first list is for the titan war machines. The second list provides for the infantry forces which support the Titan Legions. While these are technically the Skitarii, what the forces were originally allowed and how they were originally designed have nothing to do with Imperial Guard organization. Yet the Imperial Guard organization is what many people use to represent them.  The Titan Legion list therefore provides for legion support troops which are based on a more classic Titan Legion organization (from back in a time when everybody had access to Land Raiders). In this way, the infantry of this list are not really “Mechanicus” troops, but are more “titan support” troops.  

In addition to the fact that the older lists had much more detailed weapons and rules than newer lists and that detail was desired as the Titan Legions technically only have four basic units, this organization allows for Games Workshop to introduce an Adeptus Mechanicus force, without necessarily destroying forces that are built from this list (a clear concern due to the popularity of the Mechanicus).  This was a strong motivating force behind this list’s design as it is desired that people build up titan legion forces and I hate to see people have to completely redesign armies because Games Workshop has a different concept than Siegeworld did.  

In the net then, the Titan Legion list is really an homage to the original “Adeptus Titanicus” and “Space Marine” Game systems’ legions providing for players who really want to have an in depth, very cool force to build and field it.  At the same time, this list is also very narrow in its scope (having very few available “infantry” units) to allow for Games Workshop to provide rules for forces more suitable for smaller games, without rendering this list obsolete. 

Force Organization

The Titan Legions force organization is quite a bit different from most other forces because their principal units are war machines. To recognize this, the titan legions may take war machines as HQ, Elite, Troop, Fast Attack, and Heavy Support slots.  Some items are actually upgrades for a titan, and are purchased as such.  Further it is part of the design that it be possible to field a force with nothing but titans.
New Rules:

All Imperial titans use the Targeting, Void Shields, Titan Tank Shock, Leg Armor, Titan Stomp!, and Enginseer Rules from the Warhound entry in Imperial Armor Update 2005 /2006 or Imperial Armor Vol. 3. 

Bash Attack:  All Imperial titans have a weapon skill, but most don’t have any attacks because they don’t have any close combat weapons.  Because of its size and design, a titan can always strike in close combat, even if it does not have any close combat weapons.  These attacks are made by smashing its ranged weapons, kicking, or even ramming its carapace into an enemy.

To represent this all titans may use bash attacks.  A titan always has two bash attacks for its two arms.  This is increased by +1 for charging in a normal manner.  The attacks are strength 10 and count as power weapon attacks but may only be made against a target with structure or mass points (smaller targets cannot be hit).

Some weapon systems are too short or simply too fragile to bash with.  These have listed in their rules that they deny a bash attack.  Assault weapons, on the other hand are built for attacking and improve the ability to attack.  Regardless of which item is taken in an arm mount, the bash attack is either removed, or replaced by the special attack depending on weapon.

If a titan which carried an assault weapon looses both its arm weapons to damage, it still has a single attack, but looses the special ability of its assault weapon, if a titan without an assault weapon looses all its attacks for any reason, it is reduced to zero attacks (but may still get one when charging).  This means that a close combat titan can lock a titan not built for close combat into close combat.  Two titans having only bash attacks, however, will break off at the end of the assault phase.

No HQ:  A titan legion is never required to field an HQ choice, if it only comprises war machines.

HQ

0-1 Mechanicus Fabricator
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The commanders of the Forces of Mars are skilled general used to taking the field with the most powerful forces the Imperium can muster

Squad:  A Fabricator may be accompanied by a retinue of servitors as discussed in Codex: Imperial Guard. An adept may have up to 6 servitors costing no more than 100 points, while a Magos may take up to 10 servitors costing no more than 150 points.  A single Praetorian servitor may be included in either retinue (using the entry below) for +50 points.  If a praetorian servitor is included, any hits against the Fabricator may alternatively be allocated to the Praetorian servitor by the fabricator’s controller.

Weapons: power weapon, bolt pistol.

Options: A Fabricator will always be mounted when going to combat.  The Fabricator and his retinue may select a rhino for +50 points or land raider transport for +250 points if they total 10 or less models, or a chimera transport for the points cost in Codex: Imperial Guard. 

SPECIAL RULES
Independent Character:  A Mechanicus Fabricator follows the rules for an independent character.
0-1 Princeps Seniores
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A Princeps Seniores is not directly a worshipper of the machine god, but a highly skilled general who has participated for many years in titan combat and can command the largest and most powerful war machines.

