Campaign Rules





History





The planet of Gibraltar and its sister planet Singapore are in the Orina solar system, which lies on the edge of the Eye of Chaos. Gibraltar has been half held by the Imperium and half held by Chaos since the Horus Heresy. The Orina solar system contains a dozen warp gates into and out off the Eye of Chaos. Because of its position, it is vital for the Imperium that Gibraltar not fall completely to Chaos, as it is the perfect spring board for raids into the Imperium and the Eye of Chaos. 





In 4059 the Chaos Gods hatched a plan to gain complete control of Gibraltar once and for all. In 4060 and 4061 Chaos forces mounted numerous raids into the solar systems near the Orina solar system. The Chaos Gods hoped that the raids would make the new Imperial Governor of the sector reduce his forces on Gibraltar and Singapore in order to protect the other planets in the sector. The Chaos Gods plans worked perfectly and in 4062 they attacked the Orina solar system taking Singapore and they were just about to take Gibraltar when the Ultra Space Marine Chapter, assisted by Eldar, intervened.





The Eldar farseers had long foreseen the Chaos Gods true plans and had attempted to warn the new Imperial Governor of the sector. However like all humans the new Imperial Governor distrusted aliens, and he had also recently attended the Imperial School of Strategy, as a result he believed he ‘knew it all’. So he ignored the Eldars warnings. Instead he believed the Eldar were attempting deceive him, so that they could take-over the sector for themselves. 


 


Luckily for the Governor when Chaos attacked the Orina solar system the Eldar decided that Gibraltar must not fall into the hands of Chaos. As a result the Eldar dispatched forces to assist the Ultra Space Marine Chapter, which the Imperial Governor had sent to reinforce Imperial Guard Regiments on Gibraltar, when he heard that Singapore had fallen.





However the Eldar Farseers had not foreseen that Chaos had subverted an Imperial Guard force holding the fortified line on a land bridge and recruited Orcs to assist them (in return for a share of the plunder). Now Chaos has to capture the land bridge before the Imperium and Eldar can mobilise additional reinforcements, while the Ultra Marines and Eldar have to hold off the combined Chaos, Orc and Imperial Guard traitor forces until reinforcements arrive.


 











Introduction





I have intentionally designed the campaign with a simple set of rules. The intention is that two or more players can turn up at a club meeting and have to spend only 30 minutes moving forces around on the map until opposing forces meet and they can then fight a battle, without needing my assistance. After the club meeting all the players need to do is report the result of the battle and hand the maps, which they marked the movement of their forces on, to me. I will post out campaign updates a week or so after each club meeting. Players can also fight campaign battles at home.





Campaign Set-up





- To become involved in the campaign a player has to:


	


	* Have at least 3000 points of troops.


	* Design a 3000 point army list and hand it to me the list at a club meeting.


	* Supply me with their address and telephone number if I don’t have it 				already.





Turn Order





1 Movement Phase





- From here on all forces which start in the same square at the beginning of the 	turn and then move together through the same squares during the turn are called 	‘a force’.





1a) Each side rolls a 1d6, the side which rolls the highest gets to choose whether 	they move first or second during phase 2b of the movement phase.





2b)  Players alternately move one force at time, until all the forces the players 	wish to move have been moved. No force, on either side, maybe moved twice 	in a turn.





2b) Both sides record movement.





2d) The side which rolled the highest declares if he wishes to attack an opposing 	force in a square adjacent to one of his forces. If an attack is declared go to 	phase 3 straightaway.





2e) The side which rolled lowest declares if he wishes attack an opposing forces 	in a square adjacent to one of his forces. If an attack is declared go to phase 	3 straightaway.





2f) If neither side has declared an attack go back to phase 2a.





3 Battle Phase





3a) Set up and conduct battles in the following order.





	* Calculate and declare army sizes.


	* Select detachments for each army from the 3000 point army lists.


	* Allocate experience and war engine (WE) battle honours.


	* Set-up terrain.


	* Deal fate cards.


	* Roll to randomly determine which the 8 broad edges (broad edges 		 	include corners) the attacker will enter on.


	* Both sides write on a piece paper the attack or defence plan they will use 		in the up coming battle, then both sides declare what their plan is. Note 			the plan which players initially declare may be different from the plan they 		have written on the piece of paper.


	* Fight the battle.


