Experimental, Only Slightly Unstable

Iron Hands Chapter Army List v0.5 Almost Final

Space Marine Army Champion: Not Jimmy Zimms ©

Rational:

This is a list attempting to create a walker and Titan heavier astartes list as exemplified by the Iron Hands chapter’s defense
of its homeworld during the 13t Black Crusade. It slightly favors ground slogger or Drop Pod 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 commander lead 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 Core
(You may have any number of Iron Hands Clans but must take at least one)

Clan Core Units Upgrades Cost

0-1 Clan Mobile Fortress | 1 Clan Mobile Fortress

Iron Hands Detachments
(An Iron Hands army may contain 2 Iron Hands Detachments per Core formation taken)

Formation Units Upgrades Cost

4 Scout units plus transport | Commander, Dreadnought, | 150 points

Sniper, Assault Transports
(May not take Land




Vindicators 4 Vindicators Commander, Hunter 225 points

1 Strike Cruiser

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
Bike 5 Bikes Commander, Attack Bike 200

Thunderhawk 1 Thunderhawk Gunship

points

Storm Talon Gunship | 2 Storm Talon Gunships

Warlord Titan 1 Warlord Titan None 825 points

any variant

Warhound Pack 2 Warhounds None 500 points

One of each variant

Iron Hands Upgrades
(Up to two upgrades may be taken per formation. No upgrade may be taken more than once. The Great Council Retinue does
not count towards this total)

Formation Units Cost

Commander Add 1 of the following to the +50 points for Iron Father or Captain
formation: Iron Father, Captain, +25 points for Veteran Officer
Veteran Officer

Add 1 or 2 Dreadnoughts

Add 1 Hunter




Armoured Support

Add 1 or 2 of the following
Vindicators, Predator Destructor,
Predator Annihilator (in any
combination)

+50 points each

Sniper

1 Scout unit gains the Sniper ability

+25 points

Attack Bike

Replace any number of Bike units with
1 Attack Bike each

Free

SPECIAL RULE - Cult of the Machine

If ANY friendly Titan or an Iron Hands Venerable Dreadnought is destroyed, all formations within 30cm receive 1
blast marker marking the deep loss it represents to the chapter.

SPECIAL RULE - Bionics

A formation with a Leader character or Venerable Dreadnought as part of the formation will be considered to be
composed of veteran troops with numerous bionic upgrades. When engaging or being engaged, INF units in the
formation will be considered to have Invulnerable Save for the length of the assault. Units with bionics are
immune to the effects of crossfire at all times. Loss of the character or Dreadnought does not remove the bionic

ability from the formation.

Name Type Speed Armour CC FF Weap Range Firepower Notes
Captain CH n/a n/a n/a n/a Power Weapons (base contact) (Assault weapons), MW, EA+1 Invulnerable Save,
Leader,
Cc der
Veteran CH n/a n/a n/a n/a Power Weapons (base contact) (Assault weapons), MW, EA+1 Leader. Cannot be
Officer transported in
Rhino based
vehicles
Iron Father CH n/a n/a n/a n/a Power weapon (base contact) (Assault weapons), MW, EA+1 Invulnerable Save,
Leader, Inspiring
Morlock INF 15cm 4+ 3+ 3+ Power Weapons (base contact) (Assault weapons), MW, EA+1 Reinforced
Storm Bolters (15cm) (small arms) Armour, Thick
Assault Cannon 30cm AP+5/AT+5 Rear Armour.
Heavy Flamer 15cm AP4+, Ignore Cover Invulnerable Save.
May drop pod.
Iron Hands INF 15cm 4+ 5+ 3+ Bolter (15cm) (Small Arms)
Devastator 2x Las Cannon 45cm AT5+
Tactical INF 15cm 4+ 4+ 4+ Bolter (15cm) (Small Arms)
Missile Launcher 45cm AP5+/AT6+
Storm Talon AC Fighter 5+ n/a n/a Twin Assault Cannon 15cm AP4+/AT4+/AA5+, Fwd
Gunship Twin Heavy Bolter 15cm AP5+/AAS5+, FFw
Thunderhawk | WE Bomber 4+ n/a n/a Battle Cannon 75cm AP4+/AT4+ FFw DC2, Reinforced
Bomber 2x Twin Heavy Bolter 30cm AP4+/AAS5+ FFw Armour
Twin Heavy Bolter 30cm AP4+/AAS+ Left Critical Hit Effect:
Twin Heavy Bolter 30cm AP4+/AA5+ Right The
Bombs 15cm 2BP, FFw, Ignore Cover Thunderhawk’s
control surfaces
are damaged. The
pilotloses control
and the
Thunderhawk
crashes to the
ground.
Iron Hands AV 15cm 4+ 3+ 4+ Missile Launcher 45cm AP5+/AT6+ Fearless,
Venerable Twin Lascannon 45cm AT4+ Reinforced
Dreadnought OR Armour, Walker,
Power Fist (base contact) (Assault Weapons), MW, EA+1 Inspiring
Assault Cannon 30cm AP5+, AT5+
Assault INF 30cm 4+ 3+ 5+ Chainswords (base contact) (Assault Weapons) Jump Packs
Bolt pistols (15cm) (Small Arms)
Attack Bike LV 35cm 4+ 5+ 5+ Heavy Bolter 30cm AP5+
Scout INF 15cm 5+ 4+ 5+ Bolter (15cm) (Small Arms) Scout, Infiltrator
Heavy Bolter 30cm AP5+
Land Speeder Lv 35cm 4+ 6+ 5+ Multi-melta (15cm) (Small Arms), MW Skimmer, Scout
Multi-melta 15cm MW5+
Dreadnought AV 15cm 3+ 4+ 4+ Missile Launcher 45cm AP5+/AT6+ Walker. A
Twin Lascannon 45cm AT4+ Dreadnought is
OR armed with a
Power Fist (base contact) (Assault Weapon), MW, EA+1 single weapon
Assault Cannon 30cm AP5+/AT5+ option, not all -
OR select one option
Flamestorm Cannon 15cm AP3+, Ignore Cover before the game.
Heavy Flamer 15cm, AP4+, Ignore Cover
(15 cm) (Small Arms), Ignore Cover
Siege Drill (base contact) (Assault Weapons), MW, EA+1




