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Unit Types 

Most of the rules in the game refer to Infantry as they are the most common combat unit.  Many units in the game have Universal Special Rules (USR, pg.17) or are allowed special saves (pg.8) due to their speed & maneuverability. 

Infantry – basic foot soldiers; they move 6” & assault 6”

Beasts – creatures often found in packs; they move 6” & assault 12”; have Fleet and may Evade
Cavalry – mounted troops; they move 6” & assault 12”, have Fleet, may Hit & Run and Evade
Jump Infantry – short range airborne troops; they move 12” & assault 6”, may Deep Strike and Evade 

Jump Infantry w/ jet packs – also short range airborne troops, but they move 6” & another 6” in the assault phase even if they forego close combat; they may also Deep Strike, Evade and are Relentless
Artillery – heavy weaponry usually with a crew; moves as if in difficult terrain, may not assault unless all guns are destroyed.  Shots fired upon an artillery unit are divided; on a 1-3 they hit an artillery piece, on a 4-6 they hit the crew

Bikes – motorized riders; they move 12” & assault 6”; may Hit & Run and Evade, and are Relentless 

Jetbikes – air-skimming motorized riders; they move 12” & assault 6”; may Hit & Run and Evade and are Relentless

Jetbikes, Eldar – same as above but can move in the assault phase even if they forego close combat

Vehicles – war machines and transports; movement ranges from 12” to 36”

Monstrous Creatures – large combat creatures; they Move Through Cover, count all attacks as power weapons, may shoot 2 weapons, add an extra D6 to armor penetration rolls against vehicles (Strength +2D6), are Relentless, and may Move the Pile
Walkers – war machines propelled by legs; they move 6” & assault 6”, and may Move the Pile

Independent Characters – they have Move Through Cover and Skilled Rider, but all may direct their shooting attacks to any enemy model in range and their close combat attacks to any model within 2” of them
Characteristics  

Weapon Skill (WS) ~ this determines how skilled the combatant is in close combat

Ballistic Skill (BS) ~ this is how accurately the models shoots a weapon

Strength (S) ~ this is the strength of the model's attack 

Toughness (T) ~ this is the resilience of the targeted model

Wounds (W) ~ this is how many times the model must be wounded to be put out of action

Initiative (I) ~ this is the quickness a model has in close combat

Attacks (A) ~ this is the base number of attacks the model may make a turn

Leadership (Ld) ~ this is a model’s level of discipline, and often used for its Morale as well

Armor Save (Sv) ~ this represents the level of armor the model has to protect it from harm

The Turn

Each game turn consists of both sides completing four distinct phases.  It's entirely possible that either player will be able to perform some actions during the other player's turn, but usually play is dictated by the current player's turn.

A player's turn consists of the following four phases:

Rally Phase, Movement Phase, Shooting Phase, Assault Phase

"The burden of failure is the greatest punishment of all."
The Rally Phase

Some things are more easily resolved before actual movement commences.  Often players choose to allot a small number of re-rolls, often based on an army’s Strategy Rating (pg.22).  As long as the players agree, these re-rolls can be used for anything, but are usually used during the set up of a battle or when rolling for reserves.
Regrouping

     Units Falling Back from the previous turn may try to rally at the start of their player turn (see Regrouping, pg.15). Roll 2D6 for any broken unit; if the roll is the same or under its Leadership value it regroups successfully.  However, regrouping counts as movement, so a unit that regroups cannot move any further that turn but it can shoot (treat as having moved) and assault if able.  If it fails to regroup, it will fall back another D6”+ its normal movement. 

     Units are normally not allowed to regroup if there are unengaged (not in close combat or broken) enemy units within 12”, the unit is not in coherency, the unit is Suppressed, or the unit is Pinned.  However, if an Independent Character should join the unit, he may add his Leadership to help rally the unit, using any of the following die modifiers:

    -1 if there are unengaged enemies within 12”      

    -1 if the unit is not in coherency

    -1 if the unit is suppressed
    -2 if the unit is pinned
If the Independent Character fails to rally the broken unit, he must join them during their fall back move or abandon them after another successful Leadership test of his own.

Pinned or suppressed units automatically regroup at the end of their next player turn.  If there's sufficient movement for a unit's furthest model to reach a friendly transport's access point while falling back, the unit may move inside (with sufficient room for the entire unit) and rally automatically.
Reserves
     Each unit in reserve is rolled for individually every available turn to see if it will arrive.  Wargear or stratagems may modify these rolls.  Starting on turn 2, a 4+ is needed on a D6 to allow a unit on the table.  On turn 3 a 3+ and turn 4 a 2+ is needed but any reserves still not on the table come in on turn 5.  Reserves are allowed their normal movement from their table edge (not on the table) when arriving, and may shoot and assault normally.  

     Reserves are placed after units already on the table complete their movement.  However, any homing-devices that help special reserves arrive more accurately (such as Deep Strike) work best before movement.  If the player should risk using a homing device after movement, another D6 is rolled to see how well the beacon works.  On a 4, 5 or 6 they may proceed with the Deep Strike roll normally.  On a 2 or 3 the unit scatters 2D6” automatically from the drop point.  On a 1, treat the scatter as a roll of 12, and the unit goes further off course*.  

     Units arriving with a dedicated transport (using the same reserve roll) must originate on the table within 12” of that transport unless they wish to arrive further apart; if so, they are rolled for separately. 

     Outflanking units may nominate a table side on which to deploy (not the enemy's rear).  When arriving, a D6 roll of 4+ allows them to deploy on the side of choice, otherwise they can choose to either deploy on the opposite table side or go back into reserve.

     Players must declare which Independent Characters have joined what units if any, as attached IC’s share the reserve roll of whichever unit they have joined.

     Deep Strike ~ is a special kind of deployment from reserve by teleportation, airdrop or other means that allows a unit to land nearly anywhere on the table.  Place the lead model where desired and roll a scatter die and 2D6 (if within 18” of an enemy unit).  If the scatter die is a hit the unit lands accurately, and additional models are placed in base contact with the original model.  Any models arriving via Deep Strike forced to touch any unit or difficult terrain take a dangerous terrain (pg.6) test. Roll a D6 for every model that contacts another unit or difficult terrain: 1’s automatically wound each model with no save of any kind and multiple wound models take D3 wounds with no save.  Deep striking vehicles take D3 glancing hits.  Units which land 18”+ away from an enemy unit only drift 1D6”. 
*If a missed roll’s scatter dice result is 12, then a Deep Striking unit may go even further off course.  Divide the table into 6ths and roll a D6.  Determine a board section and then re-roll the scatter die from the center of that section to find the final drop point of the unit.
"Success is measured in blood; your own or your enemy's."
The Movement Phase
A model may not move between other models if its base is larger than the gap between other models, whether friend or foe.  It may not touch an enemy model unless assaulting.  Units locked in close combat may not move during the movement phase, unless able to successfully Hit & Run or Move the Pile.
Units must remain in coherency.  Thus, no model may have its base more than 2” from another friendly model in that unit.  Models at different elevations are still considered coherent if they are within 2” of each other when looked upon directly from above, as long as they are at still physically within 4” of each other.  Vehicles in a squadron must also maintain coherency, but may be up to 4” apart.  Units that lose coherency due to losses or other circumstances must regain it in their next movement phase unless engaged in close combat.  Units unable to legally regain coherency will fall back.
Terrain 

Open terrain can be traversed without penalty.

Difficult terrain slows down units traversing it.  Usually 2D6 are rolled and the higher is used to determine the distance moved.  Very difficult terrain may be agreed upon, where the lower die is used instead (Ex. razorwire, pg.24) or only one D6 is rolled for distance.

Dangerous terrain is also difficult terrain, but is hazardous as well.

Impassable terrain blocks any movement into or through it, although skimmers may pass over it.

Area Terrain is always difficult terrain and may slow movement as well as provide cover.  The boundaries of area terrain should be discussed beforehand or determined by die roll if necessary during game play.  When a player wishes to move a unit into, out of or through area terrain usually 2D6 are rolled and the highest result is the distance the unit is allowed, even if it doesn’t reach the area terrain.  Some terrain types can be treated rather abstractly; for example woods are considered to inhibit LOS in the entire piece to a height equal to the tallest tree within the terrain.

Dangerous terrain is hazardous for any unit to traverse, so for each model that does, a D6 is rolled - any 1’s cause a wound.  Any kind of save is allowed unless Deep-Striking.  If the models are equipped differently, each model type should be rolled for separately.

Impassable terrain may include deep water, lava pools, sheer cliffs or walls, but generally models cannot traverse any sheer terrain over twice their height (usually about 2”) and vehicles half their height.

Moving up and down  

     If the means to ascend are available, a model may move the distance rolled both horizontally and vertically.  For example, if a 5 is rolled for difficult terrain a model could move 2” forward and 3” up to another level.  Models moving downwards use the same method, but may with the help of gravity instead declare to go a full 6” and take dangerous terrain tests instead. 

Ordered Movement ~ a player may declare that a unit will use Ordered Movement in an attempt to either split its fire between two targets, or adjust its heavy weapons, or go On Watch (pg.10).  This is the concise, coordinated movement of models within the unit, and thus models may only move D3”.  Then the unit must roll a base Leadership test (modified only by any joined IC or squad leader).  If successful, models in that unit may fire at two separate targets, or even at a transport and its disembarking passengers (see Shooting at Transports, pg.21).  Any split fire must be declared before resolving it.  Though multiple heavy weapons may not split fire (unless normally allowed to do so) they may fire after Ordered Movement.

