Phantom Titan

Eldar Titans are very different to those used by the Imperium.  Tall and slender, they move with a smooth agility and grace unachievable by human Titans.  They benefit not only from the experience of their crews (who are brought up with the Titans from birth) but from the collective consciousness of a large spirit stone which contains the ghosts of many Eldar.  Titans are built around a wraithbone core which permits the spirits contained within to flow freely through the whole machine.  This gives the Eldar Titan a consciousness of its own which, combined with its living crew, makes it a deadly fighting machine.

Speed
Armour
HoloFields
Damage Capacity
Assault
Transport

20 cm
5+
2+ Save
8
30
-

WEAPON TABLE

Body Weapon
Fire Arc
Range
FirePower
Notes

2x Weapon Battery
Front
45 cm
4 each


Arm Weapon Pick 2
Fire Arc
Range
FirePower
Notes

Distortion Cannon
Side
45 cm
(1)
Roll D6x5.  If scorce equals or beats the target’s basic speed, you’ve hit (a natural 6 is always a hit, a 1 is always a miss).  War engines take a single critical hit, ignoring shields.  Other targets are destroyed.

Close Combat Weapon
Side
30 cm
4
Double Assault value vs. other war engines.  Always causes Catastrophic Damage against war engines if you win.

Pulsar
Side
60 cm
D6
D6 x anti-tank shots

Critical Damage Table

2D6 Roll
Result
Damage
Notes

2
Unexpected Hit
+0 points
The Phantom is immobilised for the rest of the turn.

3
Right Wing Damaged
+1 point
The weapon may not be fired until repaired.

4
Left Wing Damaged
+1 point
The weapon may not be fired until repaired.

5
Right Arm Damaged
+1 point
The weapon may not be fired until repaired.

6
Left Arm Damaged
+1 point
The weapon may not be fired until repaired.

7
Holofield  Damaged
+2 points
The Phantom’s wing is damaged, affecting the Titan’s holofields.  The holofields will not work until repaired.

8
Systems Damaged
+2 points
The Phantoms  is immobilised for the rest of theturn.  Its holofield stops working until the damage is repaired.

9
Wraithbone Damaged
+2 points
The wraithbone core is cracked, damaging the link between the crew and the spirit stone.  The Phantom is immobilised until the wraithbone is repaired and halves its Speed permanently.

10
Head Damaged
+3 points
The Phantom’s spirit stone is cracked and some of the incumbent souls are sucked into the warp.  The Phantom is immobilised and may only fire one weapon per turn until the head is repaired.

11
Power Source Damaged
+3 points
The Phantom’s holofields will not work for the rest of the turn.  The Phantom is immobilised and may only fire one weapon per turn until the damage is repaired.

12
Catastrophic Damage
See Table Below


Catastrophic Damage Table

1D6 Roll
Damage
Notes

1-3 Leg Blown Off
Wrecked
The Phantom is stunned by a heavy blast.  For the first time in its life it starts looking more like a machine than a living being.  It crashes to the ground.  Anything in base contact takes D6 hits.

4-5 Massive Explosion
Destroyed
The Phantom is destroyed by an explosion that rips its body apart.  Any unit within 5cm takes 1 hit.

6 Crystalline Implosion
Destroyed
The Phantom’s power source is hit and the crystalline structure implodes.  As the twisted wreck falls to the ground, uncontrolled energies arc off its surface.  Any unit in base contact takes D6 hits.  Toll to hit any other unit within 3D6 cm.