Iron Hands AV 25cm 4+ 6+ 4+ Twin Heavy Bolter 30cm AP4+
Land Raider 2x Twin Lascannon 45cm AT4+

Predator AV 4+ 6+ 3+ 2x Heavy Bolter 30cm AP5+
Destructor Autocannon 45cm AP5+/AT6+

“ - B

Reinforced
Armour, Thick
Rear Armour,
Transport: (may
carry 1 Veteran
Officer unit OR 2
of the following
units: Tactical,
Iron Hands

Transport: (May
carry 2 of the
following units:
Tactical, Iron
Hands Devastator

| Whirlwind | AV | 30cm [ 5+ | 6+ [ 5+ | Whirlwind | 45em [ 1BPIndirectfire | |




Reaver Titan,
Fire Support
Configuration

2x Rocket Launcher
Rocket Launcher

60cm

3BP, Fwd, Disrupt
3BP, FxF, Disrupt

DC6, 4 Void Shield,
Fearless,
Reinforced
Armour, Walker
May step over
units and
impassable or
dangerous terrain
that is lower than
the

Titan’s knees and
up to 2cm wide.

Critical Hit Effect:
Roll a D6 in the
end phase of
every turn. 1:
Reactor explodes -
Destroyed, 2-3: an
extra point DC, 4-
6: Reactor
repaired.

If destroyed any
units within 5cms
will be hit on a roll
of 5+




Warhound
Titan, Support
Configuration

30cm

5+

4+

4+

Inferno Gun
Turbo-laser
Destructor

30cm
60cm

3BP, Ignores Cover, Fwd
4x AP 5+/AT3+

DC3, 2 Void
Shields, Fearless,
Reinforced
Armour, Walker
May step over
units and
impassable or
dangerous terrain
that is lower than
the

Titan’s knees and
up to 2cm wide.

A Warhound is
armed with either
‘weapon option not
both - select one
option before the
game.

Critical Hit Effect:
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
ahitonaD6

roll of 6+ (make
saving throws for
the units

normall:




Warlord
Titan,
Deathstrike
Configuration

15cm

4+

2+

3+

Rocket Launcher
Deathstrike missile
Gatling Blaster
Power Fist

60cm
unlimited
60cm

(base contact)

3BP, FxF
MW2+, one shot TK(D6)
4x AP4+/AT4+, Fwd

(Assault weapon), EA (+1), TK

(D6)

DC8, 6 Void
Shields,
Reinforced
Armour, Thick
Rear Armour,
Fearless, Walker.
May step over
units and
impassable or
dangerous terrain
that is lower than
the Titan’s knees
and up to 2cm
wide.

Critical Hit Effect:
Roll a D6 in the
end

every turn. 1:
Reactor explodes -
Destroyed, 2-3: an
extra point DC, 4-
6: Reactor
repaired.

If destroyed any
units within 5cms
will be hit on a roll
of 4+.




Iron Hands
Thunderhawk
Gunship

Iron Hands
Strike Cruiser

AC/WE

Bomber

n/a

4+

n/a

6+

n/a

4+

n/a

Twin Heavy Bolter
Twin Heavy Bolter
2x Twin Heavy Bolter
Battle Cannon

Orbital Bombardment

15cm
15cm
30cm
75cm

n/a

AP4+/AA5+, RF
AP4+/AAS5+, LF
AP4+/AAS5+, FxF
AP4+/AT4+, FxF

5BP, MW

DC2, Planetfall,
Reinforced
Armour,
Transport: (May
carry 8 of the
following units:
Tactical, Assault,
Devastator, Scout,
Bike, Attack Bike,
Veteran Officers
and Dreadnought.
Terminators and
Dreadnoughts take
up 2 spaces each.)

Critical Hit Effect:
The
Thunderhawk’s
control surfaces
are damaged. The
pilot loses control
and the
Thunderhawk
crashes to the
ground, killing all
on board.

Transport: (May
carry 20 of the
following units:
Space Marine
Tactical,
Assault,
Devastator, Scout,
Bike, Veteran
Officers or
Dreadnought
units; plus

20 of the following
units: Rhinos,
Land Raiders,
Razorbacks,
Hunters,
‘Whirlwinds,
Predators or
Vindicators; plus 6
Thunderhawks
and enough

Drop Pods or
Landing Craft to
carry any other
units on board)