If a unit fails the Leadership test, it may not split fire nor go On Watch, and is considered to have moved for shooting purposes.  A unit that used Ordered Movement may not assault that turn, regardless of its Leadership test. 

Run Movement ~ A unit may elect to Run during its turn and gain an extra D6” in movement.  If it does however, it may not Shoot or Assault that turn (unless Fleet, pg.17).  Any unit that risks running through difficult terrain rolls 2 dice and counts the lower roll as the bonus distance moved. 

Road Movement ~ any unit which spends its entire movement phase on a road and is not skimming or flying may add D3” to it’s movement without penalty.  Vehicles (not walkers or skimmers) may move an additional D6”.
The Shooting Phase

     A unit shooting must resolve all its fire before another unit starts to shoot.  Not all weapons have to shoot, but in some cases where split fire is allowed such fire must be designated before resolution. 

The Shooting Sequence  

1) Pick a target and check line of sight.  Any models that can see an enemy model in the targeted unit may shoot.

2) Check range.  Any shooting model out of range of all enemy models may not shoot.  

3) Roll to hit.  For each shot a D6 is rolled, the model’s Ballistic Score (BS) determines if the target is hit, accounting for DM's.

4) Roll to wound.  For each hit, roll a D6 again to see if the hit Wounds, determined by the Strength of the attack and the target's Toughness.

5) Take saving throws.  Any Wound suffered may be cancelled by a successful saving throw.  These may be due to the target’s armor, the cover they are in or behind, or an invulnerable save due to wargear.

6) Remove casualties.  The target unit suffers unsaved wounds, which may remove models from the table.  The defending player decides which models are wounded, unless the attacker has successfully allocated wounds to a specific target.

7) Special shooting considerations.  Shooting into close combat.  Allied conflict.  On Watch.  Shooting at vehicles.

Disallowed Shooting ~ 

     Sometimes a unit or elements of that unit may not shoot in the Shooting Phase; if it is suppressed, pinned, used Ordered Movement, is in close combat, ran (D6”) or has models that moved with heavy weapons.  Vehicles may not shoot certain weapons if they’ve moved too quickly. 

Pick a target and check line of sight.

     Normally, if a model’s eye view can see a target it is considered in line of sight (LOS).  However, if the view passes through area terrain, it’s possible the LOS is blocked.  Models can see through up to and into 2 adjoining pieces of terrain, but anything beyond that is considered too difficult to verify, therefore it is blocked (exception: snipers & railguns always have LOS unless physically blocked).  Models may be elevated above area terrain and thus remain in plain view.  If so, that terrain is bypassed and not considered to be impeding LOS.  Models of the same unit do not block LOS unless they are part of a vehicle squadron.

Check range.

     Measure the distance from each shooting model to the nearest target model in the enemy unit.  If no enemy models are in range of a model’s weapon, it may not shoot.  However, once a unit is targeted any of its models may be hit, even those technically out of range. That’s because a weapon’s range is based on its effective engagement range, not its maximum range. 

Roll to hit.

     Consult the table to see what die roll is needed to hit.  Hit rolls are generally found if you subtract the BS value from 7.  Thus a BS skill of 3 requires a 4+ to hit.  However, every now and then a modifier is applied to the roll because under some circumstances it’s harder or easier to hit.  These modifiers are cumulative:

+1 when firing at point blank (0-6” with an unmounted, non-heavy weapon)

+1 when firing at a stationary vehicle (except walkers) or building

 -1 when firing at any moving skimmer, swarm, jetbike or jump infantry

 -1 when firing at long range (any distance over 36”)
Roll to wound.

     Consult the table to see if a model is wounded based upon the Strength of the weapon and the Toughness of the target.  If the target has models with more than one value for toughness, use the majority toughness (unless allocated) or the higher one if an equal number of models are in the unit. 

Take saving throws.

     Before opposing fire hurts any models, a target may use one of three types of save, if available.  A save negates a wound inflicted, but a model may not try more than one kind of save, nor may any save be better than a 2+.  A ‘1’ always fails.  If more than one kind of armor is in the group, use the majority (unless allocated) when rolling to save.  The three kinds of saves are Armor saves, Invulnerable saves, and Cover saves.

"Survival is no birthright, but a prize wrested from an uncaring galaxy by forgotten heroes."

The Shooting Phase (cont.)
Take saving throws (cont.) 

Armor saves allow a wound to be nullified if the die roll is equal to the save needed or higher, thus an armor save of 4 negates a Wound on a roll of 4+.  However, weapons with an armor penetration factor (AP) will defeat the armor if the AP of a weapon is the same or lower than the save, so the save may not be used (Ex. a bolter with an AP of 5 hits an ork boy with an armor save of 6, therefore his armor is defeated and no armor save is allowed).
Invulnerable saves are due to special items or circumstance, and may always be used unless a certain weapon defeats such a save.

Cover saves are allowed when a target is behind cover of some kind.  Cover can hide or protect a target, and sometimes both.  Some weaponry defeats cover saves, such as flame templates.  Below is a list of common cover save values. 

     ~ railings, razorwire, bushes, fire, wire fences, high grass……………………….….6+

     ~ woods, jungle, crates, hedges, barrels, units (friend or foe)……………………….5+

     ~ rocks, buildings, wrecks, ruins, open-top vehicles, units in close combat…….…..4+

     ~ fortified buildings, trenches, wrecked tanks, Evasion……..………………………3+

     ~ bunkers……………………………………………………………………………..2+

     ~ Going to Ground, Shielding, Stealth………………………………………………+2

     If any part of a model’s body is obscured from the shooter it is considered to have cover.  Models with their bases in area terrain receive cover regardless of what direction they are fired upon.  If fire is traced through area terrain, the target receives a cover save even if it is not actually in the terrain.  If the target is in a second piece of area terrain, the target receives the save that provides the better cover.  

     If a model in area terrain is shooting out of the terrain, it must be within 3” of the terrain’s edge or any shots out will give the enemy target the shooter’s cover terrain save.  Models on the forward slope of a hill can usually shoot out without any hindrance. 

     Cover may also defeat lightly penetrating weapons.  If a terrain’s cover save is a higher number than the AP value of a weapon shooting through it, the shots are stopped instead.  Thus an AP 6 weapon may shoot into a forest (cover save 5+), but not through it.

Partial Cover

     If any part of a unit (heads or torsos, not just limbs or other extraneous protrusions) can be seen the unit may be targeted.  If half or more of a unit’s models are in cover, the entire unit is considered in cover.  If less than half a unit is in cover, none receive the cover’s benefits.  On occasion it may not be possible to gauge exactly half of the models targeted, therefore a compromise can be used, such as allowing the cover but slightly reducing it’s effectiveness.  For example, if orks behind a rock normally get a 4+ cover save but it can’t be agreed if half are exposed or not, give them a 5+ cover save.

There may be occasions when part of a targeted unit is out of LOS, either physically blocked or behind 2 pieces of terrain.  In this case the defender may choose not to remove casualties from the models thus protected, but then any exposed models must make any additional saves as required.  The defender may always choose to remove said models whether they are in LOS or not. 

Special Cover Saves

     Blast Weapons - blast weapons that have passed through cover and hit a unit in the open are resolved at full effect, so the target receives no cover save.  However, the scatter die is rolled with a D6 x 2" to determine any drift.
     Go to Ground - models may choose to go to ground before resolving fire, essentially Pinning themselves.  They receive a +2 bonus to their cover save, however no cover save can ever exceed 2+.  Models transported in vehicles may also go to ground (‘hit the deck’).  They may disembark but are still considered pinned until after the end of their next turn.  

     Evasion - some models may choose to elude incoming fire with their speed, maneuverability, or ability to hide. They are granted the option of a special 3+ cover save.  If they choose this however, they may not shoot or assault in their following turn (treat as Suppressed, pg.15).  Bikes, Beasts, Cavalry, Jetbikes, Jump Infantry, Skimmers and any unit able to Infiltrate may all choose to Evade.  Units with Stealth may instead add 2+ to their cover save (instead of the usual 1+) if they don’t shoot or assault their next turn. 

     Shielding – models providing cover to a targeted friendly unit behind them may choose to increase the target’s cover save by deliberately screening incoming shots.  Thus the shooter can’t allocate shots on a shielded unit, and the shielded unit may increase its cover save by 2 (usually from 5+ to 3+).  For each save made by the shielded target unit, the intervening unit automatically takes a wound.  Shielding units always test for morale if any of its models take a wound.
The Shooting Phase (cont.)

     Due to their size, Vehicles and Monstrous Creatures get cover saves with a –1 modifier unless actual LOS to them is blocked 50% or more.

Remove casualties.  

     The defending player removes casualties unless successfully allocated by the attacker (below).  If a unit is comprised of multiple wound models, remove whole models where possible instead of spreading out wounds (unless in a vehicle squadron).  Units need not stay in coherency but will need to move back into coherency at the next possible convenience. 

Allocating wounds 

     Sometimes models within units may be specifically targeted for wound allocation.  Roll to Hit as normal, whether shooting or in close combat.  When rolling to Wound, any 6’s scored may be re-rolled if desired by the attacker in an attempt to target individual models. Any or all of the 6’s may be re-rolled (or none), and if the die is the same or higher as previously needed to hit, those hits are assigned by the attacker, not the defending player.  Allocated hits must be in LOS and in range.  The defending player assigns all other dice results that wound, and may even select models out of range and LOS.  Any re-rolled dice under the score required to hit again are lost.  Independent Characters may always attempt to allocate wounds, even on models in other units.

     (Ex. A Space Marine sergeant shoots his stormbolter which causes 2 hits on four 4 orks [one of which has a big shoota] and rolls a 3 and a 6 to wound.  The 3 causes no damage and the 6 wounds.  The Space Marine player elects to re-roll the 6 in an attempt to cause a wound on the big shoota. If a 3 or better is rolled (what he originally needed to hit) the Space Marine player picks which ork model gets the wound.  If a 1 or 2 is rolled however, the wound is disregarded).  

     Weapons of different types should be rolled separately but all shooting should be considered simultaneous.  Resolve wounds that cause instant death first.  Models chosen by the attacker must be in range and LOS.  More than one wound may be directed at a model, but any leftover wounds are also lost.

     (Ex. a unit of shoota boyz manages to roll 9 6’s for wounding when firing upon a Marine assault squad.  The ork player decides to allocate all 9 shots at the assault squad’s sergeant.  He rolls an amazing 5 hits out of 9 again, so the Marine Sgt. must make 5 saves.  He rolls poorly, failing 4 of the rolls.  Since he only has one wound the remaining 3 wounds allocated are lost).
     Weapons using a template may not be used for wound allocation, as they’re too random in their destruction.

Instant Death

     Even though a model may have multiple wounds, it’s possible for it be killed with one powerful shot.  Weapons that have Strength twice the target’s Toughness will kill instantly regardless of how many wounds remain.  If a unit with multiple wound models receive multiple hits capable of instant death, then each Wound kills a model outright.

Special Shooting Considerations

Shooting into Close Combat ~ desperate situations allow for desperate measures.  With a successful Leadership test, a unit may shoot into a close combat containing friendly models.  The unit divides its shots of weapon types equally, with any leftover shot added to the fire against the larger force locked in melee.  If a single weapon type shoots, roll to hit and then determine which side it wounds.  Both sides are then subject to hits, wounds and saves normally and morale checks if necessary.  Shooting into close combat grants all models a 4+ cover save.  For every unsaved wound the friendly unit suffers from friendly fire add a DM of +1 to its Leadership test die roll. 

     If the friendly unit breaks, the enemy is free to pursue with a sweeping advance or consolidate just as if this occurred in the Assault Phase.  However, once the friendly unit breaks contact with the enemy for any reason, it must then make a special Leadership test before any further movement.  Roll this test using a +1 modifier for each (if any) unsaved wound.  Units that pass the test consolidate normally but can neither move nor assault that player turn.  Units that fail the Leadership test must roll a D6 on the Treachery Reaction Table.  Again, for each unsaved wound the unit received from deliberate friendly fire, apply a +1 to the resultant die roll. 

     Treachery Reaction Table

          1,2 ~ pinned > no model is moved and the unit is pinned
          3,4 ~ break > the unit falls back D6”+ normal movement
          5,6 ~ revenge! > the unit consolidates D6” toward the nearest friendly unit and shoots it if able!  It then assaults the nearest friendly unit if possible.   This unit must pass a Leadership test at the beginning of its next turn to return to normal.  If not, the enemy player then controls the unit for the duration of that current player turn.  Unless the unit passes a Leadership test at the beginning of a turn it will continue it its rampage until destroyed.

The Shooting Phase (cont.)

~ Any time a unit suffers 25% or more unsaved wounds in a single shooting phase, the unit must take a Morale Check.
Allied Conflict ~ shooting through allied units of widely dissimilar training (Ex. xenos, Dark Angels & Space Wolves, etc) gives an enemy target a 5+ cover save as usual, but each 1 rolled scores a hit against the intervening allied unit.

On Watch ~ Units may set up defensive fire zones.  Thus shooting may be delayed until the enemy’s movement phase by going On Watch.  A unit may attempt to go On Watch after employing Ordered Movement (pg.6) and passing a Leadership test. 

     If the Leadership test is successful, instead of splitting fire the unit may choose not to shoot in its own player turn, but wait and shoot during the enemy’s next movement phase.  Shooting may occur at any time before, during or after an enemy unit has moved.  If a squad of multiple models is targeted then the first model moved must stop along its path at a point chosen by the defender On Watch.  Keep track of how many inches the model moved up to that point, because once the On Watch fire is resolved the unit may continue its move.  Other models of the unit must move the same distance and maintain unit coherency.  Once On Watch fire is resolved, surviving models may finish their movement unless they are forced to fall back.  A unit that moved cannot be targeted if no defensive unit On Watch fired upon it and another attacking unit begins its move.

     If the On Watch leadership test failed, the unit still can shoot but counts as having moved and may not assault that turn.

     Alternatively, any unit On Watch may withhold its fire during the enemy movement phase in order to counter potential assaults.  Such a unit may countercharge any enemy unit that moves within 6” by halting the enemy and moving its models in base to base.  Both sides gain an attack bonus as if it both had charged that turn.  If a unit doesn’t react while On Watch, it may keep its On Watch status through its next turn without requiring another Leadership test or it may move and shoot normally.

A Vehicle may also go On Watch.  If it moves 3” or less and does not shoot, it can go On Watch with a 2D6 roll of 9 or less.  

     It’s possible for a unit to lose its On Watch status if it takes any hits from drifting blast weapons or fire from enemy On Watch.  Roll a Leadership test each time the unit takes a hit (not necessarily wounds) from a separate unit.  Vehicles are treated as having Leadership 9.

NOTE:  After both sides have deployed, On Watch may be declared by the defender on the game’s first turn.  These units are required to pass a base Leadership test (modified only by any joined IC or squad leader), and if failed they cannot fire On Watch.  If successful, they may fire during the attacker’s opening movement phase.  However, any unit that tries to be On Watch may not shoot in its subsequent Turn 1 shooting phase regardless of whether or not it passed the Leadership test (consider it suppressed).

     Shooting at Vehicles ~ when shooting at vehicles or any target without a characteristic profile, instead of rolling to wound after a successful hit, a roll is made to see if the armor is breached.  Add the Strength of the attacking weapon + D6 to get a total; if it is equal to the armor’s value a Glancing Hit is achieved.  If greater than the armor’s value, a Penetrating Hit is achieved.  The effects of such hits are detailed under Vehicles (pg.19).

"Victory needs no explanation; defeat allows none."
Ranged Weapons

     Each ranged weapon has a profile that includes its name, effective range, Strength, armor-penetrating level and type.  If a number follows the type, it shows how many shots the weapon normally fires.  Sometimes a weapon will have more than one kind of ammunition, in such a case the shooter must declare what type is being used before any shots are resolved.  Additional weapon traits may include ‘gets hot’ or ‘blast’; a weapon may have several characteristics and its own special rules.

Assault Weapons ~ may fire at full effectiveness regardless of whether or not the model carrying the weapon moved, and the model may assault the same turn.  Also counts as a defensive weapon on a vehicle.

Heavy Weapons ~ may not move (or assault) and shoot in the same turn unless using Ordered Movement, where it may only shoot.

Lance Weapons ~ these weapons defeat heavy armor and count any vehicle’s armor value as no higher than a 12.

Melta Weapons ~ roll an extra D6 for armor penetration when the target is at half the weapon’s range or less.

Pistol Weapons ~ Assault 1 @ 12”, and may be fired as one (and only one) of any allotted attacks in a close combat.

Rapid Fire Weapons ~ may shoot twice up to the weapon’s maximum range if stationary that turn or once if moved.  If the target is 12” or closer, it may shoot twice regardless of movement but if fired it may not assault (unless Relentless or it’s a walker).  Also counts as a defensive weapon on a vehicle.

Template Weapons ~ these include the teardrop-shaped template and two sizes of round blast templates.  Any model wholly or partially covered by a template weapon is affected.  If multiple templates should overlap a target, each one adds to the total hits on the targeted unit before any casualties are removed.

   ~ Blast & Ordnance Weapons - to resolve hits, place the blast template center at least partially on one model and roll a D6 along with a scatter die.  If the result is equal to or greater than the BS of the shooter, the template does not deviate.  If under the BS, multiply the difference by 2 to get the drift distance in inches. All models touching the template are affected, regardless of the original range or LOS of the weapon.  All blasts hit vehicles at full effect, but with a –2 DM on the damage table if the blast's center misses. 

   ~ Barrage Weapons & Moving Ordnance Weapons ~ Same as above, except the difference of a miss is multiplied by 3.

Multiple Blasts ~ place the first hit and resolve its drift (if any).  Place the next hit anywhere against the edge of the previous template. Note that further hits will abut the previously placed template, but can overlap earlier hits.

     Some weapons have additional effects:

Gets Hot! ~ overheats on a roll of a 1 so the bearer takes a wound, but is allowed any regular armor or invulnerable save.

Pinning ~ some weapons causing any casualties at all (not 25%) force a Morale check.  For each unsaved wound on a unit wounded by a pinning weapon, a +1 DM is added to the unit’s Morale check roll.  It the unit fails, it is pinned (pg.15).

Poison  ~ poisoned weapons allow a re-roll to Wound based on the Strength of the poison, usually a 4+.

Rending ~ a roll of 6 To Wound with a rending weapon counts as AP 2 and automatically wounds the target regardless of its Toughness.  When an armor penetration roll of 6 is rolled against a vehicle an additional D3 is added to the total result.

