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			On the battlefields of the far future, colossal engines of war loom over the troops swarming around them like gods of battle. They are like armies unto themselves; the greatest asset available to a general, and the greatest prize for the enemy.

			In the arms race for battlefield supremacy, each faction has developed its own versions of the ultimate war machine. From the enormous super-heavy tanks of the Imperial Guard to the walking effigy of the Ork gods known as the Stompa, all seek to dominate the combat zone. Nothing will crush the foe like a Super-heavy vehicle or Gargantuan Creature.

			These hulking Lords of War shrug off incoming shots with contemptuous ease, and bear enough firepower themselves to level entire hab-blocks. Some of these vast engines of destruction can single-handedly offer more than a match for an enemy army. Yet they are not unstoppable, for with enough grit and the right tactics, a determined opponent can wear down and fell even these veritable giants.

			
				[image: Caption-starter.jpg]
			

			

			WARHAMMER 40,000

			If you are reading this book, then you have already taken your first steps into the Warhammer 40,000 hobby. The Warhammer 40,000 rulebook contains all the rules you need to fight battles with your Citadel miniatures. This book allows you to use your collection of Super-heavy vehicles and Gargantuan Creatures in your games of Warhammer 40,000.
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			Warhammer 40,000: Escalation contains the following:

			
					•	A background section introducing Lords of War units and their terrifying impact on the battlefield.

					•	All the rules needed to play with Super-heavy vehicles (including Flyers and Walkers) and Gargantuan Creatures, as well as rules for their potent wargear.

					•	An amended force organisation chart that allows players to choose Lords of War units as part of their standard Warhammer 40,000 armies.

					•	A portfolio of datasheets detailing each of the Lords of War units available to the armies of the 41st Millennium. Each datasheet describes the unit’s role on the battlefield, and sets out its weapons and special rules, and its points cost and characteristics. The datasheets are also accompanied by photographs of expertly painted Lords of War models from the studio collection.

					•	New Altar of War and Gauntlet Challenge missions that highlight the awesome power of Lords of War units in your Warhammer 40,000 battles.
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			When a super-heavy war engine arrives upon the battlefield, it brings with it the colossal rumble of impending doom. The ground shudders in its mighty shadow and even the brave quail at its approach. It bears the destructive power to shatter cities, to mow down entire regiments with the weight of each sweeping fusillade. These behemoths are the pinnacle of a race’s destructive power and their deployment escalates any conflict into a momentous clash.

			The 41st Millennium is a time of war, an era marked by a rising crescendo of violence that rages across the entire galaxy. Battles take place in the cold blackness of space and on the surfaces of unknown planets. The besieged Imperium of Mankind is beset by foes, its citizens gazing out from the ramparts of a million worlds, looking to the skies above for the telltale signs of their approaching doom. 

			The galaxy is an unimaginably vast place, with countless populated domains and territories scattered across immense empty gulfs of space. Yet Mankind has not found peace amongst the stars – even the most well guarded or remote havens have succumbed to corruption and heresy or been the target of merciless xenos invasion. In a war-riven galaxy, battles have a way of spiralling. Rebellions and probing attacks can blossom into planet-wide wars of conquest; clashes intensify as reinforcements are rushed to join the fray. Sensing an opening to exploit for their own benefits, other forces send troops into the area and whole star systems become consumed, roiling war zones of great proportions. 

			OVERKILL

			In an age of total war, every conflict represents a potential tipping point that could propel a campaign towards ultimate victory or crushing defeat. As such, a commander will stop at nothing to gain supremacy, seeking any edge he can find through superior tactics, resolve or armament. At the pinnacle of any race’s weapons technology are those vehicles or creatures that the Imperium’s tacticians would designate ‘super-heavy’. A leader lucky enough to have one of these mighty assets in his order of battle has the perfect unit to lead a shock assault or anchor an impregnable defence. 

			From the lumbering Baneblade tanks of the Imperial Guard to the bio-engineered behemoths of the Tyranids, all vehicles or creatures of such size are capable of vaporising entire enemy armies. The appearance of one of these apex destroyers changes the very nature of not just a battle, but an entire campaign. Regularly deployed in the largest engagements, the might of these massive engines is conserved by generals for the most vital missions.
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			A STORIED HISTORY

			All the major factions in the 41st Millennium have developed or make use of some form of super-heavy threat, although these vary greatly according to the nature of the race that employs them. For instance, the Space Marines are commonly associated with the Thunderhawk Gunship – an enormous orbital dropship whose transport capability and combat versatility complement the rapid-strike, mobile brand of warfare favoured by the Emperor’s Finest. The massive war machines built by Orks, on the other hand, are much like their creators: far from subtle. As a hallmark of their race, they are crude and ramshackle in appearance. However, each bristles with oversized guns and gigantic blades and klaws, making them deadly up close or from afar.

			The sheer size and might of these monstrous creations inspires awe from all sides of the battlefield. During the Battle for Macragge, the Imperium’s forces on Ultramar – both the Defence Force Auxilia and the Ultramarines themselves – felt nothing but loathing for the attacking xenos. Yet they could not help but be amazed by the sheer power and ruthless ferocity of their foe, and none were more imposing than the immense Harridan that came to be called the Great Reaper. Sent by the Hive Mind to sow destruction while the Tyranids’ main offensive landed elsewhere, the Great Reaper single-handedly tore through the defensive installations south of Cold Steel Ridge. The vast, swooping horror swept through regiments of Auxilia, tossing aside battle tanks and descending upon gun emplacements with talon and fang. With the bulk of the Ultramarines Chapter engaged in combat, it fell primarily to the Defence Force Auxilia to hunt down and eliminate the great soaring beast – and perhaps the task was too much for them. Through three days of running clashes, the Great Reaper avoided every trap and slaughtered every ambush, smashing its way through each force set to thwart its rampage. The beast was stopped at last when artillery barrages shattered the ice-cliff walls of a pass through which it was gliding, burying the monster beneath a thundering avalanche. Whether the Great Reaper was slain, or perhaps lies frozen atop the towering pass to the north of Macragge’s largest plasma reactor is, to this day, still unknown. 

			Such tales shadow every one of these super-heavy engines, for most have partaken in countless battles, often playing leading roles in the subjugation of their foes. Most have known nothing but victory, but even in defeat they perform deeds worthy of legend.

			THE ULTIMATE WAR MACHINES

			The deployment of any of these ultimate war machines constitutes a major commitment. By their bulk alone, these mightiest of weapons represent a vast investment of resources – be it in wraithbone, bio-mass, or manufactorum-processed metals. But their worth is more than the materials that bind them, for each, in their own way, symbolises the army for which it fights – an icon of that race’s approach to war. Most armies will stop at nothing to recover damaged or destroyed super-heavy vehicles, both in recognition of their bloody deeds of carnage and to prevent such destructive weapons from falling into enemy hands. 

			Each super-heavy tank of the Imperium is an honoured relic, revered for its legendary past. To the Orks, the Stompa is naught less than a walking, fighting idol of their god Gork (or possibly Mork), and the greenskins flock to fight at its blood-stained feet. A Tesseract Vault imprisons the Necrons’ worst enemy – a captured fragment of the hated star-gods themselves. The idea of losing one of these devices (and the possible release of its prisoner) is abhorrent to the Necrons. So it is with each race – even the efficient but unfeeling Hive Mind closely monitors the massive investment of precious bio-mass required to birth a Harridan upon a world. 

			Thus, the decision to commit a super-heavy asset to any battle is a double-edged sword. On the one hand, any commander able to do so has at his behest the pinnacle of his race’s killing power. However, should the foe succeed in destroying such a powerful unit, harsh repercussions usually follow. For example, in 999.M41 Colonel Krazchek unwisely survived the battle that erupted over the Spire Gates on Armageddon. It was then his duty to report the unrecoverable loss of the Baneblade Mordian Honour – a tank that had served the 3rd Heavy Tank Company of the Mordian Iron Guard with distinction for over two millennia. Krazchek refused execution by bolt pistol and chose instead to lead a penal battalion in an attempt to recover the abandoned Baneblade. He never returned from that mission, and his name has since been struck from the rollcall of tribute that lists the heroic Mordian dead.
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			The Baneblade is an unmistakable icon of the Imperium’s armoured supremacy, and many of these honoured machines have served in countless war zones across several millennia of war. The secrets of the tank’s construction are jealously guarded by the Adeptus Mechanicus, with many Baneblades still rolling directly off the Manufactorum lines of Mars itself. This versatile tank serves equally well as the mailed fist of an Imperial Guard offensive or as the unassailable lynchpin of even the most desperate defence. Possessed of overwhelming firepower, exceptionally thick armour, and a roaring power-plant that allows it to surge into battle with surprising speed, the Baneblade is a truly deadly foe in any conflict.
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			This Baneblade is part of the Cadian 4th army, as shown by its vehicle insignia.
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			Baneblade Commander
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			Super-heavy tank crewman directing the fury of the mighty guns
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			When a Lords of War unit takes to the field, everything changes. Objectives that previously seemed vital in importance pale into insignificance compared to weathering the fury of so vast an engine of destruction. Stopping the behemoth’s rampage becomes the most pressing concern of the enemy commander, and strategic locations previously thought inviolable find themselves now squarely in the line of fire. At such a time, only the most desperate and selfless actions will guarantee victory.

			The Warhammer 40,000 rulebook already includes a set of Eternal War missions, and when you multiply that by the different armies you might face, and the myriad different ways you can set up the terrain for your battle, there are hundreds, if not thousands of different ways to play.

			However, we feel that you can never have too much variety, so this book has six new missions you can use if you or an opponent has a Lords of War unit in their army.

			The new missions illustrate the different sorts of strategies used by armies that include Lords of War units – or those battling against them – and they will provide new tests of your tactical ability as a commander. 

			STRATEGY

			Different armies use different strategies when they go to war, which affects the types of battle that they fight. Armies that include a Lords of War unit may be lent additional confidence by its mighty presence, striking at the most vital of targets or weathering wave after wave of lesser foes with studied contempt. By comparison, those facing an army that includes such an immense and powerful unit will find their strategy dictated by its presence, holding their monstrous foe back from vital assets or pouring all their efforts into bringing the Lords of War unit low. 

			The missions in this book are themed around the ways in which Lords of War units change the nature of the battles fought around them. This gives you a chance to discover more about the strategies used by and against these massive units, and then to try these strategies out on the tabletop. It also means that the army you command can affect the types of battle you will be likely to fight. This is highly appropriate – after all, you would expect to fight a very different sort of battle as a Warlord commanding a Lords of War unit than you would as a general facing one.
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			MISSIONS TABLE

			D6 - Mission

			1 - Trampled Underfoot

			2 - Slay the Beast

			3 - Armoury of Annihilation

			4 - The Approach of Doom

			5 - Ultimate Linebreaker

			6 - Crucible Extremis
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			TACTICS

			The six missions included in this book are designed to provide players with games that will really challenge their tactical ability. Each of these missions is designed to be as balanced as possible, providing both sides with a new set of tactical problems to overcome.

			This means that, in order to win, you will need to be prepared to think on your feet and quickly adapt to the new circumstances the missions will throw at you. You may be called upon to spearhead an attack or fight to hold a defensive position deep behind enemy lines. Tried and trusted tactics will need to be re-thought in the face of these new challenges, and you will need to be ready to think outside the box in order to win.
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