THE DEMIURG CONSORTIUM 4.0

By Epilgrim

Demiurg Consortium armies have a Strategy Rating of 3. All Demiurg Infantry, Vehicle, Artillery, Air Wing and Spacecraft formations have an initiative of 2+. All Mobile Combat Fortresses and Tunnel Boring Machines have an initiative of 1+.

	DEMIURG CONSORTIUM BROTHERHOODS

	THE IRON-BREAKERS LEAGUE
	8 iron-breakers
	300 points

	THE ALLIED SAPPERS GUILD “SANDHOGS”
	6 sandhogs
	225 points

	THE FEDERATED MASTER-CRAFTSMEN
	6 armsmen
	250 points

	THE MERCHANT SERVICE JOURNEYMEN
	6 bikers
	225 points

	THE LINEHOLDERS GRAND BATTERY
	any mix of 6; Rapier, Tarantula, Thudd Gun; or 6 Mole Mortars +25 points
	200 points


	DEMIURG BROTHERHOOD LOCAL AFFILIATES

For each brotherhood taken, any 1 local affiliate may be attached as part of the formation

	I.B.L. LOCAL
	6 iron-breakers
	200 points

	A.S.G. LOCAL
	4 sandhogs
	125 points

	F.M.C. LOCAL
	4 armsmen
	150 points

	M.S.J. LOCAL
	4 bikers
	125 points

	L.G.B. LOCAL
	Choose 3; Rapiers, Tarantulas or Thudd Guns; or 3 Mole Mortars +25 points
	100 points


	DEMIURG MERCHANT MILITIA

Additionally, for each Brotherhood taken, 1 independent militia formation may be selected

	STEADHOLDER RETINUE
	6 hearthguard
	325 points

	F.M.C.-M.S.J. AUTONOM CADRE
	5 autonoms
	200 points

	IRON EAGLE AIR WING
	4 iron eagles
	200 points

	THUNDERFIRE BATTERY
	2 thunderfire
	100 points

	0 – 1 BASTION CLASS CRUISER
	1 bastion
	150 points


	DEMIURG CONSORTIUM SUPERHEAVY ASSETS

Up to 1/3rd of the army may be comprised of superheavy asset formations

	GOLIATH MEGA-CANNON BATTERY
	2 goliath
	300 points

	OVERLORD AIRSHIP CORPS
	1 to 3 overlords
	200 points ea.

	LEVIATHAN MCF
	1 leviathan
	400 points

	COLOSSUS MCF
	1 colossus with an iron hawk spotter
	450 points

	CYCLOPS MCF
	1 cyclops
	500 points

	LAND TRAIN MCF
	one land train engine+ a minimum of 1, maximum 4 battle cars
	250 points

	DRAGON BATTLE CAR
	
	100 points ea.

	ENGINEER’S BATTLE CAR
	w/4 sandhog units
	200 points ea.

	PILUM BATTLE CAR
	
	125 points ea.

	ROADMAKER BATTLE CAR
	
	125 points ea.


	DEMIURG A.S.G. TUNNELLER RIGS

TBM are a special Transport unit made up of a TBM and a Khthon. Termite/Mole formations can only transport a single formation.

A Hellbore may carry more than a single formation, but it may not be mixed with Termites or Moles.)

	TERMITE TBM & KHTHON CRADLE
	0-9, enough to transport one entire formation, but no more
	10 points ea.

	MOLE TBM & HEAVY KHTHON
	replace 2 termite & khthon units for 1 mole & heavy khthon unit
	free

	HELLBORE TBM & KHTHON HOG
	1 hellbore & khthon hog unit
	125 points


	DEMIURG CONSORTIUM UPGRADES

Note: a Steadholder Retinue formation cannot contain more than one character

	0 – 1 MERCHANT PRINCE
	upgrade 1 hearthguard unit
	+100 points

	LEGATE MARSHAL
	upgrade 1 hearthguard unit per 1,000 points
	+50 points

	TRADE FACTOR
	upgrade 1 hearthguard unit per 500 points
	+25 points

	HEARTHGUARD UNIT
	exchange 2 brotherhood units for 1 hearthguard unit, limit 1 per formation
	free

	HEARTHGUARD CAVALRY
	exchange any hearthguard unit for a cavalry unit
	free

	TRIKERS
	exchange any biker unit for a triker unit
	free

	SPARTAN
	enough to transport the entire formation but no more
	20 points ea.

