SPECIAL RULES





Colussus





The Colussus has 6 void shields and is super-heavy. In order to maintain these it has a plasma reactor: upon the Colussus being destroyed, it will melt down, hitting everything within 2d6 cm (no saving modifier). The Colussus is always on charge and first fire orders. It can move 10 cm maximum. It has a reconnaissance gyrocopter that is also on charge and first fire orders. The gyrocopter's line of sight can be used for indirect barrages from the Colossus which will not scatter in this case. The thunderer ignores cover modifiers. The battlecannons and bolters have a 360 degree firing arc. Colossi are super-heavy. The missiles can be launched one at a time or any number together. If they are fired together each barrage must touch another (they may not overlap)





Cyclops





The Cyclops has 5 void shields. It is super-heavy. It also has a plasma reactor, and upon the Cyclops being destroyed everything within 2d6 cm will sustain a hit (no save modifier). The Cyclops is always on charge and first fire orders. It can move 10 cm maximum. The missiles can be launched one at a time or any number together. If they are fired together each barrage must touch another (they may not overlap). You can also combine missiles, making a barrage with the total number of barrage points of the missiles fired. The Hellfury Cannon will only fire in a straight line down its barrel. The bolters and battlecannon have a 360º firing arc. The missiles and melta cannon have a 180º firing arc to the front. The Hellfury Cannon adds +6 to Titan damage and may be used against buildings. It can also be used to knock down void shields. For the 1st shield the hit roll is 1+, the next 2+ etc. until it is impossible to hit anymore (7+). If the actual Titan is hit make the appropriate hit roll but as normal it is still hit with -6 and +6 to Titan damage.





Goliath Mega-Cannon





The Goliath Mega-Cannon cannot move and fire. It also ignores cover modifiers.





Land Train





The Land Train is super heavy. The engine supplies 2 void shields and each extra carriage +1. One order will acts for the whole train but each part is separate for the purposes of close combat, saving throws and shooting. If a battle car is destroyed each part of the train can be given separate orders. Unless it links up only the part that includes the engine will be protected by void shields. If the engine is destroyed the train cannot move and goes on first fire orders for the rest of the game. Dragon battlecars shot fire templates and ignore cover modifiers. Berserker battlecars include a separate detachment of 5 beserkers. While in the train the beserkers can fire from the battlecar, counting as being on the same orders as the train its self. However they can move away if necessary. Bomb battlecars carry rad bombs that ignore cover modifiers and may fire indirectly. If the target is within sight of the engine it will hit automatically with a 12 cm template, otherwise (nothing needs to be able to see it) it may scatter. The rad bomb will not hurt buildings and is a one shot weapon. The train can pull a maximum of seven battlecars. Cars after the first must be bought as a support card, three for 200 (one card). You must have one of each battlecar before you add a second of any type.





Leviathan





The Leviathan had 4 void shields. All its weapons apart from the Doomsday Cannon have a 360 degree firing arc. The Doomsday Cannon has a front 180 degree firing arc. It is super heavy. It is always on charge and first fire orders but can move a maximum of 10 cm. It can carry up to 30 stands of infantry.


�
Living Ancestor





All stands within 25 cm of a Living Ancestor get a psychic saving throw of 5+ (against psychic powers only). If a Living Ancestor is within 6 cm of a Warlord on the orders phase you can place 1d6 more orders on that Warlord's Brotherhood. When orders are revealed you can choose which orders to use.





Mole and Termite





Tunnellers are positioned with their transports like any other models at the start of the game. From the on, until raised, the tunnellers are assumed to be underground. The transports remain above ground but still relay information to the tunnellers so if they are destroyed the tunneller may go off course as described later. Tunnellers may surface at any time in its sides movement phase. Roll 1d6. If the score is 2 or more the tunneller makes it to the surface, otherwise it has hit a rocky obstruction and cannot emerge that turn. This ends its movement for that turn although it may travel along the surface in the next turn. When surfacing, elect a point on the ground and roll the scatter dice. If a hit is rolled the tunneller emerges on its destination. If a miss is rolled roll 1d6 and multiply the result by 5 cm if the transport can be seen or 10 cm if it cannot. Troops disembark on the turn after the tunneller emerges. For Termites this is the location of one of the models; place the others within 6 cm.


When moving along the ground a tunneller can move a maximum of 15 cm in a straight line and turn once at the end up to 45 degrees. Tunneller can pass through all terrain underground and all terrain but bodies of water and marshes above ground without penalties.


If a tunneller emerges under a building or elects to drive through one, the building is allowed its basic saving throw. If it fails it collapses and the tunneller must make a saving throw. Moles 3+ and Termites 4+.


Moles are available in companies but only other tunneller are allowed as support cards. Moles and Termites are not command units but they relay orders to their troops, one member of each unit must be within 25 cm of the respective tunneller.





Mole Mortars





If a super-heavy target is hit by a mole mortar work out damage as normal and then, if the target survives, roll 1d6. If a 6 is rolled the target falls into the resulting crater and is trapped. A model that is in a crater cannot move but may fire normally. In order to climb out the model must roll 1d6. On 3 or more it is free but cannot move that turn. Mole mortars count as infantry for moving, therefore they can go into and fire out of buildings.





Overlord Armoured Airship





Overlord airships move up to 20 cm and always have first fire orders. Like a skimmer it ignores terrain. The Overlord can remain on its stand after movement and use terrain to hide or rise into the air. When they do this all enemies can see the airship and it can see all enemies but 25 cm is added to attacking shot's range. It cannot make pop-up attacks. Bombs have a range of 0 cm so they are placed right under the base. Ground based units cannot get Overlords into hand to hand. Skimmers and infantry with jump packs can hand to hand Overlords at low level. Only Tzeentch Firelords and Doom Wings can engage Overlords at high level.


If a Overlord is hit roll 1D6 and refer to the table below.





1D6 Roll�
Effect�
�
1-3�
No effect�
�
4-5�
Saving throw of 1+ (modified)�
�
6�
Overlord destroyed. Glides 2d6 in a random direction (3d6 if flying at high level). Anything that is hit must make an unmodified save to survive.�
�
�
Robots





Robots rely on a battle program. Before the start of play the player controlling the robots must make the program. He/She must give an order for the four situations below:





Situations





If there are enemies within charge reach.





If there are enemies within weapon reach.





If there are enemies in sight.





In any other situation.





Orders





Charge - nearest enemy unit, enter close combat if possible.





Capture - advance towards nearest objective, move between half and full normal rate.





Advance - move between half and full normal rate towards nearest enemy, fire in advance.





First Fire - nearest enemy unit.





Fall Back - move directly to own table edge, not getting closer to any enemies.





Warlord





All units within 10 cm of a Warlord add +1 to their morale rolls.





Warlord, Grand





The Grand Warlord can add +1 to one initiative roll once in the game. All units within 10 cm of a Grand Warlord may pass any morale checks they are required to make.


