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Background

When humans first began to explore the galaxy some of the earliest colonies were settled in the worlds toward
the galactic core. At that time the mineral resources of these planets were arich prize, and thousands of specially
adapted mining spacecraft set off to harvest the vast wealth of these inner worlds.

The original settlers were miners, and they dug their homes out of the rocky, cheerless, inhospitable landscape,
creating self-contained communities out of the exhausted mines. To support themselves they built hydroponic fields in
the large cavernsto grow nutritious algae which could be eaten or processed, and soon these communities become self-
supporting.

Over the course of several thousand yearsthe exposure to the high gravity, and harsh environments, of these
worlds changed the humans living on them. They grew tougher, stronger, more resistant, shorter, and greater in gerth.
These miners were already well on the way to developing their own cultural identity when th ewarp storms cut them off
from the rest of humanity. The close proximity of the systemsin the area of the galactic core alowed these mining
communities to stay in contact with each other. So while the rest of humanity fell into chaos these miners banded
together to form aloose confederacy, finishing a process aready started, and causing the creation of an entirely new
race known as Squats (Although they prefer to be called Dwarfs).

With earth, and other sources of technology denied them, the Squats were forced to devel ope their own
alternative technologies using local materials and sources of energy. As they invented and re-invented machines to keep
themselves alive, the Squats aquired a considerable amount of expertise. This gathering of knowldge lead to the
creation of the Engineers Guild - a body of individualistic warriors whose technical expertise would provide future
Squat society with all of it's equipment and arms.

It was also during this period of isolation that Squat society, asit is known today, was formed. Through Ork
invasions, the ravages of Chaos incursions, and even internal fighting, the Squats enlarged and fortified their
settlements into impregnable Holds. These Holds formed the basis of early Squat society with most planets having
several, but rarely more than half a dozen. Over time these Holds merged together, either through blood lines by
marriage or by alliance, until they fell under the banner of the strongest, richest, single hold and thus the Strongholds
were born. These Strongholds continued to grow until whole planets, entire systems, and even a number of nearby
systems, fell under the control of a single Stronghold. Through this period the Holds formed even closer tiesin blood
relationships, and vengance-rights, till the Stronghold itself became a single entity. However that would be asfar asit
would progress as there is no single recorded instance of a Stronghold ever merging, or taking by conquest, another
Stronghold.

The Squat Strongholds have remained independent ever since and have fought wars with every known racein
the galaxy. The Strongholds have even gone to war with each other, but these internal disputes are quickly brought to a
halt by the invocation of the laws of the Ancestor Lords. In general the Squats prefer to remain as neutral as possible
because they need to trade to acquire items not readily available on their own worlds, and with the vast raw materials
they control it often isn't hard for them to find a buyer. In fact the Squats are considered to be the mog shrewd tradersin
the known galaxy.
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It is not uncommon for those Strongholds to band together, in times of great need, forming aleague under the
control of a Grand Warlord. While this Grand Warlord is only elected to lead the combined forces for the duration of
the crigis, it isthe ultimate accolade for a Squat warrior and is normally bestowed upon only the most honored and
revered Warlord.

Squats are hard working, stubborn and very materialistic to the point that all of them continue to acquire riches
and possessions throughout their life, and then passing it on to their immediate family. Thus even the poorest members
of Squat society have wealth that would equal that of a human lord of an entire planet in the Imperium! Squats also
have an overriding obsession with honor and vengeance, and they take great pride in paying debts, and keeping their
word. A Squat will go to extremes to exact vengeance, or to reclaim his honor, and their history isfull of stories of lone
warriors battling to the death against impossible odds, and of others returning from apparent death, all for vengeance
and honor.

The Engineers Guild is a powerful part of Squat society, it's knowledgeis legendary, and it's Guild Masters
guard their many engineering secrets well, considering it too dangerous for anybody else to use. Much of the equipment
produced by the Squats looks similar to equipment produced by the Adeptus Mechanicus. Thisis no surprise as both of
them are using the same ancient STC templates as the bases for their constructs. However, the Techno-magi are re-
discovering this ancient technology while the Squat Engineers are picking which equipment they want to build and
improving on it. In general Squat produced equipment is tougher, more reliable, more effective, and more efficient then
anything of the same type produced in the Imperium. So while both the Imperium and the Squats produce a L eviathan
from the old STC the Squat version has more firepower, larger transport capacity, is tougher, and the Squats have
moved beyond it to produce the Colossus, Cydops, and even the famous Land Trains. After afew notable disasters, and
amuch larger number of smaller ones, the Adeptus Mechanicus has given up attempting to replicate Squat technology,
and the Inquisition has declared ownership of it heresy.