Options:  The Princeps Seniores must select and will ride into battle in one of the following vehicles: Tactical Warlord Titan, Tactical Reaver Titan.  If one is present in the force, the Princeps Seniores must forgo having his own titan to ride in an Emperor titan.

SPECIAL RULES
Leader:  The Princeps Seniores is a spiritual leader adored by those under him.  Should the Prrinceps Seniores titan be destroyed, all other titans in the same formation will have –1 to their leadership for the rest of the game.
Elite

Praetorian Servitors
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Praetorian Servitors are large servitors geared for nothing but combat.  They will generally have their legs replaced with track units and are almost mini tanks, more so than anything human.

Squad:  The Squad comprises 6-12 Praetorian Servitors.

Weapons: See Below

Options:   A Praetorian Servitor squad must be selected from the options listed below:

Fire support:  The unit geared to supply suppressing firepower, each of the servitors carries a helgun.   

Any number of servitors may replace their helgun with a boltgun for +3 points, 

Up to three models may exchange their helgun for a flamer for +6 points, a meltagun for +10 points, a plasma gun for +10 points, or a grenade launcher for +10 points.

Up to two models in the unit may replace their helguns with a lascannon for +25 points, an autocannon for +15 points, a missile launcher for +15 points, a Heavy bolter for +13 points, a multi-melta for +30 points, a multilaser for +13 points, or a plasma cannon for +35 points.

Assault:  This unit is designed to crush all in their path.  Each of the servitors is armed with a close combat weapon and a helpistol.  

Any number of servitors may replace both their weapons with a flamer for +6 points 

Up to three models may replace both their weapons with heavy flamers for +15 points

Up to two models may replace their close combat weapon with a power weapon for +10 points or a power fist for +15 points. 

SPECIAL RULES
Built for combat:  Praetorian Servitors are built for combat, as such they gain the Feel No Pain and Stubborn special rules.

Land Speeder Squadron 

Titan Legions use landspeeders to scout ahead of their main force, locating targets of opportunity and acting as the eyes and ears of the legion.

Squad:  The Squad comprises 1-3 land speeders, use the entry in Codex: Space Marines.

Note that because the pilots are not wearing power armor, the land speeders count as open topped.  They also may not deep strike.

Troops

Titan Support Troops
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Titan Support troops are trained to support their titan legions.  Bringing down an enemy titan’s shields in a hail of support fire, attacking dangerous infantry, or assaulting from their titans hold.

Squad:  The Squad comprises 10 Support troopers; there is no sergeant as all troopers are capable of assuming command of the squad.

Weapons: See below

Options:   A Titan Support Troop squad must be selected from the options listed below:

Anti Tank:  This unit is designed to kill tanks that may threaten the titan or to knock down enemy titans’ shields. All troopers must be combined into two man heavy weapon crews.  The crews must be armed with lascannons for +25 points, missile launchers for +20 points, or autocannons for +20 points each. 

Anti personnel:  This unit is designed to sweep dangerous infantry from around the titans feet.  All troops are armed with helguns.  Up to four troopers may replace their helguns with a flamer at +9 points, a grenade launcher at +12 points, or a plasma gun for +12 points. 

Assault:  Assault troops generally will assault from a titan and are specially trained to do so.  Assault troops are WS 4 but BS 3.  Assault troops are armed with helpistols and chainswords.  Up to four assault troops may exchange their chainswords for a power sword for +5 points, or a power fist for +15 points.

A unit of titan support troops must either be mounted in a titan or take a Chimera, Rhino, or Land Raider as a transport option for the cost listed in Codex: Deamonhunters.  The vehicle may have any upgrades available in Codex: Imperial Guard (Chimera) or Codex: Space Marines (Rhino or Land Raider)

Reaver Battle Titan (Tactical)

See Below

Reaver Battle Titans are the smaller battle titan of the titan legions and generally slightly more common than their larger brothers.  In their tactical configuration, Reaver titans are built principally for fire support.

A Reaver costs 880 points + weapons and must be at least 12 inches and no more than 17 inches tall.

Squad:  The Squad comprises 1 Reaver Battle Titan

Weapons: A Tactical configuration must take two tactical weapons; the third weapon may be one of a tactical weapon, an assault weapon, a support weapon, or a special option.

