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IMPERIAL GUARD SUPREME COMMANDER

Type Speed Armour Close Combat Firefight
Infantry 15cm 5+ 4+ 5+
Weapon Range Firepower Notes
Lasgun (15cms) Small Arms -
Autocannon 45cm AP5+/AT6+ -
Power weapons (base contact) Assault weapons Macro-weapon, Extra Attack (+1)

Notes: Supreme Commander

IMPERIAL GUARD COMMANDER

Type Speed Armour Close Combat Firefight
Infantry 15cm 6+ 5+ 5+
Weapon Range Firepower Notes
Lasgun (15cms) Small Arms -
Autocannon 45cm AP5+/AT6+ -
Chainswords (base contact) Assault weapons -

Notes: Commander

IMPERIAL GUARD COMMISSAR

Type Speed Armour Close Combat Firefight
Character n/a n/a n/a n/a
Weapon Range Firepower Notes

Power weapons (base contact) Assault weapons Macro-weapon, Extra Attack (+1)

Notes: Character, Leader, Fearless, Inspiring

IMPERIAL GUARD INFANTRY

Type Speed Armour Close Combat Firefight
Infantry 15cm none 6+ 5+
Weapon Range Firepower Notes
Lasgun (15cms) Small Arms -
Autocannon 45cm AP5+/AT6+ See below

Notes: Only one unit in every two has an autocannon. Count up the number of infantry units in the formation that can fire at the target formation
and divide by two (rounding up) to find the number of autocannon shots you may take.

IMPERIAL GUARD SUPPORT SQUAD

Type Speed Armour Close Combat Firefight
Infantry 15cm none 6+ 4+
Weapon Range Firepower Notes
2x Autocannon 45cm AP5+/ AT6+




IMPERIAL GUARD STORM TROOPERS

Notes: Mounted, Scouts, Infiltrators

IMPERIAL GUARD VALKYRIE (Armageddon Pattern)

Notes: Skimmer, Scout, Transport (may carry two Stormtrooper units)

Type Speed Armour Close Combat Firefight
Infantry 15cm 5+ 5+ 4+
Weapon Range Firepower Notes
Hellguns (15cm) Small Arms _
Plasma guns 15cm AP5+/AT5+ _
Notes: Scouts
IMPERIAL GUARD OGRYNS
Type Speed Armour Close Combat Firefight
Infantry 15cm 3+ 4+ 5+
Weapon Range Firepower Notes
Ripper Guns (15cms) Small Arms - . "
Ogryn Combat (base contact) Assault weapons Macro w eapon, Extra Attack (+1)
Weapons
Notes:
IMPERIAL GUARD SNIPERS
Type Speed Armour Close Combat Firefight
Infantry 15cm none 6+ 5+
Weapon Range Firepower Notes
Sniper Rifles 30cm AP5+ Sniper
Notes: Scouts
IMPERIAL GUARD ROUGH RIDERS
Type Speed Armour Close Combat Firefight
Infantry 20cm 6+ 4+ 6+
Weapon Range Firepower Notes
Laspistol (15cms) Small Arms - 4
Power lance (base contact) Assault w eapons First Strike, Extra Attack +1
Chainsw ords (base contact) Assault w eapons -
Type Speed Armour Close Combat Firefight

Armoured Vehicle 35cm 5+ 6+ 5+

Weapon Range Firepower Notes

Multilaser 30cm AP5+/AT6+ -
2 X Heavy Bolters 30cm AP5+ -

2 x Rocket Pods 30cm 1BP Disrupt, One-Shot




IMPERIAL GUARD VULTURE (Armageddon Pattern)

Notes: Skimmer, Scout.

Type Speed Armour Close Combat Firefight
Armoured Vehicle 35cm 5+ 6+ 5+ ADD IMAGE HERE
Weapon Range Firepower Notes
Heavy Bolter 30cm AP5+ B
Twin Autocannon 45cm AP4+/AT5+ _
2 x Hellstrike 120cm AT2+ One-Shot

IMPERIAL GUARD CHIMERA (Armageddon Pattern)

Heavy Bolter

Type Speed Armour Close Combat Firefight
Armoured Vehicle 30cm 5+ 6+ 5+ ADD IMAGE HERE
Weapon Range Firepower Notes
Multilaser 30cm AP5+/AT6+ _
30cm AP5+ _

Notes: Transport (may carry one Ogryn unit OR any two of the following units: Imperial Guard units: Supreme Commander, Commander,
Infantry, Stormtroopers, Fire Support, Snipers).

