Imperial Guard Lord General

Points: 300

WS 4
BS 4
S 3
T 3
W 3
I 3
A 3
Ld 10

Equipment:
Power Field*
Power Weapon
Laspistol
Carapace Armor

He may replace his Laspistol with a Bolt Pistol for +2 points, or a Plasma Pistol for +10 points.
He may replace his Power Weapon with a Power Fist for +5 points.

Power Field: This is a more potent version of a Refractor Field, encasing the officer in a glittering dome of energy. The officer gains a 3+ Invulnerable save.

Special Rules:
Independent Character
Supreme Commander*
If the Lord General becomes a casualty, his body becomes an objective, as he may still be alive and recoverable, or at the least his brain may be harvested and turned into a Servo-Skull.
The army fielding the Lord General gains the General Staff Strategic Asset.

Supreme Commander: The Lord General may issue orders as if he were an Imperial Guard Company Commander (First Rank Fire, Second Rank Fire; Move, Move, Move; Incoming; Get Back In The Fight; Bring It Down; Fire On My Target). He may issue up to 4 Orders per Guard turn, with a radius of 24". He counts as being equipped with a Vox. He may also Outflank any two units from the Imperial Guard codex which were kept in Reserve. Finally, he may use a unique order, "Die Like Guardsmen!"

Die Like Guardsmen! (Order)
This Order may be issued to any Imperial Guard non-vehicle unit within his Order radius as normal. If successful, the Guard unit gains the following USRs until the start of the Guard player's following turn: Fearless, Furious Charge, Counter-Attack.
Shadowmaster

The Shadowmaster Superheavy Tank is a rare and complex machine, a smaller version of the Leviathan command vehicle. It provides a complete array of command, control, and communications capabilities to Imperial Guard forces, while also containing many arcane devices that bring rare and much needed ECM and Anti-Warp defenses to the front that otherwise often are sorely missed. The Shadowmaster is armed only with enough weaponry to defend itself from immediate harm, it is not a mighty offensive war machine like a Baneblade. Uniquely for a Baneblade chassis vehicle, a Shadowmaster has Void Shield protection, though not as mighty as those found on Titans. To supplement its defenses, a Shadowmaster is typically protected by a squad of regimental veterans or elite Stormtroopers that keep the vehicle and its valuable staff safe from harm, or worse, capture. 


Shadowmaster

Points: 800

Unit: 1 Shadowmaster

Type: Shadowmaster Tank

Structure Points: 3

Armor: AV14/14/12

Void Shields: 1

BS:3

Weapons:

Two Sponson mounted Twin Linked Multimeltas

One turret mounted Inferno cannon. 

Equipment: Searchlight and Smoke Launchers. 

Transport Capacity: 10 models 

Access Points: The Shadowmaster counts as Open Topped for the purposes of embarked models shooting, embarking and disembarking only. 


Special Rules: 
Command Tank & Commissariat Crew (See the Baneblade's special rules)

Mobile Command Bunker: The Shadowmaster serves as a mobile command bunker for the Imperial Guard's finest officers and most advanced C3 equipment, providing immense command and logistical capabilities to local forces. The Shadowmaster may issue up to 4 orders per turn, with all the normal orders available to an Imperial Guard Company Command squad, and furthermore may issue orders to any Imperial Guard unit with a Voxcaster, no matter how distant. The Shadowmaster also grants the owning Imperial Guard player the Intercept Reserves and Telepathic Relay rules (as though it were an Officer of the Fleet and an Astropath). These are lost if the Shadowmaster is destroyed.

Additionally, the Shadowmaster gives the owning Imperial Guard player the General Staff strategic asset, and two of the following assets (owning player's choice) determined before deployment:

Replacements
Ambush
Careful Planning
Strategic Redeployment
Orbital Bombardment
Precision Strike
Scheduled Bombardment
Recon
Jammers

Note that, where applicable, only Imperial Guard units may make use of the above assets and abilities(e.g. only Imperial Guard units would benefit from Recon terrain rerolls, be allowed to come on turn 1 from reserve via Careful Planning, benefit from the General Staff's leadership abilities, or make use of outflanking rerolls via the Telepathic Relay rule. Allied Inquistorial and Space Marine units, or anyone else finding themselves on the same side, do not benefit from them)

Of Prime Importance!: The Shadowmaster is an important and critical, not to mention irreplaceable, component of an Imperial Guard force on a battlefield. Imperial Guard units will fight with fanatical strength to defend one, knowing that command and control of the battle depends on the Shadowmaster. All Imperial Guard units within 12" of the Shadowmaster gain the Preferred Enemy, Furious Charge, and Counterattack Special Rules. 

