Troop Type�CAF�Move�Saving Throw�Weapon Type�Range�Attack Dice�To Hit Roll�Target's Save Modifier�Notes��INFANTRY����������������������Attack Squad�+2�10 cm�None�Bolt Pistols�25 cm�1�5+�0�Pass close combat morale checks.��Combat Squad�0�10 cm�None�Lasguns�50 cm�1�5+�0���Heavy Squad�+1�10 cm�None�Heavy Bolters�75 cm�3�5+�-1��������������Hearthguard�+6�10 cm�6+�Bolters�50 cm�1�5+�-2���Living Ancestor�0�10 cm�6+�Laspistols�25 cm�1�5+�0�Command unit. Special rules.��Robots�+2�10 cm�5+�Autocannon�75 cm�1�5+�0�Special Rules.��Warlord�+6�10 cm�6+�Bolters�50 cm�2�5+�-2�Command unit. Special rules.������������������������VEHICLES����������������������Guild Bikers�+4�30 cm�None�Bolters�15 cm�1�6+�0���Guildmaster�+5�30 cm�6+�Lascannon�50 cm�1�5+�-1���Guild Trike�+4�30 cm�None�Multi-melta�25 cm�1�3+�-2���Iron Eagle Attack Gyrocopter�+3�40 cm�4+�Autocannon

Battlecannon�50 cm

50 cm�2

1�5+

5+�0

-2�Skimmer.��Mole�+3�15 cm max�3+�None�����Tunneller. Carries 10 troop stands. Special rules.��Overlord Armoured Airship�+5�20 cm max.�Special�Autocannon

Battlecannon

Melta Bombs



Bolters�50 cm

75 cm

0 cm



15 cm�4             5+

6             5+

1d6+2 barrage points

6             6+�0

-2

-2



0�Flying craft. Special Rules.��Rhino�0�25 cm�4+�Bolters�15 cm�1�6+�0�Carries 2 troop stands.��Termite�+1�15 cm max�4+�None�����Tunneller. Carries 2 troop stands. Special rules.������������������������ARTILLERY����������������������Goliath Mega-Cannon�0�5 cm�5+�Super-Heavy Howitzer�50-250 cm�1d6+4 barrage points�-3�Ignores cover modifiers. Special rules.��Mole mortar�-3�5 cm�None�Mole Mortar�150 cm�1��Infantry rules for moving. Special rules��Rapier Laser Destroyer�-3�5 cm�None�Laser Destroyer�50 cm�1�4+�-1���Tarantula�-3�5 cm�None�Lascannon�75 cm�1�5+�-2�Fires twice (First fire, advance). May not move and fire.��Thudd gun�-3�5 cm�None�Thudd gun�75 cm�2 barrage points�0���Thunder Fire Cannon�0�0 cm�4+�Main Cannon

Secondary Cannon�125 cm

75 cm�1

2�5+

5+�-3

-2�Snap Fire�����������������������������������Troop Type�CAF�Move�Saving Throw�Weapon Type�Range�Attack Dice�To Hit Roll�Target's Save Modifier�Notes��SPECIAL VEHICLES����������������������Colossus�+12�10 cm max.�1+ all round�Battlecannon

Doomsday Cannon



Missiles

Thuderer

Bolters�75 cm

200 cm



100 cm

50 cm

15 cm�8             4+

1d6+3 barrage points

6 barrage points

1             3+

16           6+�-2

-3



-1

-3

0�Super-heavy. 6 void shields. Special rules.





4 Missiles.

Ignores cover modifiers.��Cyclops�+12�10 cm max.�1+ all round�Battlecannon

Doomstorm Missiles

Hellfury Cannon

Melta-cannon

Bolters�75 cm

100 cm

100 cm

35 cm

15 cm�2             5+

4 barrage points

1             2+

4             3+

10           6+�-2

0

-6

-3

0�Super-heavy. Hellfury cannon +6 damage to Titans. Special Rules.��Leviathan�+12�10 cm max.�1+ all round�Battlecannon

Lascannons

Doomsday Cannon



Bolters�75 cm

75 cm

200 cm



15 cm�1             5+

6             5+

1d6+3 barrage points

12           6+�-2

-1

-3



0�Super-heavy. 4 void shields. Special rules.�������������Land Train���������Special rules.�������������Engine�+6�10 cm�1+ all round�Battlecannon

Doomsday Cannon



Bolters�75 cm

200 cm



15 cm�4             4+

1d6+3 barrage points

8             6+�-2

-3



0�2 void shields.��Berserker Battlecar�+3�5 cm�2+ all round�Autocannon

Bolters�50 cm

15 cm�2

2�5+

6+�-1

0�+1 void shield. Carries 5 Attack Squads.��Bomb Battlecar�+3�5 cm�2+ all round�Rad Bomb



Bolters�Unlimited



15 cm�7 barrage points



2             6+�-1



0�+1 void shield. Rad bomb 12 cm template.��Dragon Battlecar�+3�5 cm�2+ all round�Firethrower



Bolters�Fire template



15 cm�4+



6+�0



0�+1 void shield.��Mortar Battlecar�+3�5 cm�2+ all round�Siege Mortar



Bolters�50-150 cm

15 cm�6 barrage points



2             6+�-3



0�+1 void shield.��


