Experimental, neigh Super Unstable
Iron Hands Chapter Army List v0.4
Space Marine Army Champion: Not Jimmy Zimms 
Rational:
	This is a list attempting to create a walker, machine/armour heavier astartes list as exemplified by the Iron Hands chapter. It slightly favors ground slogger and Tactical/Devastator detachments over Warhound + Thunderhawk A-GO-GO air assault play-styles. In addition, attempts to provide a reason to take dreadnoughts in an assault force. Tactical flexibility of the army as a whole is more limited than Codex Marines though fewer but larger formations provide greater resiliency.



Iron Hands Space Marine armies have a Strategy rating of 5. All Space Marine and Titan Legion Battlegroups have an initiative rating of 1+.
	Iron Hands Clan
(You may have any number of Iron Hands Clans but must take at least one)

	Clan
	Core Units
	Upgrades
	Cost

	1+ Iron Hands Clan
	4 Tactical units with 1 Commander plus transport, plus 1-2 of the following options:
-2 tactical units plus transport +75 points
-2 Devastator units plus transport + 125
-2 Veteran Officer units +125 points
(may take 1 Land Raider transport for +75 points)
	Great Council Retinue, Dreadnought, Venerable Dreadnought, Hunter, Vindicator, Land Raider
	250 points



	Iron Hands Restricted Formations
(No more than 1/3 of the army’s points may be spent on Iron Hands Restricted Formations. Mechanicum Allies and upgrades to these formations count towards this total)

	Formation
	Units
	Upgrades
	Cost

	Assault
	4 Assault units
	Commander
	175 points

	Bike
	5 Bikes
	Commander, Attack Bike
	200 points

	Land Speeder
	5 Land speeders
	Commander
	200 points

	Storm Talon Gunship
	1 or 2 Storm Talons
	None
	100 points each

	Storm Eagle Squadron
	Up to 3 Storm Eagles
	None
	175 points each



	Iron Hands Detachments
(An Iron Hands army may contain any number of Iron Hands Detachments)

	Formation
	Units
	Upgrades
	Cost

	Heavy Support
	2 Tactical units, 4 Devastator units plus transport
	Commander, Veteran Officers, Dreadnought, Hunter, Vindicator, Land Raider
	325 points

	Light Recon
	2 Tactical units, 4 Aspirant units plus transport
	Commander,  Dreadnought,  Razorback, Hunter
	225 points

	Predators
	4 predators (Annihilator and/or Destructor in any combination)
	Commander, Vindicator, Hunter
	250 points

	Vindicator
	4 vindicators
	Commander, Hunter
	225 points

	Whirlwind
	4 Whirlwinds
	Commander, Hunter
	300 points

	Thunderhawk
	1 Thunderhawk Gunship
	None
	200 points

	Landing Craft
	1 Landing Craft
	None
	350 points

	Strike Cruiser
	1 Strike Cruiser
	Battle Barge
	200 points



	Iron Hands Upgrades
(Up to two upgrades may be Iron Hands detachment or once per Clan)

	Formation
	Units
	Cost

	0-1 Great Council Retinue
	1 Great Council Retinue unit and 1 Veteran Officers unit
OR
2 Venerable Dreadnoughts (one gains Supreme Commander)
	+225 points
OR
[bookmark: _GoBack]+200 points

	Commander
	Add 1 of the following to the formation: Iron Father, Captain, Librarian
	+50 points

	Veteran Officers
	Add 1 Veteran Officers unit
	+75 points

	Battle Barge
	Replace Strike Cruiser with Battle Barge
	+150 points

	Dreadnought
	Add 1 or 2 Dreadnoughts
	+50 points each

	Venerable Dreadnought
(only one may be taken per formation)
	Add 1 Venerable Dreadnought to a formation
	+100 points

	Hunter
	Add 1 Hunter
	+75 points

	Land Raider
	Add 1 or 2 Land Raiders
	+75 points each

	Vindicator
	Add 1 or 2 Vindicators
	+50 points each

	Razorback
	Add any number of razorbacks, up to the number required to transport the formation
	+25 points each

	Aspirant Squad
	Add 2 Aspirant Squad units
	+75 points



	Mechanicum Allies
(No more than 1/3 of the army’s points may be spent on Mechanicum Allies. Restricted formations also count towards this total)

	Formation
	Units
	Upgrades
	Cost

	Warlord Titan Battlegroup
	1 Warlord Titan
	Add 1 or 2 Warhounds
 + 275 points each
	825 points

	Reaver Titan Battlegroup
	1 Reaver Titan
	Add 1 or 2 Warhounds
 + 275 points each
	650 points

	Warhound Pack
	2 Warhounds
	None
	500 points



	SPECIAL RULE – Cult of the Machine
If ANY friendly Titan or Venerable Dreadnought is destroyed, all formations within 30cm receive 1 blast marker marking the deep loss it represents to the chapter.