Warlord Battle Titan (Tactical)

See Below

Warlord Battle Titans are the larger battle titan of the titan legions.  There are two different types of Warlord Battle Titans, both of which are classified as warlords and are generally similar.  The first is the older Mars pattern or Mark 1, these are commonly called “turtles,” “beetles,” or “hunchbacks” as their large curved carapace makes them appear stooped over.  The Mark 2 or Lucius Pattern is the more common modern design with a squared-off carapace. A Warlord must select four weapon systems.

Both designs cost 1295 points plus weapons.  A Mark 1 should be between 18 inches and 24 inches in height.  A Mark 2 should be between 20 inches and 26 inches in height.

Squad:  The Squad comprises 1 Warlord Battle Titan

Weapons: A Tactical configuration must take two tactical weapons, the third weapon may be a tactical weapon, an assault weapon, or a special option, the fourth weapon may be  tactical weapon, a support weapon, or a special option.

Fast Attack

Support Bikes
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Support Bikes are one of the few forces that can keep up with the strides of a titan, so they are often seen whizzing around their feet

Squad:  The Squad comprises 3-5 support bikers

Weapons: The bikes are armed with twin linked bolters.

Warhound Scout Titan 

See Below

Warhound Scout titans are the smallest titans and rely on speed to locate targets for their larger brethren.

A Warhound titan must be at least 9 inches, and no more than 14 inches tall.

Squad:  The Squad comprises 1 Warhound Scout Titan

Weapons: A Warhound titan must take two weapons.

Heavy Support

Reaver Battle Titan (Support)

See Below

A Reaver costs 880 points + weapons and must be at least 12 inches and no more than 17 inches tall.

Squad:  The Squad comprises 1 Reaver Battle Titan

Selection:  You may not have more support titans than you have tactical titans.

Weapons: A Support configuration must take one tactical weapon, the second and third weapons must each be an assault weapon, a support weapon, or a special option.

Warlord Battle Titan (Support)

See Below

A warlord costs 1295 points plus weapons.  A Mark 1 should be between 18 inches and 24 inches in height.  A Mark 2 should be between 20 inches and 26 inches in height.

Squad:  The Squad comprises 1 Warlord Battle Titan

Selection:  You may not have more support titans than you have tactical titans.

Weapons: A Support configuration must take one tactical weapon, the remaining weapons must each be an assault weapon, a support weapon, or a special option. 

0-1 Emperor Battle Titan

See Below

Emperor class titans are enormous walking citadels.  Armed with the most powerful weaponry man can build, they are more than an army in their own right.  As opposed to smaller titans, Emperor class titans have only two different weapon configurations.  The Imperator fit and the Warmonger fit.  

Emperor class titans carry many times the destructive power of many entire armies, and can dominate even a large battlefield.  An Emperor class titan costs a fixed 5400 points regardless of weapons fit and should be at least 36 inches tall.

Squad:  The Squad comprises 1 Emperor Titan

Selection:  An Emperor titan is an enormous investment; it takes all three heavy support slots to field one.

Weapons: The weapons fit is determined by the selected pattern

Warhound Scout Titan

See the rules in Imperial Armor Update 2005 / 2006 or Imperial Armor Vol. 3.  The rules, however, don’t provide for all the available weapons. The Warhound may select the weapons in Imperial Armor update, or the additional weapon system below.  

Plasma Blastgun:  See Imperial Armor Update

Double-barreled Turbo Lasers:  See Imperial Armor Update

Vulcan Mega Bolter:  See Imperial Armor Update

Inferno Gun:  See Imperial Armor Update

Titan Missile System:

(+145 points)
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Place all blast markers together as a barrage

A titan missile system is too small to use for bash attacks if mounted on an arm

Reaver Battle Titan

Reaver Battle Titan
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Type: Walker, minimum movement 4 inches, maximum movement 8 inches, must move in 4 inch increments.  A Reaver can fire all its weapons when moving.

Structure:  6 points.

Crew: 6 Mechancius

Void Shields:  The Reaver carries four void shields.

Transport:  A Reaver cannot transport models

Fire Points:  The Reaver has no fire points

Access Points:  Loading a titan takes work, it has no access points

Weapons:

Tactical Weapons

Plasma Blastgun:  See Imperial Armor Update

Double-barreled Turbo Laser:  See Imperial Armor Update

Vulcan Mega Bolter:  See Imperial Armor Update

Inferno Gun:  See Imperial Armor Update

Titan Missile System:  (+145 points)
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Place all blast markers together as a barrage

A titan missile system is too small to use for bash attacks if mounted on an arm.