Squat Special Rules

Army Strategy Rating: 3
Army Initiative Rating: 2+

Stubborn

Squats are stubborn and 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) Squats roll 3D6 in the final assault roll off, picking the single highest number rolled.

(2) Squats roll 2D6 for rallies picking the highest single number rolled.

Land Train

A Land Train must form a connected chain with the Engine in front. Aslong asthetrain is able to maintain this chain
the whole train has a speed of 15cm, and all of it's cars may combine their void shields. While the entire Land Train is
treated as a single formation, and do combine their void shields, treating it as asingle shield covering asingle
formation, they are till treated as individual war engines as far as the rules of Epic-A are concerned. If acar is
immobilized through acritical hit it may be abandoned by the Land Train.
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Hellfury Pulse

The Hellfury can only target, and hit, asingle unit. However if it scores a hit roll D3 to see how many hits were scored
on that single unit (the Pulse), and then D3 for each of those hits for the TKD3. So a Hellfury can score from 1 to 9 hits
on asingle unit, and all of them will be MWTKs. If the Hellfury hits Shields, Powerfields, Holofields roll D3 to
determine how many shields were downed, in the case of the Holofield, how many holofield saves need to be taken, and
then only carry out TKD3 if any hits got through the shields to strike the target.

Tunnéllers

Tunnellers are similar to Drop Pods in the way they are deployed, however they do have some very significant
differences so we present the rules for them here in full.

(1) Write down the coordinates, on a piece of paper, where the tunneller will emerge from below ground and the turn it
will arrive. If the tunneller is going to appear in the friendly half of the table it can be slated to arrive from turn two
onwards. If it is slated to arrive in the enemy half of the table it can arrive anywhere from turn three onward. For
example you could write 45¢cms up from my table edge and 60cms in from the right edge, again facing from my table
edge on turn three. The opponent is not made aware of this location, nor of the turn of arrival.

(2) On theturn of arrival the tunneller model is placed within 15cms of the location designated in the coordinates
written down for the tunneller (They do not scatter). Thisis done at the start of the turn before teleports would be
placed down. The tunneller, and the unitsit is carrying, are then treated like a normal formation fromthat point on, the
tunneller cannot go back underground.

(3) If thetunneller is a Hellbore then it may separate from the formation it is carrying because it is a WE transport and
not a part of the carried formation. Termites and Moles ARE part of the formation they transported as must remain in
coherency with that formation, just like any other normal unit.

(4) Y ou cannot hide tha you are deploying Tunnellers, and you cannot hide the units being carried by the tunnellers,
from your opponent. In fact you must inform your opponent you are using tunnellers, and show them to the opponent.

Brotherhoods
Brotherhood Units Upgrades Points
Wharrior Bratherhood one Lord unit. eleven YWharrior, Thunderer. Thunderfire, 300 paints
Warriar units Thudd Gun, Tarantula, Tunneler,
Spartan, Warlord, Living Ancestor
Bezerker Brotherhood Eight BEezerker units Bezerkers, Tunnelers, Spartan 150 paints
Grand Battery Mine Mole Martar units tdole Martar, Thudd Gun, Tarantula, 250 points

Thunderfire, Thunderars
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Suppul‘l Formations (up to twa may be taken per Bratherhood)

Support Formation Units Upgrades Points
Bikers Guild Six Guild Bike units Bikes, Trikes, Guild kMaster 200 points
Hearthguard 2ix Hearthguard units Tunnelers, Living Ancestor 300 points
Iran Eagle Squadron Five Gyrocpter units none 300 points
Fobot Cohaort Five Fobot units none 200 points
Super Heawy Tank One WE chosen fram the | Living Ancestor, lron Hawk 450 points
Batteny fallowing list Lewviathan, (for Colossus onlby)
Colossus, Cyclops

Thunderar Battery Five Thunderer units Thunderer, Tunneller. Sparan £hl points
Thunderfire Battery Three Thunderfire units none 150 points
Gun Battery Any combination of six of | NANE 150 paoints

the following units:

Thudd Gun, kMale kMarar,
Tarantula

War Engines {no more then 1/3 of the tatal paints in the army for these formations)

war Engine Units Upgrades Points
Crverlord Armored Airship | One to two Crverlord Hone 200pts each
Sguadran Armored Airships
Galiath Mega-Cannaon Two Galiath Thunderfire 250 paints
Batteny hMega-Cannons
Land Train One Engine and any one | Living Ancestar, Up to 7xBattle Cars 350 points

Batile Car

Hellbore Battery COne Hellbhore none 125 points
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Upgrades (maximum of one per formation)

Baftle Cars

0-3 Dragon Battle Car: 125pts
0-1 Bomb Battle Car: 125pts
0-2 Mottar Battle Car: 150pts
0-2 Bezerker Battle Car: 125pts

Upgrade Units Points
0-1 Living Ancestor One Living Ancestar character B0 points
Warlord One ‘Warlord character 25 paoints
Guild Master One Guild Master character 25 points
Bezerkers Four Bezetker units 150 points
\Warrior Four Warrior units 100 paints
Thunderers One ta three Thunderer units bl pts each
Bike Three Bike units 100 points
Trike Conwvert any number of Bikes to Trike 10 pts each
Thundertire One to two Thunderfire units B0 pts each
Thudd Gun Three Thudd Guns B0 points
Tarantula Three Tarantula units B0 points
hdale bdortar Three maole kartars 50 points
[ran Hawl One Iran Hawk, Gyrocopter b0 points
0-2 Sparan Sguadrons One to eight Spartan units 2h pts each
Tunneller Only s many of the following as Termite | 15 pts each
itwould take to transport the formation carried kale 25 pts each
————— —
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Warlord

A SguatWarlord is the head of a Squat Stronghold, a heriditary position, and he is traind
from infancy to be aleader in both war and peace. On the battlefield he not only leads the
focus of the Stronghold, buthe also acts as a great source of inspiration to the Squats
under his contral, and to canstently remind them of their duty to their ancestors.

warlord
Type Speed Armor Close Combat Fire Fight
Character nfa rfa nia nya
Yeapons Range Firepower Notes
Fowear Axe (base contact) Assault\Weapon tMacro-weapon Extra Attacks (+1)
Notes: commander, leader. invulnerable sawve

Living Ancestor
Sguats typically live aboutthree hundred vears but a small percentage live longer. fa
Soguat survives to see his four hundredth birthday he can be expected to survive to the age
of eight hundred, ar maore. Thig tiny percentage of Squats are treated with enormous
respect and become known as Living Ancestors. These living Ancestors are wvenerated as
tanible members of the group of ancient spirts that watch over the Sguat race. tis their job
to see thatthe Laws of the Ancestor Lords are followed, within Squat society, and not even
the mightiest of Squat'Warlords would ignore a Living Ancestor's invocation of that tame.
Their long lives hawve filled these men with great wisdom and knowldge and an the
battlefield they become aWarlords most respected and trusted adwvisors,

Living Ancestor

Type Speed Armor Close Combat Fire Fight
Character nfa nfa nfa nfa
Weapons Range Firepower Notes

Fower Axe (base contact) Assaultveapon Macro-weapon Extra Attacks (+1)

Motes:supreme commander, ingpiring, invulnerable sawve
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Guild Master

The Engineers Guild is divided up into mamy different 'Lodges' each based in the area of
one of the many Sguat Strongholds. Each 'Lodge' is ruled ower by the oldest and most
respected engineer in the lodge, wha is known as a Guild Master. 'While a single
Stronghold may contain mare then one 'Lodge’, the engineers themselhwes hawve no direct
layalty to any Stronghoald, instead their alligance remains to the Guild Lodge they belang
to. This arrangement may seem awkward to outsiders, but it allows all the Strongholds to
benifit frorm the knowldge and skills of the Guild Master, whose first lovalty, as laved outin
the Laws of the Ancestor Lords, is to the Squatrace as awhaole. In battle the Guild kMaster
dons ancient exo-armar, which has been passed down through the lodge owver the
centuries, and rides into combat on & heavily reinfarced trike.