IMPERIAL GUARD HELLHOUND (Gryphonne IV Pattern)

Heavy Bolter

Type Speed Armour Close Combat Firefight
Armoured Vehicle 30cm 4+ 6+ 3+ ADD IMAGE HERE
Weapon Range Firepower Notes
Inferno Cannon 30cm AP3+ Ignore cover
30cm AP5+ _

IMPERIAL GUARD SENTINEL (Voss Prime Pattern)

Notes : Walker, Scout

Type Speed Armour Close Combat Firefight

Light Vehicle 20cm 6+ 6+ 5+
Weapon Range Firepower Notes
Multilaser 30cm AP5+/AT6+ _

IMPERIAL GUARD LEMAN RUSS BATTLE TANK (Mars Pattern )

2 x Heavy Bolter

Notes: Reinforced Armour

Type Speed Armour Close Combat Firefight

Armoured Vehicle 20cm 4+ 6+ 4+
Weapon Range Firepower Notes
Battle Cannon 75cm APA+/AT4+ _
Lascannon 45cm AT5+ _
30cm AP5+ _




IMPERIAL GUARD LEMAN RUSS DEMOLISHER TANK (Ryza Pat tern)

Type Speed Armour Close Combat Firefight
Armoured Vehicle 20cm 4+ 6+ 3+
Weapon Range Firepower Notes
Demolisher Cannon 30cm AP3+/AT4+ Ignore Cover
Lascannon 45cm AT5+ _
2 x Plasma Cannon 30cm APA4+/AT 4+ Slow Firing

Notes: Reinforced Armour

ADD IMAGE HERE

IMPERIAL GUARD LEMAN RUSS VANQUISHER TANK (Stygies Pattern)

Notes: Reinforced Armour

Type Speed Armour Close Combat Firefight
Armoured Vehicle 20cm 4+ 6+ 4+
Weapon Range Firepower Notes
Vanquisher 75cm AP4+/AT2+ _
Lascannon 45cm AT5+ _
2 x Heavy Bolter 30cm AP5+ _

ADD IMAGE HERE

IMPERIAL GUARD GRIFFON (Stygies VIII Pattern)

Type Speed Armour Close Combat Firefight
Armoured Vehicle 30cm 6+ 6+ 5+ ADD IMAGE HERE
Weapon Range Firepower Notes
Heavy Mortar 30cm 1BP Indirect Fire
Heavy Bolter 30cm AP5+ _

IMPERIAL GUARD BASILISK (Armageddon Pattern)

Type Speed Armour Close Combat Firefight
Armoured Vehicle 20cm 5+ 6+ 5+
Weapon Range Firepower Notes
Earthshaker 120cm AP4+/AT4+ or 1BP Indirect Fire
Heavy Bolter 30cm AP5+ _

Notes: May either shoot normally or fire a barrage. May only use indirect fire ability when firing barrages.

ADD IMAGE HERE

IMPERIAL GUARD BOMBARD (Triplex Phall Pattern)

Type Speed Armour Close Combat Firefight
Armoured Vehicle 20cm 6+ 6+ 5+
Weapon Range Firepower Notes
Siege Mortar 45cm 2BP Ignore Cover, Slqw Firing, Indirect
Fire
Heavy Bolter 30cm AP5+ _




IMPERIAL GUARD MANTICORE (Triplex Phall Pattern)

Type Speed Armour Close Combat Firefight
Armoured Vehicle 20cm 6+ 6+ 5+ ADD IMAGE HERE
Weapon Range Firepower Notes
Rocket Launcher 150cm 2BP Disrupt, Indirect Fire, Slow Firing
Heavy Bolter 30cm AP5+ _

IMPERIAL GUARD DEATHSTRIKE (Triplex Phall Pattern)