Support Weapons

Support Missile: A maximum of 1 support missile may be selected and must be mounted on the carapace:  (+150 points). 


Deathstrike Missile 
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Shot, 2x Titan Killer (D6)


Warp Missile


Range

Str

AP


Special





  480”

10

 1
          One Shot, 2x Titan Killer (D6)










      Ignores Shields



Vortex Missile
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  Shot



Roll a D6 at the start of every turn, on a 3+  leave the template in play and any target that comes into contact with it takes damage again.
Volcano Cannon:

(+225 points)


See Imperial Armor Book 1

Quake Cannon:

(+225 points)


Range
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AP


Special
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             Large Ordnance, Tank 








       Hunter Blast, Titan-killer (D3)

Assault Weapons  (+145 points)


Assault Weapons must be mounted on the arms.


Wrecker:  A wrecker is a huge ball and chain, a wrecker is strength 10 and does D3 structure damage when it hits.  A wrecker always strikes at Initiative 10.


Powerfist:  A titan powerfist is designed to grab and rip apart enemy targets.  The powerfist is strength 10 and counts as a power weapon; however it is only effective once it gets a grip.  A Titan Powerfist does D3 structure damage when it causes a penetrating hit, and adds +1 to every roll on the penetrating hit table.


Chainfist:  A titan chainfist is designed to make a mockery of armor, a chain fist is strength 10 and rolls an extra D6 when rolling to penetrate armor, and still does D3 structure damage when it glances or penetrates.

Special Options  (+85 points)


Special items must be mounted on the carapace.


Sacred Icon:  The Sacred Icon replaces the carapace weapon with an awe inspiring relic; all Imperial troops with 60 inches of the Titan may reroll failed leadership tests.

SPECIAL RULES

Massive:  The Reaver is a massive vehicle, and will crush everything in its path.  A Reaver ignores difficult and dangerous terrain effects and may not be locked in combat, except by another war machine.   

Titan:  A Reaver is a Titan and uses the Targeting, Titan Tank Shock, Leg Armor, Titan Stomp!, and Enginseer Repairs rules from Imperial Armor Updates as well as the Bash Attacks special rule here.

Warlord Battle Titan

Warlord Battle Titan
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Type: Walker, minimum movement 6 inches, maximum movement 12 inches, must move in 6 inch increments.  A Warlord can fire all its weapons while moving.

Structure:  9 points.

Crew: 12 Mechancius

Void Shields:  The Warlord carries six void shields.

Transport:  A Warlord cannot transport models (unless fitted with an assault pod)

Fire Points:  The Warlord has no fire points

Access Points:  Loading a titan takes work, it has no access points

Weapons:

Tactical Weapons:

Plasma Blastgun:  See Imperial Armor Update

Double-barreled Turbo Laser:  See Imperial Armor Update

Titan Missile System:  (+145 points)



Range
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Special
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Place all blast markers together as a barrage

A titan missile system is too small to use for bash attacks when mounted on an arm

Gatling Blaster

(+310 points)
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Melta-Cannon
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2D6  armor penetration 

The melta cannon is represented by placing the teardrop template anywhere in range and resolving the above against every model touched if a hit is rolled, or against every model on a 4+ if a miss is rolled..

Support Weapons

Support Missile: A maximum of 1 support missile may be selected and must be mounted on the carapace:  (+150 points)


Deathstrike Missile 
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Shot, 2x Titan Killer (D6)


Warp Missile
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      Ignores Shields



Vortex Missile
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Roll a D6 at the start of every turn, on a 3+  leave the template in play and any target that comes into contact with it takes damage again.

Heavy Plasma Destructor  (+200 points)
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Volcano Cannon:

(+225 points)


See Imperial Armor Book 1

Quake Cannon:

(+225 points)


Range
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Special
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          Hunter Blast, Titan-Killer (D3)
Trident



(+180 points)
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      Titan Killer (D6)


A trident ignores the effects of all shields

A trident is very fragile and may not be used for bash attacks.
Assault Weapons  (+210 Points)

Assault weapons must be mounted on an arm.


Wrecker:  A wrecker is a huge ball and chain, a wrecker is strength 10 and does 2D3 structure damage when it hits.  A wrecker always strikes at Initiative 10.