Guild Master
Type Speed Armor Close Combat Fire Fight
Character hta hta e =)
Weapons Range Firepower Notes
Power Axe (hase contact) AssaultVWeapon tacro-weapon Extra Aftacks (+1)

MNotes: commander, leader, invulnerable sawve

Lord
A Sguat Lord is the head of a Squat Hold, also a hereditary position, and he is trained
from infancy ta be aleader in both war and peace. On the battlefield he not only leads the
farces fo the Hold, but he also acts as a great source of ingpiration to the Squats under
hig cantral, and to canstently remind them of their duty to the Squat race,

Lord
Type Speed Armor Close Combat Fire Fight
Infantry 16ctm b+ 4+ A+
Weapons Range Firepower MNotes
Autocannon 45cm AFPE+IATE+
Lasguns (15cm) (small arms)
Motes: [eader
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Warrior
YWarriors make up the bulk of the forces fielded by most Sguat Strongholds, and are
usually made up of vounger members of a Holds war-brethren. These warriors are all
drawn frorm the same Hold and are led by the Hold's Lord, or ancther noble if one is
needed, and ar ecalled Brotherhoods because it's members are all related. Because they
are all drawen from the same extended family orgainization of a Brotherhood can vary from
one to the next, but they are still all roughly the same size. Squat Warriors wear tough, but
light, lthiel body armar. and are armed with gold inlayed Lasguns of Sguat manufacture,
and Missile Launcher heawy weapons for close support.

wWarrior
Type Speed Armor Close Combat Fire Fight
15cm B+ B+ C+

Weapons Range Firepower MNotes
dizzile Launcher 45cm APE+IATR+
Lasgun (15cm) (small arms)
Notes: none

Bezerkers

Bezerker Brotherthoods are made up of th emostwvicious close combat fighters inthe Hold,
and their equipment can wary from Bolt Fistols and Chainswords to simple Auto Guns and
Fower Axas. Bezerkers are expens at tunnel fighting, excel at clearing buildings, and are
usedto smash holes in fortified positions ahead of the \Warrior Brotherhoods. While called
Brotherhoods the Bezerkers are actually drawn fram different families within in the
stranghold, thus it's members cross family lines, butthey considerthemsebses an elite
group and deserving of the classification of a Brotherhood.

Bezerkers
Type Speed Armor Close Combat Fire Fight
Infanty 15cm B+ 3+ b+
Weapons Range Firepower Notes
Bolt Fistal (15cm) (zmall arms)
Chain Axe {hase contacts) AssaultiWeapon

MNotes: infiltratar
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Thunderers
Thunderers are the maost heavily armed units in a Squat Army, and it's members are all
heardened weterans of many campaigns. Sguat Thunderers are unigue because, unlike
mast ather known races, every Squatin a Thunderer squad carries & heawy weaapan of
some type. Thunderers are most often fielded as pan of aWarrior Brotherhood, butitis not

uncommon for aWarlord to converge them into a seperate battery to create strongpoints, or
to lay down heassy suppotting fires.

Thunderers
Type Speed Armor Close Combat Fire Fight
Infantry 15cm B+ b+ 4+
Weapons Range Firepower Notes
JxAutacannons 45cm AFR+ATR+
MNotes: none
Hearthguard

The Hearthguard is made up of the warrar aristocracy of the Stronghald, those related to
it's Lords and Warlord, and are often fielded as a bodyguard for an important individual,
though not always. Their equipment can vary from lavishly decorated suits of exo-armor
and comhbimweapons inlaid with gold and precious stones, o archaic shyled carapace
armorwith power assists and awide variety of heawy weaapons.

Hearthguard
Type Speed Armor Close Combat Fire Fight
Infantry 15cm 4+ 3+ 4+
Weapons Range Firepower MNotes
Asgsault Cannon 30ecm APE+ATE+
Storm Bolter (15cm) {small arms)
Fowerfist (base contact) AssaultWeapon
Motes: reinforced armar
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Guild Bikers

Squats use bikes, and small trikes, for personal ransportation through the tunnels of their
Holds. [tis not uncommon for a number of vounger Squats to get attached to the idea of
roarng around at high speed through the little used, or abandoned, unnels. Most of these
woung Squats "grow out of it" and return to the more stolid mainstreamn of Squat society, but
a small percentage of them nesver do. Those woung Squats end up joining the Engineers
Guild, as they are the only part of Squat society that accepts such childish behaviar, and =0
the ranks of the Guild Lodges remain full. In battle the Guild gathers together their bikers
and fields them in battle to provide the Warlord with a fast mohile strike force.

