3.0 WAR ENGINES 

<<<Insert that ‘how much like a god is he’ quote from Titan Legions>>>

The battlefields of the 41st millennium are home to some awesomely large vehicles, many of which tower high above the battlefield and carry weapon batteries of terrifying potency. Most famous of all of these are the Titans created by the Adeptus Mechanicus of the Imperium, but there are many others including the Gargants fielded by Ork armies and the living ‘bio-Titan’s’ fielded by the Tyranids. All of these creations are referred to as war engines in the Epic rules.

War engines include all very large machines, such as Ork Gargants, Imperial Titans, Guard Baneblades and Marine Thunderhawk Gunships. Because of their huge size and awesome toughness war engines are very differently to other units, and because of this many of the core game rules are modified when it comes to the way that they treat war engines. 

This said, the main difference between a war engines and a normal vehicle is that the war engine has a damage capacity (abbreviated DC) that shows how many ‘kills’ the war engine can absorb before it is destroyed. For example, a Warlord Titan has a DC of 8, and it therefore takes eight ‘kills’ to destroy it. A war engines starting damage capacity is also used to work out how many dice it rolls in an assault, how easy it is to pin and so on. For most rules purposes a war engine counts as being ‘worth’ a number of units equal to its starting damage capacity. This and all of the other modifications to the core game rules are described in detail below.

<<< Include some pics of different sorts of WE >>>

3.1 WAR ENGINE MOVEMENT

War engines follow the same movement rules as any other unit. War engines that fail a dangerous terrain test suffer a hit (see the damage rules below). 

3.1.1 War Engine Formations

War engines are so large that usually operate as single units. Although only one unit, the War Engine is still a separate formation, and all of the rules that apply to formations apply to it also.

Some smaller war engines like Baneblades operate in formations of more that one unit. The only change to the normal rules for formations is that the different units count as being within formation coherency distance if they are within a distance equal to their starting damage capacity x 5cm of another unit from the formation. For example, a Bandeblade has a starting Damage Capacity of 3, and so will be in formation as long as it is within (3x5) = 15cm of another unit. 

3.1.2 Transport War Engines

Some war engines are capable of transporting other units. These war engines are an exception to the rule that transport vehicles may only carry units for their own formation. Instead a war engine transport vehicle can carry units from another formation, as long as the entire formation can fit inside the war engine, and as long as the entire formation mounts up as part of the same move.

For a formation to mount up in this way the units that are getting on board must be able to move into base contact with the war engine during their action. Once the units being transported have mounted up the war engine can move off with them inside as part of one of its own actions, and can dismount the transported units at the end of a move in the same way as a normal transport vehicle (i.e. the units are placed within 5cms at the end of a move). 

While being transported the units may not shoot or carry out any other actions except to regroup or rally. 

3.1.3 War Engine Zones Of Control

War engines have a zone of control like any other unit. In an assault they only lose their zone of control once they have been charged by a number of units equal to their starting damage capacity. 

3.2 WAR ENGINE SHOOTING

The following special rules apply when shooting either at or with war engines. 

3.2.1 Allocating Hits To War Engines

Normally you may only allocate one hit to a unit in a formation until all units in the formation have been allocated one hit each. This doesn’t apply to War Engines. Instead the defender allocates a number of hits equal to the War Engines starting damage capacity before he allocates any hits to other units. 

Special rules apply to war engines that are attacked by weapons that use templates (see Barrages x.x). Normally these weapons attack each unit that falls under the template once each. However, due to its huge size if a war engine lies directly under the centre of a template, then it is subjected to a number of attacks equal to half its starting damage capacity, rounding fractions up. For example, a Baneblade (DC3) caught under the centre of a template would be attacked twice. You may wish to make sure that your barrage templates have a small hole in the centre so that you can see if a war engine suffers the full effect of the bombardment or is only attacked once.

<There’ll be a diagram for this in the rules!>
3.2.2 War Engine Damage Capacity

Shooting at war engines is resolved in the same way as normal shooting. However, unlike normal vehicles, war engines are able to absorb more than one hit before they are destroyed. The number of hits a war engine can take is shown by its damage capacity. Each hit that is not saved against will reduce the war engines damage capacity by one point, and the war engine is only destroyed once its damage capacity is reduced to 0.  Place one blast marker on the war engine’s formation for each point of damage that it suffers. 

3.2.3 Critical Hits

The weapons used in the Epic are so destructive that they have the ability to destroy or damage even the largest target if they hit the right place. To represent this, any hit on a war engine (no matter how it was inflicted) has a chance of causing critical damage. Roll a D6 for each hit scored on a war engine. On a roll of 1-5 the targets suffers normal damage and its damage capacity is reduced by one point. On a roll of 6 the hit has caused critical damage; the war engine still loses one point of damage capacity, but in addition suffers a critical hit. 

