Imperial Alternative Heavy Weapon Squads

While anti tank, anti personnel and mortar squads are by far the most well defined in Imperial Doctrine, those that are the most common are not the only available ones in many situations.  The number of weapons produced by different forgeworlds is immense and many less common weapons are used in particular situations.as the battlefield warrants it.

The squads below provide for alternative squads which may be substituted as discussed for the support squads or heavy weapon squads listed in Codex: Imperial Guard.  

How to Use these Units:  These units may be substituted into any Imperial Army list as a substitute for the particular type of squad that is discussed.  Generally, these can be substituted wherever they appear.

Note.  If the number of a type of support squad is limited (e.g. you are only allowed 0-2 special weapons squads) you may only substitute in for that total regardless of how many squads you select from.

Note:  Any unit which is substituted in for a “Guard Infantry Unit” for purposes of doctrines, is also a guard infantry unit.

New Rules:

Run For Cover:  Observer forces are not all that brave, or all that well armed and are not intended to be in combat.  If a unit with the “run for cover” special rule is declared as a target for shooting by the enemy or an assault is declared against it, before any dice are rolled, the unit may make a run movement.  In a run movement the recon force may immediately make any move it would be allowed in its movement phase (note that if it shot, it is only allowed half movement).  At the end of its move, if the enemy unit shooting or assaulting can see it and can either shoot at it, or still assault it, and does so, the unit running for cover is wiped out.  The enemy shooting or assaulting may elect not to shoot or assault the running unit after a run has been declared and may declare another valid target, including a newly revealed target.  

For example, a unit of cavalry declares a charge on a unit with the run for cover special rule.  The run movement takes the unit to a position 8’ from the cavalry.  The cavalry, however, can assault 12” and therefore if the cavalry continues to assault, the cavalry is moved into base to base combat, and the unit that ran is destroyed.

A unit may only run for cover once per turn, so the controlling player should make his best efforts to get away from all weapons that may be shooting at the running unit as once it has tried to get away, it is stuck with its final positioning.  

Run for cover allows observer teams to effectively make pop up attacks by moving from behind cover and ranging in on a target or shooting at it and then diving out of the way when an opponent tries to destroy them.  That’s exactly the idea.

Support Vehicle

Option:  A support vehicle may be fielded in place of an atlas recovery vehicle  (and therefore may be freely attached to a command squad)

Medium Mortar Squad
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Designed to be a stand in when armored artillery is unavailable or cannot reach the line, the Imperial Medium Mortar is used as a stop gap measure hat is man protable.

Option:  A medium mortar squad may be fielded in place of a mortar squad in any place a mortar squad can be taken.

Squad:  A medium mortar squad comprises six Guardsmen arranged into two, three man heavy weapon crews.

Weapons:  Lasguns, Each heavy weapon crew is armed with a medium mortar.

Transport:  A Medium Mortar Team may be mounted in an chimera transport
SPECIAL RULES

Medium Mortars:  A Medium Mortar is not as heavy or large as large platform mounted heavy mortars and generally can be manhandled into position.  For this reason, a medium mortar has three crewmen which are all necessary to move the medium mortar.  Further, its sufficently heavy it will hamper its operators.  A Medium Mortar team always moves as if they are in difficult terrain, unless they choose to abandon the Mortars.  

A medium mortar may not fire from inside a vehicle.  A medium mortar has the following profile.
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Man-Packed Anti Aircraft Gun Squad
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Recently a proliferation of aircraft on the battlefield has led to the Imperial Guard needing more AA guns.  Unfortunately, the Hydra AA tank and Platform, while the best AA weapons available, are always in relatively short supply.  To deal with the problem, Imperial Doctrine allows for smaller Infantry-based AA aircraft squads to be used.  Many forces make heavy use of Sabre platforms as their AA support, but these platforms are often too static to support mobile forces.  For this reason, smaller, man packed guns are often preferred.

Option:  An AA Gun squad may be fielded in place of a fire support squad, anywhere that a fire support squad may be taken.  If the AA guns are upgraded to autocannons, the AA gun squad may be fielded in place of an anti-tank squad, anywhere that an anti-tank squad may be taken.

Squad:  An AA gun squad comprises six Guardsmen arranged into three, two man heavy weapon crews.