Guild Bikers
Type Speed Armor Close Combat Fire Fight
Infantry 35cm 4+ q+ B+
Weapons Range Firepower MNotes
Bolt Fistal (15cm) (small arms)
Chain Axe (base contact) AzsaultWeapon

Motes: mounted

Guild Trikes

While most Guild Engineers prefer to ride their bikes there is a small percentage that just
cannot get enough thrills from a small hike. These engineers build large reinfarced trikes
that are capahble of jumping higher. and pulling daredewil maneuwers that would rip a
normal bike apart. In battle these engineers man combat trikes carrving a driver, and a
gunnerwith a suitable heawy weapon, and then executing hit and run aftacks with dash and
stunning brawvado.

Guild Trikes
Type Speed Armor Close Combat Fire Fight
Light“ehicle J0cm 4+ B+ 4+
Weapons Range Firepower Notes
Multi-melta 15cm heltEr+ ar small arms k'

FF Extra Attacks (+1)
Motes:none

10
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Robots

The technical expertise of the Engineers Guild enables the Sguats to maintain a substantial
force of robots for carnying out dangerous tasks in their mines, and for war. Robots are
somewhat limited, because they rely on a prograrm to tell them what to do, howewer they are
strangerthen ordinary troops, better armed, and totally fearless. As allthe Squats ina
stronghold Army are either directly, ar indirectly. related mostWarlords are hesitant to send
their forces on dangerous, butwital, missions. The Lords themselves would refuse o allow
the Bratherhoods to be used in away that wouldn', to & Squat, be hanorable or bring them
glory in battle. As most of these missions don't require anything more complex then
standing and shooting, or advancing in a straight line, the Sguats prefer to send their robots
to carry outthe mission, rather then a close relative.

Robots
Type Speed Armor Close Combat Fire Fight
Infantey 10ecm 4+ B+ B+
Weapons Range Firepower MNotes
Autocannon 45cm APE+ATR+
Fowerfist (hase contact) AgsaultWeapon Macro-weapon Extra Aftacks (+1)
Motes: walker. fearless, scout
Tarantula

The Tarantula is the Squat light anti4tank gun mounting a dual purpose high intensity laser,
that is also capable of dispersed fire for engaging enemy infantry targets. On the

baftlefield the Tarantula is used to cowver an adwvance, orta help the Brotherhoods break
up an armored assault,

Tarantula
Type Speed Armor Close Combat Fire Fight
Infantey 10cm b+ B+ b+
Weapons Range Firepower Notes
Tarantula Laser 45cm APE+ AT+

Motes: mounted

11
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Thudd Gun

The Thudd Gun is a light arillery piece which fires small explosive shells from it's multiple
barrels. The weapaon is clip fed, and ewven though the shells are barely larger then a hand
grenade, the sheer volume of fire they can produce is often enough to shatter enemy
infantry attacks. In battle the Thudd Gun is most often fielded as a direct supportweapon in

a Brotherhood.
Thudd Gun

Type Speed Armor Close Combat Fire Fight
Infantry 10cm B+ B+ B+
¥Weapons Range Firepower Notes
Thudd Gun 45cm AP+ ATE+
MNotes: mounted

Mole Mortar

The haole bdortar fires a subturranean shell called atunnel tarpedo that travels rapidhy
underground befare burrowing to the surface to explode under it's target. The explosive
force ofthese torpedoes is less then a convential warhead of the same size, because
space is taken up by the systems needed for itto be able to mowve under as a direct
supportweapon in a Brotherhood. are either directly, ar indirectly, related most
Warlordslop Lo

The haole bdortar fires a subturranean shell called atunnel tarpedo that travels rapidhy
underground befare burrowing to the surface to explode under it's target. The explosive
force ofthese torpedoes is less then a convential warhead of the same size, because

space

Mole Mortar
Type Speed Armor Close Combat Fire Fight
Infantry 10cm b+ B+ B+
Weapons Range Firepower Notes
tale kartar 45cm 18F indirect fire

Motes: mounted

12
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The Thunderfire AA Gunwas developed after the Owerlord Armared Alrship was
converted for battle use, and provides the army with mare localizes AA protection against
ary aircraft that may hawe gotten passed the Overlards, or far areas where Cvetlords are
not available. Inexperienced pilots hawe found the entire idea of a two tier A4 defense
laughable. and even a number of experienced pilots hawve scoffed at the concept, howewver
only the pilots that hawve survived an encounter with it know how truely effective the Squat

A system really is.

