High Command Forces

General Overview:  War is not confined to skirmishes amongst small troop units.  Large Sieges and enormous theatres require a completely different type of leadership.  While commanders in the field are called upon to inspire and keep troops fighting, many high commanders are not leaders of forces, but instead brilliant tacticians dedicated to finding the best way to organize their monstrous forces.

High Command Forces:  Are unique in force organization.  These forces cannot be fielded as a detachment or as a part of a detachment, but instead provide for various upper levels of command.  Therefore, all entries given herein are high command (HC) choices and may be used in the optional High Command slot created by the existence of a formation of that army type.  

Not Everybody has a chain of command:  Forces not listed here (such as Dark Eldar, Kroot Mercanaries, or Adeptus Arbites) do not have access to High Command forces that are unique.  This is usually because they are smaller forces built on a smaller pattern of command.  Instead they may use the highest leadership HQ choice available to them as a high commander (or not field one).  This option is also available to forces which have High Commander options if the player does not wish to field one of these high commanders.  DIY forces may use the high commanders listed here if it’s obvious they are appropriate, otherwise they use the above option.

New Rules:

Chain of Command:  Higher level commanders are always treated with respect, any unit in the formation under a selected high command choice may treat the commander as their general for leadership tests and the like (this includes lower level commanders).

Power of Presence:  The very fact that they are on the field and nearby effects the morale of troops.  Troops under the command of and within 24” of a high commander may reroll any failed leadership test, or choose to fail any leadership test without rolling. 

Strategic Disarray:  If a high commander is killed, all units in the high commander’s formation are considered to be –2 leadership for the rest of the game to represent the breakdown of command and control.

Direct Command:  Most High Command units will have units attached directly to them to act as bodyguards or that may be placed on the battlefield under the direct command of the leader.  Units may therefore list a support squad or command squad option.

Space Marine High Command 

All Chapters

Command Structure: Space marines are led by a individual leader, who may have advisors and will generally lead a command squad.  A Space Marine High Command detachment therefore comprises either an independent character or a Character leading a command squad.

0-1 Chapter Master
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Weapons:  A Chapter Master is unarmed, but may select weapons from the space marine armory, or from an associated DIY armory or chapter specific armory.

Options:  The Chapter Master may select any wargear from the space marine armory up to a total of 150 points, or any wargear from an associated DIY armory or chapter specific armory up to 150 points.

Transport:  A Chapter Master may be mounted in any vehicle having transport capability and otherwise available to marines of the chapter for its point cost.  Note that the transport must be able to hold the commander and command squad, if present.

SPECIAL RULES
Rites of Battle:  See Codex: Space Marines

Command Squad:  A Chapter Master may lead a Command Squad or Terminator Command Squad which is considered part of the same High Command Detachment.  They may also include attached chaplains and/or librarians..

Known Masters:  Chapters which have had an official special character identified as their Chapter Master (or equivalent) may not take a Chapter Master if they field the special character, but must substitute the special character in this position.  They can take the chapter master as a regular HQ choice so long as they are not fielding a high command detachment, and may field a high command detachment with a Chapter Master as above, so long as they are not fielding the special character.

This rule applies to the following special characters:

Commander Helbrecht (Black Templars)

Commander Dante (Blood Angels)

Commander Azrael (Dark Angels)

Wolf Lord Logan Grimnar (Space Wolves)

Marneus Calgar (Ultramarines)

New Masters:  Players who are playing a DIY chapter, may create a new special character/command squad which is designated as a High Command detachment.

Imperial Guard High Command 

Command Structure: The Imperial Guard does not follow a single leader, but instead uses a chain of command.  The Imperial High Command detachment, therefore, is not a single squad, but is based on the number of detachments in a Formation.

Each Formation of Imperial Guard may include a single Regimental Command Platoon so long as it includes at least two detachments.  It may also or alternatively include a Brigade Command Platoon for every two detachments in the formation which use the same Army list.

Regimental or Brigade Command Platoon

A Regimental or Brigade Command Platoon comprises a High Command Headquarters group and 0-5 support squads (from Codex Imperial Guard) 

Imperial Guard High Command Headquarters Group

(See White Dwarf #306 pages 74-77)

Use the High Command Headquarters groups with the following changes/clarifications.