	GORGONS
	replace 2 spartan units for 1 gorgon unit
	free

	STRONGHOLD CLASS BATTLESHIP
	replaces bastion class cruiser
	+150 points


Final Notes: An Iron Hawk Spotter adds 0 points to the victory point value of the formation it is attached to.
The following Special Rule applies to all Demiurg formations with the noted exception of Autonoms.
Stubborn - Troops with this special ability are hard to break in assaults, and will rally quicker then other troops to get back into the fight and the following two rules represent this:
(1) Assault: they re-roll any die result of "1" during Assault Resolution. The re-roll result must be kept even if it is a "1".
(2) Rally: they ignore the -1 modifier for enemy formations with 30cm during the Rally phase.
UNITS DESCRIPTIONS
Demiurg Merchant Prince
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Character
	n/a
	n/a
	n/a
	n/a

	

	Weapon
	Range
	Firepower
	Notes

	Master-Crafted Weapon
	(base contact)
	Assault Weapons
	Macro-weapon, Extra Attack (+1)


Notes: Supreme Commander, Inspiring, Invulnerable Save
Demiurg Legate Marshal
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Character
	n/a
	n/a
	n/a
	n/a

	

	Weapon
	Range
	Firepower
	Notes

	Master-Crafted Weapon
	(base contact)
	Assault Weapons
	Macro-weapon, Extra Attack (+1)


Notes: Commander, Leader, Invulnerable Save
Demiurg Trade Factor
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Character
	n/a
	n/a
	n/a
	n/a

	

	Weapon
	Range
	Firepower
	Notes

	Master-Crafted Weapon
	(base contact)
	Assault Weapons
	Macro-weapon, Extra Attack (+1)


Notes: Leader
Demiurg Hearthguard
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Infantry
	15cm
	4+
	4+
	4+

	

	Weapon
	Range
	Firepower
	Notes

	Flechette Guns
	(15cm)
	Small Arms
	-

	Master-Crafted Battle Axes
	(base contact)
	Assault Weapons
	Macro-weapon, Extra Attack (+1)

	Heirloom Weapons
	45cm
	AP 5+/AT 5+
	-


Notes: Reinforced Armour, this unit takes up 2 Transport slots
Demiurg Hearthguard Cavalry
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Infantry
	30cm
	4+
	3+
	5+

	

	Weapon
	Range
	Firepower
	Notes

	Flechette Guns
	(15cm)
	Small Arms
	-

	Power Lances (base contact)
	Assault Weapons
	Macro-weapon, Extra Attack (+1)
	-


Notes: Mounted, Reinforced Armour
Demiurg Iron-Breakers
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Infantry
	15cm
	5+
	5+
	5+

	

	Weapon
	Range
	Firepower
	Notes

	Flechette Rifles
	(15cm)
	Small Arms
	-

	Mag-gun
	45cm
	AP 5+/AT 6+
	-


Notes: n/a
Demiurg Armsmen
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Infantry
	15cm
	5+
	6+
	4+

	

	Weapon
	Range
	Firepower
	Notes

	2x Mag-guns
	45cm
	AP 5+/AT 6+
	-


Notes: n/a
Demiurg Sappers (“Sandhogs”)
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Infantry
	15cm
	5+
	4+
	6+

	

	Weapon
	Range
	Firepower
	Notes

	Paired Trench Pistols
	(15cm)
	Small Arms and Assault Weapons (base contact)
	Extra Attack (+1)


Notes: Infiltrators
Demiurg Biker
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Infantry
	35cm
	4+
	4+
	5+

	

	Weapon
	Range
	Firepower
	Notes

	Flechette Pistols
	(15cm)
	Small Arms
	-

	Chain Axe
	(base contact)
	assault weapons
	-


Notes: Mounted, Scouts 
Demiurg Triker
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Light Vehicle
	30cm
	4+
	6+
	4+

	