Type Speed Armour Close Combat Firefight
Armoured Vehicle 20cm 6+ 6+ 5+ ADD IMAGE HERE
Weapon Range Firepower Notes
One-Shot, Titan Killer (D6), Indirect
Deathstrike Missile Unlimited MW2+ ne-shot, T anFirleer (D6). Indirec
Heavy Bolter 30cm AP5+ _

IMPERIAL GUARD HYDRA (Metalicus Pattern)

Type Speed Armour Close Combat Firefight
Armoured Vehicle 30cm 6+ 6+ 5+ ADD IMAGE HERE
Weapon Range Firepower Notes
2x Twin Hydra 45¢m AP4+AT5+AAS+ _
Autocannon
Heavy Bolter 30cm AP5+ _
IMPERIAL GUARD BANEBLADE (Stygies VI Pattern)
Type Speed Armour Close Combat Firefight
War Engine 15cm 4+ 6+ 4+ ADD IMAGE HERE
Weapon Range Firepower Notes
Bane Battle Cannon 75cm AP3+/AT4+ _
Autocannon 45cm AP5+/AT6+ _
Demolisher Cannon 30cm AP3+/AT4+ Ignore Cover, Fixed Forward Arc
3 x Heavy Bolter 30cm AP5+ _
2 x Lascannon 45cm AT5+ _

Damage Capacity 3. Critical Hit Effect. The Baneblade's magazine explodes. The Baneblade is destroyed, and any units within 5cm
of the model suffer a hit on a D6 roll of 6.

Notes: Reinforced Armour

IMPERIAL GUARD SHADOWSWORD (Stygies VI Pattern)

Type Speed Armour Close Combat Firefight
War Engine 15cm 4+ 6+ 5+ ADD IMAGE HERE
Weapon Range Firepower Notes
Volcano Cannon 90cm MW2+ Titan Killer (D3), Fixed Forward Arc
2 x Heavy Bolter 30cm AP5+ _

Damage Capacity 3. Critical Hit Effect. The volcano cannon's energy coils explode. The Shadowsword is destroyed, and any units within 5cm of
the model suffer a hit on a D6 roll of 6.

Notes: Reinforced Armour
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WARLORD CLASS BATTLE TITAN
Type Speed Close Combat Firefight
War Engine 15cm 2+ 3+
Weapon Range Notes
2x Turbo-Laser Destructors 60cm 4x AP5+/AT3+  Fixed Forward Arc
Gatling Blaster 60cm AXAPA+/AT 4+ Forw ard Arc
Volocano Cannon 90cm Titan Killer (D3), Forw ard Arc

Warlord will be hit on a 4+.

than the titans knees and up to 2cm wide.

Damage Capacity 8, 6 Void Shields. Critical Hit Effect. The Warlord's Plasma reactor has been damaged. Roll a D6 for the Warlord in the
end phase of every turn: on a roll of 1 the reactor explodes destroying the Warlord, on a roll of 2-3 the Warlord suffers one more point of
damage, and on a roll of 4-6 the reactor is repaired and will cause no further trouble. If the reactor explodes, any units within 5cms of the

Notes: Fearless, Reinforced Armour, Thick Rear Armour, Walker. May step over units and impassable or dangerous terrain that is lower

REAVER CLASS BATTLE TITAN

be hit on a 5+.

and up to 2cm wide.

Type Speed Close Combat Firefight
War Engine 20cm 3+ 3+
Weapon Range Notes
2x Turbo-Laser Destructors 60cm 4x AP5+/AT3+ Forward Arc
Rocket Launcher 60cm Fixed Forw ard Arc

Damage Capacity 6, 4 Void Shields. Critical Hit Effect. The Reavers Plasma reactor has been damaged. Roll a D6 for the Reaver in the end
phase of every turn: on a roll of 1 the reactor explodes destroying the Reaver, on a roll of 2-3 the Reaver suffers one more point of damage,
and on a roll of 4-6 the reactor is repaired and will cause no further trouble. If the reactor explodes, any units within 5cms of the Reaver will

Notes: Fearless, Reinforced Armour, Walker. May step over units and impassable or dangerous terrain that is lower than the titans knees

