The Titan Project

Version 1.0

1 Credits

This project is the result of discussions on the epic mailing list.  The editor, Andy Skinner, has claimed primary responsibility for the content (to keep consistency with a central idea, and to have someone to blame), but ideas, (mostly) constructive criticisms, and playtesting came from many individual members, including Greg Lane, Allen McCarley, Christopher Quinn, Elias T, Brian, Schoon, Markco, Cyril, Kevin, etc.

2 Introduction
The Titan Project came about after seeing another implementation of a system to make Titans more interesting in Games Workshop’s Epic 40,000 rules.  That system created a new set of rules and merged those rules with the Epic 40,000 rules.  Others and I believe that Epic 40,000 could sufficiently support Titans at a new and exciting level, and that completely new rules mechanisms are unnecessary and even inappropriate in the context of this rules system.

3 Goals
The goals of The Titan Project are to add some interest and detail to Titans (including Gargants and Biotitans) within the Epic 40,000 framework, and to make minor modifications where it seems that Titans need bolstering to give them the feel of the mighty walking war machines they represent.

4 Foundation
4.1 Adeptus Titanicus

Unfortunately, I am not familiar with the old Adeptus Titanicus rules.  I suspect they are much more detailed than I would like.  I mention them here for the sake of completeness.

4.2 Space Marine and Titan Legions

These games were the inspiration for the weapon choice trade-offs.  When I refer to Titan Legions below, I mean the Space Marine 2nd edition and Titan Legions rules systems together.

4.3 Epic 40,000 Framework

As far as possible, The Titan Project will stay within the rules concepts of the Epic 40,000 system.  The basic structures of Blast Markers, Firepower, Super Heavy Weapons, and Special Abilities are all useful and appropriate.

4.4 Firepower 1 Additions

The additions of Firepower magazine, issue 1, were highly praised when they came out.  We would like to preserve these, including the Titan orders system.  Although the Flak system may need some tweaking, that remains outside the scope of the Titan Project.  I will probably be unable to remain completely silent about it when discussing flak and Titans, however.  (
The Firepower 1 article Machineries of Destruction was pretty well done, too.  Although I would like to make some minor changes, in the interest of standardization, The Titan Project builds upon these weapons, too.

5 Toughness

Some Titans need to be a little tougher compared to the weapons they typically have arrayed against them.  The only ones The Titan Project currently addresses are the Tyranid Biotitans.  These monstrosities have no shields, and are thus vulnerable to the increased number of criticals they will receive, especially in the case of Death Rays.  Thus, Tyranid Biotitans get a bio-save:

Bio-save: An undamaged biotitan gets a 4+ save vs. all hits until the first time that save fails and the biotitan takes damage.  A biotitan that has taken any damage at all has a reduced bio-save, which prevents rolling on the critical table on a 4+.

Alternative: tyranid titans get bioplasma shields, which work exactly as void shields.

6 Blast Markers

Even Titans, balanced precariously on metal legs, must react to the explosions and movements around them, so Blast Markers do still apply to Titans.  However, the size of Titans gives their crews a little more assurance than they might otherwise have.  All Titans remove 1d6 Blast Markers in the Rally phase.

7 Fire Arcs

Another way to allow Titans to manage the effect of Blast Markers on themselves is to allow them to concentrate their fire on targets more effectively.  Currently, a Titan may not be able to fire at a target ahead and just to the right, because the left arm weapon doesn’t have the target in its arc and Blast Markers shut down the other weapons.  This allows Titans to get a target into its Front arc, bringing all weapons to bear.  Besides, the arm weapons on Titans just look like they ought to be able to fire across the front center line, and don’t look like they should be able to fire directly behind.

The current Side fire arcs extend along the 180 degrees on either the left or right side of the Titan.  They do not overlap in the front, and they cover all the way to directly behind the Titan.  The Titan Project rotates the Side arcs (preserving the 180 degrees) so that they overlap the Front 90 degree fire arc (and each other), but do not cover the rear 90 degrees.  This gives an advantage to the Titan in terms of firepower that can be applied to a target in that front 90 degree arc, as well as reducing the chance that a Blast Marker will keep weapons from firing (assuming the Titan can keep a target in that arc).  However, it also adds a significant disadvantage, in that it has no weapon coverage in the rear 90 degrees!  (This should motivate some trade-off for the carapace multi-lasers, to provide some rear Firepower during Firefights.)