	SPECIAL RULE – Flesh is Weak
Once per turn, one formation with a Leader character or Venerable Dreadnought as part of the formation may invoke the Flesh is Weak special rule when engaging in an assault. For the rest of the turn the formation will be considered to have the Fearless ability. The Flesh is Weak rule must be declared IMMEDIATELY BEFORE undertaking the assault.



	Name
	Type
	Speed
	Armour
	CC
	FF
	Weapons
	Range
	Firepower
	Notes

	Council Retinue
	INF
	15cm
	4+
	3+
	3+
	Power Weapons
Storm Bolters
2x Assault Cannon
	(base contact)
(15cm)
30cm
	(Assault weapons), MW, EA+1
(small arms)
AP+5/AT+5
	Invulnerable Save, Supreme Commander, Reinforced Armour, Teleport, Thick Rear Armour, Allows additional Flesh is Weak use

	Iron Father
	CH
	n/a
	n/a
	n/a
	n/a
	Power weapon
	(base contact)
	(Assault weapons), MW, EA+1
	Invulnerable Save, Leader, Inspiring

	Veteran Officers
	INF
	15cm
	4+
	3+
	3+
	Power Weapons
Storm Bolters
2x Assault Cannon
	(base contact)
(15cm)
30cm
	(Assault weapons), MW, EA+1
(small arms)
AP+5/AT+5
	Reinforced Armour, Teleport, Thick Rear Armour.

	Iron Hands Devastator
	INF
	15cm
	4+
	5+
	3+
	Bolter
2x Las Cannon
	(15cm)
45cm
	(Small Arms)
AT5+
	

	Iron Hands Tactical
	INF
	15cm
	4+
	4+
	4+
	Bolter
Heavy Bolter
	(15cm)
(30cm
	(Small Arms)
AP5+
	

	Aspirant Squad
	INF
	15cm
	5+
	4+
	5+
	Heavy Bolter
Bolters
	30cm
(15cm)
	AP 5+
(small arms)
	Scout

	Storm Talon Gunship
	Aircraft
	Fighter
	5+
	n/a
	n/a
	2x Gatling Cannon
Missile Pod
	15cm
30cm
	AP6+/AA5+ FF
AP5+/AT6+ Forward
	

	Storm Eagle
	Aircraft
	Bomber
	4+
	6+
	5+
	Twin Multi-melta
Vengeance Launcher
 2x Twin Lascannon
	15cm
45cm
45cm
	MW4+ FF
AP4+/AA5+ FF
AT4+/AA4+ FF
	Reinforced Armour, Planetfall, Transport (may carry four of the following units: Space Marine Tactical, Devastator & Assault units OR
2 Veteran Officer and  Council Retinue.). The Multi-melta can shoot and be used to confer the macro-weapon ability to the unit's firefight value. A Storm Eagle formation counts as a single War Engine for transport purposes.

	Iron Hands Venerable Dreadnought
	AV
	15cm
	4+
	3+
	4+
	Missile Launcher
Twin Lascannon
OR
Power Fist
Assault Cannon
	45cm
45cm

(base contact)
30cm
	AP5+/AT6+
AT4+

(Assault Weapons), MW, EA+1
AP5+, AT5+
	Fearless, Reinforced Armour, Walker, Inspiring



Designer Notes:
This list is an attempt to provide a unique flavorful list, inspired by but not limited to the Iron Hands Space Marine Chapter while still being competitive. The Iron Hands suffer from minimal fluff, most of which does not lend itself to translation in Epic nor 40k gameplay directly. Therefore much of what is presented is extrapolated from what we know in what is, hopefully  :), a balanced entertaining list (or at least one that is at least logically derived).
· Iron Hands, and presumably their successors, are a completely non codex chapter. Instead of being based on the teachings of Guilliman, they are formed around the Clan Company which mirrors the independent autonomous nomadic tribes of their homeworld, Medusa. Each Clan is a completely self-contained and autonomous unit containing a relatively even proportion of each marine equipment and force asset in the Chapter as a whole. was taken from the Space Wolves list with their Great Company formation taking center stage, with minimal changes.
· The Iron Hands are known for their close, some say too close, ties to the Mechanicum and complete reverence for machines. In addition as dreadnoughts are somewhat second tier units in many other list (or at least perceived as less desirable) a goal was to make them a core theme running through this one. Due to their reverence and central-ness to the list, Venerable Dreadnoughts (found in several existing stable lists) have been added and were given the Inspiring ability and are an enabler of the Flesh is Weak special rule. In order to balance this powerful ability, restrictions on air assault (keeping with the theme) and keeping transport options to vanilla codex where possible were made. In addition, units with dreadnoughts gain extra BM when a dreadnought (or Titan) falls making them risky propositions. It is believed that this coupled with the slow movement should keep this under check and beardiness to a minimum.
· Assault marines and fast attack elements from the codex marines are allowed but limited in scope. Current, albeit limited, fluff connotes the Iron Hands as presenting a strong wall of marines that force through any resistance no matter the cost. Formations therefore favor ground slogger marines over Land Speeders and Assault marines (with Tacticals being given a slight cost bonus). This feature is somewhat similar to the Salamanders list.
· The fluff also connotes the Iron Hands favoring a mixed arms force and less relying on specialist formations and will willingly roll units into each other as more men are needed to overcome a foe through brute strength or as casualties are incurred. This is represented by the ability to field larger though fewer formations. This is generally balanced as the army will have fewer activations than most opponents and if overdone, will be hopelessly out activated in practice. The extra resiliency of the larger formations plays to the fluff that the Iron Hands through sheer tenacity will fight through any pain and fire to bring their foes to battle. Failure therefore is not due to inflexible tactics but due to weakness.
· After the Heresy, the Iron Hands have become notoriously insular and isolationist to the point that they have little contact with their successors, shun other Chapters, hate other 1st founding chapters for allowing them to be slaughtered at Isstvan, in general have nothing but contempt for the other Imperial military organizations and in general are unpleasant gits to be around. Therefore this list explicitly disallows navy allies. Use of the various Storm* formations for airpower are made instead.
· More specialized units like Scouts (renamed Aspirant Squads as one bit of fluff referred to them that way, an admitted conceit on my part) are rolled into main formations per the Clan structure. Somewhat similar to BT neophyte, it is extrapolated that they are more coupled and less independent than most Chapters and are directly commanded by regular battle brothers. Scouts are generally fielded as upgrades to formations, downplaying the traditional role of Scout Recon in favor of Pickett skirmishers used to force engagement or retreat of enemies. Again, this fits in with the intractable advance fluff depictions of the Chapter.
· Chaplains do not exist in the Iron Hands. Instead a unique unit, the Iron Father, exists combining the role of TechMarine and Chaplain in one person. As Tech Marines have no direct game play effect in practice this is a Chaplain by another name
· A lasting effect of the drop site massacre has been a materials shortage throughout the 10,000 year history of the Iron Hands. Therefore some codex formations are not present, others in restricted form due to tactics or fluff
· Iron Hands do not field Terminator formations in general due to shortage of Tact Dreadnought Armour and also the lack of a specialist veterans company which is rolled into their core formation as officers. The equivalent unit, Veteran Officers, is only found as an upgrade option. The supreme commander character is instead a terminator based unit representing the Clan leader and his retinue.
· Extrapolated from the lack of more specialized equipment, only "standard" pattern vehicles from the codex list are available. This means specialized Land Raider and Predator variants are not featured. In addition, due to the more advanced and costly construction of Land Raiders and fitting with the combined arms approach of the list, Land Raiders are taken only as heavy support upgrade for formations unlike other chapters and the Codex Astartes which outlines their use as an armoured spear-tip. As the Rhino chassis is said to be so easy to build and reliable it is the sole use of independent armoured force in the list.
· A core idea involved with the design of this list was to imagine the effects of trauma from drop site massacre and emasculation of this once legion. Extrapolating from the fluff, an almost pathological need for strength and self-reliance and a "never again" attitude would be evident. Never again would they be caught without the men, armour, aircraft, and space craft to prosecute war. Never again would they be forced to rely on weak allies who will fail them. This desire for resiliency as a Chapter would then spill over into how the Clans operate and even down to individual formation make up. We should see less specialized formations, more generalist and well rounded. Less tactical flexibility and mobility but countered with an ability to push through most withering fire to punish enemies. These larger formations would tend to have balance of AP and AT fire as to never be unable to counter to any threat is more important than efficiency of formations. Efficiency is the domain of the individual units: Tactical specialize in AP; Devastator in AT.
· While Mechanicum allies can be taken (probably the only group they get along with), no Warhounds are included in the list first as they play differently to previously described intractable advance vs fast strike style of attack I want the list to feel like. Also the Warhound+Air Assault A-Go-Go is for another list, take it somewhere else :).
· Ideas around an independent Dreadnought formation similar to the one seen in the Iron Warriors list were considered but ultimately not incorporated due to fluff issues (while venerated, dreads are rumored to be rarer in the IH) and I felt I had pushed this far enough. That coupled with the presence of the Flesh is Weak rule would lead to afore mentioned beardiness I felt.
· There is going to be some limitation added about using Thunderhawks and Stormeagles to prevent this getting twisted into Marine Air Cav. Playtesting Storm Talon and Storm Eagles needs to occur before we tackle it here in this list so I kicked the can down the road.