Weapons:  Lasguns, Each heavy weapon crew is armed with a Heavy Stubber AA Gun.

For +35 points, the three heavy stubber AA guns may be replaced with 2 Autocannon AA gun platforms.  As the platforms require three crew to operate, the squad is reformed into two three man squads.  Autocannon AA gun platforms are heavy to move and the crew always moves as if they are in difficult terrain

SPECIAL RULES

Heavy Stubber AA Gun:  


The Heavy stubber’s high rate of fire combined with its light weight make it a highly portable weapon, even when mounted on a bulky AA tripod.  While the ease of moving it is appreciated by its crewmen, it is somewhat underpowered for its role.

A heavy stubber AA gun may not fire from inside a vehicle.  A heavy stubber AA gun has the following profile.
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Autocannon AA Gun

The heavier shell of an autocannon coupled with its still fairly high rate of fire makes it an effective anti aircraft weapon.  However, the increase in weight to mount the autocannon in a traversing turntable makes it much harder to manhandle into position and the platform is dependent on wheeled movement.  For this reason, an autocannon AA gun has three crewmen which are all necessary to move the autocannon AA gun.  Further, it’s so heavy it will hamper its operators.  An autocannon AA gun team always moves as if they are in difficult terrain, unless they choose to abandon the guns 

An autocannon AA gun may not fire from inside a vehicle.  An Autocannon AA gun has the following profile.
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Targeter:  Shooting at aircraft is difficult, and the loader for the heavy stubber AA gun and the loader and spotter for the Autocannon AA gun may not shoot their lasguns if the AA gun shot at aircraft this turn.

0-1 Rapier Laser Destroyer Squad
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Rapier Laser Destroyers are large multi-barreled lasers mounted on their own tracked chassis.  The Rapier Laser is one of the most powerful laser systems known to man.  Unfortunatly, the laser is tempermental and can act up at the worst times.

Substitution:   A Rapier Laser Destroyer Squad may be fielded in place of an Anti-tank support squad, anywhere that an anti-tank support squad may be taken.  The rules for the Rapier carriage below also replace any other rules for a Rapier carriage from any other source.

Squad:  The squad consists of  6 guardsmen and three self propelled rapier gun carriages. 

Weapons:  Lasguns and rapier lasers

SPECIAL RULES

Rapier Carriages:  Rapiers are large multibarreled lasers.  Due to their size, they are not manportable and must be carried on a large self propelled chassis.  The associated operators both operate the gun. One will aim and move the chassis while the other cylces and fires the gun barrels.  A Rapier is an extremely potent weapon and has the following profile
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So strong is the beam from a rapier, that you may reroll any to wound rolls, or armor penetration rolls, but the second roll stands, even if it is worse.

A rapier may fire on the move, as any other vehicle can, but may only move a maximum of 6 inches per turn.  For purposes of hitting the squad, hits are randomized between the rapier chassis and the crew.  On a 1-4 a crewman is hit, on a 5-6 a chassis is hit.  If a chassis is hit, the chassis counts as having armor 10 and any glancing or penetrating hit renders it inoperable.  You must have at least one crewman to move each chassis, and one to fire a chassis.  Therefore if you loose a crewman, the remaining crewman may continue to move the chassis but it may not fire unless the squad did not move.  Therefore, to move and fire all three guns, all six crewmen are needed.  Only three crewmen are needed if the guns are stationary.  A crewman that is left on a gun may abandon the gun (simply remove it as if it was destroyed) and join another crew to make a move and fire weapon again.  Crewman will use their lasguns to shoot only if they are not moving or firing a gun chassis
0-1 Infantry Forward Observer Squad
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The forward observer team has a long standing tradition for calling artillery strikes.  A small team of individuals carrying vision enhancing apparatus and trying to get close enough to call in friendly artillery with better accuracy.

Option:   An Infantry Forward Observer Squad may be fielded in place of a special weapon squad, anywhere that a special weapon squad may be taken.

Squad:  The squad consists of 1-3 teams.  Each team comprises two Observers.  One will generally be sighting while the other is radioing back coordinates.  An observer team should be mounted on a single large base and counts as a single model with two wounds for computing damage as shown in its stat line above.

Weapons: 2 Lasguns.