Doctrines: A High Command unit is not a Guard Infantry Unit and therefore is not required to take doctrines required to be taken by such units.  However, they may be given (take) any doctrine available to the army they command as if they were.

Transport:  A Regimental Command squad may be mounted in a Leviathan command vehicle for +1200 points, a Chimera for +70 points, or an Aquila Lander for +110 points, A Brigade Command squad may be mounted in a Chimera for +70 points or an Aquila Lander for +110 points.  

Advisors:  Brigade and Regimental command Squads may be joined by advisors.  The advisors DO NOT count toward their required number of aides.  Each Command Squad may only be joined by a single advisor of any type. 

SPECIAL RULES
Known Generals:  Imperial forces may choose to take one of the following characters in place of a High Command Headquarters group.  

Lord Castellan Ursakar E. Creed

Colonel-Commissat Ibram Gaunt

Colonel Schaeffer

Lord Solar Mecharius

The Inquisition

Command Structure: The Inquisition is not truly a military organization, however, some inquisitors are simply more renowned than others.  These individuals are often more charismatic, more effective, and more famous than others.

While the militant arms of the various orders also have well recognized leaders.  These individuals are still ultimately subservient to the Inquisition and do not comprise High command.

High Command

0-1 High Inquisitor
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Weapons:  A High Inquisitor may select weapons from the appropriate armory.

Options:  The High Inquisitor may select any wargear from the appropriate armory up to a total of 150 points.

Transport:  A High Inquisitor may be mounted in an Aquila lander for +110 points, a chimera for +70 points, a Land Raider for +250 points, or a Rhino for +50 points, so long as he and any retinue he has can fit in it..  

SPECIAL RULES
Retinue:  A High Inquisitor may take a retinue of 5-15 henchmen

Inquisitor: A High Inquisitor is still an inquisitor lord and uses the Psyker, Iron Will, and Indpendnet character special rules.

Known High Inquisitors:  Inquisition forces may choose to take one of the following characters in place of a High Inquisitor

Torquemada Coteaz

Karamazov

Forces of Mars

Command Structure: The Forces of Mars are principally a manufacturing and Research group.  But that can still make their war forces very potent.

The Forces of Mars, in the end, are all commanded by the Fabricator generals of the Forgeworld they are from.

High Command

0-1  Fabricator General
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Weapons:  A Fabricator General may select weapons from the Imperial Guard or Explorator Forces armory.

Options:  The Fabricator General may select any wargear from the Imperial Guard or Explorator Forces armory up to a total of 150 points.

Transport:  A Fabricator General may be mounted in a Leviathan command vehicle for +1200 points, a Chimera for +70 points, or an Aquila Lander for +110 points, 

SPECIAL RULES
Retinue:  A Fabricator General may take a retinue of 5-15 henchmen from the Explorator list

Ordinatus:  If a Fabricator General takes the field, the Forces of Mars Player may field a single one of the Ordinatus to join his force.  The Ordinatus takes up its own Detachment.  Note that sine the Ordinatus takes up its own Detachment, you have to have two detachments in addition to the Ordinatus to field the Fabricator General, and thus the Ordinatus.

Chaos Forces

Chaos Space Marines

All Chapters

High Command

0-1 Chaos Chapter Master
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A Chapter Master leads the entire chapter (or other major division) of chaos space marines.  Only one chapter master from a chapter will ever take the field at a time, even if the force technically has more than 1.

Weapons:  A Chapter master is unarmed, but may select weapons from the Chaos space marine armory, or from an associated DIY armory or chapter specific armory.

Options:  The Chapter master may select any wargear from the Chaos space marine armory up to a total of 150 points, or any wargear from an associated DIY armory or chapter specific armory up to 150 points.  A Chaos Chapter master may be upgraded to have Sorcerous powers for +10 points, and also may take a single mark of chaos fitting his force and any veteran skills or deamonic abilities.

Transport:  A Chapter Master may be mounted in a Land Raider for +250 points, or a Rhino for +50 points. 

SPECIAL RULES
Chaos Space Marines:  A Chaos Chapter master will only lead a formation which includes at least one detachment of chaos space marines from his legion.  A Chaos Chapter master leading a force made up from more than 1 book of chaos, must take the mark of chaos undivided and be from the Black Legion (yes, that means the only way to do this is to field Abaddon).

