




















KNIGHTS 
The Knight Worlds supply the teeming forge worlds of the 
Adeptus Mechanicus with vital food and raw materials. 
Most of the Knight Worlds have a number of major land 
masses covered with vast plains or lush forests. Through 
these empty wildernesses wander grazing herds of huge 
megasaurs, dinosaur-like creatures that either evolved 
naturally or were transplanted to the planet in the Dark Age 
of Technology. Packs of swift carnosaurs pursue the herds 
and the warrior knights in their armoured suits fight to 
keep them at bay. 

The Knights must be constantly vigilant in order to keep 
not only the carnosaurs but also raiders from the Eldar 
Exodite clans at bay. The Servitor-run strip mines in the 
mountains must also be protected against rapacious pirates 
in search of gold, silver and uranium. 

Year-long the Knights battle and patrol until the great ships 
arrive from the forge world, bringing new Knight suits, 
weapons, tools and mining machinery. They leave with 
their holds packed with ores and megasaur meat. 
Sometimes the warp storms are bad and the ships are 
delayed for months at a time, leaving the Knight Worlds 
teetering on the edge of anarchy. 

When the Titan Legions march to war contingents from the 
Knight Worlds fight with them. Each noble family sends 
their own formation of armoured warriors called a Knight 
household. These households vie with one another in acts 
of valour and heroism on the battlefield as well as the 
spectacle of banners and individual heraldry emblazoned 
on each suit. 

CHOOSING 
THE KNIGHT ARMY 

Your Knight army represents part of the contingents of 
Knights on crusade with a Titan Legion. The Knight army 
may comprise Knights, Tech-Guard and Titans. You can 
also include allies from the Imperial Guard, Space Marines 
and Squats. Your troops are chosen using the epic army 
cards for Knights. Begin by fixing a points value for the 
whole army; your force may not exceed this value. 

You must choose at least one company card, representing a 
Knight household. For every household you choose you 
may include up to five support cards representing 
formations attached to the household. Support and special 
cards may be chosen from Titan Legion cards and Imperial 
Guard cards, the Imperial Guard representing household 
troops brought along from the Knights' home worlds. 

You may also choose one special card for every household 
in the army representing a rare or unusual piece of 
machinery, formation or individual which is part of the 
army. As you choose your cards note down the points 
value of each one and make sure the total points value 
doesn't exceed your agreed value for the army. 

For example, you could select a Knight household as your 
first company card. To this you might add support cards to 
include a tactical platoon of Imperial Guard, a mechanised 
platoon of Tech-Guard and three additional cards of 
Knights. Note that in this case the Seneschal of the 
household would act as company command to the Guard 
forces. 

SPECIAL RULES 
FOR KNIGHTS 

Close Combat 
Just like vehicles, if Knights have charge orders they move 
up to double the distance printed on their speed value and 
may enter close combat. Some Knights have a special 
lance attack: if the Knight detachment charges into close 
combat then it receives the benefit of using their lances 
(see below). If the Knights allow themselves to be charged, 
then the close combat is resolved in the usual way as if the 
Knights were vehicles and using their basic close assault 
factor. 

Shields 
Knights carry a small but potent directional power field 
generator. This works by creating a power field across a 
90° arc to the front of the Knight. By skilfully 
manipulating this field a Knight tries to slow and deflect 
enemy fire. To represent this any hits scored on the front of 
the Knight receive no save modifier so the Knight's saving 
throw to the front cannot be affected by weapon save 
modifiers. Shots which strike the Knight from the side or 
rear are allowed to use their save modifier as usual. 



Barrages are considered to hit the Knight from the 
direction the weapon is fired (this represents the Knight's 
shield deflecting the fire before it passes him). Indirect 
barrages are considered to come from the centre of the 
burst template. If the Knight fails its saving throw it is 
destroyed and removed from play as usual. 

You will find that the Knight models in this box have a 
small lip on their bases across the area which is protected 
by the shield. To determine whether a shot hits the front of 
the Knight place a straight edge like a ruler between the 
firer and the centre of the Knight's base - if it crosses the 
lip it strikes the shield. 

Shock Lance 
The shock lance is used by Knights to deliver high voltage 
electromagnetic shocks to enemies they are close 
assaulting. The engines of the Knight suit are fitted with 
huge dynamos. As the Knight builds up speed and charges 
into combat, the dynamos revolve, storing an electric 
charge in capacitors mounted in the Knight suit's visor. 
When the Knight enters close combat the charge in the 
capacitors is so great it can do nothing but earth itself, 
usually via the enemy, delivering a devastating electric 
shock which can burn infantry to the bone and short out 
weapon and control systems. 