Character: The observer team may never be joined by a character.

Transport:  Observer teams will never use a Chimera or other transport, even if they would normally be required to use one.    

SPECIAL RULES

Independent:  There is no requirement that the teams remain in cohesion with each other and each team effectively acts as an independent character.

Ranging In:  Observers are intended for only one purpose, to bring artillery weapons to bear with greater accuracy.  If a weapon is fired indirectly from the Imperial Guard army at a target to which the Observer Team has line of sight and the observer team did not shoot this round, is not engaged in hand to hand combat, and is not pinned or fleeing, only 1D6 is rolled for scatter (instead of 2D6 taking the highest).  Only a single weapon unit may be targeted by each observer team (e.g. a squad of three mortars all get the benefit from ranging in, but if it is used to range in the mortars, a basilisk may not be ranged in by the same team).

Infiltrators:  The Forward Observer team is only effective if it gets to an advanced position and therefore uses the Infiltrators special rule.

Go to Ground:  An observer team is not inclined to run away as it usually gets it killed.  When in cover they get +1 to their saving throws.  

Run for Cover:  A forward observer team may use the run for cover special rule.

0-1 Mechanized Observer Squad
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Option:   A Mechanized Observer Squad may be fielded in place of a sentinal squad,  but only a sentinal squad attached to a command squad.

Squad:  The squad consists of a 2 man Forward Observer team in an observation vehicle.  The squad will never leave the vehicle and they are effectively treated as a tank for all purposes.

Weapons: As per underlying vehicle (if any).

Options:  A mechanized observer team comprises either an armored car (See Recon Units) or a chimera troop transport.  Regardless of which vehicle is chosen, the vehicle looses all transport capacity and turret weapons.  The capacity is filled in with electronics while the turret becomes a massive spotting array on a telescoping lift.  The crewman may still use the mounted lasguns if they are not targeting.

SPECIAL RULES

Ranging In:  A mechanized observer team utilizes the more sophisticated seeking apparatus on their vehicle to range in.    All rules not changed by the array special rules below operate the same as for a forward observer team.

Observation array:  The massive observation array replacing the turret provides for options in ranging in.  The team may either range in visually, which is the same as for an infantry observer team (and may be the only option if the array is destroyed), or may use the array.  If using the array, the array has a visual range of 48”  Because the array includes numerous types of identification apparatus, if using the array (whether telescoped or not), only 1D3 is rolled for scatter.

Telescoping Mount:  The array may be raised on its telescoping mount to see over any terrain features that the mechanized observer is in base contact with or within (so the array may be able to see a target the underlying vehicle cannot).  The user should declare at the end of the movement phase if he is raising the array, if he has not declared, it is presumed the array is lowered to protect it from fire.  The array is vulnerable to being damaged when telescoped, even though the underlying vehicle may not be visible due to terrain.  If the telescoping mount is raised, the array may be separately targeted by the enemy.  Any enemy the array can see, can also see the array.  If the array is hit, roll to penetrate on armor 10.  Any penetrating or glancing hit destroys the array.  If the array is destroyed, it may no longer be used for ranging in, however the crew may still range in visually as the underlying vehicle is not destroyed only the array.  If an opposing player shoots at the vehicle either because they could target either target or when the array is not raised, roll normally for the vehicle.  If a weapon destroyed result is rolled, the array counts as the only mounted weapon.

Run For Cover: A Mechanized observer without the telescoping mount raised may use the Run for Cover special Rule; if the Mechanized observer runs for cover with the telescoping mount raised, the telescoping mount breaks, destroying the array.

Salamander Option:  Some companies use the salamander command or scout vehicle as a forward observer due to its speed to size ratio, but this is generally only done when more specialized vehicles are not available.  A salamander command or scout vehicle may be taken as a Mechanized observer, however a salamander command or scout vehicle lacks the telescoping mount and the targeting array and does not benefit from either special rule.

Sentinal Option: Some forces have been known to use sentinals for observering purposes.  A sentinal is retrofitted with a smaller version of the targeting array in place of its weapon but lacks the telescoping mount and does not benefit from that rule.  A sentinal being used as a forward observer still uses the “Scouts” special rule. 1-3 Sentinals in a squadron may be taken as a single mechanized observer.