Omnissiah Incarnate: The Shadowmaster is a technological marvel loaded with various and powerful arcane devices. It has the Disruptor Beacon, Null Field Generator, Supreme Headguarters, and Shield Generator Front Line Assets. Every time the Shadowmaster loses a structure point, on a D6 roll of 4+ your opponent may chose to remove one of these assets (their choice) to be negated as the equipment inside is damaged or destroyed. It may not be repaired during the battle for any reason. If the Shadowmaster is destroyed, all four Front Line Assets are lost. Note that these assets may affect allied units as normal.

The Price of Failure: If the Shadowmaster is destroyed, all units within 3d6" must immediately make a pinning test at -2 to their leadership, and vehicles within this range count as Shaken on a D6 roll of 4+, in addition to any other results of the Shadowmaster's destruction, as its arcane devices detonate and unleash their electrical wizardry on anything nearby. Additionally, no orders may be issued in the following Imperial Guard players turn, and units still in reserve may only enter play on a D6 roll of 4+ (they are otherwise kept in reserve) as confusion and electronic feedback wreak havoc on the surviving Imperial Guard commanders ability to direct their forces.

Krodian Assault Drop Craft

The Krodian regiments of the imperial guard come from the floating cities of the gas mining planet of  Krodia. Famous for their Drop Assaults and stocky build the Krodians are fierce in an attack and fight like a caged beast when cornered, often landing (no pun intended) the initial drop missions. One of the most famous vehicles in the Krodian Armory is the Krodian Assault Drop Craft (KADC "Cad-Sea"). The KADCs are platoon sized vehicles which carry troops from low orbit to the drop site then preform various support roles during initial pathfinding missions until their fuel runs low and they return to orbit to retrieve reinforcements.

Points 700
Super Heavy Flyer
Structure points 3
Armor Front:12 Side: 12 Rear 10

Transport Capacity- 55

Access Points 1
1 Ramp in the rear

Weapons
2 Twin Linked Autocannons (in chin)
Heavy Multiple Rocket Pods Range 48" Str 5 AP 5 Ordnance 2 5" blast

Special Rules 
Hover Mode

Vertical Envelopment- While the vehicle is moving as a flyer any unit being transported may deploy as per "Grav Chute Insertion" under Valkyrie Assault Carrier in Codex: Imperial Guard

Options 
May also be armed with Either 4 Hellstrike Missiles or 4 Hellfire Missiles at +50 Points 

Krieg Siege Regiment.

Gustav Heavy Siege Artillery

UNIT: 1 Gustav Heavy Siege Artillery

POINTS: 500

TYPE: Tank, Super-Heavy

STRUCTURE POINTS: 3

BS 3

ARMOR
FRONT 12
SIDE 12
REAR 12

WEAPONS AND EQUIPMENT

One Gustav Cannon RANGE G24"-360" STR D AP 2 SPECIAL Ordnance 1, 10" Blast, Primary Weapon

OPTIONS:
Cammo Netting

SPECIAL RULES:

Open Topped

This thing weighs a ton. (Well, 7 tons to be precise): The shells for the Gustav Cannon weigh 7 tons each, not including the propellant and require enormous mechanical loading equipment and an enormous crew to load the gun. As a result, you may only fire the gun every other round. While reloading, the gun may not move or do anything else. Also, despite being a super-heavy vehicle, the Gustav must remain stationary to fire. Any movement during the movement phase, negates the ability to fire in the shooting phase.

Horseshoes and Hand Grenades: Unfortunately when one builds a weapon that has 7 ton shells, what he gains in destructive capability he sacrifices in accuracy. The shells will always scatter by 2d6" regardless of the result of the scatter die. If a hit is rolled, simply move in the direction of the arrow the full distance shown. The Gustav must always be fired as a guess weapon and may not be fired as a direct fire weapon.

You can run, but you can't hide: Due to the enormous size of the Gustav shells, any terrain piece underneath the center hole in the template is removed on a 4+. Replace the terrain with suitable rubble/debris/crater.