10




WARHOUND CLASS SCOUT TITAN

Type Speed Armour Close Combat Firefight
War Engine 30cm 5+ 4+ 4+
Weapon Range Firepower Notes
Vulcan Mega-Bolter 45cm AXAP3+/AT5+ Forward Arc
Plasma Blastgun 45cm 2x MW 2+ Slow Firing, Forw ard Arc

Damage Capacity 3, 2 Void Shields. Critical Hit Effect. The Warhound is caught off-balance and staggers. Move it D6cm in a random
direction. If this move takes the Warhound into impassable terrain or another unit it can't move over then it stops when it contacts the
obstruction and suffers an extra point of damage. If it staggers into or over any units then they will take a hit on a D6 roll of 6+ (make saving

throws for the units normally).

Notes: Fearless, Reinforced Armour, Walker. May step over units and impassable or dangerous terrain that is lower than the titans knees
and up to 2cm wide. The Plasma Blastgun may either fire one shot and still have one shot 'in reserve' for next turn, or fire two shots and not
shoot next turn at all.

11
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IMPERAIL NAVY THUNDERBOLT FIGHTER

Type Speed Armour Close Combat Firefight
Aircraft Fighter-Bomber 6+ n/a n/a
Weapon Range Firepower Notes

Storm Bolters 15cm AP4+/AAS+ Fixed Forward Arc
Multilaser 30cm AP5+/AT6+/AA5+ Fixed Forward Arc
Underwing Rockets 30cm AT4+ Fixed Forward Arc

IMPERIAL NAVY MARAUDER BOMBER

Type Speed Armour Close Combat Firefight
Aircraft Bomber 4+ n/a n/a
Weapon Range Firepower Notes
2x Twin Heavy Bolters 15cm AA5+ _
Twin Lascannon 45cm AT4+/AA4+ Fixed Forward Arc

ADD IMAGE HERE

Bomb racks 15cm 2BP Fixed Forward Arc
IMPERIAL NAVY LUNAR CLASS CRUISER
Type Speed Armour Close Combat Firefight
Spacecraft n/a n/a n/a n/a ADD IMAGE HERE
Weapon Range Firepower Notes
Orbital Bombardment n/a 3BP Macro-weapon
Pin-point attack n/a MW2+ Titan Killer (D3)

IMPERIAL NAVY EMPEROR CLASS BATTLESHIP

Type Speed Armour Close Combat Firefight
Spacecraft n/a n/a n/a n/a
Weapon Range Firepower Notes
Orbital Bombardment n/a 8BP Macro-weapon

ADD IMAGE HERE

Notes: Slow and steady - may not be used on turns one and two of a battle unless the scenario specifically states otherwise.
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STEEL LEGION COMPANIES

FORMATION UNITS POINTS COST
0-1 Regimental HQ One Supreme Command unit, twelve Imperial Guard Infantry units, and 500 points

seven Chimera transport vehicles (one for Commander)
Steel Legion Infantry Imperial Guard Command unit plus twelve Imperial Guard Infantry units 250 points
Company
Steel Legion Mechanised Imperial Guard Command unit, twelve Imperial Guard Infantry units, 400 points
Infantry Company and seven Chimera transport vehicles (one for Commander)
Steel Legion Tank Ten Leman Russ battle tanks. One Leman Russ battle tank may be 650 points
Company upgraded to a Leman Russ Vanquisher tank at no additional cost
Steel Legion Super-heavy Three Baneblades or Shadowswords, or any combination of the two 500 points
Tank Company
Steel Legion Attillery Nine Artillery units chosen from the following list: Basilisk, Manticore 650 points
Company

STEEL LEGION SUPPORT FORMATION
(Two may be taken per Steel Legion Company)

FORMATION UNITS POINTS COST
Rough Rider Platoon Six Rough Riders 150 points
Storm Trooper Platoon Eight Storm Trooper units 200 points