	* Workout experience and titan honours.


			* Roll for each sides losses.


		* Conduct retreat and advance moves.


			* Record losses, retreat and advance moves.			





4 End Phase





4a) Each Choas recieves a 1d3 for reinforcements. The Space Marines roll 1d6 	reinforcements if they have less force points than Chaos, otherwise they 	receive 1d3 reinforcements. All reinforcement force points are placed in their 	sides supply depot.





4b) Record the result of the battle, retreat and advance moves and the entrance 	of reinforcements.





4c) The turn ends, if the players wish to play another turn then restart at phase 	1a.





The Movement Phase





- There maybe any number of force points in a single square.





- During movement a side may move all the force points in a single square, the 	force points do not have to end their movement all in the same square.





- A force has 3 movement points per turn, if it ends its movement in an enemy 	zone of control. A force as 4.5 movement points per turn, if ends its movement 	not in an enemy zone of control.


-  It costs a force 1 movement point to move a square vertically or horizontally and 	1.5 movement points to move diagonally. 





- Movement points may not be saved from turn to turn.





- Forces may move across any terrain without restriction, except mountains which 	are impassable. All other terrain only affects the terrain layout for battles.





- All forces’ have a ‘zone of control’ which extends into each square adjacent to a 	force (including diagonally).  However zones of control don’t extend across 	square sides which have mountains.





-  A force must stop moving immediately if it enters an enemy force’s zone of 	control, even if it is moving into a square which is already occupied by a friendly 	force. 	





Supply





- A force is consider to be out of supply if it cannot trace an uninterrupted line of 	supply back to its supply depot. An uninterrupted line of supply can not go 	through a square occupied by an enemy force or enemy zones of control, 	excepted if the enemy zone of control it enters are occupied by a friendly forces.


	Supply lines can’t cross mountains.





- A force which is out of supply may not move away from its supply depot, it must 	move towards its supply depot. If an out of supply force cannot move towards 	its supply depot without moving through a square occupied by an enemy force, it 	must attack one of the blocking enemy forces in an attempt to defeat it. A force 	which is out of supply that fails to defeat an enemy force is destroyed.





- Note a force out of supply suffers negative affects when fighting battles, these 	negative affects are outlined in the battle section of the campaign rules.





Battles  





- From here on in the side which declared an attack is called the attacker and 	other side is called the defender.





- When declaring an attack, the attacker can only use a force in one square 	to attack an enemy force in an adjacent square. 





- Conduct battles in the following order.





	* Calculate and declare army sizes.


	* Select detachments for each army from the 3000 point army lists.


	* Allocate experience and WE battle honours.


	* Set-up terrain.


	* Deal fate cards.


	* Roll to randomly determine which 4 the broad edges the attacker will 			enter on.


	* Write down and declare attack and defence plans.


	* Fight the battle.


	* Workout experience and titan honours.


			* Roll for each sides losses.


			* Conduct retreat and advance moves.


			* Record losses, retreat and advance moves.





Calculating Army Sizes





- The side with the greater amount of force points automatically starts out with a 	3000 point army. The side with the smaller number of force points as an army 	in relative proportion. For example if one force had 12 force points and the other 	force had 8 force points. The side with 12 Force point force would have a 3000 	points army and the side with a 8 force point force would have a 2000 point 	army.  





- Players can mutually agree to make the larger forces army 1000,1500 or 	2000 	points, instead of 3000 points, if they wish to get the battle over quicker.





Selecting Detachments





- Each player selects the detachments for his army from his 3000 point army list. 	The total points value of the detachments in his army may not be more than the 	army size calculated above. Note players can not take parts of detachments on 	their army list, they must use complete detachments as written down on their 	army list.


  


Joint Battles





- It is acceptable for Space Marines and Eldar, Orks and Chaos or Chaos and 	Imperial Guard armies to fight along side each other on the same battlefield. As 	long as:





	* Each army type is control by a different player.


	* The armies are not intermingled on the battlefield.


	* Enemy detachments are not assaulted by detachments from both armies 		  in the same assault phase. 





- If two different army types are fighting on the same side (for example Space 	Marines and Eldar), then each army is half the army size calculated above.