	Weapon
	Range
	Firepower
	Notes

	Multi-Melta
	15cm
	MW 5+ and (15cm) Small Arms
	Macro-weapon


Notes: Scouts
Demiurg Rapier Quad-Cannon
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Infantry
	10cm
	6+
	6+
	5+

	

	Weapon
	Range
	Firepower
	Notes

	Flechette Rifles
	(15cm)
	Small Arms
	-

	Quad Lascannon
	45cm
	AP 6+/AT 4+
	-


Notes: this unit takes up 2 Transport slots
Demiurg Tarantula
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Infantry
	10cm
	6+
	6+
	5+

	

	Weapon
	Range
	Firepower
	Notes

	Flechette Rifles
	(15cm)
	Small Arms
	-

	Paired Heavy Weapons
	45cm
	AP 5+/AT 5+
	-


Notes: this unit takes up 2 Transport slots
Demiurg Thudd Gun
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Infantry
	10cm
	6+
	6+
	5+

	

	Weapon
	Range
	Firepower
	Notes

	Flechette Rifles
	(15cm)
	Small Arms
	-

	Thudd Gun
	45cm
	AP 4+/AT 6+
	Indirect Fire


Notes: this unit takes up 2 Transport slots,
Special: Thudd Guns are allowed to use the Indirect Fire rules for Sustained Fire.
Demiurg Mole Mortar
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Infantry
	10cm
	6+
	6+
	6+

	

	Weapon
	Range
	Firepower
	Notes

	Flechette Rifles
	(15cm)
	Small Arms
	-

	Mole Mortar
	45cm
	1 BP
	Indirect Fire (Special)


Notes: this unit takes up 2 Transport slots
Special: Sub-Surface Munitions - If fired indirectly (Sustained Fire-Barrage) this attack gains the Disrupt special ability
Demiurg Autonoms
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Infantry
	15cm
	4+
	5+
	5+

	

	Weapon
	Range
	Firepower
	Notes

	Power Claws
	(base contact)
	Assault Weapons
	Macro-weapon, Extra Attack (+1)

	Mag-guns
	45cm
	AP 5+/AT 6+
	-


Notes: Walker, Fearless, this unit takes up 2 Transport slots.
Special: Autonoms do not benefit from the Demiurg ‘Stubborn’ ability.
Demiurg Spartan
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Armoured Vehicle
	25cm
	5+
	6+
	5+

	

	Weapon
	Range
	Firepower
	Notes

	Flechette Tri-barrel
	30cm
	AP 4+
	-


Notes: Transport (2) May carry two of the following units: Iron-Breaker, Armsmen and Sandhog, or one: Hearthguard, Autonom, Mole Mortar, Rapier, Tarantula or Thudd Gun.
Demiurg Gorgon
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Armoured Vehicle
	20cm
	4+
	6+
	4+

	

	Weapon
	Range
	Firepower
	Notes

	Heavy Flamer
	15cm
	AP 5+
	Ignore Cover

	Mine Thrower
	15cm
	2 BP
	-


Notes: Reinforced Armour,Transport (4) May carry four of the following units: Iron-Breaker, Armsmen and Sandhog. The following units may also be carried but each takes up two Transport slots: Hearthguard, Autonom, Mole Mortar, Rapier, Tarantula and Thudd Gun.
Special: Ignore Dangerous Terrain
Demiurg Iron Eagle Gyrocopter 
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Armoured Vehicle
	35cm
	5+
	6+
	5+

	

	Weapon
	Range
	Firepower
	Notes

	Mag-cannon
	75cm
	AP 4+/AT 4+
	-

	Point Defence Guns
	30cm
	AA 5+
	Flak


Notes: Skimmer
Demiurg Iron Hawk Gyrocopter
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Armoured Vehicle
	35cm
	5+
	6+
	5+

	

	Weapon
	Range
	Firepower
	Notes

	Mag-cannon
	75cm
	AP 4+/AT 4+
	-


Notes: Skimmer
Special: Iron Hawk Spotter: A single Iron Hawk is associated with the Colossus to act as an artillery spotter. Attach this gyrocopter to any non-MCF or non-Tunneller formation. The Iron Hawk acts normally with the formation it’s attached to and is allocated hits from shooting as per the core rules for shooting at a formation. While the Iron Hawk is in play it allows the Colossus to fire its Plasma Missiles indirectly unless the Colossus marches or is suppressed. However, the Colossus does not get the +1 to hit unless it remains stationary as per 1.9.8 (Barrages). While Spotting the Iron Hawk must have a LOS to the target and the target must be within the range of the Colossus (max 120cm). This ability does not allow the Colossus to split fire.
Demiurg Thunderfire
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Armoured Vehicle
	0cm
	6+
	6+
	6+