(may have four Valkyrie transport vehicles) (+150 points)
Steel Legion Attillery Three units of the same type chosen from the following list: Basilisk, 250 points
Battery Bombard, Manticore
Sentinel Squadron Four Sentinels 100 points
0-1 Deathstrike Missile ~ Two Deathstrike Missile Launchers 200 points
Battery
Super-heavy Tank One Baneblade or Shadowsword 200 points
Platoon
0-1 Orbital Support One Imperial Navy Lunar class cruiser 150 points

OR one Emperor class Battleship 300 points
Flak Battery Three Hydras 150 points
Vulture Squadron Four Vultures 300 points

STEEL LEGION COMPANY UPGRADES
(Three may be taken per Steel Legion Company)

UPGRADE UNITS COST
Fire Support Platoon Four Fire Support % 100 points
Infantry Platoon Six Infantry units % 100 points
Tank Squadron Three Leman Russ battle tanks or three Leman Russ Demolisher 200 points
Hellhound Squadron Three Hellhounds 150 points
Griffon Battery Three Griffons 100 points
Snipers Two Snipers % 50 points
Ogryns Two Ogryns % 50 points
Flak One Hydra 50 points

& These units may have Chimera transport vehicles. Each Chimera costs 25 points. You must take the minimum number
of Chimera to transport the whole formation if any are taken.

IMPERIAL NAVY AIRCRAFT TITAN LEGION BATTLEGROUPS
FORMATION COST FORMATION COST
Two Thunderbolt Fighters 150 points One Warlord Class Titan Formation 850 points
Two Marauder Bombers  250points One Reaver Class Titan Formation 650 points
Two Warhound Class Scout Titans 500 points
One Warhound Class Scout Titan 275 points

13
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SIEGE INFANTRY

Meltabombs

(base contact)

Type Speed Armour Close Combat Firefight
Infantry 15cm None 6+ 5+
Weapon Range Firepower Notes
Heavy Stubber 30cm APG+ -
IMPERIAL GUARD SAPPERS
Type Speed Armour Close Combat Firefight
Infantry 15cm 6+ 5+ 5+ ADD IMAGE HERE
Weapon Range Firepower Notes
Heavy Flamer 15cm AP4+ and Ignore cover
Small Arms

Assault Weapon extra attack (+1), Macro Weapon

Notes: The Heavy flamer can shoot and be used to confer the Ignore Cover abliity to the units firefight ability.

RAPIER LASER DESTROYER (KRIEG PATTERN)

Type Speed Armour Close Combat Firefight
Infantry 10cm None - 5+ ADD IMAGE HERE
Weapon Range Firepower Notes
Rapier Laser Destroyer 45cm AP6+/AT4+ _
THUDD GUN (KRIEG PATTERN)
Type Speed Armour Close Combat Firefight
Infantry 10cm None - 5+ ADD IMAGE HERE
Weapon Range Firepower Notes
Thudd Gun 45cm AP4+/AT6+ Indirect Fire

Notes: Thudd Guns are allowed to use the Indirect Fire rules normally only allowed to units that can fire barrages (see Epic Armageddon

Rulebook section 1.9.8). All of the rules for Indirect Fire apply in full.

GOTTERDAMMERUNG HOWITZER (KRIEG PATTERN)

Type Speed Armour Close Combat Firefight
Light Vehicle Ocm None - 6+ ADD IMAGE HERE
Weapon Range Firepower Notes
Howitzer 90cm 1BP Indirect Fire
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BLITZEN AA GUN (KRIEG PATTERN)

Type Speed Armour Close Combat Firefight
Light Vehicle Ocm None - 6+ ADD IMAGE HERE
Weapon Range Firepower Notes
Blitzen Cannon 60cm AP6+/AT5+/AAS+ -

BRUENNHILDE

Type Speed Armour Close Combat Firefight
Light Vehicle 15cm 6+ - 6+ ADD IMAGE HERE
Weapon Range Firepower Notes
Heavy Stubber 30cm AP6+ -

Notes: Transport (may transport one of the following units: Blitzen AA Gun, Gotterdammerung Howitzer, Thudd Gun or Rapier).