The King of Battle: Such is the astronomical cost in both resources and propaganda, the loss of such an expensive piece of equipment is equally costly. If immobilized, the Gustav counts as an additional Vital Objective. Whichever side at the end of the battle has a scoring unit within 12" of the Gustav can claim it. If both sides have a scoring unit within 12" then it is contested.

There can be only one: Due to its enormous cost and the incredible difficulty in deployment as well as the specialized nature of its use, you can only ever deploy one Gustav per side, regardless of Apocalypse rules or not.
Verdun Trench Digging Vehicle

UNIT: 1 Verdun Trench Digger

POINTS: 100

TYPE: Tank

BS 3

ARMOR
FRONT 12
SIDE 10
REAR 10

WEAPONS AND EQUIPMENT

Rough Terrain Modification 

OPTIONS:
Cammo Netting, One Pintle Heavy Stubber or Stormbolter, Extra Armor, Searchlight, Smoke Launchers, Track Guards

SPECIAL RULES:

Dig Trenches Announce before it moves if the vehicle will dig trenches. If digging trenches, the vehicle must move its full normal move of 6" in a straight line. This movement can only on open ground or hills. At the beginning of the player's next turn, place a 6" marker that represents an unimproved trench line directly touching the rear armor and lined up lengthwise along the path the vehicle took while digging. These trenches are rapidly dug trenches and count as barricades as per the Apocalypse rules on barricades.


This model will be a scratch build based off a Chimera hull. It will look a lot like the Trojan, only I will be adding what I like to call "the ferris wheel" which is basically a big circular buzzsaw looking device that actually digs the trench behind the vehicle. Here is a pic of the vehicle that gave me the idea, the Soviet BTM Trench Digger. 

Somme Mine Layer

UNIT: 1 Somme Mine Layer

POINTS: 150

TYPE: Tank

BS 3

ARMOR
FRONT 12
SIDE 10
REAR 10

WEAPONS AND EQUIPMENT

Rough Terrain Modification 

OPTIONS:
Cammo Netting, One Pintle Heavy Stubber or Stormbolter, Extra Armor, Searchlight, Smoke Launchers, Track Guards

SPECIAL RULES:

Lay Mines: Announce before it moves if the vehicle will lay mines. If laying mines, the vehicle must move its full normal move of 6" in a straight line. This movement can only on open ground or hills. At the beginning of the player's next turn, place a 6" marker that represents a hasty mine field directly touching the rear armor and lined up lengthwise along the path the vehicle took while laying mines. These minefields are treated exactly as described in the Apocalypse rule book.
Todesschlag Missile Silo

UNIT: 1 Todesschlag Missile Silo

POINTS: 750

TYPE: Tank, Super-Heavy, Immobile

STRUCTURE POINTS: 4

VOID SHIELDS: 2

TRANSPORT: 35 (Infantry and Terminators only)

ACCESS POINTS:2 (1 front, 1 rear)

FIRE POINTS: 10 front, 10 sides, 10 rear

BS 3

ARMOR
FRONT 14
SIDE 14
REAR 14

WEAPONS AND EQUIPMENT

One Deathstrike Missile Launcher, 4xTL Heavy Bolters, 2x Hydra AA Mounts, Perimeter Defenses 

Deathstrike Missile Launcher
Conventional Ordnance RANGE G36"-Unlimited STR 7 AP 3 SPECIAL Apocalypse Barrage(4), Primary Weapon

Vortex Missile RANGE G36"-Unlimited STR n/a AP n/a SPECIAL Ordnance 1, 10" Blast, One-shot, Primary Weapon, Vortex, Primary Weapon

OPTIONS:
None

SPECIAL RULES:

Perimeter Defenses: The silo is basically a bunker on a small compound surrounded by a fence and mine fields(approx 6-12" from the bunker). The perimeter essentially will be the equivilant of Barricades, Razor Wire, Tank Traps, and a 6" deep Mine Field that surrounds the complex. The activation of these defenses is controlled from the bunker, and therefore will not affect friendly units that attempt to cross it. Treat the compound as you would a terrain piece (ie, can be moved on and fought over as if terrain). The top of the silo itself (the launcher doors) are considered impassible.

Deathstrike Lancher: The Deathstrike may be fired every turn using conventional ordnance, but can only fire one Vortex Missile the entire battle. You must declare which before firing.