When an Imperial Knight detachment equipped with 
lances charges into close combat it doubles its CAF for the 
first round of combat. However, Knights may only assist 
each other in multiple combats when fighting super heavy 
vehicles, Titans or Gargants, otherwise they risk 
discharging the arcing electrical energies from their lances 
on each other. If two Knights end up fighting in a multiple 
combat against vehicles or infantry discount their lance 
bonus; a Knight will not use his weapon under such 
circumstances. 

Knights who are charged themselves receive no benefit 
from their lances, as their lances will not be 'charged'. 

KNIGHTS 
The most numerous form of Knight suit comes in two basic 
type, the Knight Paladin and the Knight Errant. These both 
use the same basic body form with different weapon arrays. 
This particular body form is well-liked for its flexibility on 
the battlefield. Its armoured legs protect it against 
marauding infantry units but still give it speed and 
manoeuvrability to use its deadly shock lance. Both of 

these types of Knight are traditionally equipped with 
special close combat weapons and are famed for their skill 
with them, charging into the enemy and delivering blows 
left and right with their chains words and power gauntlets. 
This close combat capability is tempered with powerful 
ranged weapons to blast enemy vehicles from a distance 
and bolters to mow down infantry targets 

KNIGHT PALADIN 

The Knight Paladin is the archetypal Knight suit armed with a 
large calibre battlecannon and giant chainsword. Such a 
machine is suitable for battling the steely, fire breathing 
monsters of the battlefield. The battlecannon has an excellent 
range of 75cm and is accurate, only needing to roll a 4 or 
better to hit. The battlecannon's -2 save modifier means it can 
punch through even Titan armour. 

The chainsword improves the Paladin's already impressive 
close assault factor, making it as powerful as a Warhound 
Scout Titan when it charges into combat. Because it is armed 
with a specialist hand-to-hand combat weapon a Knight 
Paladin may attack even a Mega-Gargant or an Emperor class 
Titan in close combat. 

Troop Type Move Saving CAF Weapons Range Attack Roll Target's Notes 
Throw Dice to Hit Save Mod. 

Knight Paladin 20cm 3+* +4 Battlecannon 75cm 1 4+ -2 Lance. Shield 
Bolters 15cm 1 6+ 0 

*When shot at from the front the Knight Paladin receives the benefit of its shield and its save cannot be modified by weapon modifiers of any type. 



KNIGHT ERRANT 

The Knight Errant is highly suited to attacking larger targets 
like Chaos Titans and even Mega-Gargants. The Knight 
Errant carries a fearsome Thermal cannon capable of 
vaporising steel or flesh with equal relish. 

In close combat the Knight's power gauntlet and shock lance 
make it capable of tearing gaping holes in its foes. However, 
the Knight Errant needs support from its companions because 

in closing with its opponents it is vulnerable to attacks from 
the sides and rear. 

If a Knight Errant scores a hit on a Titan or Gargant in close 
combat its power gauntlet allows it to add +2 to the damage 
roll. Because it is armed with a specialist hand-to-hand 
combat weapon a Knight Errant may attack even a Mega-
Gargant or an Emperor class Titan in close combat. 

Troop Type Move Saving CAF Weapons Range Attack Roll Target's Notes 
Throw Dice to Hit Save Mod. 

Knight Errant 20cm 3+* +3 Thermal cannon 25cm 2 4+ -3 Lance. Shield 

Bolters 15cm 1 6+ 0 

*When shot at from the front the Knight Paladin receives the benefit of its shield and its save cannot be modified by weapon modifiers of any type. 

KNIGHT LANCER 

The Knight Lancer is a faster version of a standard Knight 
suit. The agile Lancer is used to out-flank the enemy, scout out 
their defences and distract hostile forces while slower units 
get into position to attack. The Lancer is armed with a 
battlecannon so it can duel at long range. It also has a special 
weapon called a power lance. The power lance is a relatively 
simple upgrade to the standard Knight's shock lance. It works 
by intensifying the bolt of energy from the shock lance into a 
searing arc of lightning. Though the power lance has a very 
short range its nature makes the Lancer perfect for hit and run 
attacks. 