	

	Weapon
	Range
	Firepower
	Notes

	Thunderfire
	60cm
	2x AA 5+
	Flak


Notes: n/a
Special: A Thunderfire Battery formation may only select a Marshal Action (Regroup only). If given a Hold Action they may only regroup that turn.
Demiurg Overlord Airship
	Type
	Speed
	Armour
	Close Combat
	Firefight

	War Engine
	15cm
	4+
	6+
	4+

	

	Weapon
	Range
	Firepower
	Notes

	2x Mag-cannons
	75cm
	AP 4+/AT 4+
	Fixed Forward

	Bomb Racks
	15cm
	2 BP
	All Round

	2x Flank Mag-guns
	45cm
	AP 5+/AT 6+/
AA 5+
	Flak, All Round


Notes: Damage Capacity (3), Reinforced Armour, Thick Rear Armour, Skimmer, Fearless
Critical Hit: The engines stall and restart out of sync causing the airship to spin madly as it loses altitude and crashes to the ground. Centre a blast template over the airship, any units under the template are hit by the impact as the airship’s magazine cooks off (AP 5+/AT 5+ Ignore Cover). Remove the model after resolving the crash.
Demiurg Goliath Mega-Cannon
	Type
	Speed
	Armour
	Close Combat
	Firefight

	War Engine
	0cm
	5+
	6+
	6+

	

	Weapon
	Range
	Firepower
	Notes

	Mega-Cannon
	125cm
	4 BP
	Indirect Fire, Ignore Cover, All Round


Notes: Damage Capacity (3), Reinforced Armour
Critical Hit: The auto-loading magazine jams and the cannon is destroyed.
Special: Limited Fire Arc - A Goliath Battery formation may only select a Marshal (regroup only) or Sustained Fire Action. On a Sustained Fire Action they can only fire indirectly as detailed under the rules for Barrages (1.9.8). If given a Hold Action they may only regroup that turn.
Special Rule – Tunnellers
During the pre-game warm up, you must inform your opponent you are using tunneller formations, how many formations you are using and the infantry formations being carried.
Tunneller formations are set up on their own table edge before the battle starts, after spacecraft are deployed (see 4.0). Any units transported in the Tunnel Boring Machines (TBM) are kept off table until they surface. Write down the location where each tunneller formation will surface in the same manner that you record the co-ordinates of a drop zone (see 4.3.3). For example: you could write “45cm up from my opponents table edge and 60cm in from my right edge on turn three. Note that the opponent is not made aware of this location, nor of the turn of arrival.
Each tunneller formation must pass an activation test; if successful the TBM models are removed from the table. It takes a tunneller formation 1 full turn to travel to any point on your table half and 2 full turns to travel to any point in your opponents table half.
Note: Tunneling requires you to deploy and activate the formation from Khthon cradles which are then removed from play at the end of the turn the TBM launch.
Set up the TBM at the start of the turn, before teleports would be placed down, when they surface as per the following rules; After the placing the first unit in a tunneller formation, center an orbital bombardment template over the model and place any other TBM in the same formation within that 12cm area. The troops carried in the TBM then must disembark within 5cm of their transport. The units being transported may take an action on the turn they appear.
If any enemy units are under the template, the Demiurg player must move the template the shortest distance needed to place the template without affecting any enemy models. Demiurg units may not be placed within any enemy zones of control.
Special: TBM Assault - The tunneller formation has the option to initiate a combined engage action moving up to 15cm, with the transported units, on the turn they surface. Regardless of the results of this special action any surviving TBM have a fall back and consolidation move of 0cm. After resolving this activation any remaining TBM count as Ruins for the remainder of this battle.
Note: TBM unlike drop pods remain on the table and count as Ruins as per 1.8.4 after the transported infantry disembark.
Important Note on Targeting TBM: While a TBM is mounted on its cradle they count as one unit. If an armour save is failed remove the TBM and the cradle, but assign only 1 BM per casualty. On-board infantry units save as per the normal rules for a destroyed transport. Any BM accumulated prior to the launching of TBM formations are removed after they launch.
Overwatch: Formations on Overwatch can declare attacks on disembarked TBM infantry immediately after the Strategy Phase on the turn they surface.
Demiurg Termite Tunnel Boring Machine
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Armoured Vehicle
	0cm
	4+
	6+
	6+

