TITANS





BATTLE CLASS





Standard Titan. These are the standard Titan used the Imperium. They are size class 3. They all have hit locations. Reaver Titans can use most weapons and Warlord Titan almost all. Firing arc: 180º to front.





Titan�
Move�
CAF�
Void Shields�
No. of Weapons�
Notes�
�
Reaver�
20 cm�
+12�
4�
3�
Special rules.�
�
Warlord�
15 cm�
+14�
6�
4�
Special rules.�
�



EMPEROR CLASS





These are the largest machines that can walk on a planet's surface. They are the most powerful war machines possible. They are size class 4. They come with fixed weapons. They are different to other Titans as they can distribute plasma to different systems. Firing arcs: Various.





Titan�
CAF�
Void Shields�
Notes�
�
Imperator�
+22�
12�
Special rules.�
�
Warmonger�
�
�
Special rules.�
�



SCOUT CLASS





Light Titan. These fast Titans are used for many reconnaissance. They are size class 3. They have a limited choice of weapons. Firing arc: 180º to front. When Warhounds charge a penalty of -1 is applied to all shots due to its ability their dodge shots.





Titan�
Move�
CAF�
Void Shields�
No. of Weapons�
Notes�
�
Warhound�
25 cm�
+8�
2�
2�
Special rules.�
�


















�
WEAPONS





�
Weapon Type�
Range�
Attack Dice�
To Hit Dice�
Target's Save Modify�
Notes�
Chaos Wrlord.�
Reaver�
Wrhnd.�
Wrlord�
�
Barrage Missile Launcher�
Unlimited�
8 barrage points�
-2�
Special rules.�
Y�
Y�
N�
Y�
�
Battle Claw�
�
�
�
�
+1d6 close combat. See Power Fist.�
Y�
Y�
N�
Y�
�
Banelord Titan Tail�
50 cm�
1�
5+�
-2�
+2 CAF. Can either be fired or used in close combat.�
N�
N�
N�
N�
�
Bloodletter Battlehead�
25 cm�
2�
4+�
-1�
�
Y�
N�
N�
N�
�
Carapace Landing Pad�
�
�
�
�
Special rules.�
Y�
N�
N�
Y�
�
Carapace Multi-lasers�
15 cm�
2�
5+�
0�
Always shoots in first fire. Special rules.�
Y�
N�
N�
Y�
�
Chain Fist�
�
�
�
�
+1d6 close combat. +2 damage to Titans. Buildings hit automatically - must save to survive.�
Y�
Y�
N�
Y�
�
Chaos Energy Whip�
�
�
�
�
Special rules.�
Y�
N�
N�
N�
�
Chaos Titan Tail�
�
�
�
�
+2 CAF.�
Y�
N�
N�
N�
�
Combat Head�
�
�
�
�
+3 CAF. Special rules.�
Y�
Y�
N�
Y�
�
Corvos Assault Pod�
�
�
�
�
Special rules.�
Y�
N�
N�
Y�
�
Deathstrike Cannon�
200 cm�
10 barrage points�
-2�
Special rules.�
Y�
N�
N�
Y�
�
Death Storm�
75 cm�
6�
5+�
-1�
�
Y�
N�
N�
N�
�
Doomburner�
75 cm�
1�
3+�
-3�
Ignores cover modifier. May attack buildings. +1 damage to Titans.�
Y�
N�
N�
N�
�
Doomfist�
25 cm�
2�
4+�
-3�
+1d6 close combat. Can either be fired or used in close combat. See Power Fist.�
Y�
N�
N�
N�
�
Fire Control Centre�
�
�
�
�
Special rules.�
Y�
N�
N�
Y�
�
Gatling Blaster�
75 cm�
4�
5+�
-1�
�
Y�
Y�
N�
Y�
�
Harpoon Missile�
Unlimited�
�
Auto�
-2�
Special rules.�
Y�
Y�
N�
Y�
�
Havoc Missile Rack�
75 cm�
8 barrage points�
-1�
6 one-shot missiles. Special rules.�
Y�
N�
N�
N�
�
Hellblade�
�
�
�
�
+3 CAF. Special rules.�
Y�
N�
N�
N�
�
Hellstrike Cannon�
50 cm�
6 barrage points�
-1�
Ignores cover modifiers.�
Y�
N�
N�
N�
�
Inferno Gun�
Flame template�
4+�
0�
Ignores cover modifiers.�
Y�
Y�
Y�
Y�
�
Laser Blaster�
50 cm�
6�
5+�
0�
�
Y�
Y�
N�
Y�
�
Laser Burner�
�
�
�
�
Special rules.�
Y�
Y�
N�
Y�
�
Melta Cannon�
25 cm�
4�
3+�
-3�
�
Y�
Y�
N�
Y�
�
Plasma Blastgun�
50 cm�
2�
3+�
-4�
Special rules.�
Y�
Y�
Y�
Y�
�
Plasma Cannon�
75 cm�
6�
4+�
-3�
Special rules.�
Y�
N�
N�
Y�
�
Plasma Destructor�
100 cm�
4�
3+�
-6�
Special rules.�
Y�
N�
N�
Y�
�
Power Fist�
�
�
�
�
+1d6 close combat. Special rules.�
Y�
Y�
N�
Y�
�
Power Ram�
�
�
�
�
Special rules.�
Y�
Y�
N�
Y�
�
Power Saw�
�
�
�
�
See Chain Fist�
Y�
Y�
N�
Y�
�
Quake Cannon�
100 cm�
1�
3+�
-3�
Can attack buildings.�
Y�
Y�
N�
Y�
�
Rocket Launcher�
100 cm�
8 barrage points�
0�
�
Y�
Y�
Y�
Y�
�
Trident�
25 cm�
1�
3+�
None�
Special rules.�
Y�
Y�
N�
Y�
�
Turbo-Laser Destructor�
75 cm�
2�
3+�
-2�
�
Y�
Y�
Y�
Y�
�
Volcano Cannon�
100 cm�
1�
3+�
-4�
+3 damage to Titans.�
Y�
Y�
N�
Y�
�
Vortex Missile�
�
�
�
�
Special rules.�
Y�
Y�
N�
Y�
�
Vulcan Mega-Bolter�
25 cm�
8�
4+�
0�
�
Y�
Y�
Y�
Y�
�
Warp Missile�
Unlimited�
�
Auto/3+�
None�
Special rules.�
Y�
Y�
N�
Y�
�
Weapon Head�
25 cm�
1�
5+�
-1�
Special rules.�
Y�
Y�
N�
Y�
�
Wrecker�
�
�
�
�
Special rules.�
Y�
Y�
N�
Y�
�
�
Battle and Scout Titan Weapon Special Rules