- Because Imperial Guard hate Orks, Imperial Guard detachments may never fight  	on the same battlefield as Orks 





Allocating Experience





- See experience rules below





Terrain





Terrain Type�
Description�
�
Mountains�
Are impassable to all forces and supply lines.�
�
Rivers�
If the attacker is attacking across river the defender must place a river in his half of the battlefield.�
�
City  Suburbs�
If the battle is being fought in a cities suburbs, place between 12 and 21 buildings and/or ruins on the battlefield, the side which holds the city centre places two thirds of the buildings in their half of the battlefield.�
�
City Centres�
Completely cover the battlefield with buildings and ruins, only leaving space for roads and possibly parks or parking lots.�
�
Open spaces�
Place no more than five buildings. Because the buildings represent either a farm settlement, a mining settlement or a military outpost, only use the Orc buildings or similar types of buildings.�
�



Mountains�
-�
�
River�
=�
�
City centre�
�
�
City suburbs�
�
�



General Rules





- In all battles (except where defender has declared he is retreating) players roll 	randomly, after terrain has been placed, to determine which one of the eight 	board edges (this includes corners) the attacker will enter on.





- The objective rules are used, the attacker can choose any objectives, but the 	defender can only choose cleanse or rescue objectives. The attacker chooses 	one objective per 500 points in his army (rounding factions up) and the defender 	chooses one objective per 500 points in his army (rounding fractions down). 





- The player that reduces the opposing army’s morale to 0 or less wins the battle. 	If this hasn’t happened by end of the 6th turn, or if both players morale falls to 0 	or less in the same turn, then the army with the higher morale value wins. When 	the defender is retreating the battle continues until 6th turn or until the defender 	has no more units on the broad. 





Supply





- All the detachments in a army which is out of supply have -2 whenever they 	want perform a special order, such as marching, going on overwatch or 	assaulting. Even a detachment that has no blast markers on it must still roll a 3 	or more to perform a special order. The -2 does not count for morale purposes 	or reducing a armies morale value. The -2 represents ammo and fuel running 	out, the lack of replacement parts and troops psychological reaction to being cut 	off.





Attack Plans





- The attacker must decide whether he is going to conduct a standard attack, a 	fast attack, a cordon or a flank attack. If the attacker is conducting a flank 	attack, he may initially declare he is conducting a standard defence or cordon to 	hide his true attack plan. If the attacker decides to conduct a cordon, he may 	initially declare that he is conducting an standard attack or a flank attack, to hide 	his true attack plan.





Attack Plan�
Description�
�
Flank Attack�
The attacker splits his force into a pinning and flanking force and writes down which side of the table his flanking force will enter on. At least a third of the attackers army must be flank marching. The pinning force enters the battle field as per meeting engagement rules. Detachments in the flanking force enter the battlefield using the reserve rules. Flanking detachments must enter on the enemy half of table, on the side written down by the attacker. The attacker rolls on the reserve table to see when his flanking detachments enter the battlefield. If the defender is conducting a counter attack the attacker may not roll on the reserve table until turn three to determine if his flanking when his detachments enter the battlefield.�
�
Cordon�
The attacker detaches a third of his army to prevent the defender carrying out a flank attack. The attacker enters the battlefield as per the meeting engagement rules with the remaining two thirds of his army. If the defender is conducting a flank attack, then each time a flanking detachment enters the battlefield the attacker rolls a 1d6, on a roll of 4 to 6 the detachment is automatically counted as being reduced to half strength, on a roll of 1 to 3 the detachment is unaffected (only roll once per detachment), immediately deduct the morale points from defenders army morale. Whatever the result all the defenders flanking detachments are driven off by the cordon and can not enter the battlefield. The attacker may recall his detachments on cordon duty from turn two onwards, by rolling on the reserve table. If the attacker recalls his detachments on cordon duty from that turn onward none of the defenders flanking detachments will be reduced to half strength or driven off. �
�
Fast Attack�
A fast attack prevents the defender from using the hidden troops and fortification rules. If the defender has any defence plan, other than counter attack, he rolls on the reserves table (treat turn 2 on the table as turn 1) to see which of his detachments enter the battlefield on turn one. All the other detachments in the defenders army must enter using the reserve rule (treat turn 3 on the table as turn 2 and so on). If the defender is conducting a counter attack then both sides forces enter as per meeting engagement rules.�
�
Standard Attack�
All the attackers army enters the battlefield, as per the meeting engagement  rules. A standard attack means that the defender can use the hidden troops and fortification rules.�
�



Defence Plans





- The defender may must decide whether he is going to conduct a standard 		defence, a counter attack, a flank attack, a cordon, a retreat or a false retreat. 	If the defender is conducting a flank attack, he may initially declare he is 	conducting a standard defence or cordon to hide his true defence plan. If the 	defenders defence plan is cordon he may initially declare he is conducting a 	standard defence or flank attack to hide his true defence plan. If the defender is 	conducting a false retreat, he may initially declare he is conducting a retreat, to 	hide his true defence plan.  





Defence Plan�
Description�
�
Cordon�
The defender detaches a third of his army to prevent the attacker carrying out a flank attack. The defender sets up half way onto the battlefield with the remaining two thirds his army. If the attacker is not conducting a fast attack the defender may use the hidden set-up and fortification rules. If the attacker is conducting a flank attack, then each time the attacker rolls that a flanking detachment enters the battlefield roll a 1d6, if the roll is a 4 to 6 the detachment is automatically counted as being reduced to half strength, on a roll of 1 to 3 the detachment is unaffected (only roll once per detachment), immediately deduct the morale points from the attackers army morale. Whatever the result all the attackers flanking detachments are driven off by the cordon and can not enter the battlefield. The defender may recall his detachments on cordon duty from turn two onwards, by rolling on the reserve table. If the defender recalls his detachments on cordon duty from that turn onward none of the attackers flanking detachments will be reduced to half strength or driven off.�
�
Counter Attack�
The defender abandons his defences to catch the attacker by surprise. If the attacker has any attack plan, other than fast attack, he rolls on the reserves table (treat turn 2 on the table as turn 1) to see which of his detachments enter the battlefield on turn one. All the other detachments in the attackers army must enter using the reserve rule (treat turn 3 on the table as turn 2 and so on). If the attacker is conducting a fast attack all his detachments enter on turn one, as per the meeting engagement rules and all the defenders detachments deploy up to half on to the battlefield. The defender loses the benefit of a river, if the attacker was attacking across one. �
�
Flank attack�
The defender splits his force into a pinning and flanking force and writes down which side of battlefield his flanking force will enter on. At least a third of the defenders army must be flank marching. The defenders pinning force sets up to half way onto the battlefield. If the attacker is not conducting a fast attack the defender may use the hidden set-up and fortification rules. Detachments in the flanking force roll to enter the battlefield using the reserve rules. Flanking detachments must enter on the enemy half of table, on the side written down by the attacker. If the attacker is conducting a fast attack the defender may not roll on the reserve table until turn three for his flanking detachments to enter the battlefield.�
�
False Retreat�
The table is set up lengthways and the defender must set up in  an area which is between 50cm and 80cm away from the attackers broad edge. The defender may use the hidden set-up and fortification rules, as long as the attacker is not conducting a fast attack. The defender must place at least a third of his forces in reserve. From turn 2 onward the defender decides which detachments in reserve will enter the battlefield in that turn. The defenders reserve detachments may enter at any point along any broad edge, as long the entry point is not on the attackers broad edge. A defending detachment which retreats off the defenders broad edge at more than half strength may automatically re-enter in any subsequent turn. If attacker is conducting a standard attack his detachments may only enter using the reserve rule, treat turn 2 on the reserve table as turn 1 and so on. If attacker is conducting either a fast attack all forces enter the battlefield on turn one. No objectives are placed on battlefield at the beginning of the battle.�
�
Retreat�
The table is set up lengthways and defender must set up in area between 50cm and 80cm away from the attackers broad edge. The defender may use the hidden set-up and fortification rules, as long as the attacker is not conducting a fast attack. Any defending unit that does not make it off the defenders broad edge before the end of turn six is consider to be destroyed. If attacker is conducting a standard attack his detachments may only enter using the reserve rules. If attacker is conducting a fast attack all his forces enter the battlefield on turn one. If attacker is conducting a standard attack his detachments may only enter using the reserve rule, treat turn 2 on the reserve table as turn 1 and so on.  No objectives are placed on battlefield at the beginning of the battle.�
�
Standard Defence�
The defender sets up to half way onto the battlefield with his army. If the attacker is conducting a fast attack the defender may not use the hidden set-up and fortification rules, otherwise the defender may use them.�
�



Bobby Traps, Minefields and Fate minefields





- If the defender has hidden troops then he can use minefields and/or booby traps. 	The defender has a total number of minefields and booby traps equal 25% of 	the number detachments in his army (round down) plus per two of his 	detachments that do not start deployed on the battlefield. So if the defender had 	7 detachments in his army and 2 detachments to were flank marching, he would 	have 3 minefields (i.e 1.4+1=2.4 rounded down to 2). The defender has the 	same number of fake minefields/boobytraps has he does real ones.    