SIEGFRIED LIGHT TANK (KREIG PATTERN)

Type Speed Armour Close Combat Firefight
Armoured Vehicle 30cm 5+ 6+ 5+
Weapon Range Firepower Notes
Multi-laser 30cm AP5+/AT6+ -

Notes: Scout

RAGNAROK HEAVY TANK (KREIG PATTERN)

Type Speed Armour Close Combat Firefight
Armoured Vehicle 15cm 4+ 6+ 4+ ADD IMAGE HERE
Weapon Range Firepower Notes
Ragnarok Battlecannon 60cm AP4+/ATA4+ -
2 x Heavy Stubber 30cm AP6+ -

Notes: Reinforced Arm our, Walker (represents ability to move over difficult terrain).

FORTIFIED POSITIONS

Terrain Infantry Vehicle War Engine
Trench 4+ Cover Save Dangerous No Effect ADD IMAGE HERE
Gun Emplacement 4+ Cover Save 5+ Cover Save No Effect
Bunker 3+ Cover Save Dangerous Impassable
Razor Wire Dangerous No Effect No Effect

Notes: Bunkers are Fortifications (see the EPIC Armageddon Rulebook 1.8.4). Gun emplacements provide vehicles with a Cover Save that
works in the same manner as an infantry Cover Save (see the EPIC Armageddon Rulebook 1.8.3). Each gun emplacement can hold one unit,
and each bunker can hold three units. Trenches can hold one infantry unit per 40mm of length.

17
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SIEGEMASTER COMPANIES
FORMATION UNITS POINTS COST
1 Siege Master One Supreme Command unit, plus nine Siege Infantry units 225 points
Regimental HQ
Siege Infantry Company Imperial Guard Command unit plus nine Siege Infantry units 175 points
SIEGE REGIMENT SUPPORT FORMATION
(Two may be taken per Siege Master Regimental HQ or  Infantry Company)
FORMATION UNITS POINTS COST
Rough Rider Platoon Six Rough Riders 150 points
Siege Regiment Artillery  Nine Gotterdamerung Howitzers, plus nine gun emplacements or nine 450 points
Company Bruennhilde transports
Siege Regiment Artillery  Three Gotterdamerung Howitzers, plus three gun emplacements or 175 points
Battery three Bruennhilde transports
0-1 Sapper Platoon Eight Sapper units. 250 points
0-1 Deathstrike Missile ~ Two Deathstrike Missile Launchers 200 points
Battery
Super-heavy Tank One Baneblade or Shadowsword 200 points
Platoon
Bombard Battery Three Bombards 250 points
Siege Regiment AA Three Blitzen AA guns, plus three gun emplacements or three 150 points
Battery Bruennhilde transports
Light Tank Platoon Six Siegfried light tanks 175 points
Heavy Tank Platoon Six Ragnarok heavy tanks 300 points
SIEGE REGIMENT COMPANY UPGRADES
(Three may be taken per Siege Master Regimental HQ  or Infantry Company)

UPGRADE UNITS COST
Siege Infantry Platoon Six Siege Infantry units 75 points
Rapier Platoon Three Rapiers 75 points
Hellhound Squadron Three Hellhounds 150 points
Griffon Battery Three Griffons 100 points
Snipers Two Snipers 50 points
Thudd Gun Platoon Three Thudd guns 75 points

SIEGE REGIMENT FORTIFIED POSITIONS
(One may be taken per Siege Regiment or HQ)

IMPERIAL NAVY AIRCRAFT

(Up to a quarter of the armies points may be spent on Aircraft)

FORMATION COST FORMATION COST
Up to 500mm of trenches 100 points Two Thunderbolt Fighters 150 points
& razorwire, plus up to 6 Two Marauder Bombers 250points
gun emplacements or
bunkers
*6 8 6 8 " (%
& # < ' ( (

A %
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Imperial Guard HQ Command Tank