	

	Weapon
	Range
	Firepower
	Notes

	Crew
	(15cm)
	Small Arms
	-

	Crew
	(base contact)
	Assault Weapons
	-


Notes: Tunneller. After Surfacing; a TBM remains on the table and count as Ruins as per 1.8.4 after the transported infantry disembark. Transport (2) May carry two of the following units: Iron-Breaker, Armsmen and Sandhog, or one: Hearthguard, Autonom, Mole Mortar, Rapier, Tarantula or Thudd Gun.
Special: TBM Assault (see tunneller rules) 
Demiurg Khthon, Termite TBM Cradle
	Type
	Speed
	Armour
	Close Combat
	Firefight

	n/a
	n/a
	n/a
	n/a
	n/a

	

	Weapon
	Range
	Firepower
	Notes

	Heavy Flechette Gun
	30cm
	AP 5+
	-


Notes: Remove this model from the table at the end of the turn the TBM is launched.
Demiurg Mole Tunnel Boring Machine
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Armoured Vehicle
	0cm
	4+
	6+
	6+

	

	Weapon
	Range
	Firepower
	Notes

	Crew
	(15cm)
	Small Arms
	-

	Crew
	(base contact)
	Assault Weapons
	-


Notes: Tunneller, Reinforced Armour, After Surfacing; a TBM remains on the table and count as Ruins as per 1.8.4 after the transported infantry disembark. Transport (4) May carry four of the following units: Iron-Breaker, Armsmen and Sandhog. The following units may also be carried but each takes up two Transport slots: Hearthguard, Autonom, Mole Mortar, Rapier, Tarantula, and Thudd Gun. 
Special: TBM Assault (see tunneller rules) 
Demiurg Heavy Khthon, Mole TBM Cradle
	Type
	Speed
	Armour
	Close Combat
	Firefight

	n/a
	n/a
	n/a
	n/a
	n/a

	

	Weapon
	Range
	Firepower
	Notes

	Heavy Flechette Gun
	30cm
	AP 5+
	-


Notes: Remove this model from the table at the end of the turn the TBM is launched.
Demiurg Hellbore Tunnel Boring Machine
	Type
	Speed
	Armour
	Close Combat
	Firefight

	War Engine
	0cm
	4+
	6+
	6+

	

	Weapon
	Range
	Firepower
	Notes

	Crew
	(15cm)
	Small Arms
	-

	Crew
	(base contact)
	Assault Weapons
	-


Notes: Damage Capacity (3), Tunneller, Reinforced Armour, Thick Rear Armour. After Surfacing; a TBM remains on the table and count as Ruins as per 1.8.4 after the transported infantry disembark. Transport (16) May carry sixteen of the following units: Iron-Breaker, Armsmen and Sandhog. The following units may also be carried but each takes up two Transport slots: Hearthguard, Autonom, Mole Mortar, Rapier, Tarantula, and Thudd Gun. 
Critical Hit: The Hellbore cracks down the middle and collapses in on itself like a crushed eggshell. Remove the model.
Special: TBM Assault (see tunneller rules) 
Demiurg Khthon Hog, Hellbore TBM Cradle
	Type
	Speed
	Armour
	Close Combat
	Firefight

	n/a
	n/a
	n/a
	n/a
	n/a

	

	Weapon
	Range
	Firepower
	Notes

	2x Heavy Flechette Guns
	30cm
	AP 5+
	Turret, All Round


Notes: Remove this model from the table at the end of the turn the TBM is launched.
Critical Hit: The Hog literally rips apart and collapses in a heap of parts. If your model can be disassembled, scatter the parts convincingly.
Special Rule - Particle Shielding
This field attenuates high yield weapons. A vehicle protected by a particle shield gets all of its armour rolls against Macro-weapons and one 4+ armour roll against a Titan Killer weapon. If the roll is failed the attacking weapon does damage as indicated on its profile.
Demiurg Leviathan Mobile Combat Fortress
	Type
	Speed
	Armour
	Close Combat
	Firefight