Alternative Titan Heads





Close Combat and Weapon





Reduces head saving throw by one point.





Deathstrike Cannon





The head location becomes a weapon location with a save of 2+. This weapon reduces the Titan's move by half. It may only attack targets in a straight line from the weapon: it has no field of fire.





Barrage Missile Launcher





The barrage missile launcher is a one shot support weapon. Place the barrage template anywhere in the Titan's line of sight. Roll for scatter and then roll 1d6 to see the number of extra templates. All templates must touch another but can overlap.





Battle Claw





The battle claw can be used to make a grab attack if the Titan using it has won a Titan v. Titan close combat. Instead of rolling for damage both sides roll 1d6. The Titan with the claw adds +1 to his roll. If this Titan's roll is higher the location has been ripped off and takes maximum damage. If they are the same roll for damage as normal. If the defender's score is higher it has slipped away and takes no damage. The battle claw can also be used to attack buildings - it automatically hits with a -4 modifier.





Carapace Landing Pad





The carapace landing pad comes with a free Land Speeder which maintains communication with the Titan at all times. It counts as a command unit for orders, movement etc.. Indirect barrages within the Land Speeder's line of sight will not scatter.





Carapace Multi-Lasers





These can be mounted on Warlord Titan's banner mounts. They always fire in first fire and are destroyed if the carapace location on which they are mounted are damaged in any way.





Chaos Energy Whip





This close combat weapon is used by Chaos Titans. At the start of the close combat segment before any close combat has taken place, choose a target to attack. Infantry or vehicles are hit on 4+ with a -1 save modifier. An enemy Titan loses 1d6 void shields, if it does not have this number the excess is added to the Titan with the whip's CAF.


�
Corvos Assault Pod





4 Terminator stands are included with a Corvos assault pod for free. In order to dispatch the Terminators the Titan must end its movement touching a building. The Terminators who are deposited into the building and gain 1d6 extra close combat score if assaulting troops in the building. Damage to the Titan does not affect the assault pod unless it itself is hit. If so, it is counted as a transport vehicle with a saving throw of 2+. If the assault pod or the entire Titan are destroyed all the Terminators are killed.





Fire Control Centre





A Fire Control Centre will add +1 to all Titan hit rolls including barrages. It uses a weapon mount but has a 3+ saving throw and damage is rolled on the head damage table. For instance, if it is hit, fails its saving throw and a 5 is rolled, the CAF change is ignored, as is the movement penalty, but the +1 bonus (for having the Centre) will only apply if 4+ is rolled on 1d6.