Thunderfire
Type Speed Armor Close Combat Fire Fight
Infantry 10cm b+ B+ B+
¥Weapons Range Firepower Notes
Thundetfire B0cm 2w APR+IATE+/ AL+
Motes:mounted
Spartan

The Zparan is based on the same 3TC as the Space Marine Rhino and it closely
resembles the Adeptus Astartes Razorback. However the Spartan has much better armar,
almostthe same speed, is armed with a turreted heawy stubber, and is capahle of carrving
tenwarriors internally. Wwhile Razorbacks rarely carrier their troops into areas swept by
enemy fire the Spartan is designed to carry its deadly cargo through enemy fire and unload
those forces straight into the enery positions. While the Spartan is an excellant battlefield
transpartitis of limited use on the planets controlled by the Squat Strongholds so it has

never been produced in great numbers.

Spartan
Type Speed Armor Close Combat Fire Fight
Armored Yehicle 25cm 4+ b+ B+
YWeapons HRange Firepower Notes
Heany Stubber 30cm AP+

Notes: transport (may carry two of the following Warrior, Bezerker, Thunderer, Lord)

13
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Iron Eagle Gyrocopter

Iron Eagle Gyrocopters are armored flying machines used to mount high speed aftacks on
enemy forces, While they may loolk like aircraft but they are actually incapable of carrving
out high speed maneuvers, or reaching even mach one. 3o they are mare akin to the
Adeptus Astartes Land Speeders then they are to any kind of aircraft, ron Eagle
2quadrons operate in avery loose formation using terrain to cover their approach, and
then sprining on the enemy from multiple diresctions, all atthe same time.

Iron Eagle Gyrocopter

Type Speed Armor Close Combat Fire Fight
Light Wehicle 35cm 4+ b+ B+
Weapons Range Firepower Notes

Bafile Cannon 7ECm AP+ AT+

2 x Autocannan 45cm AFR+HATE+

Motes: skimmer, scout

Iron Hawk Gyrocopter

The Iron Hawk was developed by the Engineers Guild to increase the combat flexibility of
the Colossus super heawy tank. The lron Hawk is basically an lron Eagle that has had it's
baftle cannon replaced by a complex sensor array and targeting system. On the battlefield
the Iron Hawk seeks outtargets, forthe Colossus itis linked to, o it can engage the enemy
with it's deadly Dooms Day Cannon and it's Missiles,

Iron Hawk Gyrocopter

Type Speed Armor Close Combat Fire Fight
Light *ehicle 3hcm 4+ F+ e+
¥Weapons Range Firepower Notes

Auto Gun A0cm AP+ ATE+

Motes:skimmer, scout, may spot for Colossus

14
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Tunnellers
The Squats are the galaxy's best miners and itis no surprise that they hawve developed the
finest equipment known for carving out huge caverns, and for mowving quickly underground.
YWhile both the Adeptus Mechanicus and the Engineers Guild hawve the same STC for
producing these tunnellers the Imperial versions are slow, weak, and are of very limited
combatvalue, However the Squat wersions are fully capable assaultwehicles, both
underground and on the surface, and they use tunnellers in large numbers for overcoming
both surface defenses, and for investing subterranian Strongholds. A massed attack
invokdang the use of over six hundred tunnellers was the decisive factor in breaking the
siege of Marbach, afeat that the Impenum could newer duplicate with their machines.

Termite
Type Speed Armor Close Combat Fire Fight
Armored Wehicle 15cm b+ b+ B+
Weapons Range Firepower MNotes
RDzD (15cm) (small arms)
MNotes: tuneller, reinforced armor, transport (may carry two Warrior, Bezerker, Thunderer, Lord, or one
Hearthguard )
Mole
Type Speed Armor Close Combat Fire Fight
Armared Wehicle 15cm 4+ B+ B+
Weapons Range Firepower MNotes
ROZD (15cm) (srall arms) Extra FF attack (+1)

Notes:tuneller. reinforced armor, transpon (may carey four \Warrior, Bezerkers, Thunderers, Lord or
two Hearthguard)

Hellbore
Type Speed Armor Close Combat Fire Fight
W'ar Engine 1hcm q+ G+ 5+
Weapons Range Firepower Notes
RDZD {15cm) {small arms)

Notes: Damage Capacity 3. tuneller, reinforced armor, thick rear anmor, fransport may carry sixteen Warrior,
Bezerker, Thunderer, Lord, or ane Hearthguard per two paints of fransport capacity)

Critical Hit: The Hellbore loses one extra paoint of DC per critical hit suffered

15
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Goliath Mega-Cannon
Goliath Mega-Cannons are huge mohbile arillery pieces, of the titan class, which fire shells
weighing several tons. A single shell can blast apart the strongest fortification like
matchsticks, and can even shatter a super-heawy tank. The Squats use batteries of
Goliaths when they encounter a well dug in enermy, ar when they wantto pound a hostile city
into rubble. These giant machines are also used to purmmel an enermy so the
Brotherhoods can slice their way quickly through the weakened enermy.