Rail Guns ~ will penetrate through all pieces of area terrain as long as they have actual Line of Sight.  In such a case the two-area terrain limit does not apply.  Also, up to D3 targets in line are hit at full effect.  However, once a target is hit any piece of terrain behind the initial target counts as one of the D3 targets affected.  
Sniper Weapons ~ in addition to rending and pinning, sniper weapons penetrate through all pieces of area terrain as long as they have actual LOS. In such a case the two-area terrain limit does not apply.  Sniper weapons use the ballistic skill of the shooter, and always wound on a roll of 3+. Snipers may attempt to allocate any Wounds caused, just like an Independent Character.

Twin-linked ~ allows a re-roll if the weapon should miss.  If a blast weapon is twin-linked, the scatter die & drift are re-rolled.  If a template weapon is twin-linked, the armor penetration roll or the wounds caused may be re-rolled.
Assault Phase

Assault Phase Summary

1) Move assaulting units.  

2) Defenders react.  
3) Resolve combats.  Who can fight?  Who strikes first?  How many attacks are allowed?  Parrying.  Roll to hit.  Roll to wound. 
4) Designate casualties.  Allocating wounds.  Taking Saves.  Removing casualties.  

5) Determine the outcome.  Check morale.  Sweeping advances.  Pile in!  Consolidation.
6) Special circumstances.  Voluntary disengagement. 

Disallowed Assaults ~

     Some circumstances will prevent a unit from assaulting.  If a unit is already locked in close combat, if it ran, if it has gone to ground or is suppressed, if it shot rapid-fire or heavy weapons, if it shot at a different unit and failed to destroy it, or if it is falling back, it may not assault that turn.

Moving assaulting models 
     Most models have an assault range of 6”.  Any model in a unit may initiate an assault, but if the first model moved falls short the assault fails and the unit may not assault that turn.  If an assault should pass through difficult terrain, the attacker rolls 2D6 and picks the higher die just like regular movement.  The attacker may opt to go around any terrain in order to reach the target.  Once declared, the assaulting unit may not change the direction of its attack nor pick another target.  

Defenders react

     When a unit is assaulted, the remaining troops rush to meet the attack.  Any model not already in base contact moves up to 6” to engage the assaulting unit.  These models are slowed by difficult terrain as normal and will take dangerous terrain tests if appropriate but may not initiate contact with other enemy units.

Resolve combats

     Who can fight?   Models in base contact with enemy models and any model within 2” of any allied model in base contact with the enemy may fight during the assault phase.  All engaged models may fight with their full number of attacks and any special attacks if desired.  Any models unengaged due to being out of range may not attack, but may still get killed since the result of the combat still affects them.  In large combats it may help to turn unengaged models or lay a string between them and engaged models to mark which ones actually participate in the combat.

     Who strikes first?  Models with a higher initiative strike before others, so starting with the quickest model and moving to the slowest.  Models with the same initiative strike simultaneously.  If a model is killed before it can strike it loses its attacks.  If a model is no longer in base contact or within 2” of an ally in base contact it still gets its attacks if it started the phase engaged.

     Models that charge into cover are at a disadvantage, so don’t use their normal initiative value unless their target is already engaged in close combat.  Models that charge into cover strike with an initiative of 1, but Assault grenades (such as frag grenades) allow attackers to strike in Initiative order despite any cover. 

     How many attacks are allowed?  Models strike with the same number of attacks listed in their profile, plus any bonus attacks they might accrue. Models receive one additional attack if they charged during the current phase, they carry two single-handed melee weapons, or they have some kind of wargear that grants additional attacks.  Defensive grenades (such as photon grenades) will negate the attacker’s charge bonus, however.

     Parrying.  Independent Characters and upgraded squad leaders may opt to parry hits allocated to them or any designated friendly model in base contact with them.  It isn’t always the weapon a character uses; it may be a defensive technique or simply the act of dodging or pulling another out of harm's way.  If a character chooses to parry, before combat is resolved the character may sacrifice any number of his attacks for an equal number of parrying attempts.  Successful hits on the character or his designated friendly model hits must be re-rolled by the enemy.  The character can only parry as many wounds that strike, and unused parries are lost.  
     Roll to Hit.  Roll a D6 for each model’s attack.  Consult the table to see if a hit occurs, based upon the weapon skill of both the attacker and the defender.  Roll as many dice as needed for the attacks as this speeds up the game.  If a targeted unit has more than one level of Weapon skill, use the majority skill level when resolving attacks unless they have different Initiative values anyway.

     Roll to Wound.  Treat wounding much as in the shooting phase.  Compare the Strength of the attack to the Toughness of the target.  Some weapons in an attacking unit will be stronger than others so they should be rolled separately.  Again, if the targeted unit has multiple Toughness values, simply use the majority value for resolving wounds.

Assault Phase (cont.)
     Designate Casualties.  Like the shooting phase, the defender chooses casualties unless the attacker has successfully allocated wounds on a specific model.  Allocating wounds in close combat is similar but any chosen casualty must be within 2” of the attacking model.  Independent Characters may direct their attacks toward any model within 2”, not just ones in base contact.  Keep in mind that if an IC divides his attacks between an enemy IC and his attached unit , those attacks are already designated and do not need to be allocated a second time.

     (Ex. A unit of Space Marines cause 4 hits on four orks [one of which has a rokkit] and roll a 3, a 4 and two 6’s to wound.  The 3 causes no damage, the 4 is saved by the ork player’s model of choice and either or both 6 may be re-rolled. The Space Marine elects to re-roll both 6’s, getting a 2 and a 4.  The 2 is lost but the 4 rolled means he may pick any target to take the Wound, normal saves still applying.)

     Take saves. ~ Models that are wounded may take armor or invulnerable saves but no longer may take cover saves.

     Removing casualties. ~ Like the shooting phase, models are removed from the table and may be killed by instant death.
Determine the Outcome

     Assaults are often decisive.  Total up the unsaved wounds on each side to see who won the combat.  If they are the same the combat is drawn and both sides remain locked in combat.  Unengaged models Pile-in! by moving up to 6” to join the melee.

      If one side has more unsaved wounds, it lost the combat and must take a Morale Check.  This check is modified by how much the unit lost the combat, so if it took 3 more unsaved wounds than the enemy, it adds 3 to its Leadership die roll.  If it passes that check, it remains locked in combat and both sides pile-in.  If it fails the morale check, it will attempt to fall back.  

     Sweeping Advance ~ Units that lose an assault and then also fail their morale check are further threatened by the victor’s Sweeping Advance. Both sides roll a D6 and add their Initiative to see if the losers are able to retreat.  If the loser’s roll is higher, the unit falls back D6” + its normal movement immediately and the victor consolidates.  If the defeated unit’s roll is the same or less, it remains locked in combat and it receives more wounds equal to the number of models remaining in combat, applying any saves as normal.

     Pile-in! ~ After a combat is resolved both sides pile-in, each moving up to 6” to get into base contact if possible. The attacker moves first ignoring difficult terrain, but either side tests if moving in dangerous terrain.

     Consolidation ~ Units winning a combat where the enemy has fled or been destroyed may consolidate, and adjust their models by moving each up to D6”.  Difficult terrain is ignored, but always test if moving in dangerous terrain.  A victorious unit may wish to lock another enemy unit in hand-to-hand during its D6” consolidation move, but the enemy unit can try to avoid this.  If so, both the consolidating unit and the enemy unit roll a D6.  If the consolidating unit’s roll is in range of the enemy, and the roll is the same or higher than the target’s result, it may engage it.  If lower, it must consolidate without contacting any enemy unit.  If a consolidating unit should happen to catch any unit falling back, the unit falling back is destroyed.

Special Circumstances

     Voluntary Disengagement ~ a unit may voluntarily try to flee a close combat if still locked after the Assault Phase.  Since the unit is essentially forfeiting the combat, it places itself at risk.  After a successful base Leadership test (modified only by joined IC’s or squad leaders), the unit may attempt to break away just like it had lost the combat.  If it fails the Leadership test, or it fails to disengage due to the Initiative result (see Sweeping Advance, above), the unit remains locked in combat and receives wounds equal to the number of its remaining models, applying any saves as normal.  Units that succeed immediately fall back but are still considered broken until they regroup.

     Assault vs. an Untargeted Unit ~ normally a unit is so focused upon its target it may only assault the same unit it shot earlier that turn.  However, if a unit completely destroys an enemy target in the shooting phase it may assault another enemy unit in range after a successful Leadership test.  If failed, it may not assault that turn.  

     Assault vs. a Unit Falling Back ~ a unit falling back caught in an assault is destroyed.  The victor consolidates D6” from the first point of contact.

     Independent Characters and Joined Units ~ an IC may join a unit during the assault phase as well as the movement phase.  Any benefits or penalties which would affect either unit if joined apply immediately just as if they had joined in the movement phase. 

Close Combat Weapons 

Melee weapons ~ axes, clubs, swords, etc.  These weapons confer no strength bonus to a model (unless noted) nor any other special ability.  Unless otherwise noted, a second close combat weapon will give the wielder an additional attack. 

Pistol Weapons ~ also count as melee weapons and may be fired as one (and only one) of the allotted attacks in a close combat.  In such case use the Weapon skill of the models, not the Ballistic skill of the wielder.