Notes: Scout

Type Speed Armour Close Combat Firefight
Armoured Vehicle 20cm 4+ 6+ 3+
Weapon Range Firepower Notes
Vanquisher 75cm AP4+ | AT2+ _
Lascannon 45¢cm AT5+ _
2x Heavy Bolter 30cm AP5+ _
Pintle-mounted weapon (15cms) Small Arms _
Notes: Supreme commander, Reinforced armour
Imperial Guard Command Tank
Type Speed Armour Close Combat Firefight
Armoured Vehicle 20cm 4+ 6+ 4+
Weapon Range Firepower Notes
Vanquisher 75cm AP4+/AT2+ _
Lascannon 45¢cm AT5+ _
2x Heavy Bolter 30cm AP5+ _
Notes: Commander, Reinforced armour
Imperial Guard tank riding Infantry
Type Speed Armour Close Combat Firefight
Infantry 15cm none 6+ 5+
Weapon Range Firepower Notes
Lasguns (15cms) Small Arms _
Heavy Stubber 30cm AP6+
Notes: Tank riders
Imperial Guard Salamander Scout Tank
Type Speed Armour Close Combat Firefight
Armoured Vehicle 30cm 6+ 6+ 5+
Weapon Range Firepower Notes
Autocannon 45cm AP5+/AT6+ _
Heavy Bolter 30cm AP5+ _

21




Imperial Guard Leman Russ Executioner

suffer a hit on a D6 roll of a 6

Notes: Reinforced armour

Type Speed Armour Close Combat Firefight
Armoured vehicle 20cm 4+ 6+ 4+
Weapon Range Firepower Notes
Plasma destroyer 60cm MW4+ Slow Firing
Lascannon 45cm ATS+ _
2x Heavy Bolter 30cm AP5+ _
Notes: Reinforced armour
Imperial Guard Leman Russ Conqueror
Type Speed Armour Close Combat Firefight
Armoured vehicle 25cm 5+ 6+ 5+ Insert Image
Weapon Range Firepower Notes
Congueror Cannon 45¢cm AP5+/AT5+ _
Lascannon 45cm ATS5+ _
Notes: Reinforced armour
Imperial Guard Leman Russ Tank Destroyer
Type Speed Armour Close Combat Firefight
Armoured vehicle 20cm 4+ 6+ 6+
Weapon Range Firepower Notes
Laser Destroyer 75cm AT2+ Sniper
Notes: Reinforced armour, Scout
Imperial Guard Stormblade
Type Speed Armour Close Combat Firefight
Warengine 15cm 4+ 6+ 4+
Weapon Range Firepower Notes
Plasma blastgun 45cm 2x MW2+ Slow firing, Fixed forward arc
3x Heavy bolter 30cm AP5+ _
2x lascannon 45cm ATS5+

Damage capacity 3. Critical hit effect: The Stormblade’s energy coils explode. The Stormblade is destroyed, and any units within 5cm of the model

22




Ulani Tank Regiment

Ulani Tank Regiment armies have a strategy rating of 2. Ulani Tank Regiment formations and Imperial Navy aircraft formations have an initiative

rating of 2+
Ulani Tank Regiment Companies

Formation Units Cost
0-1 Regimental HQ 1 HQ Command Tank and 9 Leman Russ Battle Tanks. Each Leman Russ Battle Tank can be

replaced by a Leman Russ Executioner for no extra cost. 750 points
Ulani Tank Company Six to ten Leman Russ Battle Tanks at 65 points each. Each Leman Russ Battle Tank maybe

replaced by the following for the indicated cost: Various

Executioner: Free

Demolisher: 10 points each

0 -1 Command tank: 25 points

Ulani Tank Regiment Company Upgrades

(Three maybe taken for each company. Each upgrade can only be selected once per company)
Upgrade Units Cost
Tank Squadron Three Leman Russ Battle tanks, Executioners or Demolishers or any combination of the three 200 points
Tank riders Six Imperial Guard tank rider infantry 150 points
Hellhound squadron Three Hellhounds 150 points
Griffon Battery Three Griffons 100 points
Flak One Hydra 50 points

Ulani Tank Regiment Support Formations
(Two maybe taken per company)

Upgrade Units Cost
Light Artillery Support Three Griffons 100 points
Medium Artillery Support ~ Three Basilisks 250 points
Recon Support Six Salamander Scout Tanks 200 points
0-1 Orbital Support One Imperial Navy Lunar Class Cruiser 150 points