Battle Results 





- If both sides morale drops below zero in the same time turn or if both sides have 


  morale is above zero at the end of the turn six, then the side with higher morale 	wins a tactical victory and the side with lower morale wins a tactical defeat.    





- Each side calculates the total points value of the detachments in their army 	which were reduced to half strength or less and of WEs that have lost half more 	of their damage points, and what percentage this is of the starting points value 	of their armies.





- An army which suffers an outright defeat losses a number of force points equal 	to percentage that was calculated above (round fractions up). For example, 	if an army which had 9 force points loses a battle and had detachments equal to 	50% of its armies initial points value reduced to half strength or less, it would 	lose 5 force points (9/0.5=4.5, rounded up to 5).





- An army which either has an outright victory, tactical victory, retreated or is 	tactically defeated loses a number of force points equal to half the percentage 	that was calculated above (round fractions down). For, example if an army 	which had 9 force points has an outright victory, tactical victory or suffers a 	tactical defeat and had detachments equal to 50% of its armies initial points 	value reduced to half strength or less in the battle, it would lose 3 force points 	((9*0.5)/0.5=2.25, rounded up to 3).





Retreat and Advance Moves





- If one side loses a battle in 3 turns or less (except when the defender has 	retreated) then the victor retreats the losing sides force 2 squares towards the 	losing sides supply depot. If the way is blocked by mountains and/or all the 	squares are occupied by enemy forces, the retreating force is destroyed. Note 	moving into enemy zones of control does not stop the losing forces retreat. 





- If either side lost the battle in 4 turns or more, then the victor retreats the force 	that lost the battle 1 square towards the losing sides supply depot (except when 	one side retreats). If the way is 	blocked by mountains or all the squares are 	occupied by enemy forces, the retreating force is destroyed. Note moving into 	enemy zones of control does not stop the losing forces retreat. 





- If a player retreated, then he may decide if his forces retreat one or two squares 	and where they retreat to.





- The side which won the battle may advance as many force points has it wishes 	into the square that was vacated by the losing side. If losing side had to retreat 	two squares, the winner of the battle may place his force points in unoccupied 	squares that are adjacent to the square that the losing sided vacated. The 	winner of the battle does not have to advance at all if he does not wish to. 





Starting Forces





- The combined Chaos, Ork and Traitor Imperial Guard deploy 27 force points 	within 3 squares of the Chaos supply depot.





- The Eldar and Space marines then deploy 18 force points anywhere except 	within 6 squares of Chaos supply depot. 





Victory Conditions





- Chaos has move onto the Space Marine/Eldar supply depot to win, any other		result is a victory for the Space Marine/Eldar side.





Campaign Comments and Hints





- Although it looks unfair that Chaos starts with 50% more force points than the 	Space Marines and Eldar, it is not unfair for two reasons. First, Chaos has to 	fight its way across the land bridge. As Chaos moves across the land bridge his 	forces will be further away from his reinforcements and the Space Marine/Eldar 	will be closer to their reinforcements. Second, the defender in battles has the 	advantage in this campaign, the attacker needs superior forces to cancel out the 	benefits of fortifications and hidden troops. Third the Space Marine/Eldar receive


	will twice as many reinforcements per turn on average.





- Chaos must try and win the campaign as quickly as possible, because the longer 	the campaign goes on the smaller the gap will become between the two sides 	become, as the Space Marine/Eldar receive reinforcements. Chaos must use 	superior numbers to try and win battles in three turns. This will allow Chaos to 	advance faster and possibly cut off the supply routes of the Space Marine/Eldar 	forces. The best types of attack plans for Chaos are standard attack, fast 	attack and flank attack.