Power Weapons ~ as well as ignoring armor saves, all power weapons also rend against vehicles. 
Power Fist / Claw ~ this power weapon doubles the strength of the wielder (before any other bonuses apply) but always slows down the attack to Initiative level 1.  Only a second power fist will give the wielder a +1 attack bonus in close combat. 
Force Weapons ~ are power weapons, and with a successful Psychic test force weapons will slay any single creature outright but not swarms, crews or teams. 
Lightning Claws ~ this is a power weapon that allows a re-roll to Wound. Only a second lightning claw will give the wielder a +1 attack bonus in close combat.
Poisoned Weapons  ~ poisoned weapons allow a re-roll to Wound based on the Strength of the poison, usually a 4+.

Rending Weapons ~ a roll of 6 with a rending weapon counts it as AP 2 and automatically wounds the target regardless of its Toughness.  When an armor penetration roll of 6 is rolled against a vehicle an additional D3 is added to the result.

Thunder Hammers ~ like a power fist this doubles the wielders strength at Initiative 1 but in addition it stuns the target, so if a model survives the attack it fights at Initiative 1 next turn. Vehicles are automatically Shaken in addition to other results.  Only a second thunder hammer will give the wielder a +1 attack bonus in close combat.
Witchblades ~ this psychically attuned weapon always wounds on a 2+ regardless of the target’s Toughness.  Armor saves are taken as normal, but against vehicles it triples the Strength of the wielder (up to 10).

Grenades ~ grenades have multiple purposes. Models equipped with Assault grenades (such as frag grenades) allow attackers to strike in Initiative order despite charging into cover.  Defensive grenades (such as photon grenades) will negate an attacker’s charge bonus.  

     Grenades may be used against vehicles in close combat.  A model can make a single attack this way, so for determining armor penetration assault and defensive grenades count as 4+D6, krak grenades are 6+D6 and melta bombs are 8+2D6.  The vehicle is treated as having a Weapon skill depending on what speed it last moved (Assault Vs Vehicles pg.19).

     Grenades may be used against walkers too but it is very hard to place one effectively.  A roll of 6 on a D6 is needed to make a successful hit.  If the walker is stunned or immobilized, compare the Weapon skills just like a regular attack on a vehicle.  Enemy units must take a dangerous terrain test when in close combat with a walker, just as if they had contacted a moving vehicle.
Storm Shields ~ though not technically a weapon, storm shields require the use of one hand in melee, so any model equipped with a storm shield is never granted a +1 bonus attack no matter how many close combat weapons a model carries.  However, it will confer a 4+ invulnerable save against both shooting and close combat attacks.

                                      "Victory stands on the shoulders of the martyred."
Morale  

In addition to a model’s characteristic profile, each model has Morale.  This is based upon the model’s Leadership value, but may be modified by events during battle, such as the number of casualties taken or the weapon type used on the unit.  Morale tests are required when a unit receives 25% or more casualties in the Shooting phase or loses a close combat in the Assault phase.  Passengers that were in either destroyed or exploded vehicles also take morale tests. 
Falling Back ~ units failing a Morale check may have to retreat.  If so they fall back D6” + their normal movement.   They may ignore the slowing effects of difficult terrain, but must test normally if in dangerous terrain.  When retreating toward their own table edge, they must try to remain within a 6” corridor determined initially by their location on the table.  If any model should reach its own table edge, the unit leaves the game.  Units falling back caught in the assault phase are destroyed.
Fearless ~ fearless units losing 25% or more of their models due to fire or being defeated in close combat take a base Leadership test just as any other unit.  They won’t fall back and can’t be pinned or suppressed; however they’re more susceptible to damage due to their willingness to remain in harm’s way.  If they should fail the Leadership test, all models in the unit reduce their Toughness by 1 until the end of the next Assault phase (of either player).  This temporary reduction is not used when calculating Instant Death.  

Pinning ~ some weapons or battlefield events make a soldier hug the ground due to shock or a sudden need for self-preservation.  Pinning tests are carried out like a Morale test, but instead of falling back the unit remains pinned in place. If a unit fails a pinning test, it may not Move, Shoot or Assault its following turn.  If a weapon caused the pinning test, a +1 DM is added to the unit’s morale check roll for each unsaved wound the unit received.  A pinned unit that fails another morale check will fall back unless attacked by another pinning weapon.  Once a unit is pinned it gains a +2 DM to its cover save, as if it had gone to ground (pg.8).

Suppression ~ a unit may pass a Morale test but still be reduced in effectiveness.  If a test is passed with the exact number required, the unit is Suppressed.  Suppressed units may only Move during their following turn, not Shoot or Assault.  A suppressed unit failing another morale check becomes pinned.

Regrouping ~ units roll to regroup at the start of their player turn.  If they pass the test, they are considered to have Moved but may Shoot and Assault normally; otherwise they fall back another D6” + their normal movement immediately.  Units normally not allowed to regroup may do so if joined by an Independent Character.  Use the Independent Character’s leadership value with the following modifiers:

  -1 if there are unengaged enemies within 12”      

  -1 if the unit is not in coherency 

  -1 if the unit is suppressed
  -2 if the unit is pinned
If the Independent Character fails to rally the broken unit, he must join them during their fall back move or abandon them after his own successful Leadership test.

Pinned or suppressed units automatically rally at the end of their next player turn.  Units falling back within 2” of a friendly transport’s access point may consolidate inside (with sufficient room for the entire unit), and regroup automatically.  

"Wisdom is the beginning of fear."
Characters

There are two kinds of characters in the game: Independent Characters (IC’s) and upgraded unit leaders.  IC’s are capable of joining other units or acting independently, while upgraded leaders cannot.  IC’s have many abilities that set them apart from other units in the game.  Both types of characters confer their own Leadership ability to the unit they are attached to.  IC’s always have the USR Move through Cover and Skilled Rider when moving by themselves. 

IC’s may join other units but may not join vehicle units nor units that always consist of a single model only.

     To join a unit, an IC must move within 2” of a unit, either during the Movement phase or the Assault phase.  An IC may not be within 2” of a unit and not be attached.  If the IC is within 2” of more than one unit, the player must declare which unit the IC has joined.

An IC may begin the game joined to a unit, and may come in reserve with that unit.

An IC must obey coherency rules yet he may leave the unit during the Movement but NOT during the Assault phase.

An IC may not leave a unit locked in combat.

An IC may not leave a unit that is falling back or has been pinned or suppressed, unless he just joined them in an attempt to rally them.  If the regrouping fails, he can take a Leadership test of his own to avoid staying with them.

Both an IC and an upgraded unit leader may parry in close combat.

     Retinues ~ some IC’s have a special bodyguard that remains attached at all times.  In this case the IC counts like an upgraded leader and may not leave the unit and never counts as a separate unit unless his retinue is destroyed.

     Shooting ~ IC’s may direct their attacks at any model within range, even if the unit they are with is shooting elsewhere.  When getting shot at, the IC may not be singled out if joined to a unit, however hits may be allocated to him normally.
     Assault ~ IC’s are treated as their own unit in close combat, even when joined to a squad.  Therefore they must be in base contact with at least one enemy model to participate in the combat, unlike a normal character who is part of the squad.

Psykers

     There are many kinds of psykers and psychic powers in the game, details of which are in the codices.  Generally a psyker is allowed one power per player turn, and to use a power the psyker must pass a psychic test.  To take a psychic test, roll 2D6 against the psyker’s own Leadership value, anything the same or less passes.  This roll cannot be aided by the presence of a friendly character, but may be altered by other circumstances.

     Perils of the Warp ~ if either a double 1 or a double 6 is rolled when taking the psychic test, the psyker is subject to the Perils of the Warp.  The psyker automatically suffers a wound with no save, though an invulnerable save can be used.  If successful however, it must be still be re-rolled!  If a double 1 is rolled the power still works even if the psyker is killed.

     Psychic shooting attacks are treated as normal shooting attacks after a successful psychic test.  Therefore the psyker must see his target, be in range and not be locked in combat.  No psychic power may be used more than once per turn.

     If a psyker uses a force weapon, it may slay any single creature outright.  If a force weapon should cause an unsaved wound on a creature, the psyker must pass a psychic test to kill the target.  This ability counts as a psychic power.

"A closed mind is a shielded mind."

Universal Special Rules (USR) - abilities noted (*) are lost when a unit is joined by an IC and either of the two doesn’t have the ability.

Counterattack – with a successful Leadership test, the unit gains a +1 attack when charged

Eternal Warrior – gives immunity to Instant Death
Fearless – will automatically pass all Morale checks, but may be subject to remaining in harm's way (pg.15)

Feel No Pain – each model can regain an unsaved wound if it was not caused by a power weapon, an AP 1 or 2 weapon or an attack that would cause Instant Death on a D6 roll of 4,5 or 6.

Fleet* – a unit with Fleet may run and shoot and/or assault.  It may also 'run' upon disembarking and still Assault.

Furious Charge – gains +1 to both Strength and Initiative if the unit charges during the Assault phase

Hit & Run* – with a successful Initiative test, a unit may break off from combat 3D6” in any direction.  If failed, the unit remains locked in close combat

Infiltrate* – deploys after all other units in both armies (except Scouts) have deployed anywhere on the table, as long as it's at least 12” away out of LOS or 18” in LOS.  As long as they stay 18” away, and haven’t moved or shot, treat them as hard-to-see like Night Fighting (2D6” x 2). Units may not Infiltrate if they have a transport.  May Outflank if held in reserve.