Harpoon Missile





A harpoon missile will hit automatically. A vehicle struck must save with a -2 modifier. A void shield is lost if it is struck. If a unshielded Titan is hit roll for location as normal. If the Titan makes a -2 modified save the missile has no effect. Otherwise, in each subsequent orders phase the harpooned Titan must roll 1d6. On a 1 the missile has stopped functioning, on 2-6 the opposing player has control of the Titan. The control is total. Harpoon missiles do not effect Gargant as they as they are controlled by mechanical systems.





Havoc Missile Rack





A Havoc Missile Rack uses both the carapace mounts on a Chaos Warlord Titan. Only six one-shot Havoc Missiles are available. Each creates a barrage of 8 barrage points with a -1 save modifier. It is up to the player how many missiles he want to fire at one time - if more that one are fired each must touch one other but they may overlap.





Hellblade





This adds 1d6 to a Titan's close combat score. If another Titan is hit in close combat roll for damage on a location as normal. Also roll the aiming dice. If another location is indicated that is hit as well as the Hellblade slashes.





Inferno Gun





The Inferno Gun fires a jet of super-heated fuel - use the flame template with the pointed end touching the Titan. Any model touched (friend or foe) is hit on 4+. The weapon ignores cover modifiers.





Laser Burner





This close combat weapon is only effect against other Titans. If the Titan with the Laser Burner scores a hit against an enemy Titan in close combat it may chose to use the Laser Burner instead of rolling for damage as normal. Roll 1d6 - this is the number of hits inflicted on the enemy Titan. Each location may only be hit once. Armour saves and aiming dice are ignored.


�
Plasma Blastgun





This weapon starts off with two attack dice. One dice recharges each turn but Titans on first fire can recharge two dice of plasma.





Plasma Cannon





The Plasma Cannon drains a lot of power from the Titan's plasma reactor - if you use it you cannot fire any other weapons (or use special close combat weapons) that turn.





Plasma Destructor





The Plasma Destructor puts a massive drain on the Titan's plasma reactor - if you use it you cannot fire any other weapons (or use special close combat weapons) that turn and cannot move in the following turn.





Power Fist





Identical in function to the Battle Claw and similar to the Doomfist, the Power Fist add 1d6 to the Titan's close combat score and can be used to make a grab attack against enemy Titans. If the Titan with the Power Fist (or Battle Claw or Doomfist) wins a close combat it may elect to make a grab attack instead of rolling for damage as normal. Both sides roll 1d6, the Titan with the Power Fist (or Battle Claw or Doomfist) add 1. The Titan with the Power Fist chooses a location to grab. If it scores highest that location is ripped off and maximum damage is take. If it is a draw roll for damage as normal. If the opposing Titan wins it has slipped away and suffers no damage. The Power Fist (or Battle Claw or Doomfist) can be used to attack buildings - if so it hits automatically and the building must make a saving throw with a -4 modifier to survive.





Power Ram





If a Titan with a Power Ram wins a close combat against another Titan by six points or more it can choose to knock its opponent over backwards. This destroys the Titan and any models under it when it falls. Building hit by a falling Titan take a hit with a -5 save modifier. The Power Ram can be used to attack buildings, it hits automatically with a -5 save modifier.





Trident





The trident ignores void shields or power fields and makes a special attack. It cannot attack infantry. It will hit on 3+. If it does both players roll 2d6 and add their CAF. If the trident user is on first fire orders he roll 3d6 showing that he it is braced. If the enemy wins the trident is destroyed. If the scores are equal no damage is taken on either side. If the trident user wins and the target was a vehicle it is destroyed. If it was a Titan it rips off a location and the enemy sustains maximum damage.


�
Vortex Missile





The Vortex Missile is a one-shot missile and can only be used it the Titan has first fire orders. It can be aimed anywhere in the Titans line of sight. Place a barrage template where you have aimed it and roll for scatter. Anything under the template is destroyed apart from Titans which take 1d6 hits ignoring shields and armour. The Vortex remains in place, a whirling ball of dark energy, impossible to move, shoot or see through. In the end phase of each turn roll 1d6:





1d6 Roll�
Result�
�
1-2�
The vortex dissipates harmlessly. Remove it and make no further rolls.�
�
3-4�
The vortex stays where it is.�
�
5-6�
The vortex moves 2d6 cm in a random direction (use the scatter dice to see). Anything touched is hit as above.�
�



Warp Missile





A warp missile will hit a Titan (ignoring shields) or a building automatically or a vehicle or troop on 3+. Buildings, troops, and vehicles are destroyed but if a Titan is hit, roll the aiming dice twice. If any location is hit roll for damage twice.