- The Space marines and Eldar forces primary aim is slow down the rate of 	Chaos advance. The Spacemarine and Eldar forces should do hit and run 	attacks attempting to inflict more casualties than they receive. The aim is to 	suffer the least amount of casualties, so that the combination of reinforcements 	and enemy causalities inflicted will far out weigh any losses.





- Both sides should attempt to keep continuos line of zones of control right across 	the land bridge, because if they don’t they risk enemy force moving through the 	gaps and cutting off supply and retreat routes.





EPIC EXPERIENCE





Using Experience





- Detachments can be one of five levels of experience green, experienced veteran, 	crack and elite.





- After you have selected the detachments from your army list which will be 	involved in the battle, but before the battle begins each player must allocate 	experience points to his detachments and titan battle honours to WEs. 





- If a player has 3000 point army then he must allocate all the experience point 	and titan battle honours his side has to his detachments, if player has 1500 point 	army he must allocate half the experience points (round fractions down) and 	titan battle honours his side has to detachments and so on.





- A detachment allocated zero experience points is treated as experienced, except 	space marines, war engines & command detachments which start as veterans.





- Experience points may be allocated to any detachment, but cannot be used to 	purchase battle honours.





Using Battle Honours





- Only WE that are elite may be allocated battle honours. 





- Battle honours are purchased immediately after a battle and may not swapped 	for other battle honours in future battles.





Benefits gained form Experience





Experience Level�
Benefits for Ground Detachments�
�
Green�
Removes D6-2 blast markers�
�
Experienced�
Standard rules apply�
�
Veteran�
Detachment becomes stubborn�
�
Crack�
Removes d6 blast markers in the rally phase�
�
Elite�
+1 modifier in assaults and fire fights�
�



Experience Level�
Benefits for Flyer Detachments�
�
Green�
Intercept -1�
�
Experienced�
Standard rules apply�
�
Veteran�
Intercept +1�
�
Crack�
Gunnery +1�
�
Elite�
Armour +1�
�



Gaining and Losing experience


 


+1 For each detachment fighting in a battle.


+1 If the detachment claims a previously unclaimed objective (this does not 			apply to flyer detachments).


+1 Each time the detachment rolls a 6 in an assault or fire fight (this does not 		apply to flyer detachments).


+1 Wreck or destroy a war engine detachment.


+1 Reduce opposing flyer detachment to half strength or below (applies only to


	flyer detachments).


- 3 If the detachment falls below half strength.


- 6 For each which is detachment is wiped out.


- 6 For each detachment altered.





Note: The -3 for a detachment falling below half strength is not culminative with -6


	       for a detachment being wiped out. 





- After each battle add up all of the above and divide by 5 (round down), this is the 	amount of experience gained.





- Experienced is gained for all of the force on your side as a whole, not for 	individual detachments.





Gaining and Losing Battle Honours





- A player can then choose to trade in experience points gained in the latest battle 	for rolls on the WE battle honour table. For ever experience point traded in a 	player gains one roll on the WE battle honour table.





- If 50% or more of the personal in a WE detachment are killed then all crew and 	commander battle honours allocated to that WE detachment are lost. If WE is 	destroyed (or 50% if applicable to the entire detachment) the war engine 	upgrades allocated to it are lost.





Titan Battle Honours for Epic 40k





- All honours are only available once per WE. Those that specify ‘titan’ in the 	description are only available for titans (same for gargants, also applies to 	Lord of Battles). Honours apply to entire detachment, but are applied only 	once for each honour.


For example:





* Fast and Tactical Genius effect all units in the detachment.


* Marksmanship effects one weapon system per honour, and may be taken once 	per unit. (a unit of 3 Shadow Swords could have this honour 3 times - once per 	tank).


*	Lucky may be used once by the entire detachment per battle.


- If a War Engine is eligible to receive a new honour, roll 2D6 and consult the table 	below to determine what type of honour the WE gets. The player may choose 	any honour within the rolled category.





Roll�
Category�
�
2-3�
Player’s choice�
�
4-5�
Crew skill (Hive mind for Tyranids)�
�
6-7�
Commander skill  (Hive mind for Tyranids)�
�
8-10�
War Engine Upgrade  (Hive mind for Tyranids)�
�
11-12�
Player’s choice�
�



Imperial





Crew skills:





      * Damage Control - +1 to all repair rolls (including void shields).