Move through Cover* – may roll an extra die when determining the distance moved through difficult terrain

Move the Pile* - Monstrous Creatures & Walkers locked in close combat with a foe that is not another MC or Walker may Move the Pile.  Treat the MC/Walker much like a vehicle during Tank Shock (though there is no Tank Shock resolution), whereas intervening models are temporarily set aside.  Treat the MC/Walker as if in difficult terrain, but it may move in the direction it wants due to its superior size and strength.  The models from the unit(s) pushed aside may move up to 6” to reengage the MC/Walker, or they may consolidate D6” instead.

Night Vision/Acute Senses – may re-roll any distance check for hard-to-see units at night or that are hidden

Preferred Enemy – may re-roll To Hit any attacks made in close combat or when shooting

Rage – must move toward the nearest visible enemy unit to attack it, choosing whether to run or shoot it (must also consolidate towards it)

Relentless – may shoot rapid-fire or heavy weapons on the move at full effect and still assault afterwards

Scouts* – deploying after all other units, Scouts have a bonus extra move before the game starts as long as they remain 12” or more away from any enemy unit during their move.  They may also Outflank if held in reserve.

Skilled Rider – may re-roll failed dangerous terrain tests

Slow & Purposeful – treat as Relentless, but as always moving through difficult terrain

Stealth – improved cover save by 1, may improve it by 2 if counted as suppressed
Stubborn - ignores any negative Leadership modifiers

Swarms – have Eternal Warrior, Stealth, and Vulnerable to Blasts/Templates USR and never count as scoring units

Tank Hunters – add +1 to any armor penetration roll whether by shooting or in close combat

Turbo-Boosters* – all bikes may double their speed to 24”, but they may not go through difficult terrain, shoot or assault (treat as Evading & suppressed) giving them a 3+ cover save

Vulnerable to Blasts/Templates – a unit treats any unsaved wound as 2 wounds, a vehicle (open-topped) counts a hit as 2 hits

Vehicles

Vehicles have a characteristic profile of their own.

Type ~ tank, transport, skimmer, open-topped, fast, walker.  A vehicle may have more than one of these classifications.

Front Armor ~ the frontal armor rating, usually defined by quartering the vehicle from the corners and projecting lines beyond the vehicle 

Side Armor ~ the side armor facing

Rear Armor ~ the rear armor facing

Ballistic Skill ~ the shooting accuracy of the vehicle’s crew

     Vehicles generally don’t have a base so distance to them is measured to the hull.  Weapon ranges on the vehicle are also measured from the hull from the direction of the weapon’s mount.  Turret and pintel weapons can fire in a full 360-degree arc.  Hull-mounted guns can shoot in a 45-degree arc forward, and sponson-mounts can fire in a 180-degree arc on the vehicle’s side though some are restricted to a 90-degree arc on the forward side. Some walkers, like dreadnaughts, shoot 180 degrees in their frontal arc. Assume most weapons can elevate 45 degrees.  All weapons must have LOS to their targets in order to fire unless they have a special rule permitting indirect fire. 

Vehicle Movement Effects on its Shooting

     Most vehicles move up to 12” (Cruising Speed) a turn.  When moving full speed it is harder to shoot all weapons properly.  If a vehicle is stationary, it may shoot all of its weapons.  If it moves up to 6” (Combat speed), it may fire a main weapon and any defensive weapons.  Up to 12” it may only shoot 1 defensive weapon.  

     Fast Vehicles move up to 18” (Flat Out) a turn.  They may shoot all weapons at Combat speed (6”) and 1 main and all defensive weapons at 12”.  At 18” they may shoot just 1 defensive weapon.

     Skimmers are Fast vehicles that also hover over the ground.  They perform like Fast vehicles except when moving Flat Out they move an extra 6", so they can go 24”.  Some vehicles have special rules that let them even move 36”.

     Walkers move like Infantry, but may shoot all weapons at any speed.

Vehicles may split fire between 2 or more targets regardless of speed, and defensive weapons can sometimes shoot during the enemy assault phase.  Weapons mounted together must shoot at the same target.

Fleet Movement ~ any non-Walker may fleet by adding 2D6” to the end of its move.  No shooting, moving through difficult terrain or (dis)embarking is allowed during a fleet move, and any double roll of 1 results in the vehicle becoming immobilized.  Walkers may run instead (1D6”).

Moving in Difficult Terrain ~ for every increment of 6” travel that includes difficult terrain, roll two dice and take the higher result for actual movement in inches.  If 1’s are rolled the vehicle may get stuck.  For each result of 1, roll a D6: on a 1 or 2 the vehicle is immobilized.

Defensive Weapons ~ Any vehicle-mounted assault or rapid-fire weapon is considered a defensive weapon.  Heavy, ordnance and barrage weapons are considered main weapons.  In addition to its normal shooting, an assaulted vehicle may fire any of its defensive weaponry at an attacking unit prior to resolving the enemy’s assault, providing it has LOS.  Any weapons fired may not target additional assaulting units, nor may they shoot during the vehicle’s next player turn.

Ordnance Weapons ~ firing an ordnance weapon shakes a vehicle so much it isn’t possible to shoot other weapons effectively, so other weapons on a vehicle may not shoot when ordnance is fired.  When rolling for its armor penetration, roll 2D6 and choose the higher result.  All Ordnance weapons are also Pinning weapons.

"There is no armor greater than contempt."

Vehicles (cont.)
Vehicle Damage ~ once a vehicle is glanced or penetrated by a hit, roll a D6 on the Vehicle Damage Table to see the results.  There are several die modifiers which alter the result: –2 for a glancing hit, +1 if the weapon has an AP of 1, +1 if the vehicle is open-topped and under assault, +1 if the armor penetration roll is 3 or more than the armor facing, -1 if the target is a tank, and –2 if the center of a blast misses the vehicle.  The results are as follows:

1) Shaken – the vehicle can only use ½ its normal movement the following turn, and may not Shoot.  Passengers may not shoot from the vehicle in their next Shooting phase.

2) Stunned – the vehicle may not Move or Shoot its following turn. Passengers may not shoot from the vehicle in their next Shooting phase. 

3) Weapon Destroyed – the attacker chooses any weapon in his LOS on the vehicle to be destroyed.  If the vehicle is out of weapons, it becomes immobilized. 

4) Immobilized – the vehicle can no longer move the rest of the game.  If already immobilized, the attacker chooses a weapon to destroy.

5) Wrecked – the vehicle is destroyed, killing the crew and any passengers must disembark*.  Passengers must roll a Leadership test.  If they pass they act normally, if they fail they are suppressed.

6) Explodes! – the vehicle is annihilated and removed from play.  Each passenger and any model within a D6” radius receives a S4 AP- rending hit.  Surviving passengers are placed where the vehicle was and roll a Leadership test.  If they pass they are Suppressed.  If they fail they are pinned.
NOTE: If a vehicle is Shaken or Stunned 3 or more times in the same shooting phase it will reverse D6” if able.  If a vehicle has all its Weapons Destroyed and is Immobilized it is considered Wrecked.

*Emergency Disembarkation ~ If a vehicle is wrecked, passengers must immediately get out.  Models required to disembark but can’t due to impassable terrain or enemies within 1” of all access points are trapped and killed.  If there is room for some models to get out but not all, only the models that cannot disembark are destroyed. 

Wrecks become part of the battlefield terrain, block LOS normally and provide a +4 cover save.  Treat as difficult and dangerous terrain.

Vehicles in Cover ~ vehicles (and Monstrous Creatures) don’t get as much benefit from cover as other units.  Unless 50% or more of the vehicle is physically blocked from LOS, vehicles sitting in or behind terrain receive a –1 to their cover save value.  They are still considered out of LOS if 2 pieces of area terrain are between them and enemy fire.

Smoke Launchers – generally smoke confers a 5+ cover save but vehicles are often equipped with launchers that provide a thick, blinding screen.  No matter how far a vehicle moves or even if shaken or stunned it may launch smoke for a one-turn +4 cover save.  The vehicle may not shoot, and the smoke disperses after the enemy's next shooting phase. 

Assault vs. Vehicles ~ Units can assault a vehicle just like any other target.  Models must attack whichever armor facing each model reaches, but may attempt to move around to a weaker armor facing if sufficient movement is left in their assault range.  Models assaulting a vehicle that moved during the previous turn are considered to be moving into dangerous terrain, and must make their saves before attacking.  When assaulting a squadron, a unit must contact as many vehicles as possible in the squadron.  

     Hits against a vehicle are determined as if the vehicle has a Weapon Skill, which is dependent on the speed the vehicle last moved.  Stationary vehicles are assigned a WS of 0 (a 2+ will hit them), vehicles moving up to 12” (Cruising Speed) have a WS of 5 and any vehicle moving over that is given a WS of 10.  Skimmers are one grade more difficult to hit than normal vehicles, so a stationary skimmer is WS 5 and one moving as far as 12” is WS 10.  Skimmers moving over 12” are very difficult to hit, so a 6 is always needed to hit them.

Unlike other units in assault, a vehicle cannot be locked in combat (unless a walker) so may drive away during its movement phase.  There are no sweeping advances or pile-ins after combat, but if a vehicle is destroyed the victorious unit may consolidate normally.  A vehicle still in base contact with the enemy during its own assault phase is subject to attack just like any other ongoing close combat, even if it pivots.

Vehicles never are required to take a Morale test due to combat, but are all considered to have a Leadership value of 9 for other purposes.

