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Points: 750  

Super heavy walker  

Structure Points: 2  

 

Weapons and EquipmentWeapons and EquipmentWeapons and EquipmentWeapons and Equipment  

Heavy rail cannon x 2  

Heavy smart missile rack (6 x penetrator, 6 x cluster)  

Long barrelled Burst cannon  

Targeting array (included), multi tracker, upgraded disruption pod, 

Networked Marker lights x 5, black sun filter, positional relay, Tachyon 

marker, Target Locks  

 

Options:Options:Options:Options:  

Sensor spines 20 pts  

Flechette dischargers 40pts  

 

WeaponWeaponWeaponWeapon    RangeRangeRangeRange    StrStrStrStr    APAPAPAP    SpecialSpecialSpecialSpecial    

Rail Cannon Rail Cannon Rail Cannon Rail Cannon 

(solid)(solid)(solid)(solid)    

120" 10 1 destroyer, each cannon may fire 

independently (shell type and 

target nominated before rolling) 

Rail Cannon Rail Cannon Rail Cannon Rail Cannon 

(submunition)(submunition)(submunition)(submunition)    

120” 7 3 Apoc blast template 

HeavyHeavyHeavyHeavy    Burst Burst Burst Burst 

cannoncannoncannoncannon    

36” 5 5 Assault 6 

Heavy missile Heavy missile Heavy missile Heavy missile 

rack rack rack rack 

(penatrator)(penatrator)(penatrator)(penatrator)    

48” 8 3 No LOS needed- treat as Smart 

missile 

HeHeHeHeavy missile avy missile avy missile avy missile 

rack rack rack rack 

(cluster)(cluster)(cluster)(cluster)    

48” 5 4 Assault 8, No LOS needed- treat as 

Smart missile 

NetwNetwNetwNetworked orked orked orked 

Marker Marker Marker Marker 

LightsLightsLightsLights    

(NWML x5)(NWML x5)(NWML x5)(NWML x5)    

36” / / * 

Tachyon Tachyon Tachyon Tachyon 

marker x1 marker x1 marker x1 marker x1 

(forward (forward (forward (forward 

facing)facing)facing)facing)    

Unlimit

ed 

/ / operates in the same way as a 

networked marker light and is 

used in conjunction with the Rail 

cannons (only 1 marker light hit 

can be generated By the Tachyon 

marker)  

 

 

*The 5 marker lights are mounted one on each leg and one on the main hull. 

Measure range and LOS from each point.  

Missiles are treated as Smart missiles in all regards such as cover etc. 

There are 12 missiles available and 3 can be fired per turn. A missile can 



benefit from successful ML hits, as can all the weapons (other than 

cumulative ML hits) as long as both the ML and the missile/s can both see 

the target.  

 

Positional relayPositional relayPositional relayPositional relay::::    

If a unit deep strikes within LOS of the walker, they may re-roll the deep 

strike dice  

 

 

Upgraded disruption pod:Upgraded disruption pod:Upgraded disruption pod:Upgraded disruption pod:  

A visual, magnetic and electronic counter measure unit that gives some 

protection against incoming projectiles. Has a 4+ inv save unless the 

shooter is within 8"    