The effect of a critical his is listed on the war engines datasheet and will vary from one type of war engine to another. For example Imperial Titans are vulnerable to hits on their dangerously unstable plasma reactors, while Ork Gargants are renowned for catching fire, and so on. 

<<< INCLUDE EXTENDED EXAMPLE >>>

3.2.4 Blast Markers

Every time a war engine loses a point of damage then the formation it is part of receives one blast marker. Note that losing defensive shield like Imperial Void Shield or Ork power fields does not inflict blast markers on the war engine. 

It requires a number of blast markers equal to a war engine’s starting damage capacity to suppress or break a war engine. Add the starting damage capacity of any functioning war engines in a formation together in order to find out how many blast markers are required to break the formation. If the formation includes units that are not war engines, then add the starting damage capacity of any functioning war engines in the formation to the number of other non war engine units to find the formation’s break point. For example, an Ork formation with a Battlefortress (DC3) and six Boyz would be broken once it had received a total of 3+6 = 9 blast markers.

A broken war engine is assumed to have a number of blast markers equal to its starting damage capacity for all rules purposes. If there are any enemy units within 15cms of the war engine after it makes a withdrawal then it suffers one extra point of damage (no save allowed) for each enemy unit that is within 15cms. Additional hits caused by losing an assault or receiving blast markers while broken cause one point of damage each. Roll for critical hits from these extra hits as you would normally. 

War engines rally using the normal rules. 

3.2.5 Titan Killer Weapons

Some units are armed with weapons that are noted as being Titan Killers. Many of these weapons are capable of taking down a war engine with a single shot. 

Enemy units hit by such weapons may not take a cover or armour save, even if they have reinforced armour. Note that cover to hit modifiers do apply. 

In additions Titan killer weapons will have a dice roll noted in brackets on their data sheet. For example, the Volcano Cannon mounted on an Imperial Guard Shadowsword is noted as being a Titan Killer (D3) weapon. If such weapon hits a war engine then the war engine suffers damage equal to the roll of the appropriate sort of dice (see x.x below). Each point of damage will reduce the war engines damage capacity by one point. Roll for critical hits for each point of damage inflicted. War engines with protective shields lose one shield for each point of damage. Titan killer weapons that do not have a dice roll in brackets only inflict one point of damage.

3.3 WAR ENGINE ASSAULTS

War engines can be devastating in an assault, which is reflected in the following special rules.

3.3.1 Charge Moves

When a war engine charges it is allowed to ‘barge’ any non-war engine units belonging to the target formation out of the way and carry on with its charge move. Move the war engine as far as desired, and then place any units that were barged out of the way as close as you can to their starting point, while still touching the base of the war engine that so rudely pushed them aside. The maximum number of units a war engine can barge aside in this manner is two per point of it’s starting damage capacity. Note that war engines may not barge other war engines out of the way.

In addition to the above the rule that no more than two units may move into base contact with an enemy unit when they charge does not apply to war engines. Instead a war engine may be charged by up to two enemy units per point of its’ starting damage capacity (i.e. a Baneblade with a DC of 3 could be contacted by up to six enemy units). 

3.3.2 Close Combat and Firefight Attacks

Instead of rolling a single hit dice for each war engine in an assault, roll a number of hit dice equal to the war engines starting damage capacity. You may choose to split these between close combat rolls and firefight rolls as you see fit, but close combat rolls will only hit enemy units in base contact, while firefight rolls will only hits units within 15cm that are not in base contact. 

3.3.3 Result Rolls

When working out the result of an assault that includes a war engine, count each point of damage inflicted on a war engine as a ‘casualty’. Each surviving war engine counts as being equal to a number of units equal to its starting damage capacity when working out if one side outnumbers the other.

If a War Engine loses an assault, then it takes one extra point of damage for each point it lost the assault by. Take the hits on shields first. Roll for critical hits normally.

3.3.4 Macro-Weapons & Multiple Attacks

Assault weapons that have the macro-weapon ability and are fitted to a war engine only negate saves for hits inflicted by one of the war engine’s attacks. 

By the same token, if the war engine carries a weapon that has Multiple Attacks (see x.x above) then the Multiple Attack bonus only applies to one of the war engines attacks not all of them. 

If a war engine is armed with an assault weapon that has multiple attacks and is a macro-weapon, then both abilities will apply to one of the war engines attacks (i.e. you would multiply one of the war engines attacks by the multiple attack value and all of these attacks would ignore saves).

<<< INCLUDE EXTENDED EXAMPLE >>>