Vehicles (cont.)
Ramming

     A vehicle may attempt to damage another vehicle and even push it back or out of the way.  If a vehicle rams another vehicle, subtract the target’s armor facing from the attacking vehicle’s frontal armor.  Add +1 if the ramming vehicle is a tank and +1 if it’s equipped with a dozer blade.  Add 2D6 to that total for the armor penetration result against the target vehicle.  (Ex. A Predator with frontal armor 13 hits a Chimera’s side with armor 10.  Subtract 10 from 13 to get 3, and add 2D6.  A 7 is rolled, so 3+7=10, thus the total armor penetration result is 10, which glances the Chimera).

     Now roll another D6.  If a 1 is rolled, the ramming vehicle is immobilized.  If a 2 is rolled, it is stunned.  On a 3, nothing else happens and movement stops.  On a 4, 5 or 6 the ramming vehicle pushes the target back the same number of inches (unless against impassable terrain) as the original difference in armor facing with modifiers, limited by the total movement in the ramming vehicle’s turn.  (Ex.  The Predator moved 10 inches before impacting the Chimera, so even though it is able to push the Chimera 3”, it only has 2” left in its movement so they both move 2”).  If pushing a skimmer, add another D6” to the potential distance pushed.  

Tanks 

The most common war machine on the battlefield, these carry the brunt of heavy support to the fighting.  They are more solidly built than other vehicles because they are often in the thickest fighting.  

Tank Shock ~ tanks can make a special moving attack where they run down or over enemy units.  They can pivot first, but then must move in a straight line at for at least 6” and contact an enemy unit.  The enemy must make an immediate Morale check, and if passed they move aside while the tank finishes its move.  If the enemy passes its Morale check they return to their location or as near as possible.  Any model forced to move aside (including those trying ‘Death or Glory’) because of tank shock counts as being in dangerous terrain and must take a dangerous terrain test.  If the enemy fails its Morale test, they immediately fall back D6” + their normal movement. 

Death or Glory ~ a tank shocked unit may volunteer up to D3 models from the vehicle’s path for a Death or Glory counterattack.  Each model allowed may use one shot from any weapon it carries, whether it’s a shooting or close combat weapon.  It will hit the tank’s front armor automatically, and if the tank is then immobilized or destroyed the counterattack is successful.  Any other result and the tank runs over all the models attempting to stop it and kills them outright.  

If a walker should choose Death or Glory and fails to stop the tank, resolve the impact as a Ramming attack on the walker’s rear armor.

Transports  

Many war machines can carry troops or cargo onto the battlefield.  These have additional attributes over other vehicles.  They have a Transport Capacity, Access Points, and Fire Points.  

     Transport Capacity ~ most transports carry only infantry, and the codices will have a numbered limit for each vehicle.  Some troops count double due to their size, and some vehicles may not even accommodate them.   A single transport may carry up to 3 units as long as there is enough room, and large units may ride in 2 different transports as long as the transporting vehicles remain coherent (within 4”of each other). 

     Access Points (& Embarkation) ~ each transport has designated places on the vehicle where infantry can embark and disembark.  An infantry unit may embark if the furthest model can reach a transport's access point (accounting for difficult terrain) either before or after the transport moves.  Remove the models from the table and note they are in the transport.  If the vehicle was stationary, it may still move normally.  If not, it is done moving that turn.  

     Disembarking ~ if a transport is stationary, models inside may move their normal movement away from any access point, and Assault if in range.  If the transport moved, the passengers can disembark their full movement from an access point but may not Assault, though there are some exceptions as noted below.  Passengers may shoot after disembarking but count as having moved unless they used Fleet to disembark.  

     Assault from a Moving Transport ~ generally troops may not assault from a moving transport.  However, if the transport is Open-topped or has special equipment (such as an assault ramp) they are allowed to do so. In addition, a unit with the Fleet ability may forego its normal disembarkment move and run instead.  If in range of an enemy unit after that, it may assault.  

NOTE - passengers may not embark on or disembark from any transport that exceeded 12” in movement, nor do both in the same turn unless forced to disembark due to the vehicle being destroyed, or rallying inside a vehicle.
Vehicles (cont.)
     Fire Points ~ a transport’s profile will indicate whether it has fire points or not.  Fire points are places where passengers can shoot out with their own guns.  One model may shoot out per fire point, and range and LOS is determined from that spot.  Models shooting from moving transport count as having moved, and may not shoot if the vehicle surpassed 6” (Combat Speed) of movement.

     Shooting at Transports ~ a unit may wish to target a transport first and then its passengers after they are forced to disembark.  If so, it can split its fire between the transport and its passengers only if the unit successfully employed Ordered Movement (pg.6).  Such fire must be designated before any shooting, and if fire on the transport fails to force the occupants to disembark, no shots are resolved against the passengers and the shooting unit’s remaining firepower is wasted.  A unit that shot out an access point (in LOS) in its previous turn may be targeted just as if it was in an open-topped vehicle in the next player’s turn (see below).  

   ~ Open-topped Transports - passengers in an open-topped transport may be targeted apart from their transport but receive a 4+ cover save.  Shots directed at passengers also tend to hit the transport, much like fire on artillery units.  Roll a D6 for each successful hit: a result of 1-3 hits the vehicle facing while a roll of 4-6 hits the passengers.  Template weapons affect both passengers and open-topped vehicle alike. 

     If the models of a transported unit aren’t physically in the transport at the time of the attack (as is often the case), flame templates cause D6 wounds to the unit transported with no cover saves allowed. Blast templates must be placed over the vehicle to see if they drift ~ if the template’s center lands outside the vehicle any passengers are unharmed even if the vehicle is affected.  If they land inside the vehicle, cover saves are allowed but the small templates cause D6 wounds while large blast templates cause 2D6 wounds on passengers.  Note that the vehicle receives two hits as well (Vulnerable to Blasts/Templates). 

Dedicated transports - some vehicles are assigned to specific units, but after the game starts units may freely use each other’s vehicles and even join them if there’s enough room.

Skimmers 

Many craft of the 41st millenium move over the surface of the battlefield.  A skimmer can move over any terrain, but if it starts or ends its move over difficult or impassable terrain it must take a dangerous terrain test.  It must be set down after moving, so it can’t hover over other units. 

Shooting at a Skimmer ~ shooting at a skimmer is modified by a –1 DM To Hit and if a skimmer moves over 12” it is more difficult to hit so it also receives a special 4+ cover save automatically.  

Assaulting a Skimmer ~ models assaulting a skimmer must either reach its hull or its flying stand.  They are more difficult to hit than other vehicles, as noted in Assaulting Vehicles (pg.19). 

Immobilized Skimmers ~ if a skimmer is immobilized after traveling over 12” in its previous turn it is Wrecked.  If it wasn’t going that fast it is immobilized and the flying stand is removed if possible.  Otherwise it continues to hover in place, incapable of further movement.

Skimmer Transports ~ may disembark a unit at any terrain level above ground level, but each model in that unit must undergo a dangerous terrain test.

Open-topped Vehicles ~ though vulnerable to assault (-1 DM on the Vehicle Damage Table) and Vulnerable to Blasts/Templates, an open-topped vehicle allows troops to embark or disembark anywhere within 2” of its hull and assault even when the vehicle has moved up to 12”. 

Fast Vehicles ~ are simply more agile on the battlefield but often have thinner armor or less capacity to allow for their enhanced speed. 
"Success is commemorated; failure merely remembered."
Vehicles (cont.)
Walkers  

Walkers stride the battlefield in places other vehicles are hampered.  Like transports, walkers have additional characteristics on their profile: a Weapon Skill, Strength, Initiative and Attacks as well as the normal armor facings and Ballistic Skill.  They also may Move the Pile.

Measuring the range to a Walker is done to its hull like other vehicles, unless it’s mounted on a base.  Walkers move and assault like infantry, but have a facing like a vehicle.  Walkers can shoot all their weapons unless they choose to run like infantry, then they may not shoot.

     Walkers always present their frontal armor while in close combat, and ignore Shaken results on the Vehicle Damage Table.  A stunned or immobilized walker loses one of its attacks, but otherwise fights normally.  For purposes of deciding a victor in close combat, count any roll on the Vehicle Damage Table the same as an unsaved wound.  However, walkers don’t take Morale tests or fall back.  They can make sweeping advances and pile-in moves as well as consolidate.

Dreadnaughts are often equipped with massive close combat weapons.  They are much like a power fist in that they double the walker’s Strength (up to 10) but unlike a power fist they do not change the machine’s Initiative value.  If a walker has additional close combat appendages, it gains another attack on its profile for each weapon in addition to its first one.

Vehicle Squadrons 

     Occasionally a group of the same kind of vehicle will be organized into squadrons for a defined purpose.  Vehicles in squadrons must maintain coherency much like other units, but vehicles must stay within 4” of each other, not just 2”.  Unlike other units, vehicles in squadrons need not fire upon the same target, as individual vehicles aren’t required to anyway.

     A unit firing one or more shots at a squadron must declare its target(s) before resolution; therefore some vehicles may get destroyed while others go unscathed.  Vehicles immobilized within squadrons are destroyed if the rest of the unit abandons them.  Only vehicles in base contact with the enemy may be affected by assault.  Each vehicle blocks LOS normally, unlike other units which never block LOS from within the unit.  