8 Titan Weapons

In Titan Legions, the choosing of weapons with which to load up a Titan was part of the fun.  This would be a great addition to Epic 40,000, if could be done using the Firepower and Super Heavy Weapon systems within the system.  I do not intend to add every weapon from the earlier systems, with all the subtle specifics of each one.  Instead, the plan is to provide similar trade-off choices when arming titans, firepower vs. range, for example.  Existing titan weapons are included, to serve as comparisons to the new weapons.  A Titan should not be given access to a significantly more powerful weapon than those it currently has without some sort of penalty or limitation.

There are different kinds of trade-offs.  The basic one is the Range/Firepower trade-off (the examples in the Imperial section trade 15cm of range for 4FP).  The Imperial Plasma weapons in Titan Legions presented a game-time trade-off, where to fire the weapon, the Titan had to give up movement and/or the fire of other weapons.  I did not try to accomplish the specific effects of each weapon, but did introduce one plasma weapon that gave great capabilities for a penalty.

When considering weapons inspired by those in Titan Legions, we take into account the 3/5 scaling of ranges that happened at the transition to Epic 40,000.  Thus 75cm weapons in Titan Legions are 45cm in Epic 40,000.

8.1 Imperial Titan Weapons

The main effect here was the range/firepower tradeoff.  However, I never understood why the Imperial Titans didn’t have AT weapons, so in honor of the TurboLaser Destructor, I’ve added a couple of those as well.  I only want to add some of the very specialized weapons if they fit well within the Epic 40,000 system.

8.1.1 Warlord Weapons

· Death Ray 60cm

· Mega-cannon 60cm

· Vortex Missile unlimited range

· MRL 60cm heavy barrage

· Heavy Weapons Battery 45cm 8fp

· Close Combat weapons 30cm 4fp, plus close combat effects

· Long Range Battery 60 cm 4fp

· Medium Range Battery 30cm 12fp

· Short Range Battery 15cm 16fp

· Destructor battery 45cm 3xAT

· Medium Range Destructors 30cm 4xAT?

· Plasma Destructor 60cm 3xDR—Titan must be given Immobilized orders (one per titan)

· ? Carapace Multilasers 15cm rear arc penalty?

· ?Deathstrike cannon (new name!) ! orders 90cm megacannon? (5th weapon front arc)

· ? close combat weapons?

· Disruptor: 60cm 3xDisrupt

8.1.2 Reaver Weapons

List exceptions (deathstrike, ???)

8.1.3 Warhound Weapons

· Weapon battery 45cm 6fp

· Medium range battery 30cm 9fp

· Barrage (not heavy barrage)

8.2 Eldar Titan Weapons

The Eldar wing weapons are not as effective as the arm weapons.  Thus when providing for the barrage that they had in Titan Legions, the 4fp wing weapon can be traded for a simple Barrage, not a Heavy Barrage.

8.2.1 Phantom Weapons

· Tremor Cannon 60cm Mega-Cannon

· Psychic lance 3x60cm Disrupt

· Wing barrage 60cm barrage

8.3 Ork Gargant weapons

8.3.1 New or revised weapons

· Klusta Busta 45cm  AT + megacannon   fp (1) (template must cover AT target)

· Gutbusta 45cm megacannon or 45cm DR (represents all SM/TL mega-cannons)

· Deth Kannon 60cm DR

· Observation tower—works like Imperial Fire Control Center

8.3.2 Slasha Gargant weapons

The Slasha Gargant may be armed with three of the following:

· Weapons battery 45cm 8fp

· Gutbuster (only one (belly))

· Close combat weapon

· Lifta droppa

· Deth Kannon

· Klusta Busta 

8.3.3 Great Gargant weapons

· Gaze of Gork head 30cm DR

Choose either

· Left shoulder battery

· Right shoulder battery

or

· Observation tower

Choose two arm weapons:

· Weapons battery

· Lifta-droppa

· Close combat weapon

· Magnum cannon (like gutbuster (only one on arm))

· Deth Kannon

· Klusta Busta

Choose one belly weapon

· Gutbusta

· Close combat weapon (snapper)

8.4 Chaos Weapons

Chaos can take Imperial Titans, and these may take the same weapons as the Imperial versions.  (What about Machineries of Destruction items?)

9 To Do

Fill out Warhound and Reaver weapon limitations

Ork weapons (mega gargants, too)

Emperor class titans

Add in existing eldar weapons

Other armies titans

Critical chart updates?  Definite: change left/right entries so that more likely result is “near” side, less likely is “far”.  Look into Allen’s comments on non-linearity.