OR one Emperor Class Battleship 300 points
Super-heavy tank platoon One Baneblade, Shadowsword or Stormblade 200 points
Anti-tank Support Three Leman Russ Tank Hunters 175 points
Conqueror Support Six Leman Russ Conquerors 250 points
Flak Support Three Hydra's 150 points

IMPERIAL NAVY AIRCRAFT

FORMATION COST
Two Thunderbolt Fighters 150 points
Two Marauder Bombers 250 points
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Vanaheim Supreme Commander
Type Speed Armour Close Combat Firefight
Infantry 15cm 5+ 4+ 5+
Weapon Range Firepower Notes
Heavy Bolter 30cm AP5+

Power Weapons

Base Contact ~ Assault Wepons  Macro Weapon, Extra Attack +1

Notes: Supreme Commander.

Vanaheim Commander

Type Speed Armour Close Combat Firefight
Infantry 15cm 6+ 5+ 5+
Weapon Range Firepower Notes

Heavy Bolter 30cm AP5+
Lasguns 15cm Small Arms
Notes: Commander.
Vanaheim Trooper
Type Speed Armour Close Combat Firefight
Infantry 15cm none 6+ 5+
Weapon Range Firepower Notes
Heavy Bolter 30cm AP5+
Lasguns 15cm Small Arms
Notes:
Vanaheim Fire Support
Type Speed Armour Close Combat Firefight
Infantry 15cm none 6+ 4+
Weapon Range Firepower Notes
2 x Missile 45cm AP5+/AT6+
Launchers
Notes:

26




Vanaheim Mortar

Type Speed Armour Close Combat Firefight
Infantry 15cm none 6+ 6+
Weapon Range Firepower Notes
Mortars 30cm 1BP Indirect
Notes:
Vanaheim Light Sentinel
Type Speed Armour Close Combat Firefight
Light Vehicle 20cm 6+ 6+ 5+
Weapon Range Firepower Notes
Heavy Bolter 30cm AP5+

Notes: Scout, Walker

Vanaheim Melta Sentinel

Type Speed Armour Close Combat Firefight
Light Vehicle 20cm 6+ 6+ 5+
Weapon Range Firepower Notes
Multi Melta 15cm MW5+ and Small ~ Macro Wepaon

Arms
Notes: Scout, Walker. The Multi melta can shoot and be used to confer the macro-weapon ability to the units firefight value.

Vanaheim Valkyrie

Type Speed Armour Close Combat Firefight
Armoured Vehicle 35cm 5+ 6+ 5+ ADD IMAGE HERE
Weapon Range Firepower Notes
Multilaser 30cm AP5+/AT6+ -
2 x Heavy Bolters 30cm AP5+ -
2 x Rocket Pods 30cm 1BP Disrupt, One-Shot

Notes: Skimmer, Scout, Transport (may carry two Vanahiem Supreme Commander, Vanaheim Commander, Vanaheim trooper,
Vanaheim fire Support, Vanaheim Mortar, Storm Trooper or one Melta Sentinel or Light Sentinel unit)

Vanaheim Vendetta

Type Speed Armour Close Combat Firefight
Armoured Vehicle 35cm 5+ 6+ 5+
Weapon Range Firepower Notes
3 x Twin Linked 45cm AT4+
Lascannons
2 X Heavy Bolters 30cm AP5+

Notes: Skimmer, Scout, Transport (may carry tw o Vanahiem Supreme Commander, Vanaheim Commander, Vanaheim trooper unit)

27
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Lightning Strike Fighter

Type Speed Armour Close Combat Firefight
Aircraft Fighter 6+ n/a n/a
Weapon Range Firepower Notes

Lascannon 45cm AT5+AA5+ Fixed Forward
2 x Underwing 30cm AT4+ Fixed Forward
Rockets
Notes:
Marauder Destroyer

Type Speed Armour Close Combat Firefight
Aircraft Bomber 4+ n/a n/a
Weapon Range Firepower Notes

Twin Heavy Bolters 15cm AA5+
Twin Assault 15cm AA4+ Rear Arc
Cannons
2 x Underwing 30cm AT4+ Fixed Forward
Rockets
3 x Twin Linked 45cm AP4+/AT5+ Fixed Forward
Autocannons
Notes:
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