Goliath Mega-Cannon

Type Speed Armor Close Combat Fire Fight

Wwar Engine hom b+ b+ b+

Weapons Range Firepower MNotes

tega-Cannon A0-80cm 3+DEBF Macro-weapan, slow firing indirect fire

MNotes:Damage Capacity 3. reinforced armar
Critical Hit: Ammao hoistis struck destroving the Goliath

Super Heavy Tanks

From the ancient 3TCs the Sguats built huge wehicles the size of city blocks to operate as
mohbile mining platforms. These monster machines mowve across the surface of a planet il
they discowver arich load of are, halt, and then begin mining. Both the Imperium and the
sguats have turned these gigantic body shells into combat vehicles, though the Squats
consider the Imperial wersions to be poorly built, and deployed as command centers, a
waste of a perfectly good combat wehicle. The first of these is the Squat Leviathan, which
they use as a super heawy assault vehicle to smash through heavily defended areas. The
Adeptus kMechanicus also produces a version of the Leviathan, but it has a smaller
transpont capacity. has less overall firepower. is nat as heavily canstructed inside, and
because of this itis relegated to being an Imperial Command Center. The second wersion
iz the Colossus which is used by the Squats as aweapons platform for providing close
supportto the Sguat Brotherhoods. The last of these mighty machines is the Cyclops,
which maunts the highly destructive Hellfury Cannon, and is used by the Sguats as pure

Titan Killer.
Leviathan
Type Speed Armor Close Combat Fire Fight
YWar Engine 15cm 4+ 3+ 3+
Weapons Range Firepower Motes
Dooms Day Cannon 120cm JBF Macro-weapon (fixed forward)
Thunderfire B0 SxAPE+ATE+IAAR+ _ _
3 Twin Linked Auto Gun - 30cm API+/ATE+ (frontfright sicle)
J3x Twin Linked Auto Gun - 30cm AFPI+ATH+ (frant/left side)
4 x Starm Bolters (15ecm) (small arms) +1 Extras FF aftack perweapon
Motes: Damage Capacity B, reinforced armor, thick rear armar, fearless, transport (may carry sixteen \Warrior,
Bezerker, Thunderer, Lord, or one Hearthguard per two points of transport capacity)
Critical hit: The shot rips through the transpon deck destroving 03 units inside
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Colossus
Type Speed Armor Close Combat Fire Fight
War Engine 15cm 4+ 3+ I+
Weapons Range Firepower MNotes
Dooms Day Cannon 120cm 3aBF bacroweapon (fixed forward)
4« Battle Cannons 7hcm APd+ATA+ (frantfright side)
4% Batle Cannons 7hom AP+ AT+ (frontfleft side)
Thunderer Cannon 30cm AFI+IATY+ ignore cover
Flasma Missiles Blcrm 2xBF hacro-weapaon

Notes: Damage Capacity B. reinforced armaor, thick rear armaor, fearless

Critcal Hit: The Colossus loses one extra point of DC per critical hit suffered

Cyclops
Type Speed Armor Close Combat Fire Fight
War Engine 15em 4+ 3+ 3+
Weapons Range Firepower MNotes
Hellfury Cannon S0cm kW2+ TED3 Fulse D3 (fixed forward)
2 x Battle Cannons 7hcm AP+ AT+
2 x Melta Cannons A0cm bttt + or FERA' Exdra attacks +1 (frontfright side)
2 x Melta Cannaons 30cm hofi' 4+ ar FFhW Extra aftacks +1{front/left side]
Doomstorm Missiles Elcm cBF tacro-weapon

MNotes:Damage Capacity B, reinfarced armar, thick rear armar, fearless

Critical Hit: The Cyclops loses one extra point of DC per critical hit suffered
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Overlord Armored Airship

The Engineers Guild first developed these giant airships to harsest the liguid metals within
the gas giant planets. It didn't take long for the engineers to realize the possible militany
potential of these airships. and now every Stronghold fields a number of Owverlord
Sguadrans. As Squats don'tfield any real aircraft, because of the turbulent atmospheres of
their homewaorlds, they hawe turned their Owerlords inta air space contral ships. In battle the
Crverlords float abowe the army using their massed A4 batteries to clear the air of enemy
flvers, while using their bombs to support the traops an the ground.