Command Squad:  A Chaos Chapter Master may lead a Squad of up to 10 Chosen.  These do not count against the number of chosen allowed in the army.

Known Masters:  Chapters which have had an official special character identified as their Chapter Master (or equivilent) may not take the Chapter Master, but must substitute the special character in this position.  This means that official chapters can take their identified chapter master as a regular HQ choice, or an HC choice, however, if the chapter master is a regular HQ choice, you cannot take an HC choice.

This applies to the following special characters:

Abaddon the Despoiler (Black Legion)

Ahriman (Thousand Sons) – In a thousand sons army, you may also select the Chosen of Ahriman (WD #306, page 78) to accompany Ahriman (they do not take a separate HQ choice)
Lost and the Damned

0-1 Rogue Psyker (See Codex: Witch Hunters (page 40))

0-1 Apostate Cardinal (See Codex: Witch Hunters (page 40))

The Traitor Legions

High Command

Deamon Legate
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Once a great leader of the Forces of Mars, a Deamon Legate is basically an upgrade for his machine, not human any longer.

Weapons:  A Deamon Legate will never leave his titan, and therefore has no weapons.

Transport:  A deamon legate must ride in a tactical warlord titan which may not have a ghost crew.  If there is an Emperor class titan in the force, the deamon legate must ride in the Emperor titan instead.  

Alien Forces

Necrons

High Command

0-1 C’Tan

See Codex: Necrons

Necrons are commanded by the equivilent of gods, the only high commander they may take is a C’Tan and  C’tan must be the High Commander if a High Commander is fielded.  The rules for the known C’Tan are in Codex: Necrons.

Eldar

0-1 Infinity Circuit Tap
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Eldar Commanders do not really have a high command.  Their highest orders are provided from their ancestors and from the powers of the most powerful farseers.  This is represented on the battlefield as tying to the infinity circuit.

Weapons:  The infinity circuit tap is unarmed

SPECIAL RULES
Support Squad:  The infinity Circuit tap may be guarded by any two units of aspect warriors at the point cost indicated.  The aspect warriors will teleport with the tap if it moves.

Place of Power:  The infinity circuit tap is represented on the battlefield as a piece of terrain of appropriate design being the same size as a 5 inch blast template.  It may never be destroyed, but if an enemy model comes into base to base contact with it (or a model designed to kill psykers (e.g. a Culluxus assassin) comes with 12 inches of it, the Eldar will not risk its loss and will immediately send it to a safe location, removing it (and any included farseer) from the battlefield for one turn.  The Infinity tap may return to the battlefield after sitting out the turn, the tap returns as if it landed using the deep strike special rule.  While the tap is off the battlefield, the Eldar in the formation suffer strategic disarray.

If there is a farseer in the infinity circuit terrain piece, the farseer may use any farseer or warlock power, automatically, he does not need to test to roll, and may use any (or all) of the powers each turn that he has.  Further, the range of all existing powers is doubled.  The farseer also gains a new power called: Thread of Fate.

Thread of Fate

A farseer using this power focuses on a particular unit anywhere on the battlefield to predict what will happen to them in the near future and try to make subtle changes to improve the outcome.  Declare what unit is being effected, The Eldar player may at any time, declare that all dice related to that Eldar unit taking casualties must be rerolled.  For example, if the Eldar unit took casualties from a round of shooting, the Eldar player may declare that the dice must be rerolled.  This would require the opposing player to again roll to hit and wound, and the Eldar player to reroll any saves.

Note that the second rolls stand and that all dice related to the casualties are rerolled starting from hitting rolls.  If used in close combat, you only reroll the opponent’s attacks, not the Eldar attacks.  Further, the power may only be used if the Eldar took at least one casualty (or wound or damage on a multiwound model or vehicle) from the original roll.
Orks

High Command

0-1 Ork Big Boss
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Orks live in a society where might makes right, and the largest orks will eventually end up in command.  A Big Boss is both one of the highest leaders, and is literally, the biggest.

Weapons:  An Ork Big Boss may select weapons from the appropriate armory

Options:  The Ork Big Boss may select any wargear from the Ork armory up to a total of 150 points, or any wargear from an associated DIY armory or force specific armory up to 150 points.

