Grand Warlord


Gave him a MW CC attack to match Ork Warlord.

Living Ancestor


Nothing from O&SW fluff suggested leader, added inspring though as they are venerated by other Squats. Also added Invulnerable Save when they're added to infantry units to represent their protective psychic powers.

Berserkers


Gave them Infiltrator as from O&SW "excel at clearing buildings and foritications ahead of the Brotherhood's advance". Plus it adds to their cost which helps prevent popcorning.

Guild Bikers


Went with Elsaurio's 35cm move, to match other bikes.

Hearthguard


Same stats from the three other lists.

Mole Mortar


Removed the save, as two Squat crew and a large weapon shouldn't have the same save as five Warriors. Also replaced Disrupt with Ignore Cover as I thought it fit the description of how the weapon works from O&SW better. Using 1BP from Mosc's and UK list.

Rapier


Removed the save (see Mole Mortar). Using 30cm range from Mosc's list as it's described as being shorter ranged in O&SW. Went with FF5+ from Elsaurio's list as 4+ seemed too good for its weaponry.

Tarantula


Removed the save (see Mole Mortar). Dropped the Heavy Bolter option and also Automaton. If it's INF it's crewed and thus controlled by the crew. Let the Imperial Fist LV version be the Automata.

Thudd Gun


Removed the save (see Mole Mortar) and Mounted as none of the other field guns are Mounted.

Thunderers


Same stats from the three other lists.

Warlord


Dropped the autocannon, as they only had bolters on the models and in O&SW. Basically made it a swap for Hearthguard, you either get their shot or the Warlord's better armor, MW CC, and Commander.

Warriors


Same stats from the three other lists.

Guild Trike


Same stats from the three other lists.

Guildmaster


Split the difference between Elsaurio's and UK's CC stat, made if a MW FS with no extra attack. Removed Invulerable Save as I couldn't find anything in O&SW to justify it.

Robot


Dropped the save down to 5+ as the models look closer to a Killa Kan then a Dreadnought. Removed Automaton to simplify and gave them Fearless instead.

Iron Eagle


Reduced the range of the Battle Cannon to match O&SW, upped FF4+ to match armament and compensate.

Thuderfire


Went with Mosc's stats for this as I thought they best fit the SM/TL era stats. I upped the FF to match the armament though.

Colossus


Upped it to 6 Void Shields and replaced Battle Cannons with Rapid Fire Battle Cannons to match O&SW. Used UK stats for the Plasma Missiles but shortened their range to match O&SW. Dropped Bolter Arrays as I figure the FF 

Cyclops


Upped it to 5 Void Shields and replaced Battle Cannon with Rapid Fire Battle Cannon to match O&SW. Replaced Crucible Cannon (fan name?) with Melta-Cannon from O&SW with the current EA stats for it. The missiles are pretty close to the Colossus ones in O&SW, just less barrage-y, so I made them like that here.

Goliath


Used the UK stats but gave it a range bump. Mandated Indirect Fire.

Land Train


Reworked this abit, making the cars characters that you add. The Engine had it's battle cannons upgraded to rapid fire to match O&SW. The Dragon car was made to work like a Inferno Gun (same stats in SM/TL), I made it straight shots instead of BP though. The Motar car got a range bump from the UK stats, and the Bomb car was made a single shot giving you one massive barrage.

Levithan


Upped to DC5 to match Colossus and Cyclops, changed transport to allow for Iron-Breaker Squadron from O&SW.

Overlord


Tried to downgrade this from the UK and Mosc's version while still keeping it WYSIWYG. I twinned the autocannons and added arcs to the Battlecannons to reduce what could be brought to bear. The melta bombs shooting attack was removed and the FF given MW to represent the bomb's as even more short range. I also remove the flak cannon and spotter. I did add an invulnerable however, from the rules for O&SW.