	War Engine
	20cm
	4+
	3+
	3+

	

	Weapon
	Range
	Firepower
	Notes

	Mag-cannon
	75cm
	AP 4+/AT 4+
	Turret, All Round

	Doomsday Cannon
	120cm
	3 BP
	Macro-weapon, Fixed Forward

	3x Flank Twin Lascannons
	45cm
	AT 4+
	All Round


Notes: Damage Capacity (4), Particle Shielding, Reinforced Armour, Thick Rear Armour, Fearless, Transport (14) May carry fourteen of the following units: Iron-Breaker, Armsmen and Sandhog. The following units may also be carried but each takes up two Transport slots: Hearthguard, Autonom, Mole Mortar, Rapier, Tarantula and Thudd Gun. 
Critical Hit: A critical hit does an extra point of damage.
Demiurg Colossus Mobile Combat Fortress
	Type
	Speed
	Armour
	Close Combat
	Firefight

	War Engine
	15cm
	4+
	3+
	3+

	

	Weapon
	Range
	Firepower
	Notes

	2x Mag-cannons
	75cm
	AP4+ AT4+
	Fixed Forward

	3x Mag-cannons
	75cm
	AP4+ AT4+
	Right Side

	3x Mag-cannons
	75cm
	AP4+ AT4+
	Left Side

	Doomsday Cannon
	120cm
	3 BP
	Macro-weapon, Fixed Forward

	Thunder Cannon
	30cm
	2x AP 4+/AT 5+
	Ignore Cover, Fixed Forward

	Plasma Missiles
	60cm
	3 BP
	Indirect Fire (Special: Spotter), All Round


Notes: Damage Capacity (4), Particle Shielding, Reinforced Armour, Thick Rear Armour, Fearless 
Critical Hit: A critical hit does an extra point of damage.
Special: Iron Hawk Spotter: A single Iron Hawk is associated with the Colossus to act as an artillery spotter. Attach this gyrocopter to any non-MCF or non-Tunneller formation. The Iron Hawk acts normally with the formation it’s attached to and is allocated hits from shooting as per the core rules for shooting at a formation. While the Iron Hawk is in play it allows the Colossus to fire its Plasma Missiles indirectly unless the Colossus marches or is suppressed. However, the Colossus does not get the +1 to hit unless it remains stationary as per 1.9.8 (Barrages). While Spotting the Iron Hawk must have a LOS to the target and the target must be within the range of the Colossus (max 120cm). This ability does not allow the Colossus to split fire.
Demiurg Cyclops Mobile Combat Fortress
	Type
	Speed
	Armour
	Close Combat
	Firefight

	War Engine
	15cm
	4+
	3+
	3+

	

	Weapon
	Range
	Firepower
	Notes

	Mag-cannon
	75cm
	AP 4+/AT 4+
	Turret, All Round

	Hellfury Particle Cannon
	90cm
	2x MW 2+ (TK 2)
	Titan Killer, Fixed Forward

	2x Crucible Cannons
	30cm
	2x 3+ MW
	Ignore Cover, Fixed Forward

	Doomstorm Missiles
	60cm
	4 BP
	Indirect Fire, Macro-weapon, All Round


Notes: Damage Capacity (4), Particle Shielding, Reinforced Armour, Thick Rear Armour, Fearless
Critical Hit: A critical hit does an extra point of damage.
Special: Power Flux - Due to the extreme power requirements of the weapon system on this combat fortress only one weapon in addition to the turreted Mag-cannon may be fired per turn.
Demiurg Land Train Mobile Combat Fortress
	Type
	Speed
	Armour
	Close Combat
	Firefight

	War Engine
	15cm
	4+
	4+
	4+

	