Powerfist:  A titan powerfist is designed to grab and rip apart enemy targets.  The powerfist is strength 10 and counts as a power weapon; however it is only effective once it gets a grip.  A Titan Powerfist does 2D3 structure damage when it causes a penetrating hit, and adds +1 to every roll on the penetrating hit table.


Battle claw:  A titan battleclaw is basically a specially designed powerfist designed to grab and crush.  A battle claw does D3 structure damage, and gets +2 to any and every roll on the glancing or penetrating hit table.


Chainfist:  A titan chainfist is designed to make a mockery of armor, a chain fist rolls an extra 2D6 when rolling to penetrate armor, and also does 2D3 structure damage when it glances or penetrates.


Power Ram:  A Power ram is designed for fighting other titans and is tremendously powerful.  A power ram is strength 10, if the power ram hits a war machine walker or fortification, the target automatically takes 3D3 structure points of damage (as it is potentially toppled over).  A power ram is useless against any other targets.


Power Saw:  The power saw when it hits can continue to chew through armor at an alarming rate.  A power saw is strength 10 and a penetrating hit does D3 structure damage.  A titan wielding a power saw gets to reroll an additional attack for every attack that hits an enemy.


Laser Burner:  A laser burner is effectively a huge welding torch wielded as a weapon, like a power saw it is a very effective weapon when it hits.  A laser burner is strength 10, every hit caused by a laser burner may be rerolled to try and score another hit, further every hit scored from the rerolls may be rerolled again and so on until a miss is rolled.


Corvus Assault Pod:  A corvus assault pod is effectively a slightly less powerful power ram with troop carrying capability.  If the corvous assault pod hits and the target is an enemy model it does D3 damage and disgorges the squad into the model, the squad being in the model results in the target having to take a penetrating hit at the start of EVERY close combat phase.  On the roll of a 1, the squad has finally been eliminated by the war machine crew and the effect is stopped (but still resulting in a gun crew being shaken).  The Corvus assault pod may also be used to deliver the troops into buildings or onto walls as a siege tower.  If this is performed, the squad comprises 5 Support troops configured for assault and either 5 more support troops geared for assault, or for +100 points, 5 Praetorians configured for assault.

The corvus assault pod only has a single crew, and once it hits, the pod can only be used as a blunt ram, the squad effect is ignored

Special Options:  


Special items must be mounted on the carapace


Sacred Icon:  (85 points) The Sacred Icon replaces a carapace weapon with an awe inspiring relic, all Imperial troops with 60 inches of the Titan may reroll failed leadership tests.


Devotional Bell:  (85 points) A Devotional Bell takes up both carapace mountings on the Warlord.  A Devotional Bell counts as a Sacred Icon.  Once during battle the Bell may be rung at the start of the controlling players turn.  Until their next turn, all Imperial troops within 60 inches of the titan gain the Fearless and Feel No Pain universal special rules. As well, the titan carrying the bell gains a 5+ save against any attack until their next turn. 


Carapace Landing Pad:  (+100 points)  A carapace landing pad is not a weapon, but a small pad for landing a landspeeder spotter.  If the Titan is armed with a Carapace landing pad you get a single Titan Support Landspeeder with the titan.  The landspeeder acts as the eyes and ears of the titan and the titan may shoot at any target in range, even if outside of LOS, so long as there is LOS from the landspeeder spotter.


Fire Control Centre:  (+100 points) A fire control center is a command tower packed with sophisticated targeting arrays and spotting devices.  A titan with a Fire control center increases it BS by +1.

SPECIAL RULES

Massive:  The Warlord is a massive vehicle, and will crush everything in its path.  A Warlord ignores difficult and dangerous terrain effects and may not be locked in combat, except by another war machine.   

Titan:  A Warlord is a Titan and uses the Targeting, Titan Tank Shock, Leg Armor, Titan Stomp!, and Enginseer Repairs rules from Imperial Armor Update 2004 and the Bash Attacks special rule from here.

Emperor Battle Titan

Emperor Battle Titan
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Type: Walker, minimum movement 12 inches, maximum movement 12 inches, must move in 12 inch increments.  An Emperor Battle titan can only turn if it did not move this turn.  An Emperor titan may fire all of its weapons, regardless of how far it moved.

Structure:  18 points.