Wrecker





The Wrecker is a large weighted ball on a long chain. It can be used to hit building which are hit automatically and must save with a -6 modifier. It can also be used in close combat. Just before close combat begins the Titan with the Wrecker gets a free attack. One vehicle or infantry stand in close combat may be automatically destroyed. Against Titans it ignores shields and automatically inflicts one hit. Roll the aiming dice twice - any location hit is hit with a -6 modifier.�
EMPEROR CLASS SPECIAL RULES





Imperator Titan





Unlike other Titans plasma must be allocated, in secret, during the orders to phase to various systems. During the orders phase roll 2d6 (allow your opponent to see). This is the amount of plasma you can allocate this turn. Each unit of plasma may be used as by its self (a green 'counter') or two combined to make a more powerful unit (a red 'counter'). This is relevant as the Plasma Annihilator can take up to four 'counters' of plasma. You can opt not to use all your plasma counters and store some for later turns (in the reactor core).





System�
Max. no. of�
Type of plasma �
Effect�
Special rules�
�
�
plasma counters�
counter�
Range�
Attack Dice�
To Hit Roll�
Target's Save Modifier�
�
�
Fire Control�
1�
Green


Red�
Fire in advance.


Fire in first fire.�
All non-primary weapons may fire in advance (excl. bolters).


All non-primary weapons may fire in first fire.


Note: to fire primary weapons you must allocate plasma to them.�
�
Engines�
1�
Green


Red�
Move: 5-10 cm   Turn: 1×90º


Move: 10-15 cm Turn: 1×45º�
�
�
Void Shields�
1�
Green


Red�
Repair Shields: 5+


Repair Shields: 4+�
�
�
Hellstorm Cannon�
1�
Green�
100 cm�
8 barrage points�
-2�
Fires up to 4 barrages per turn. If more than one barrage is fired they must all touch the edge of another - they cannot overlap. The Hellstorm contains enough ammo for 10 barrages. Record the amount of ammo left at all times.�
�
Plasma Annihilator�
4�
Green


Red�
100 cm


150 cm�
2 pr. c.


3 pr. c.�
4+


3+�
-4


-6�
�
�



Non-Primary Weapons





Weapon Type�
Range�
Attack Dice�
To Hit Dice�
Target's Save Modify�
Notes�
�
Defence Laser�
100 cm�
1�
3+�
-4�
Snap Fire.�
�
Gun Towers�
75 cm�
4�
4+�
-2�
�
�
Main Battery�
200 cm�
1d6+3 barrage points�
-3�
�
�
Secondary Weapons�
50 cm�
8�
5+�
-1�
�
�
Bolters�
15 cm�
16�
6+�
0�
Fires in first fire.�
�









�
�
�
�
�
Defence Laser


Hit Location�
�
IMPERATOR TITAN


DATACARD�
�
1 Squad - Squad may fire from Titan


1 Squad - Squad may not fire from Titan


3+ - green plasma statistics


3+ - red plasma statistics�
Rear Right Tower


Hit Location


-1 Tower Gun�
Centre Tower


Hit Location


-1 Sec. Wpns.�
Rear Left Tower


Hit Location


-1 Tower Gun�
�
CAF:


Psychic Save�
+22


2+�
�
�
�
Front Right Tower


Hit Location


-1 Tower Gun�
1 Squad








-1 Bolters�
Centre Sensorium


Hit Location�
1 Squad








-1 Bolters�
Front Left


Tower


Hit Location


-1 Tower Gun�
�
�
�
Hellstorm Cannon


Hit Location


Range    Hit Roll        Sve. md.


100 cm   8 brg. pts.  -2�
1 Squad








-1 Bolters�
Right Sensorium


1 Squad


-1 Sec. Wpns.�
Main Battery 





Hit Location�
Left Sensorium


1 Squad


-1 Sec. Wpns.�
1 Squad








-1 Bolters�
Plasma Annihilator


Hit Location


Range          AD   Hit Roll  SM


100/150 cm 2/3   4+/3+    -4/-6�
�
Plasma (Green)�
Right Primary


Coupling


Hit Location�
Void Shield Controls


Plasma�
Bridge


Hit Location


1 Squad�
Fire Controls





Plasma�
Left


Primary Coupling


Hit Location�
Plasma�
Plasma�
�
A maximum of four templates may be fired at one, each template much touch another.�
Right