Transport:  An Ork Big Boss will generally grab the largest vehicle he can lay his hands on to ride into combat. This depends on the size of his force.  The largest vehicle* (or largest Squiggoth) in your army will be commandeered by the big boss.  His stats will replace the stats of the crew.  The Big Boss can exit his vehicle if he desires at any time returning the vehicle to its original stats.

*largest vehicle will have the highest number of structure points, in the event of a tie on structure points, the highest total armor will break the tie.  If there is still a tie, the Ork player may choose which of the tied vehicles the Big Boss Commandeers.  The Big Boss will, however, not commandeer a vehicle which is the property of a mek boy (as he can’t operate it).

SPECIAL RULES
Bodyguard:  An Ork Big Boss may lead a Bodyguard.  Simply use the entry in Codex: Orks. 

Known Big Bosses:  Forces which have had an official special character identified as a general (or the like) may not take the Big Boss, but must substitute the special character in this position.  This means that some official forces can take their identified general as a regular HQ choice, or an HC choice, however, if the general is a regular HQ choice, you cannot take an HC choice.

This applies to the following special characters:

Warlord Ghazghkull Mag Uruk Thraka

Warlord Nazdeg Ug Urdgrub

Tyranids

Command Structure: The Tyranid Hive mind is essentially a global consciousness meaning that there is no single Higher leadership organizaism.  At the same time, the Tyranids do birth large creatures that are particularly attuned to the hive mind to coordinate battlefield activites.  

High Command

0-1 Dominatrix
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Brood: 1 Dominatrix

Mass:  2 points.

Shields:  The Dominatrix generates a warp induced save and has a 2+ armor and 3+ invulnerable save against all attacks except psychic attacks, or attacks designed to attack psykers (e.g. a Culluxus assassin).

Weapons:

A dominatrix carries a fearsome bio spray cannon along its spine along with  its large tusks (which count as two scything talons (+1 attack))


Bio Spray:


Range

Str

AP


Special


Template
 5

 3
                     Ordnance 1

It is also armed with defensive spores, any target in base to base contact takes a hit on a 4+.  The hit is AP -. Open topped vehicles take a glancing hit when in contact, other vehicles are unaffected.

SPECIAL RULES
Bio-Titan:  The Dominatrix is essentially a specialized bio-titan and therefore uses the Gargantuan Creature, Fearless, and the Horror Special rules from the hierodule

Synapse Creature:  The Dominatrix is the brood queen of a tyranid force and is principally fielded to insure that the swarm cooperates correctly.  The Dominatrix is a synapse creature of unparalled strength.  If the Dominatrix is on the board, its synapse range is unlimited.  If it is killed, however, every tyranid in the formation must make a leadership test at the start of their next turn using their own leadership (even if in range of another synapse creature), if they fail, they follow instinctive behavior for that turn as they attempt to establish the more standard battlefield synapse structure.
Tau

High Command

0-1 High Commander  (Shas’au)



 Points
WS
BS
S
T
W
I
A
Ld
Sv

Shas’au
   150 
  5
 5
5
4
 4
3
4
10
3+

Tau society has recently introduced the concept of larger scale warfare to its martial traditions.  With that has come commanders of honor and power.  Known as the Shas’au, these Tau Generals command with absolute authority.

Equipment:  A Shas’au must take a crisis battlesuit, but may any form of crisis battlesuit including those allowed only to special characters.  The crisis battlesuit may be armed with any available weapons or upgrades..

Bodyguard:  A Shas’au may take a bodyguard as discussed in Codex: Tau, the bodyguard may also be equipped with any form of Tau crisis battlesuit, but it may not be a more advanced model than their  Shas’au wears.

SPECIAL RULES
Known Shas’au:  Forces which have had an official special character identified as a general (or the like) may not take the Shas’au, but must substitute the special character in this position.  This means that some official forces can take their identified general as a regular HQ choice, or an HC choice, however, if the general is a regular HQ choice, you cannot take an HC choice.  While this character is not technically a Shas’au, they command at the same level.

This applies to the following special characters:

Comander Farsight

Shas’o R’myr

Commander Shadowsun