Organizing a Battle

     There is a multitude of variables when setting up a battle.  Forces must be chosen, the size of the battle and playing area must be agreed upon, terrain types and their amount, missions and objectives must be determined, and turn limits and deployment areas should all be considered before play commences.  Any of these decisions can simply be agreed upon or generated randomly. 

     Generally, after terrain is placed both factions will roll a die to determine who moves first (the Attacker) or picks which side of the table they prefer.  The attacker places all his units first except for reserves, infiltrators and scouts.  Then the defender does the same.  If both sides have infiltrators and/or scouts a die roll can be used to determine which deploy first.  
     Some scenarios can be more involved.  They may have different sized forces, a defined attacker and defender, and may even include fortifications or special equipment.  The following is merely a guide to creating such a battle scenario.  If pre-game die modifiers are desired, one possibility is to use an army’s Strategy Rating.  These are usually added to a D3 roll, and can be used as re-rolls while generating aspects of a battle.  

~ Strategy Rating

    3 - Space Marines, Witch Hunters, Demon Hunters/Grey Knights, Eldar & Necrons 

    2 - Chaos Space Marines, Dark Eldar

    1 - Imperial Guard, Tau, Orks, Tyranids, Other armies 

An army’s size, objectives, force organization, deployment and reserves can all be determined with a roll of the dice.  Certain principles and terms should be agreed upon before proceeding.  A way to generate as many factors as desired to create a suitable clash of forces follows on the next page.  Terms should be agreed upon or discussed beforehand.
Battle Terminology

Scoring unit (& value, if applicable) ~ any model from a Troops choice (3). Any non-Troop unit w/multiple models (2), an Independent Character. Monstrous Creature, Walker or Tank (1)

Objective ~ some thing or some area critical to the victory conditions of the battle

Marker ~ a portable objective that may be picked up by any model in base contact @ the end of either the Movement or Assault phase and carried in subsequent movement phases.  A model carrying a marker may not shoot or attack during an assault unless it is a walker or vehicle with some manner of grasping.  Normally a vehicle requires a passenger to carry a marker, and if a walker should carry a marker it will lose an attack from its profile.

If a model with a marker is destroyed leave the marker at the spot the model was eliminated

Contesting an Objective ~ any unbroken enemy model may contest an objective

Control of 

~ an objective – have an uncontested, unengaged scoring unit within 3” of the objective
~ an area – have a scoring unit in an area with no enemy scoring units in the area
~ a marker – any model from a scoring unit in base contact with the marker, and no scoring enemy model within 3”

Destroy, kill ~ eliminate completely
Divided force ~ when a side must split its forces into separate deployment areas
Victory points ~ point values of objectives, actual points for models either destroyed or holding objectives, or the model’s scoring value, depending on what is agreed upon before battle

Generating a Battle  (Refer to Random 40K Combat) 
Any or all of these tables should be considered optional when generating a battle's parameters. 
Army Strategy Rating – a number given to each army type to determine its tactical flexibility

     Re-rolls allowed – army strategy rating  + D3 = how many re-rolls allowed, but only once per chart

Victory Conditions – whatever determines the winner of the scenario

Force size - each side is based on this many points subject the maximum available

Table size – optional

Die applicability – each table may be rolled together or separately where appropriate whether they are the Same or Different

Strategic Objectives – the primary goal for each faction; usually worth 2 points 

Strategic Objectives (attack or defend) – some missions require a defined attacker and defender, and force sizes and equipment may vary

Mission Objectives – a secondary goal if desired, often used as a tie-breaker
Army Organization – a slightly modified Force Organization

Deployment Zones – alternatives to the usually long side edges or table quarters

Reserves, Infiltration – slight alterations to the norm

Terrain Density, Terrain Type, Game Length, Environment – all optional, but game length must be determined

Army Lists Due – in order for accuracy and fairness, information about the enemy’s army list should always be exchanged equally.  When players disclose some or all of their lists in advance it’s important to give out the same kind of information at the same time.  When the list is a secret up to the game’s start, it helps to use a third party if possible to verify the lists ahead of time.  

A complete list includes the numbers and costs for all the units and their wargear.  A partial list will have all wargear and unit costs but not necessarily the specific composition of squad elements.  A vague list will merely list units involved, but not their cost or wargear.  Complete lists are always required at the beginning of a game, even though some things may remain secret (such as who’s riding in what vehicle, what is in reserve, etc.)

Special Scenario Rules

Night Fighting ~ some battles take place during the night or when visibility is poor, or some units are simply more difficult to see.  When checking to see such a unit roll 2D6 x 2" to see if the unit is in visual range.

Special Scenario Rules (cont.)

Intact Buildings and Bunkers ~ an intact building can be treated as impassable or assigned access and fire points like an immobile vehicle.  Attacks directed toward a building are resolved on the Building Damage table. Ordnance weapons that hit a target in a building automatically roll on the Building Damage chart. Treat bunkers as AV 14 and most city buildings as AV 12, but additional structure points depending on the size and condition of each building may be added, usually from 2-5. 

Access points may be breached by assault with little effect on the building itself.  Combat may be resolved off table if desired.

     Units atop buildings, ruins or parapets may be targeted normally and receive the appropriate cover save.
     Building Damage Table:

     1 ~ shaken: 1 unit inside or a mounted weapon (chosen by the attacker) may not shoot the following turn

     2 ~ stunned: 1 unit inside (chosen by the attacker) may not move or shoot the following turn
     3 ~ breach: an access point is created within LOS of the firing weapon 
     4 ~ fire: all units inside are subject to a Dangerous Terrain roll whether they move or not.  If this result is rolled again units are wounded on both a 1-2, and a 1-3 if rolled 3 or more times
     5 ~ structural damage: the building loses a structure point

     6 ~ severe structural damage: the building loses a structure point and rolls again on the Building Damage table

Fire  ~ a flame weapon which hits a target in suitable terrain (such as a ruin or forest) starts a fire on a D6 roll of 1 or 2.  Other appropriate weapons (lascannon, melta, etc) start a fire on a 1.  Fire may spread in subsequent game turns in size or to other areas, including vehicles.  At the start of each game turn, roll a D6 for each 1” increase in the fire’s radius. Any 1’s rolled ignite the terrain.  Treat fire as dangerous terrain.

Fortifications ~ the cover save of a segment of area terrain (usually per 6”x6”) can have its cover save improved by +1. 

Rivers, lakes ~ count as open terrain for skimmers or jetbikes.  For other units they can be considered, difficult, very difficult, Dangerous or impassable, depending on what the players agree upon.

Minefield ~ during the enemy movement phase, the defender may announce ‘mines!’ at which point the defender rolls a scatter die and a D6, and places a large blast template to mark the minefield’s borderline.  Then the defender attempts to activate the field on a D6 roll of 4+.  If the field is inactive, it remains dormant until the attacker’s next movement phase.  If activated, treat any models that move in or out as in very dangerous terrain (wounded or immobilized on a 1 or 2).  If any models are killed the unit must check for Pinning.  Mines are destroyed like obstacles, but may also be cleared by Combat Engineers or gretchin.

Obstacles ~ are 6” increments of barricades, prefabricated barricades, razorwire or anti-tank traps.  Any direct hit from ordnance fire will destroy an obstacle, or 3 or more hits that either glance or penetrate.  Tanks will also destroy barricades if they simply drive over them.  All obstacles are treated as difficult terrain unless otherwise noted.

     Razorwire – counts as very difficult terrain for infantry and bikes (1D6) and difficult for wheeled vehicles.  It also does not block LOS nor does it count towards the two piece terrain limit, yet it does provide 6+ cover; treat as AV 11 

     Barricade – a makeshift wall that provides 4+ cover; treat as AV 11

     Booby-trap – a marker placed in area terrain or on a floor level; when an enemy unit traverses the terrain, if a double is rolled for the difficult terrain distance the defender places a small S7 AP2 blast anywhere in the terrain – no cover saves apply

     Prefabricated Barricade – a reinforced placement that provides a 4+ invulnerable save; treat as AV 12

     Antitank Trap – impassable to any non-skimming vehicles, treat as +5 cover and AV 13 

Sentry guns ~ immobile, automated weapons are sometimes set up to guard an approach.  They are BS 2, and are automatically On Watch.  They are set to fire in one of two modes, declared before the game begins: a 90-degree arc @ 24” or a 360-degree radius @ 12”.  Usually the weapon is twin-linked, and it gives a 4+ cover save.  Treat as AV 11.

Preliminary bombardment ~ before the game begins, a barrage forces deployed defending models to take a dangerous terrain test

Smokescreen ~ a unit so equipped may dispense smoke instead of shooting; treat the area encircling the unit as 5+ cover.  The smoke filled area counts as area terrain for one turn before dissipating.

Combat engineers ~ after traversing either a minefield or razorwire, combat engineers may destroy the obstacle on a D6 roll of 4+.  They may also disarm an activated booby-trap on a D6 roll of 5+.

Grapple lines ~ impassable walls become difficult instead

Grav-chute/tunneller ~ allows any unit to Deep Strike with specialized gear
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                     SHOOTING - TO HIT 











 Shooter's BS




1
2
3
4
5
6+

  Score needed to Hit >




6
5
4
3
2
2*

 Modifiers added to the die result above:











  +1 if firing at a stationary vehicle











   -1 if firing at moving skimmers, jump infantry or swarm











  +1 if firing point blank at 0-6"











   -1 if firing at long range (greater than 36")











*a BS of 6 allows a re-roll: a 6 hits; BS 7 a 5+ hits, etc.
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