      * Lucky - re roll one die per battle (may be taken more than once).


      * Marksmanship - one weapon system causes criticals on 5+ instead 


        of 6, or gets +1 to the critical damage roll if it is a death ray.


      * Accurate - one weapon system - weapon with fire power (HOB, and 


        barrages) get +4 fire power, death ray gets +1 to critical roll, other weapons 		get +1 to hit.


      * Fast - +5 cm additional movement.





Commander skills:





      * Berzerker - re roll close combat or fire fight die once per turn.


      * Damage Limitation - ignore first critical (apply once to entire detachment per 		battle).


      * Legend - WE detachment gains command ability.


      * Lightning Reflexes - may always fire first (counts as firing action).


      * Tactical Genius - WE detachment may always choose to move first or last.





War Engine upgrades:





	* Heavy Armour (unavailable for scout titans) - +4 DC, +8 for 


        Imperator, +2 for Super heavy tanks.


      * Ejection Pods - Crew survives WE destruction 2+.


      * Turbo Weapon - One system counts as being on overwatch.


      * Extra Shielding - Titan gains 2 additional shields.


      * Castellan Head/Devotional Bell (unavailable for scouts) - Titan gains Psyker 	ability.











Eldar





Crew Skills:





      * Bone singers - +1 to repair rolls.


      * Lucky - as Imperial.


      * Pinpoint Gunnery - as Imperial Marksmanship.


      * Fast - as Imperial.


      * Hip Shooting - WE may fire during the vehicle fire phase, all SHWs.


        have -1 to hit.





Commander Skills:





      * Damage Limitation - as Imperial.


      * Lightning Reflexes - as Imperial.


      * Tactical Genius - as Imperial.


      * Farseer Commander - gain extra fate card (one per detachment).


      * Agile - WE may make an extra 45 degree turn each move.





War Engine Upgrades:





      * Gate - as Imperial escape pods.


      * Turbo Weapon - as Imperial.


      * Mandi-Blasters - titan gains 4 fire power at 15 cm range (applies to one titan 


        per honour).


      * Reinforced Structure - -1 on all critical damage rolls taken.


      * War Cry - as Imperial Berzerker.


      * Psychic Conduit/Legend - as Imperial Legend.





Ork





Crew Skills:





      * Super Riggers - as Imperial Damage Control.


      * Lucky - as Imperial.


      * Shooty Boyz - as Imperial Marksmanship.


      * Speed-Freek Mekboy - as Imperial Fast.


      * Mek Shieldboy - gargant automatically has maximum shields, 


        Warboss gets max +2.


Warboss Skills:





      * Dirty Fighter - as imperial Berzerker.


      * Very Shouty - WE detachment gains command ability.


      * Low Cunning - as Imperial Tactical Genius.


      * Escape Plan - warboss survives gargant's destruction on 2+.





War Engine Upgrades:





      * Heavy Armour - +4 DC, +8 for mega-gargant, +2 for Battle fortresses.


      * Big Gunz - as Imperial Turbo-weapons.


      * Extra-Sturdy Bitz/Fire Hoses - -2 to first critical roll (once per 


        detachment per battle), gargant also immune to fires.


      * Spotting Platform - as Imperial Accurate.





Chaos





Crew Skills:





		* As Imperial.





Commander Skills:





	* As Imperial.





War Engine Upgrades:


      


	* Heavy Armour - as Imperial


     * Daemon Weapon - as Turbo Weapon, or cc weapon gains +5 


        assault and 2 fire power.


     * Extra Shielding - As Imperial


     * Daemon Prince Possession (not available for Khorne) - Titan gains 


        Psyker ability (applies to one per honour).


     * Chaos tail - Titan gains +5 assault (applies to one per honour)


     * Daemonic Aura - Titan causes fear: opponents must roll a leadership test in 


       order to move within fire fight range, and gain an additional blast markers 		when they do so.





Power-specific Honours:





      * Bloodlust of Khorne - WE gains +1 to die roll when participating in 


        or supporting cc. Titan gains +1 to hit units in cc.


      * Chosen of Khorne - WE may counter one fate card per battle.


      * Chosen of Tzeench - gain one additional fate card per battle.


      * Chosen of Slaanesh - as Eldar Agile.


      * Chosen of Nurgle - as Eldar Reinforced Structure.
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