1 Squad





-1 Bolters�
Guardroom


1 Squad





-1 Bolters�
Reactor


Core�
Left


1 Squad





-1 Bolters�
Guardroom


1 Squad





-1 Bolters�
Plasma�
Plasma�
�
�
�
1 Squad�
Engine Hit Location


Grn: 5-10 cm move 1×90º turn


Red:10-20 cm move 1×45º turn


Plasma�
1 Squad�
�
�
�
�
Right Gyro





Hit Location�
Right Reactor Link


Hit Location�
Centre Gyro


Hit Location





-1 Secondary Weapons�
Left Reactor Link


Hit Location�
Left Gyro





Hit Location�
�
�
�
Right Leg





Hit Location�
�
�






Hellstorm


Ammo�
�
�
Left Leg





Hit Location�
�
�
�
Right Leg





Hit Location�
�



1�



2�



3�



4�
�
Left Leg





Hit Location�
�
�
Right


1 Squad


-1 Secondary Weapons�
Bastion


1 Squad


-1 Secondary Weapons�
�



5�



6�



7�



8�
�
Left


1 Squad


-1 Secondary Weapons�
Bastion


1 Squad


-1 Secondary Weapons�
�
1 Squad








-1 Bolters�
1 Squad








-1 Bolters�
�



9�



10�
�
�
1 Squad








-1 Bolters�
1 Squad








1 Bolters�
�
1 Squad








-1 Bolters�
1 Squad








-1 Bolters�
�
�
�
�
�
1 Squad








-1 Bolters�
1 Squad








-1 Bolters�
�
�
�
�
�
�
�
�
�
�
�
Void Shields�
1�
2�
3�
4�
5�
6�
7�
�
�
�
8�
9�
10�
11�
12�
13�
14�
�
�
Imperator Titan Fire Arcs





��
Reaver Titan





                 Front                                                                                           Rear                                                                                             Side





�
Weapon





2+�
�
�
�
�
�
�
Weapon





2+�
�
�
�
�
�
Weapon





2+�
Weapon





2+�
Weapon





2+�
�
Weapon





2+�
Head





1+�
Weapon





2+�
�
�
�
�
Weapon





2+�
Plasma Reactor


4+�
Weapon





2+�
�
�
�
�
Plasma Reactor


3+�
Weapon





2+�
Head





1+�
�
Weapon





2+�
Legs





2+�
Weapon





2+�
�
�
�
�
Weapon





2+�
Legs





2+�
Weapon





2+�
�
�
�
�
�
Weapon





2+�
Weapon





2+�
�
Leg





2+�
�
Leg





2+�
�
�
�
�
Leg





2+�
�
Leg





2+�
�
�
�
�
�
Leg





3+�
�
�
Leg





2+�
�
Leg





2+�
�
�
�
�
Leg 





2+�
�
Leg





2+�
�
�
�
�
�
Leg





2+�
�
�






Warhound Titan





                 Front                                                                                           Rear                                                                                             Side





Weapon





2+�
Weapon





2+�
Weapon





2+�
�
�
�
�
Weapon





2+�
Plasma Reactor


4+�
Weapon





2+�
�
�
�
�
Weapon





2+�
Weapon





2+�
Weapon





2+�
�
�
Legs





3+�
�
�
�
�
�
�
Legs





2+�
�
�
�
�
�
�
Plasma Reactor


4+�
�
�
Leg





2+�
�
Leg





2+�
�
�
�
�
Leg





2+�
�
Leg





2+�
�
�
�
�
�
Legs





2+�
�
�
�
Head Damage Table





1d6 Roll�
Result�
�
1-2�
The Titan's mind impulse units have been damaged. Until the damage is repaired the Titan's CAF is halved and it may only move or fire if you roll 4+ on 1d6 (roll 1d6 before you move or fire).�
�
3�
The shot punches through to the bridge, killing vital crew members. The Titan's CAF is halved for the rest of the game.�
�
4�
The shot rips through the head and causes an explosion in the crew compartment, injuring several of the crew. The Titan's CAF is halved and it may only move or fire if you first roll 4+ on 1d6. This lasts for the rest of the game.�
�
5-6�
The shot rips through the head and crew compartment, and triggers massive internal explosions within the Titan. The Titan crashes to the ground as a result of this spectacular KO! Decide randomly which way be Titan falls and place it on its side in that direction . Any models hit by the Titan are destroyed.�
�



Reactor Damage Table





1d6 Roll�
Result�
�
1-2�
The Titan's plasma reactor has been breached and shuts down. The Titan may not move or fire until this damage has been repaired. No other damage (including void shields) may be repaired until the reactor comes back on line�
�
3-4�
The Titan's plasma reactor has been breached and the crew desperately struggle to keep the damage until control. The Titan may not move or fire until the plasma reactor is repaired. If repairs in the next repair phase fail the Titan is destroyed in a spectacular meltdown (see below).�
�
5-6�
The Titan's plasma reactor has been destroyed and the Titan melts down. Replace the model with a crater. Everything within 3d6 cm takes a automatic hit with 0 save modifier.�
�
�Leg Damage Table