Like the shock lance, the power lance can only be used if the 
Lancer is on charge orders, though the power lance has a short 
range so the Lancer doesn't need to be in close combat to use 
it. The power lance is unusual because it is used at the very 
start of the close combat segment, before any close combat is 
resolved. It can be fired at a range of up to 15cm but if the 
Lancer is in close combat it must be fired at an opposing 
model in contact with it. The power lance hits on a 3 or more 
on a D6 and is not subject to hit modifiers for cover. A hit 
from a power lance has a -3 saving throw modifier. 

Once the Lancer has fired off its power lance continue with 
the close combat segment as normal. Using the power lance 
does not prevent the Lancer doubling its CAF with the shock 
lance, though the Lancer suit is not so well designed for close 
combat as the Knight Paladin or Knight Errant. 

Troop Type Move Saving 
Throw 

CAF Weapons Range Attack 
Dice 

Roll 
to Hit 

Target's 
Save Mod. 

Notes 

Lancer 25cm 3+* +2 Battlecannon 75cm 1 4+ -2 Lance. Shield 

Bolters 15cm 1 6+ 0 

Power Lance 15cm 1 3+ =3 

*When shot at from the front the Lancer receives the benefit of its shield and its save cannot be modified by weapon modifiers of any type. 



KNIGHT CRUSADER 

The heaviest types of Knight made by the forge worlds are the 
Crusader and the Castellan, Although slower than the other 
Knights, these two types benefit from substantially increased 
firepower and much thicker armour. Because of their great 
bulk the Crusader and the Castellan cannot move fast enough 
to generate the charge needed to operate a shock lance. Instead 
they are used in a fire support role, providing heavy weapon 
cover for the other Knight units to charge in whilst the 

Crusader and the Castellan pick off threats to the main force 
from the rear. The common feature to both types is the huge 
shoulder mounted Quake cannon, a modified Titan weapon 
that can destroy Titans and buildings alike. The Crusader 
supplements its Quake cannon with a twin mount lascannon 
for destroying armoured targets at extreme range. Coupled 
with the Knight Crusader's excellent frontal shielding this 
weapon combination makes a deadly support unit. 

Troop Type Move Saving 
Throw 

CAF Weapons Range Attack 
Dice 

Roll 
to Hit 

Target's 
Save Mod. 

Notes 

Knight Crusader 15cm 2+* +3 Lascannon 75cm 2 5+ -2 Shield 

Quake cannon 100cm 1 3+ -3 

Bolters 15cm 2 6+ 0 

*When shot at from the front the Knight Crusader receives the benefit of its shield and its save cannot be modified by weapon modifiers of any type. 

KNIGHT CASTELLAN 

The Castellan replaces the Castellan's lascannon with a multi-
barrelled auto cannon for increased firepower. Although only 
short ranged, when fired the hail of shells can cut a swathe 
through most infantry and light vehicle units or strip a Titan of 
shields in an instant. 

Troop Type Move Saving 
Throw 

CAF Weapons Range Attack 
Dice 

Roll 
to Hit 

Target's 
Save Mod. 

Notes 

Castellan 15cm 2+* +3 Autocannon 50cm 3 5+ -1 Shield 

Quake cannon 100cm 1 3+ -3 

Bolters 15cm 2 6+ 0 

*When shot at from the front the Knight Castellan receives the benefit of its shield and its save cannot be modified by weapon modifiers of any type. 

BARON 

to complement his razor sharp warrior skills in the field of 
combat. The Baron's suit is armed with a power lance and 
rapid fire battlecannon. Its armour is thick and heavily worked 
with scrolling designs and bedecked with streaming pennants 
in the colours of the Baron's estates. In battle the Baron leads 
the charges of his kinsmen, crashing through enemy lines like 
a bolt of lightning with his followers battling around him with 
redoubled pride and fervour. 

Troop Type Move Saving 
Throw 

CAF Weapons Range Attack 
Dice 

Roll 
to Hit 

Target's 
Save Mod. 

Notes 

Baron 25cm 2+* +4 Battlecannon 75cm 2 4+ -2 Lance. Shield 

Bolters 15cm 2 6+ 0 Command unit 

Power Lance 15cm 1 3+ -3 

*When shot at from the front the Baron receives the benefit of its shield and its save cannot be modified by weapon modifiers of any type. 

A Baron is the leader of a contingent of Knights and as status 
demands every Baron has a specially constructed Knight suit 












































