Overlord Armored Airship

Type Speed Armor Close Combat Fire Fight
YWar Engine 15cm 4+ 6+ 4+
VWeapons Range Firepower Notes

Baftle Cannon FEom AR+ AT+ (fixed forward)

& x Autocannon 4hzm APE+IATR+ (leftside)

2 x Autocannon 4hcm APE+HATE+ (right side)

belta Bombs 15em aBF

MNotes:Damage Capacity 3. reinforced armar. thick rear armar, fearless

Critical Hit: The airship crashes to the ground, roll & scatter dice and 206 for distance to find where the
Crwerlard hits the ground. Amy units under the ship are automatically hit, normal saves apply

Land Train
mguat Land Trains started out as transport to mowve food, equipment and raw materials
througth the harsh enviraments of their homewarlds. During the Otk irvasion of Imbach's
stronghold the Engineers Guild of the Azul Karon Lodge hastily conwverted their Land
Trains into armed fighting machines. To this day the heroic exploits of those three Land
Traing, Pride of Imbach, Laord LIri's Honor, and Grunhag's Bane, are celebrated in epic
sagas throughtout the Squat Homewarlds. From that day forth the Squats hawve used Land
Traing asweapons of war, though difficulty in construction and maintinance of these giant
machines prevents any single Stronghold from being able to field mare than a handful of

thern.
Engine

Type Speed Armor Close Combat Fire Fight
War Engine 15cm 4+ 4+ 4+
Weapons HRange Firepower Notes
Doorns Day Cannon 120¢em iBF (freed forward)
2 x Battle Cannon 7hom APA+ AT 4+ {frontfright side)
2 x Battle Cannon 7hcm AP+ AT+ (frontfleft side)
Notes: Damage Capacity 3, 1 Woid Shield, reinforced armar, thick rear armar, fearless
Critical Hit: The Engine loses one extra point of DC per critical hit suffered
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Mortar Battle Car

Type Speed Armor Close Combat Fire Fight
YWar Engine 10cm 4+ 4+ b+
Weapons Range Firepower MNotes

Siege Mortar 45cm 4BF ignare cover, indirect fire

Notes:Damage Capacity 2, 1 Yoid Shield, reinforced armar, thick rear armaor, fearless
Critical Hit: The Battle Car's track is destroved immaobilizing it

Dragon Battle Car

Type Speed Armor Close Combat Fire Fight
War Engine 10cm 4+ + 3+
Weapons Range Firepower MNotes

Firethrower A0cm 3 API+HAT A+ ignare caver

Motes:Damage Capacity 2, 1 %oid Shield, reinforced armor, thick rear armor, fearless
Critical Hit: The Baftle Car's track is destroved immohilizing it

Bomb Battle Car

Type Speed Armor Close Combat Fire Fight

‘YWar Engine 10cm 4+ 4+ B+

YWeapons Range Firepower Motes

Fad Bomb LIfL M2+ TKD3  one shotweaponuse the small BF template
Bolters (15cm) (small arms) first strike

Notes:Damage Capacity 2, 1 %oid Shield, reinforced armar, thick rear armar, fearless
Critical Hit: The Battle Car's track is destroved immobilizing it

Bezerker Battle Car

Type Speed Armor Close Combat Fire Fight
YWar Engine 10cm 4+ 4+ 4+
Weapons Range Firepower Notes

Battle Cannon 7hcm APA+AT 4+

2 % Twin Linked Auto gun 30cm AP+ ATE+

Notes:Damage Capacity 2. 1 Void Shield, reinforced armor. thick rear armor. fearless
transpon (may carry eight Bezerkers)

Critical Hit: The Baitle Car's track is destroved immaobilizing it
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Thunder Battle Car

Type Speed Armor Close Combat Fire Fight
YWar Engine 10cm 4+ 4+ 3+
Weapons Range Firepower Notes

Thunderfire Elcrm & APE+IATE+ AN+

4% Twin Auta Gun d0cm AP I+ AT+

Notes:Damage Capacity 2, 1 Yoid Shield, reinforced armor, thick rear armor, fearless
Critical Hit: The Baftle Car's track is destroved immaohilizing it
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