	Weapon
	Range
	Firepower
	Notes

	Mag-cannon
	75cm
	AP 4+/AT 4+
	Turret, All Round

	Mag-cannon
	75cm
	AP 4+/AT 4+
	Fixed Forward

	Doomsday Cannon
	120cm
	3 BP
	Macro-weapon, Fixed Forward


Notes: Damage Capacity (3), Particle Shielding, Reinforced Armour, Thick Rear Armour, Fearless
Critical Hit: A critical hit does an extra point of damage.
Demiurg Land Train Battle Cars
	Type
	Speed
	Armour
	Close Combat
	Firefight

	War Engine
	10cm
	4+
	4+
	4+


Notes: Damage Capacity (2 each), Particle Shielding, Reinforced Armour, Thick Rear Armour, Fearless
Critical Hit: The affected Battle Car is destroyed; additionally the Land Train may not take a Sustained Fire or Overwatch action.
Special: Flexible Coupling Leads - Each Battle Car may draw a LOS through other parts of the Land Train it is connected to as if it were a single WE.
Special: Autonomous - In the odd event that Land Train engine is destroyed each Battle Car moves independently in a limited capacity. The Battle Cars form single a War Engine formation until destroyed.
	Weapon
	Range
	Firepower
	Notes

	Demiurg Dragon Battle Car

	Fire-thrower
	30cm
	3x AP 3+/AT 4+
	ignore cover

	Demiurg Engineer’s Battle Car

	Mag-gun
	45cm
	AP 5+/AT 6+
	Turret, All Round

	Special: This war engine carries its own compliment of 4 Bezerker/Sandhog Units. They are part of the Land Train engine formation

	Demiurg Pilum Battle Car

	Pilum Missile
	unlimited range
	3 BP MW (TK 1)
	Indirect Fire, One-shot, Titan Killer, All Round

	Demiurg Roadmaker Battle Car

	Roadmaker
	45cm
	3 BP
	Indirect Fire, Fixed Forward


Demiurg Bastion Class Cruiser
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Spacecraft
	n/a
	n/a
	n/a
	n/a

	

	Weapon
	Range
	Firepower
	Notes

	Pin-point Attacks
	n/a
	2+ MW (TK 2)
	Titan Killer

	Orbital Bombardment
	n/a
	4 BP
	Macro-weapon


Notes: n/a
Demiurg Stronghold Class Battleship
	Type
	Speed
	Armour
	Close Combat
	Firefight

	Spacecraft
	n/a
	n/a
	n/a
	n/a

	

