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Unit Composition: 


1 (Unique) 





Unit Type: 


Infantry (Character) 





SPECIAL RULES


Independent Character





Emperor of Mankind: The Emperor has the Fearless and Eternal Warrior Universal Special Rules.





Supreme Tactics: If you include The Emperor then all units in your army lose the Combat Tactics special rule.  Instead, all friendly units gain the Fearless and Stubborn Universal Special Rules, may re-roll failed To Hit rolls and may re-roll failed armour saves.  Also, at the start of the opponent’s first turn, every enemy unit must pass a Leadership test, or be Pinned.  However, should The Emperor die, all Imperial units must pass a Leadership test at the beginning of their next turn, or they will fall back.  If more than one character in your army has the Chapter Tactics special rule, you must choose which version to apply.





Supreme Vitality: The Emperor has lived for generations and hardly aged, he can recover lost strength and heal faster than even his creations, the Primarchs.  At the start of his own turn The Emperor regains all lost wound on a roll of a 2+.





God-like Power: The Emperor is the most powerful human-psyker ever to have lived, The Emperor has all of the Psychic Powers listed in all Space Marine codices, along with the following powers:


Psychic Bolt: In a desperate last act The Emperor puts all of his concentration and psychic ability into a single bolt of pure power, capable of destroying almost anything.  This power may only be used if the Emperor is reduced to 3 wounds or less whilst in Close Combat, and is used immediately as an out of turn attack.  A single model within base-to-base contact with The Emperor suffers an automatic wound, which causes Instant Death, and ignores the Eternal Warrior Universal Special Rule.  This power cannot be nullified by anything.


Hammer of Justice: The Emperor crushes his foes with the force of his psychic power.  This power is a psychic shooting attack with the following profile:


		Range		Strength	AP	Type


	            	   120”		      D		 1	Assault 3, Destroyer


Whirlwind of Destruction: The Emperor moves so fast that it is as if time does not effect him, as he strikes down enemies in his path.  This power is used at the beginning of the Assault Phase.  The Emperor gains an additional D6 attacks when charging, rather than the normal 1.


Storm of Wrath: The Emperor unleashes a storm of apocalyptic power.  This power is a psychic shooting attack with the following profile:


		Range		Strength	AP	Type


	            	   60”		      D		 1	Assault 1, Apocalypse Blast, Destroyer


The Emperor automatically passes all psychic tests and may use all of his psychic powers in a turn, including multiple psychic shooting attacks.  Also, The Emperor is immune to any and all psychic powers, if The Emperor is targeted or within the area of any psychic power, it is automatically nullified.  The Emperor’s Psychic Powers may only be nullified on a roll of 6, and any successful roll must be re-rolled.





Psychic Beacon: The Emperor’s immense Psychic Power allows him to act as a beacon for teleportation.  The Emperor counts as being equipped with a Locator Beacon, and never rolls for scatter when Deep Striking.





Prescience: The Emperor’s immense psychic ability allows him an almost unlimited ability of fore-sight.  The Emperor has a 2+ invulnerable save which can be used even against weapons and powers that would normally not allow it.  Also, The Emperor may re-roll any failed armour or invulnerable saves, and always strikes first in Close Combat, even if the enemy has Initiative 10 or a rule that causes them to strike first.





Father: The Emperor created the Primarchs to be his sons, and even when fighting against Horus he could not bring himself to bring the full force of his powers to bear, in the hope that he may be able to save his fallen son.  Only when The Emperor realised that Horus was beyond saving did he unleash his power.


If The Emperor engages a Primarch in Close Combat, his stats are reduced to those of the Primarch he is fighting.  While he is in Close Combat with the Primarch, he may not activate his Force Weapon or use any Psychic Powers.  This lasts until either the Combat ends or The Emperor is reduced to 3 or less Wounds, at which point The Emperor is again free to use any of his Psychic Powers, or activate his Force Weapon.














WARGEAR 


Equipment: Frag and Krak Grenades.





The Imperial Armour: This suit of golden armour affords the Emperor a 2+ armour save.





Imperator Sword: This finely-crafted Runesword counts as a Legendary* Force Weapon that Hits and Wounds on a 2+.  Wounds caused by this weapon ignore saves of any kind and when the Force Weapon is activated, causes Instant Death, even to models with the Eternal Warrior Universal Special Rule.





Eagle Talon: Legendary* Power Fist that Hits and Wounds on a 2+.  Against vehicles, this weapon automatically penetrates and rolls 2D6 on the Vehicle Damage Chart, picking the highest.  Any roll of 1 or 2 on the Vehicle Damage Chart may be re-rolled.





 


*Legendary weapons may re-roll any failed To Hit rolls and To Wound rolls.