Crew: 40 Mechancius

Void Shields:  The Emperor carries twelve void shields.

Transport:  Both the Imperator and Warmonger classes act as transports and carry 4 units of Titan Legion Support Troops in their leg citadels.  These troops are already included in the point cost and may be configured however the player wants.  These units may dismount so long as the Titan does not move or turn.  The legs count as siege towers.  Further, so long as at least 2 squads have not dismounted, an Emperor class titan hit by a corvus assault pod will stop the effect of the troops on a roll of 1-3.

Fire Points:  Both the Imperator and Warmonger titan leg citadels can be shot out of, each citadel includes 10 fire points.

Access Points:  Both the Imperator and Warmonger have two access points which are their legs.  These are so massive, that they cannot be blocked by any vehicle with less than 5 structure.

Weapons:

Imperator Pattern:

The Imperator pattern carries and armored chapel on its roof.  The chapel is inspiring and counts as a Devotional Bell.  Further, the chapel generates one faith point per turn, which is good for use in that turn only (basically a free Test of Faith every turn without using otherwise generated faith points).

The chapel is also heavily armed and carries 2 single barreled turbolasers, 4 battlecannons and 4 heavy bolters in various turrets.  There is also a quake cannon in a forward mount and an air defense laser in a turret.  The chapel is also populated by two battle sisters squads (see Codex:  Witchhunters) which are included in its cost and may be armed however you please (but obviously do not have a transport).  The battle sisters may fire from the chapel and can be disgorged from the chapel or legs as a siege tower.

Quake Cannon:
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Special
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          Hunter Blast Titan-Killer (D3)

Air Defense Laser
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Special


  72”
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             Heavy D3, AA mount

The Imperator carries two enormous cannons in its arms.  The plasma annihilator and Hellstorm cannon

 Plasma Annihilator
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Special
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Killer D6 Tank Hunter










  Blast

Hellstorm Cannon


Range

Str

AP
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     barrage), rending

Warmonger pattern

The Warmonger is more geared to fighting other titans and therefore lacks the array of weaponry of the Imperator, but carries the most monstrous cannons for destroying war machines.

The Warmonger carries a small Lysander spotter aircraft and landing pad which uses the stats of an Imperial lightning but is unarmed.  The Lysander may be used to provide LOS in the same way as the landspeeder from a carapace landing pad.  Any non war machine aircraft may land on the Warmonger so long as the pad is not currently occupied by the spotter aircraft.

The Warmonger also carries massive batteries to fight off attacking aircraft.  The Warmonger carries four sets of quad-linked long-barreled autocannons.  (Each is the equivalent of a Hydra Platform from Imperial Armor Book 1).  The Warmonger’s head also carries a set of two single barreled turbolasers and there is a tower targeting array which makes the Warmonger WS 5.

The Warmonger’s heaviest weapons are in its arms.

Doomstrike Battery:  A doomstrike battery is 8 death strike missiles surrounding a volcano cannon.  Only one missile may be fired per turn.


Deathstrike Missile
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          Superheavy Ordnance 1, One 









Shot, Titan Killer (D6)


Volcano Cannon:




See Imperial Armor Book 1




Vengeance Cannon:  The vengeance cannon cuts through the thickest armor with ease.  The Vengeance cannon is a Twin-linked death ray. 

SPECIAL RULES

Really Massive:  The Emperor Titan is a massive vehicle, and will crush everything in its path.  An Emperor Titan ignores difficult and dangerous terrain effects and may not be locked in combat, except by another war machine having at least 10 structure points.   

Titan:  An Emperor is a Titan and uses the Targeting, Titan Tank Shock, Leg Armor, and Enginseer Repairs rules from Imperial Armor Update 2004 and the Bash Attacks rule from here.

Titan Mega Stomp!  An Emperor titan is too big to effectively Kick in the assault phase, but its sheer size allows it to crush most items that would bring it to combat.  If an Emperor Titan assaults or is assaulted by a non-war machine unit successfully, the unit must roll under its initiative (5 for vehicles without initiative) on 1D6 or is crushed underfoot.  The unit may only take invulnerable saves against this damage.

Appendix:

Large Ordnance: Ordnance, with a 7” diameter template

Superheavy Ordnance: Ordnance, with a 12” diameter template

Tank Killer: Base strength not halved against vehicle armour values not under the blast marker hole, (an exception to rule on P. 65) 