	Weapon
	Range
	Firepower
	Notes

	2x Pin-point Attacks
	n/a
	2+ MW (TK 2)
	Titan Killer

	Orbital Bombardment
	n/a
	8 BP
	Macro-weapon


Notes: Slow and Steady – may not be used on the first two turns of a battle unless the scenario specifically says otherwise. 
HOMEWORLD WEAPONS TECHNOLOGY
Master-Crafted Weapon – A highly personal close combat weapon tailored to the preferred style of the user. Almost infinitely variable in type and capacities, one thing is for certain; in the hands of its owner a Master-Crafted Weapon is deadly. The inheritor of a Master-Crafted Weapon trains for decades for the honor of taking the field wielding this powerful symbol of their family. 
Unlike the Imperium, the art of making these weapons is not lost, but their symbolic value goes beyond the countless hours spent forging them. Among the Homeworlds these rare items are the sole property of the most prestigious clans, past down through the centuries. If lost in battle they are the subject of crusades to regain them.
Heirloom Weapon – Hearthguard are the elite troops of the Homeworlds, drawn from the most loyal retainers of each Clan. Much like Master-Crafted Weapons; the variations found amongst Heirloom Weapons defy easy categorization as each type is constructed by a Guild Master and their apprentices. The craftsmanship and design of each Guild Masters’ armory is a jealously guarded secret. Typically Hearthguard receive all of their Heirloom Weapons from the Warlord as a sign of fealty and trust, and each Warlord deals with only a single Guild Master.
Flechette Weapons – These weapons are often misunderstood to be automatic weapons, but are in fact semi-automatic and burst-fire weapons. The reason for this misconception is due to the nature of the ammunition fired. Referred to by Orks as “Belchas” and imperial Guardsmen as “Nailguns”, a flechette weapons fires a sabot, or series of sabot rounds each containing dozens of needle-like projectiles with stabilizing fins that spread out in a veritable cloud tearing into flesh and body armor.
Flechette rounds are made to order in a variety of styles and composite materials; from smooth, barely visible pins to larger bore, barbed quarrels; however, the goal of any flechette design is the same, to rend and tear a target apart.
Although they do not have the stopping power of a large caliber ballistic weapon or the penetration factor of a directed energy weapon, they are remarkably effective in short engagement ranges. Capable of reducing lightly armored opponents to a sticky mess, they are also equally capable of delivering a fatal wound to a weak spot in heavy armor or crippling a battle tank with collateral impact damage.
Flechette Pistol – replaces Laspistol, Bolt Pistol
Flechette Rifle – replaces Lasgun, Boltgun
Flechette Gun – Replaces Stormbolter
Heavy Flechette Gun – Replaces Heavy Bolter
Trench Pistol – The Trench Pistol is a particularly nasty rendition of Flechette technology, utilizing a shotgun style dispersal pattern combined with an impressive rate of fire, creating a cone of fire that is truly horrifying. Used primarily for close quarters fighting, the trench pistol also sports a bladed stabilizer that not only steadies the gun between rounds, but also serves as a deadly close combat weapon. In the hands of the elite Homeworld troops, a pair of Trench Pistols allows a single soldier to hold off any number of foes at crucial choke points almost indefinitely.
Flechette Tri-barrel – (Replaces Twin Heavy Bolter) The penultimate example of what a Flechette weapon can do at medium range; the Tri-barrel is capable of wiping out an entire squad with one touch of the firing stud. While still impractical as a tank deterrent, the Tri-barrel excels at eliminating troops with a minimum of aiming and ammo expenditure.  
Flechette Cannon – (Replaces Autogun on Squat Leviathan) the largest design for a flechette weapon to date, the Flechette Cannon fires the equivalent of “grapeshot” accurately over a significant distance destroying infantry and armored vehicles by saturating the target area with large-gauge flechettes that can tear through almost anything.
Mag-gun or Coilgun – (replaces Missile Launcher, Autocannon) Using electricity and magnetic coils the Homeworlds have perfected a man-portable, high-powered recoil-less weapon that; generates no friction or heat along the barrel, does not require volatile propellants or explosive warheads, yet still maintains a high rate of fire and a lethality equal to other heavy weapon designs.
The Mag-gun uses electricity to energize and enhance the state of a ferromagnetic slug suspending it within the center of the barrel. By varying the power through a series magnetic coils the projectile is pull and pushed accelerating to speeds that seem impossible based on the compact nature of the weapon.
The principle of the Mag-gun is deceptively easy, but much harder to duplicate. The Imperium is incapable of manufacturing the needed components and thus limited to their traditional ballistic and energy weapons which generate significant heat, and thus slower rates of fire and increased maintenance. The Tau while understanding the underlying components choose instead to the easier to manufacture and significantly larger Railgun, which requires tremendous stabilization and counterweights to fire accurately, thus much of the Mag-gun’s ease of use and portability is lost.
Mag-Cannon or Multi-stage Coilgun – (replaces Battlecannon) The Mag-Cannon is the result of countless experiments into an increase in size and range of the Coilgun. By passing a slug through an extended series of mag-coils the size and speed possible as well as the impact damage is dramatically increased.
The downside of this achievement is one of scale; while the initial properties of a friction-less and recoil-less weapon are maintained, the size of the Mag-cannon relegates it to being vehicle mounted. Regardless, the mag-cannon has proved to be very useful in the Homeworld Air Corps, providing a significant air-to-air and air-to-surface weapon that requires no on-board stabilizers.
Point Defence Guns – a paired set of short-barreled Coilguns based on the Tarantula focal point targeting system with a high rate of fire. When both ammunitions magnetic fields converge on the target, the fields depolarize each other causing the munitions to “burst” into a shrapnel envelope; fast moving sub-munitions along multiple trajectories, wrecking havoc on enemy aircraft formations, piercing vital systems, cockpits, clogging intakes and control surfaces. This weapon system would prove chaotic and potentially disastrous during ground combat, but since they have no aircraft of their own to harm this weapon has proved invaluable in protecting advancing troops and rear guard assets.