1d6 Roll�
Result�
�
1-2�
The leg is damaged, forcing the Titan to walk with a pronounced limp. The Titan's movement is halved and it may not enter difficult terrain.�
�
3-4�
The Titan's leg has suffered extensive damage, and it is very likely that it will give way if the Titan attempts to move. Roll 1d6 in each ensuing repair phase add -2 if the Titan has charge orders and -1 if it has advance orders. If the roll is less than 1 the leg snaps and the Titan falls over, destroying it. Decide randomly which way the Titan falls. Any models under the Titan are destroyed.�
�
5�
The Titan is completely crippled by the damage to its legs. It may not move or turn for the rest of the game.�
�
6�
The leg is blown apart and the Titan collapses to the ground. Decide randomly which way the Titan falls, and place it on its side lying in that direction. Any models under the Titan are destroyed.�
�



Weapon Damage Table





1d6 Roll�
Result�
�
1-2�
The weapon has been damaged by the attack, and may not be used again until it is repaired.�
�
3-4�
The weapon has been destroyed and may not be used again in this battle.�
�
5�
The weapon is blown clean off the Titan and scatters 2d6 cm in a random direction. Any models under the point where it lands are destroyed.�
�
6�
The weapon is blown off (results as above) but there is also a flashback to the Titan's hull.





   1-3       Reactor


   3-6       Head





Roll for damage on the new location.�
�
�
Warlord Titan
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Weapon





2+�
�
Weapon





2+�
�
�
�
�
Weapon





2+�
�
Weapon





2+�
�
�
�
�
Weapon





2+�
Weapon





2+�
Weapon





2+�
�
Weapon





2+�
Head





1+�
Weapon





2+�
�
�
�
�
Carapace





1+�
Carapace





1+�
Carapace





1+�
�
�
�
�
Carapace





1+�
Weapon





2+�
Head





1+�
�
Weapon





2+�
Plasma Reactor


2+�
Weapon





2+�
�
�
�
�
Weapon





2+�
Plasma Reactor


2+�
Weapon





2+�
�
�
�
�
�
Weapon





2+�
Weapon





2+�
�
Leg





2+�
�
Leg





2+�
�
�
�
�
Leg





2+�
�
Leg





2+�
�
�
�
�
�
Leg





2+�
�
�
Leg





1+�
�
Leg





1+�
�
�
�
�
Leg 





3+�
�
Leg





3+�
�
�
�
�
�
Leg





2+�
�
�
�



Carapace Damage Table





1d6 Roll�
Result�
�
1-2�
The Titan's void shield generators are damaged, and shut down temporarily. Until the void shield generators are repaired they may not be used.�
�
3-4�
The Titan's void shield generators shut down and may not be used any further in the game.�
�
5�
The Titan's void shields are in danger or overloading and you must shut them down before they explode! Roll 1d6. If you score 5+ the shields are safely shut down otherwise the shields explode as below.�
�
6�
The Titan's void shields overload and explode causing massive internal damage. The Titan is destroyed nut remains standing. Any vehicles or troop stands within 2d6 cm are hit by flying debris and must make an unmodified save to avoid damage.�
�


















Head Damage Table





1d6 Roll�
Result�
�
1-2�
The Titan's mind impulse units have been damaged. Until the damage is repaired the Titan's CAF is halved and it may only move or fire if you roll 4+ on 1d6 (roll 1d6 before you move or fire).�
�
3�
The shot punches through to the bridge, killing vital crew members. The Titan's CAF is halved for the rest of the game.�
�
4�
The shot rips through the head and causes an explosion in the crew compartment, injuring several of the crew. The Titan's CAF is halved and it may only move or fire if you first roll 4+ on 1d6. This lasts for the rest of the game.�
�
5-6�
The shot rips through the head and crew compartment, and triggers massive internal explosions within the Titan. The Titan crashes to the ground as a result of this spectacular KO! Decide randomly which way be Titan falls and place it on its side in that direction . Any models hit by the Titan are destroyed.�
�












Reactor Damage Table





1d6 Roll�
Result�
�
1-2�
The Titan's plasma reactor has been breached and shuts down. The Titan may not move or fire until this damage has been repaired. No other damage (including void shields) may be repaired until the reactor comes back on line�
�
3-4�
The Titan's plasma reactor has been breached and the crew desperately struggle to keep the damage until control. The Titan may not move or fire until the plasma reactor is repaired. If repairs in the next repair phase fail the Titan is destroyed in a spectacular meltdown (see below).�
�
5-6�
The Titan's plasma reactor has been destroyed and the Titan melts down. Replace the model with a crater. Everything within 3d6 cm takes a automatic hit with 0 save modifier.�
�



Leg Damage Table





1d6 Roll�
Result�
�
1-2�
The leg is damaged, forcing the Titan to walk with a pronounced limp. The Titan's movement is halved and it may not enter difficult terrain.�
�
3-4�
The Titan's leg has suffered extensive damage, and it is very likely that it will give way if the Titan attempts to move. Roll 1d6 in each ensuing repair phase add -2 if the Titan has charge orders and -1 if it has advance orders. If the roll is less than 1 the leg snaps and the Titan falls over, destroying it. Decide randomly which way the Titan falls. Any models under the Titan are destroyed.�
�
5�
The Titan is completely crippled by the damage to its legs. It may not move or turn for the rest of the game.�
�
6�
The leg is blown apart and the Titan collapses to the ground. Decide randomly which way the Titan falls, and place it on its side lying in that direction. Any models under the Titan are destroyed.�
�



























Weapon Damage Table





1d6 Roll�
Result�
�
1-2�
The weapon has been damaged by the attack, and may not be used again until it is repaired.�
�
3-4�
The weapon has been destroyed and may not be used again in this battle.�
�
5�
The weapon is blown clean off the Titan and scatters 2d6 cm in a random direction. Any models under the point where it lands are destroyed.�
�
6�
The weapon is blown off (results as above) but there is also a flashback to the Titan's hull.
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Roll for damage on the new location.�
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Bastion Damage Table





1d6 Roll�
Result�
�
1-4�
The bastion section is damaged.�
�
5-6�
The bastion section hit is destroyed. If both sections of a bastion on a single level are destroyed the Titan will collapse in a direction determined by rolling the scatter dice. Troops and vehicles under the Titan when it falls are destroyed with no save. Titans and Gargants suffer 1d6+1 hits which ignore shields and armour.�
�



Bridge Damage Table





1d6 Roll�
Result�
�
1-2�
The bridge comm-links are damaged, preventing the bridge communicating with the rest of the Titan. While the comm-link is inoperative damage control is severely hampered and repairs can only be made on a roll of 6+ instead of 5+.�
�
3�
Fire control is damaged. As long as it is damaged it requires twice as many plasma counters to activate.�
�
4�
The void shield controls are damaged. The void shields may not be activated or repaired while the void shield controls and inoperative.�
�
5-6�
The bridge is destroyed, the Princeps and Moderati are killed instantly. The Titan lurches and falls as detailed above.�
�



Engines Damage Table





1d6 Roll�
Result�
�
1�
The engines are knocked out of alignment by the hit reducing the Titan's movement by 1d6 cm in its next turn.�
�
2-3�
The engines are damaged. The Titan may not move or turn until they are repaired.�
�
4-5�
The engines are destroyed. The Titan may not move or turn for the rest of the battle.�
�
6�
The engines are destroyed and a fire breaks out which spreads to the gyros. Roll on the Gyro Damage Table for each gyro immediately. The fire is extinguished after any damage has been resolved.�
�



Guard Room Damage Table





1d6 Roll�
Result�
�
1-3�
The guard room section is damaged by the hit.�
�
4-6�
The guard room section is destroyed by the hit.�
�
Gyro Damage Table





1d6 Roll�
Result�
�
1-2�
The gyro is damaged.�
�
3-6�
The gyro is destroyed. Each destroyed gyro reduces the Titan's turning ability by 45º. If all three gyros are destroyed the Titan will fall over as detailed below.�
�



Leg Damage Table





1d6 Roll�
Result�
�
1-4�
The leg is damaged. The Titan may not move more than 10 cm a turn until it is repaired.�
�
5-6�
The leg is destroyed and the Titan slowly topples over as detailed above.�
�



Mind Impulse Unit Damage Table





1d6 Roll�
Result�
�
1�
A burst of static temporarily overlord's the Titan's MIU's. The Titan's CAF is halved and it may not fire its primary weapons for the remainder of the turn.�
�
2�
The mind impulse agility emulation circuit is destroyed, reducing the Titan's CAF by 2d6 points. Further hits will reduce the Titan's CAF by another 2d6. This damage may not be repaired.�
�
3�
The mind impulse orientation circuits are destroyed. Whenever the Titan moves from now on roll 1d6: on a 1 or 2 it turns 45º left at the start of its move, 3 or 4 it turns 45º right and 5 or 6 it goes straight ahead. The Titan may not turn otherwise. The damage may not be repaired.�
�
4�
The mind impulse identification circuits are destroyed. From now on, whenever one of the primary weapons is fired roll 1d6: on 1-3 the weapon is fired at the nearest target, friend or foe! This damage may not be repaired.�
�
5-6�
The MIU's are destroyed, slaying the Princeps and Moderati or reducing them to gibbering idiots. The Titan's limbs lock up and it topples over as detailed above.�
�















Primary Coupling Damage Table





1d6 Roll�
Result�
�
1-2�
The coupling is damaged. Until it is repaired the primary weapon may only fire in the direction the weapon on the model is pointing. No further plasma counters may be placed in the primary weapon until the coupling is repaired.�
�
3-5�
The coupling is destroyed and, with a deafening screech of tortured metal, the primary weapon crashes to the ground! Anything under the weapon, including buildings, suffers a hit with a -4 safe modifier.�
�
6�
The coupling is shattered, blowing the primary weapon clean off the Titan as above and also causing a flashback into the Titan's hull. Roll 1d6 to see what is affected: 1-2: Guard room, 3-4: Sensorium dome, 5-6: Reactor. The location indicated suffers an automatic hit with no armour save possible. Roll damage immediately.�
�



Primary Weapon Damage Table





1d6 Roll�
Result�
�
1-3�
The primary weapon is damaged by the hit and may not be used again until it is repaired.�
�
4-5�
The primary weapon is destroyed and may not be used again in this battle.�
�
6�
The primary weapon explodes, causing damage to all adjacent locations. Each location suffers a hit with a -3 save modifier and a +1 damage modifier per unused ammo counter or plasma counter in the weapon as appropriate.�
�



Reactor Damage Table





1d6 Roll�
Result�
�
1-2�
The reactor vessel is breached. Until it repaired 1d3 plasma counters will leak out each turn. Roll the aim dice for each counter to determine if the leaking plasma damages an area adjacent to the breach. If a hit is indicated on a location it must make a saving throw with a -4 save modifier or suffer damage.�
�
3-4�
The reactor is damaged and shuts down. While it is damaged no plasma counters will be generated but plasma still in the core can be used.�
�
5-6�
The reactor is destroyed and the Titan is vaporised in a cataclysmic meltdown. Remove the Titan from play and place a crater on the spot where it stood. All units with a 4d6 cm radius suffer a hit with a -1 save modifier.�
�
Reactor Link Damage Table





1d6 Roll�
Result�
�
1-3�
The reactor link is damaged. While it is damaged no plasma counters may be placed in the engines.�
�
4-5�
The reactor link is destroyed. No further plasma counters may be placed in the engines. A gout of white hot plasma spews out of the leakage - roll the aim dice to determine if the plasma damages an adjacent area. If a hit is indicated on a location it must make a save with a -4 modifier or suffer damage.�
�
6�
The reactor link is destroyed as in 4-5 above. Also, plasma from the ruptured link damages the reactor vessel, roll on the Reactor Damage Table.�
�



Sensorium Dome Damage Table





1d6 Roll�
Result�
�
1-3�
The Sensorium dome is damaged.�
�
4-5�
The Sensorium dome is destroyed and several of the Adeptus psykers are killed. All weapons fire from the Titan suffer a -1 to hit modifier if one dome location is destroyed. If all three are destroyed it suffers a -2 hit modifier. The Titan also suffers a -2 modifier to its psychic saving throw for each dome location is destroyed.�
�
6�
The Sensorium dome is destroyed as above. In addition, many of the Adeptus psykers are slain, unleashing a burst of psychic feedback through the whole Titan. Roll 1d6 for every troop stand on board the Titan: on a 5 or 6 they are killed (no save).�
�



Tower Damage Table





1d6 Roll�
Result�
�
1-3�
The tower section is damaged by the hit.�
�
4-5�
The tower section is destroyed by the hit. Any higher tower sections are also destroyed.�
�
6�
The tower is destroyed as above. The force of the explosion blows the tower clean off the Titan and lands 2d6 cm away in a direction determined by the scatter dice. Any vehicles or stands underneath suffer a hit with a -2 save modifier.�
�












Void Shield Generator Damage Table





1d6 Roll�
Result�
�
1-3�
The void shield generator is damaged. No void shields can be raised while the generator is inoperative.�
�
4-5�
The void shield generator is destroyed. No void shields can be raised for the rest of the game.�
�
6�
The void shield generator is destroyed as above. In addition, arcing energy lashes out and damages another location. Roll 1d6 to find out which location is hit: 1-2: Reactor, 3-4: Sensorium dome, 5-6: MIU. Roll on the appropriate damage table immediately.�
�



Weapon Damage Table





1d6 Roll�
Result�
�
1-2�
The weapon is damaged by the hit and may not be used again until it is repaired.�
�
3-4�
The weapon is destroyed and may not be used again in this battle.�
�
5�
The weapon is blown clean off the Titan and scatters 2d6 cm in a direction determined by using the scatter dice. Any vehicles or troop stands underneath the weapon suffer a hit with a -2 save modifier.�
�
6�
The weapon is blown clean off the Titan as above, but there is also a flashback to a adjacent location. Roll randomly to determine which location is hit and roll for that location immediately.�
�



