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Bellum Omnium Contra Omnes
War by all against all.



NETEPIC 5.0 RULE BOOK

Core Rules
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Disclaimer: If you cannot differentiate between fantasy agality, or cannot conceive that others may do Eage
put this book down, walk away and dont approaehghbject of tabletop wargaming again until yougtp a bit.

This rulebook is completely unofficial and in noywendorsed by Games Workshop Limited. Warhamme@0ap,
Adeptus Titanicus, Space Marine, Epic 40,000, EAimmageddon and other names, races, characteustilitions
and images from the Warhammer 40,000 universe #inere®, TM and/or © Copyright Games Workshop Ltd
2000-2005, used without permission and their ussulshnot be construed as a challenge to said owmprs
NetEpic is a non-profit work intended for personak and cannot be distributed with intent of pra@ibncepts and
ideas not owned by Games Workshop are the propéthe NetEpic Discussion Group.
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Background

NetEpic is a 6 mm tabletop wargame of sciendigoficcombat, set in the Games Workshop Warhammer
40,000 universe. Two or more players each commararay and battle for supremacy. The rules areddiViinto
two parts: the basic game mechanics (this boold,ramerous army books that contain background,iapedes
and troop descriptions. Throughout these bookslyfiod many optional rules. In order to use theat, players
must agree to them before the game.

Greetings NetEpic Gamers Everywhere!

Every so often a small idea is born and growsutthsa degree that it takes a life of its own.... N&HEp
such an idea.

Over seven years ago on the old Majordomo Spaga®enailing list the concept of updating the seton
edition epic rules with input of epic enthusiastsni all over the world was first coined. It was gjiveven more
impetus due to the release of new edition of epid 40k), which was not favored by the majorityepic gamers.
Instead of the grumbling and sterile arguments comat that time over what version was better, tligiral core
of “founding fathers” formed their own mailing lish update, overhaul and generally “tweak” the igrof the
rules we loved. Thus the “NetEpic Project was born.

Our initial goals were humble in extreme. We vowleat if even one gamer tried, played and liked twia
have done, it would be an effort well served. Hppgie goal was quickly and easily met. In 10 ment its
beginnings the first version of the NetEpic ruleaswavailable. Its exposure was magnified by thetiaddof
NetEpic's very own website — The Epicentre (wwwepit.org). Now our rules had a truly global reabgilable to
any who wanted to download it.

Since those early days we have come far and damd.nin your hands you hold our latest (and we hope
greatest) version — 5.0. This version includeshalnew models that have been released in recees tas well as a
whole host of new unit and army lists that refigmt changes of the 40k universe since the secatidrefirst saw
the light of day.

Of particular note is the brand new Tau army &st well as the addition of the whole line of new
Forgeworld model status for their immediate used Amlthis newly done army cards and counters art@pie 5.0
is a grand project made to look as great as itshlay

NetEpic, by its nature, is a team effort. Eachkompresents the time and input of many epic garjusts
like you. As with any effort, some individuals, ltlye weight of their contributions, deserve a sgegiantion.
Jarreas Underwood, our esteemed editor, who hashtds untold hours to produce the remarkable wark iyow
have before you. Without a web presence, there dvbelno “net” in NetEpic if not for the tirelesdats of Tom
Webb, our webmaster. My heartfelt thanks, and tamks from the hundreds, (and maybe thousandgeaple
who depend and enjoy your efforts.

A special thanks to all our esteemed NetEpic magilist members. It takes a special type of peteamant
to contribute to the project. Our motto “put youomey where your mouth is” underlines that our isstabout
DOING, not just talking. You can all take pridethis work and the knowledge on how many people kdle fun
because of your contributions.

Finally, thanks to all of YOU! NetEpic succesgigatly due to all the fans who throughout the ydeve
supported us with words of praise, constructivéaisim and helpful ideas. You are the reason whycaminue this
work!

Long Live NetEpic!

Peter Ramos
NetEpic Coordinator

Please visit the NetEpic website at: http://www.netepic.org/
Or join the discussion group at: http://groups.yahoo.com/group/netepic/
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A Short History of Epic Warfare

Games Workshop first releas@deptusplkoad i Titanicus in 1988. It was a game of giant robot combat
in the recently released Warhammer 40,000 univ&seduring a galaxy-wide war known as the Horuseklg half
the human civilization was in revolt against thdeut half. You could customize titans and there wemew
experience and campaign rules. The game createidad attention, and rules for infantry, tanks artllery soon
followed with the release @pace Marine It was a bit complex with each 5-man infantry adjunaving multiple
weapons, each firing multiple times. Support anditaahal rules for the game were published in Gakveskshop’s
magazineWhite Dwarf Eventually, everything was brought together ia @odex Titanicus which refined the
rules and introduced Orks and the Eldar (Elvespizics). As the game grew with success, other arfroes the
Warhammer 40,000 universe were incorporated, ssithealmperial Guard, Chaos and Squats (Dwarvepane).

Space Marine2nd Edition was released in 1991. This removed a lot of theptexity from the basic
rules but added a large number of special abiliteger the next few years, the expansiBenegadesArmies of the
ImperiumandOrk & Squat Warlordsletailed various armies you could play. In 199&editan Legions, which
corrected a few minor errors in SM2 but added Vigttg apart from some nice models. Space MarineoRId go on
to become one of Games Workshops most popular rasystems in the 1990s, and is still considereteta
classic. While official support is practically newistent, many websites host copies of the rulesisé rules,
articles and army lists. NetEpic derives from Spllegine 2.

By 1997, Games Workshop figured they had doneyévieg there was to do and set out to re-release th
game as a new system. The result Werhammer Epic 40,000 a complete re-write set 10,000 years after the
Horus Heresy. The basic mechanics were slightlyemmarmplex than Space Marine, but there were northeof
reams of special abilities and exceptions so iyqdaa lot faster. On the down side, it had no reafmspecial
abilities and the various races lacked flavor. Elleugh the system was very original and focusefirepower and
the realistic effects of being shot at, the effesftslamage were abstract and difficult for a newneato get into.
The game never really caught on and support fog#mee was dropped frodvhite Dwarfnot long after its release.
Adeptus Titanicus Il was released in 2000 and updated the giant raibes.rUnfortunately, it did not mesh well
with the existing rules (Epic 40k in this case) agb failed to catch on.

When Games Workshop stopped directly supportigghme, one of the subsidiary companies called
Fanatic Games took over the line. They made lomiafatures and released the magaziges 40,000 Firepower
and Epic 40,000 Magazind_.ike the other editions of the game you can fimebsites supporting the system, but
unlike the previous editions you can still findelnboks and miniatures without a lot of work.

One of the private support groups, thetEpic Discussion Group was born on January 16th, 1997, on the
old Space Marine majordomo list. It has since maweetthe Yahoo Groups website, where it continuedetoate the
ongoing evolution of 6 mm warfare in the*dillennium. You are currently reading the fifthréeon of the rules.

More recently, Fanatic Games releadggic: Armageddon in the summer of 2004. The rules were
straightforward and well-written, freely availatftem the Fanatic Games website and included maskiggner
(Jervis Johnsony-» player interaction and feedback. However, with fiiding of the Specialist Games titles back
into the Games Workshop mainline in late 2004/2G@fpport was dropped and miniatures productionepldn
doubt. However, even the brief publication of E:@invigorated the concept of extensive small scaivies.
NetEpic 5.0 is merely the latest step in the histdr6 mm warfare.

Scale

NetEpic is designed for the 6 mm scale, also knaari:300 in the UK and 1:285 in the US (which are
effectively the same thing). Each model representsreal vehicle or between three and ten soldfeiggested
ground scale is 25 mm = 100 meters, but in mogicH true scale is pretty irrelevant.

As a note, the terms “ground scale” and “modeleScare two different things. Model scale is a oadif
how big the model is to how big a real-life objeatuld be, e.g. a one-inch model in 1:300 scale ddod 300
inches long. Ground scale is the size of the taplets opposed to the actual battlefield, e.g. 25annthe table
might equal 100 meters in real life. Unfortunatefythe two scales were the same then even théekghveaponry
would be able to fire from one end of the tabldghe other. A model is an indication of where tteops are and
what they look like, rather than an actual repregén of their size on the battlefield. This dision of the scales is
necessary to achieve a playable system, and isaveloyple of trees can represent a whole wood.

The time scale and length of a turn is fairly lmoMost real combat consists of sudden burstsaoftifr
shooting, separated by long periods of scoutingcautdious movement. Although a game turn might @olytain a
few seconds of actual fire combat, the full turnyrb@ assumed to occupy several minutes of elapsed If it is
necessary to determine how long a battle lastat gach turn as 30 minutes. Hence a four-turn gaxmad
represent a battle lasting two hours, which co@dnbportant if either side is attempting to brirgnearby reserves.
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The NetEpic Universe

Although only modest in size (100,000 light-yeaoss), the galaxy contains around four hundred
thousand million stars. Though humanity has explangly a fraction of these by the #Adentury, countless millions
of systems have been settled and humankind hasieteced hundreds of alien races. Unfortunately atiaif them
are friendly. In the dark and Gothic future of #' millennium there is only war, and peace is onbyrief time of
preparation before further fighting.

Following is a summary of the existing NetEpic &sn If you want to play an army that does not texis
create it! Write up stats for your units, balanbenh against those that currently exist, come up \8ime
background and let everyone know about it. Whiliginating from and heavily based upon Games Worksho
Warhammer 40,000 universe, NetEpic has diverged theeyears and there are differences.rév@ways on the
lookout for good ideas.

The Forces of the Imperium:For tens of thousands of years the Imperium has warred on its enemies. Alien races
strike at the frontier systems. Rebellion, Chaos and treachery are commonplace on thousands of worlds. In its perils,
mankind has one guide — the Emperor. His rule is harsh and uncompromising, but for millennia he has stood
between humanity and extinction. Throughout the Imperium, his will is carried out by two huge organizations: the
Inquisition and the Adeptus Terra. The Inquisition is answerable directly to the Emperor and Inquisitors travel freely
throughout the Imperium searching out dissent, corruption and untrained psykers.

The many branches of the Adeptus Terra are in charge of everything else, from long-term military strategy
to grain quotas on agricultural worlds. In addition to the military branches described below, there are the civil
services of the Administratum, the law-keeping forces of the Adeptus Arbites, the sanctioned psykers of the Adeptus
Astra Telepathica and the Adeptus Custodes of the Emperor's personal bodyguard.

Adeptus Astartes: Better known as the Space Marines, these are the toughest, best trained and best
equipped soldiers in the Imperium. Genetic manipulation, surgically enhanced bodies, power armor and hypno-
training allow for centuries of constant warfare.

Adeptus Mechanicus:The tech-priests of the Adeptus Mechanicus are best known for their military arms,
the four divisions of the Collegia Titanica who operate and maintain the vast war machines known collectively as
the Titan Legions. These are immense war machines wrapped in protective Void Shields, sheathed in meters of
armor and carry the most powerful weapons available. Titans are capable of crushing infantry and tanks underfoot
like insects. The forces of the Imperial Knights are included here, as are al Imperia Titans. Other Imperial armies
may purchase titans and praetorians but the weapon descriptions & hit location templates are only found here.

Adeptus Militaris: The Imperial Guard forms the bulk of the mobile military might of the Adeptus Terra.
Entire divisions are recruited from a single planet and spend decades defending the Imperium, then allowed to settle
a planet of their own. Individual planets raise Planetary Defense Forces to defend against raiders, pirates and rebels.
Unfortunately, Imperial edict forbids large concentrations of heavy equipment to prevent successful revolts, and the
PDF is merely supposed to hold its ground until reinforcements arrive.

Adeptus Ministorum: The Sisters of Battle and the Frateris Militia are the fighting arms of the Adeptus
Ministorum — the holy church of the Imperium. Trained to the highest standards, they are utterly dedicated to the
protection of the Imperial Faith and scour the Imperium in tireless search of heretics and the faithless.

Chaos: The Eye of Terror isaregion of space filled with dust-shrouded hell-worlds, warp storms, malevolent extra-
dimensional creatures and worse. Preying upon the weak, corrupting the strong and infecting all it touches, Chaos
drags the very souls of its victims into the shadowy realm of warp space. The armies of Chaos are many and varied.
Sometimes a Greater Daemon leads a corrupted horde of warp daemons and tainted cultists, sometimes the ranks of
the ancient Legions Excommunicate Traitoris appear in their everlasting war against the Imperium, and sometimes a
rag-tag army of Chaos worshipers rises up in rebellion, calling on the aid of their Chaos patrons to overthrow their
oppressors and put them into positions of power.

Eldar: The Eldar are an ancient race, having built a vast civilization well before humanity first left Earth. They were
corrupted by Chaos and in a vast orgy of destruction, the death of uncountable billions gave birth to the Chaos
creature Slaanesh. When their civilization was destroyed, survivors scattered in many directions and have taken
widely differing paths to survive. Some Eldar fled their doomed race in gigantic spacecraft called craftworlds. These
move between the stars, connected by a web of portals through warp space. Some craftworlds trade peacefully and
fight alongside humans and other aliens, others support themselves by hiring themselves out to the highest bidder,
and some simply take what they need. Though their appearance is almost human, their motivations are unfathomable
and unguessable.
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Exodites: Not all Eldar remained on craftworlds — some edtthew planets. The majority of their
technology has been lost, and with no industrigklthey tamed various animals and went native.

Dark Eldar: Corrupted by Chaos and perverted into a sadiaticature of their former selves, Dark Eldar
raid, plunder, torture and amuse themselves irr @ttmral and sociopathic ways.

Eldar Knights: Long before their counterparts existed in the Iryme, the Eldar fielded these one-man
walking machines of destruction. Their numbers hdwedled over the long millennia, but they mayl &té called
upon to aid their brethren.

Orks: The Orkoids are a variety of green-skinned hunis)aianging from the diminutive Snotlings to thén
Nobz, all with a low level of culture and a brutalinning and violent nature. Their main motivatgmaems to be a
natural love of fighting for its own sake, rathbah any empire-building aspirations. They will figtny opponent,
anywhere, for any reason or for no reason at ail the absence of an opponent they will just asdh#y fight
among themselves. Their technology is crude arehafnreliable and their tactics are simple butatiffe, relying
on numbers and firepower more than strategy. Ewoyor three centuries the collective psychic eparigthe Ork
race becomes agitated, disturbed and dynamic.i§ Niskaagh-Ork, a time of tribes coming togethergi&at works,
of migrations, wars and conquests. Eventually theches a fever pitch and Ork armies go off indattctions,
bringing war to every corner of the galaxy.

Squats: The Squats were originally human settlements gh-gravity, atmospherically inhospitable planetsr F
survival these humans evolved or were geneticalbjireeered (a subject of much debate) into the nage known
as the Squats. They are short, strong and resigtaamtwide range of physical and atmospheric ex¢enTheir
society has developed into a hard-working, tenacjfmople with a fierce sense of honor, independandgustice.
Their religion is based on a form of Shintoism @stor worship), with the spirits of their ancestaestching over
them. During the Imperium’s Age of Rediscovery, ®guat Homeworlds made several trade agreementhwhi
allowed them to keep their independence.

Slaan: These are the folks who first seeded humanoiddifinis galaxy. Now théye come back to recruit everyone
to help fight the Tyranids, whether they want to or not. Teleporting battlemechs, stasis fields and regeneration make
these some of the toughest warriorsin the game.

Tau: The Tau are one of the few independent alien races able to withstand the might of the Imperium. Their rapid
technological development has allowed them to begin carving an empire of their own, in the name of the Greater
Good. The Tau army is characterized by high tech equipment, highly mobile battlesuits, sleek armor, hideously
hard-hitting guns and a desperate lack of assault skills. The Kroot are a subservient race that the Tau saved from an
Ork invasion. Jungle predators, the Kroot fill in the close assault role the Tau lack.

Tyranids: Bugs — zillions of them. Big, tough and strong enough to tear a man in half. And they’re always hungry.

These are hordes of huge, fearsome creatures that share a united Hive Mind and devour entire planets, reducing
them to airless, lifeless rocks. The Tyranids are fearless, implacable and consume everything in their path. Worry.
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Playing the Game

For starters you'll need a place to play — moshegmdo well in a 4 by 6 foot (125 by 185 cm) space,
although larger and smaller areas can be usedsasiroes permit. Terrain will enhance the game bunat
mandatory (you can image it's a desert or icy tajpdyou’ll need a copy of this rulebook, the arnpoks for your
respective armies, any necessary templates anddduthaf 6-sided dice.

You will also need some way of indicating wheraiytroops are, such as miniatures or paper counters
Although NetEpic is based in the Warhammer 40,000arse, you are not required to purchase actuaheSa
Workshop miniatures and can use whatever you'véngotly.

The Object of the Game

The default way to win is to be the first playeretarn enough Victory Points from killing the eneend
capturing objectives. These rules are highly abstaad the objectives represent unnamed placebimgst The
winning Victory Point total is dependent on theesaf the game being played. At the end of each, woant up
each player’s Victory Points. If one player hasrtguired total, he wins.

Each Player's Army Size | Victory Points Needed to Win
1,000 Points 30
2,000 Points 35
3,000 Points 40
4,000 Points 45
5,000 Points 50
Etc. Etc.

1) Killing the Enemy

You can control the battlefield by inflicting cadties on the enemy, making his army ineffectivel an
unable to fight effectively. Army cards have botBr@ak Point and a Victory Point number on them.ewlkou Kill
the Break Point number of models from that card, garn the corresponding number of Victory Poiotse(VP per
100 points that the unit cost). These points ar@rded when the unit is broken, and accumulate fromto turn.

2) Capturing Objectives

Objectives represent defense centers, strateddings, supplies and other important locationgheaorth
5 Victory Points. To control an objective you needhave a non-fleeing model within 15 cm of the €ive
Marker, and the model must be closer to the objedtian any opposing model. If models from bothiasnare
equally distant from the objective it is considetedntested," and neither player receives VictoonB for it.
Models that are pinned in Close Combat, fleeingroother involuntary orders do not count for hofdobjectives.

Victory Points from objectives are not accumulatiean turn to turn. During every End Phase, detaemi
who has control of each objective and award VPsraiagly. Once captured, an objective remains udeatrol of
the capturing player until it is captured by themy. It is not necessary to keep one of your moaétsn 15 cm of
the objective to retain control from turn to turn.

Optional Rule: Controlling Objectives

Normally, you merely need to have the closestdvaliit to the objective to control it. As an optidmule,
you control the objective if you have the only dalinits within 15 cm of the objective. This is aahsemantic
change but has significant battlefield implications
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Putting an Army Together

Armies are created by purchasing units up to atpdotal agreed upon by the players. A typicalyasine
is 3,000 — 5,000 points per player. Larger batilesquite possible but beyond about 20,000 poirgggame tends
to take more than a single afternoon.

There are two types of armies — Standard and CoStandard Armies are made up of common and
readily-available troops and there are no spedilgisrto worry about. Codex Armies have both spaaiéis and
special rules, and require that you dedicate armim percentage of your points to that particulamalist. Each of
the Army Books describe one or more types of arjaes include all pertinent information such askgacund,
army creation, unit statistics and special rulest thpply to that army. Special rules found in ammprBook
generally supersede those found here, unlessdly/rcheesy or makes no sense.

Army Cards

Army cards are used to represent the organizatighelements of an army. They detail the troopsgetu
their abilities and points cost, and come in thsges: Company, Support and Special. A card cam ladsFree,
which means it doesn’t cost you any points, armddy be Unigque, which means you can only have ortbesh in
your army. No substitutions are allowed — you ghatls listed on the card and may not swap one Hetant for
another, even if they are of equal value.

Company Cards

These represent large groups of common troops @mad the core of an army. You may n

ot

purchase Support or Special Cards without corredipgrCompany Cards. There are generally

three or four detachments per Company Card.

Support Cards

These represent additional or specialized troosremgthen your companies. Unless the ¢
states otherwise, each Support Card representdetaehment. You may include up to
Support Cards per Company Card in your army.

Special Cards

Special Cards represent rare and powerful indivgdoa units that can be assigned to y
army. You may include one Special Card per Comgizarygl in your army.

Free Cards

You may only take one Free Card per Company Cargbur army and it will usually coun
against the 5 Support Cards limit, though some coayt as Special Cards instead.

Unique Cards

You may take one of a Unique Card (such as thetiéaty Company) for every full 3,00
points in your army, though personalities (such Gammissar Yarrik) may never b
duplicated. Unique Cards usually count as Speaatl€

Allies

The army you put the most points into is your camay. If youd like to field more than one army you can
pick a single aly and field a force made from their Standard List. Certain races will never aly (such as Eldar &
Chaos), and these restrictions are listed in their Army Books. The amount you can spend on your aly depends on
whether your core army is Standard or Codex:

If your core army is... | You must spend... You can choosallies from...
Standard 50% of your points onit ~ Any one Standiatd
Codex 75% of your points onitf  Any one Standard lis

ard
5

Dur

—

o ©

Both your core army and your ally force must bgale independent of each other. That is, at least o
Company Card and up to one Special and five Sufpends each. Also, you may not mix and match then@amy
and Support Cards from different army lists. Foaraple, if you want one of the Support Cards from 8pace
Marines list, you're going to have to take a Comp@ard from the Space Marines list. Even if youuaning both
Space Marines and Eldar, you cannot buy a Spacm&@ompany and support it with Eldar Prism Cannons

NetEpic 5.0 Core Rules 7



The Standard Armies

Army

At least 50% of your points into...

Up to 50% into one Standard List except...

Imperial Knights

Standard Adeptus Mechanicus List

Space Marines

Standard Adeptus Astartes List

Chaos

Imperial Guard

Standard Adeptus Militaris List

Chaos

Standard Chaos List

Eldar or Space Marines

Eldar

Standard Eldar List Chaos

Orks

Standard Ork List

Kroot Mercenaries

Kroot units from the Tau Army Boqg

Some of the Codex Armies

Army

At least 75% of your points into...

Up to 25% into ...

Titan Legions

Titan Legions & Standard Adeptus Mathus Lists

Any one Standard List

Marine Chapter

Chapter & Standard Adeptus Astdrigts

Any one Standard List except Chaos

PDF

Planetary Defense Force List

Any one Standatd L

Sisters of Battle

Sisters of Battle List

One Staddenperial or Eldar List

Khorne

Nurgle

Slaanesh

Tzeentch

That Power & the Standard Chaos Lists

Chaos Marines

That Legion, the Standard Chaos List & the Stang
Adeptus Astartes List

Any (or all) of the other Powers, or af
one Standard List except Eldar
aSrgace Marines

Craftworld . . One other Craftworld, Knights,
Eldar Knights Codex List & Standard Eldar List Exodites, or any one Stan%ard List
Exodites Exodite List except Chaos

Dark Eldar Dark Eldar List Any one Standard List except Eldar
Squats Squat List Any one Standard List except Orks
Slaan Slaan List Any other Standard Lists you want
Tau Tau List Any one Standard List

Tyranids 100% from the Tyranid Army Book

Setting Up

1) Choose your forceslf you're playing a scenario, first determine whiene.

2) Set up the battlefield.ldentify the borders and place terrain. Playens giace terrain in a mutually
agreed upon fashion or make use of a random tegeaieration table.

3) Place objectivesPlayers alternate placing a total of 8 objectiwasthe board, no closer than 25 cm
from the edge of the board or another objective.draall battles (>2,000 points) use 6 objectives.

4) Roll to choose sidesEvery player rolls a die, re-rolling ties. The igpller chooses which side of the
table to start on and places one Army Ganrth of models onto the table. Players alternate placing units, with the
initiative winner setting one aside to be placed last. All fortifications must be placed first. The deployment zone is
anywhere more than 40 cm from the centerline of the table, giving a minimum of 80 cm between enemy troops.

5) Special abilities.Units that have special abilities (such as Infiltrate) may use them. If more than one
player has Infiltrating units, alternate moving detachments with the initiative winner moving the last unit.

ny
or

Special Ability: Infiltration

These units are stealthy and able to sneak closer to the enemy before the shooting starts. Infantry and
Walker-class units may move double their normal movement rate after setup is complete, and Cavary & Vehicles
may move normally. This move may not bring the unit closer than 5 cm to an enemy model.

Optional Rule: Hidden Setup
Instead of placing their models on the table in plain sight, players may wish to set up their forces without

the opponent being aware of their location. There are several ways to do this, such as placing a curtain across the

middle of the table, placing dummy cards on the table, or sketching out the battlefield and marking unit locations.
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|. The Orders Phase

To bring some order to the chaos of battle, Netksies counters that indicate the actions a utiitoei
taking for the turn. Examples can be found in AgpeiD. The default action is for a unit to stay wié is and fire
at the enemy, though some armies have instinceeWior for units without orders (such as Orks @gchanids).
Details for these units can be found in the appad@rirmy Books.

Placing Orders

Players choose and place an order counter face-degside each detachment in their army. Therehaee t
orders players may give to a unit, and one that beagcquired during the game. If you forget to placders for a
detachment, it cannot move or initiate Close Conbloi&imay fire during the Advance Fire Segment.

A unit's orders are only revealed when it is aatdd in the Movement Phase. This keeps your opponen
guessing as to what orders the rest of your fdnees and produces a nice fog of war effect.

1) First Fire Orders

These units sacrifice movement to gain the adgentd firing early. Units on First Fire Orders magt
move, turn in place or initiate Close Combat, butynfire in the First Fire Segment. First Fire Oslereclude
getting on or off a transport as the unit cannoven@nd unless stated in the transport’s descriptiots cannot fire
from within a transport.

2) Advance Orders

These units move cautiously and fire later incbmbat phase. Units on Advance Orders may move up t
their normal movement allowance during the Movenidmise, and fire in the Advance Fire Segment o€Cthmbat
Phase. Units on Advance Orders may not initiatess€lBombat.

3) Charge Orders

These units sacrifice firepower for speed andathibty to engage the enemy. Units on Charge Ordexg
move up to double their normal movement allowamcthé Movement Phase, but may not make any soengfed
attacks. Units that are pinned in Close Combatatematically assumed to be on Charge Orders, it that are
in Close Combat but not pinned (such as a tankifighnfantry) must be given orders normally.

4) Fall Back Orders

This is an involuntary order and is only givenutaits as a consequence of things that happen dthing
game, generally by failing a Morale check. Thesiésuare running away and may not claim objectiveake ranged
attacks or initiate Close Combat. In the Compulddoyement Phase they must retreat at double namakement
towards their deployment area and away from thengnét the unit fails another morale test for aeggon, it routs
and all models in the detachment are immediatehored from the battlefield.

If a unit on Fall Back Orders is engaged in ClGsgnbat it must immediately make a morale test fiils
it routs and is destroyed as above, and evenpiésses suffers a -2 CAF penalty. A morale check imeisnade
every time a new detachment charges in, even isahe turn.

Order Movement Rate Close Combat Shooting
Snap Fire,

First Fire None Defend only First Fire Segment or
Advance Fire Segmen

Advance Normal Defend only Advance Fire Segment

Charge Double May initiate None

Fall Back Double, away from enemy Pass Morale or Rout, ther None

' Defend only at -2 CAF
No Orders | None Defend only Advance Fire Segment
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Special Rule: Troops & Transports

Units on board a transport and the model transgpthem may be given different orders from eadtent
even for units that are listed as a single detachniehis means a player may give Charge Orderhddransport
while giving Advance Orders to the troops on bo&en after they are disembarked, the differerdpgsomay still
be given separate orders. They still represenhglesiactivation in the movement and combat phamsed, must
remain within unit coherency.

Optional Rule: Transports are Separate Detachments

Detachments that consist of both troops and t@msehicles (e.g. Space Marines and Rhinos) dmeetl
to retain coherency between the different typesirifs — the transports can head out on their ovire Marines
must maintain coherency between themselves, as timeigRhinos, but there may be more than 6 cm betvles
Marines and the Rhinos.

Special Ability: Command

Command units represent leaders and highly-trgieegble in your army and have abilities beyond ehafs|
regular troops. Command units are not given ordesshey may always move double their normal mover(es
though on Charge Orders) and fire in the First Hegment (as per First Fire Orders). However, Conadmanits
who are in or have initiated Close Combat may hobs and Command units that Snap Fire may nat fatee.

Optional Command Rule: Many players feel that Command units are ovendilaad have slightly
restricted their abilities. Command units may eit#¢ move on Charge Orders and fire in the Advakie
Segment, or B) move on Advance Orders and firbénFirst Fire Segment.

Special Ability: Independent
Several armies have restrictions on the maximwtadce between units, such as the Tyranid Hive N
Radius and the Ork Nob Command rule. Normal uhiéd &ire beyond this range have restrictions om twations.
Independent units are not bound by any army cobgrastrictions (Command Radius, Hive Mind, Nob @oamd,
etc.), but must keep coherency between the modahksngn up the detachment itself.
On the down side, if an Independent unit is evacgd on Fall Back Orders, it routs immediately &d
removed from the board. Some armies impose additi@strictions, and these are detailed in the @ppate books.

Initiative

After placing orders, both players roll a D6. Whee scores highest has won the initiative and has t
option of moving first or forcing the opponent towe first. In the case of a tie, re-roll only ifig the first turn. If
there’s a tie on any other turn, the player whao tles initiative in the previous turn now gains thitiative.
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Il. The Movement Phase

The winner of initiative may choose to move fiosstsecond. That is, the player that won initiataither
activates one of his detachments first then altemavith his opponenOR he lets his opponent activate a
detachment first then he follows after in altemgtfashion.

Movement Sequence

When it is his turn to move, a player may choasgaf his units to activate. The order of movemsmot
dependant on the orders the unit has. This mealeyar can activate a unit on Advance Orders, gwect a unit
on First Fire Orders followed by a command uniaannit on Charge Orders. This, in combination wiéthealing
the orders only as units are activated, keepspperent guessing as to the orders of the remaimiitg.

1) Compulsory Movement

Before selecting units with standard orders, mal¢he units that have no choice about where they
This includes units such as those on Fall Back @Brdbe Eldar Avatar, Tyranid and Ork units actorginstinct,
and units that Teleport or Deep Strike onto theldfald (such as Drop Pods). These and other anésetailed in
their respective Army Books.

2) Activating Units

Pick a detachment and reveal its orders, then rmakelesired movement. You do not have to moveita un
because of its orders, but once the next detachiastbeen activated you may not change your mind —
commanders do not have the commodity of hindsightoattle! Both players continue to alternate moving
detachments until all units have moved.

You may not “pass” on activating a unit until aflyour units have been activated, or you choodedwee
the rest of your units where they are. In otherdspyou cannot pass and not move a detachment|ategrchoose
to move after your opponent reveals his plans. Heweonce you pass you may still activate unitSnap Fire.

No model may end movement closer than 1 cm away fnemy models unless engaged in Close Combat.
This avoids unnecessary proximity for firing puress- if you're closer than 1 cm to an enemy yoypanent
should probably give you the extra few millimetefsnovement to allow you to enter Close Combat!

1) Units on First Fire Orders: Activating a unit on First Fire Orders is usuallgne to Snap Fire at a
moving enemy, but it may be done to gain a taccliantage (e.g. an obvious order such as, “Tlilkegr battery
is on First Fire Orders. It's your turn to moveraty).

2) Units on Advance Orders:This is usually done to move a unit into a befitang position, or to slowly
advance towards an objective while continuing t@blereat to the enemy.

3) Units on Charge Orders: These units are actively engaging the enemy irs€Cldombat, or rapidly
advancing across the board. You may engage an eeeemyif you can’t see it at the start of your moeeat.

3) Enemy Response

1) Firing at a moving unit: When an enemy unit is activated and moves, you megyond by shooting at
it. This is termed Snap Fire and is detailed belamy number of your detachments may be activateshtap Fire in
response to a single enemy movement. This is aepéen to the “players alternate activating detaehts’
procedure. You may not Snap Fire at a unit thattsrated but does not move.

2) Firing at a charging unit: If an enemy charges straight at you, you have tinget off one last,
desperate shot. If a unit is on First Fire Orders & the target of a charge, it may be activate8rtap Fire at the
charging unit without the normal —1 To-Hit penalty.

Unit's Orders | Movement it may take... Your opponent my...

First Fire None. Watch it go.

Advance Move normal rate. Snap Fire at it as much as he likes.
Charge Move double rate and engage the enemy se@ombat. | Snap Fire at it as much as he likes.
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Moving and Turning

Models may turn as often as desired during movénfgnthe end of movement the model must face
direction of travel but may make a 45° correctidhis is generally only important to vehicles andapens with a
restricted arc of fire.

Special Rule: Snap Fire

Units that are on First Fire Orders may fire ageéss of opportunity. When an enemy detachmer
activated and moves into sight, you may interrtgotmiovement at any point and activate one of ymitsuhat hag
First Fire Orders. Your unit fires at the activatemy unit with a —1 To-Hit penalty. Casualties emoved ang
the enemy may continue movement. Snap Fire mayripteany units that move, including one performiap-Up
or Fire-on-the-Fly maneuvers.

Titan weapons that Snap Fire do not cause tha Tataount as having fired — the Titan may move fined
other weapons normally. Command units that Snagp afie not allowed to move later in the turn, ner @mmand
units allowed to Snap Fire after they have movedu Ynay not Snap Fire with template weapons or amiy
classified as artillery.

You may not fire at any target other than thevatéid enemy unit, and your entire detachment ccamts

having fired this turn. If you Snap Fire at a uhit is moving to engage you in Close Combat, yonat suffer the
—1 To-Hit penalty.

Special Ability: Quickdraw

The unit does not suffer the —1 To-Hit penalty wisnap Firing. This may be due to an automated @reap

system, an advanced sensors or simply honed reflexe

Special Ability: Fire on the Fly

Some units are able to Snap Fire their weapottiseinmiddle of their own movement. These units &le a

to fire their weapons in the middle of their ownvament if they are on Advance Orders. Anywhere @gltheir
movement path, models may Snap Fire at any eneihyhey can see. They may not call in indirect,fil®@p-Up or
use special abilities other than Fire on the Flpit&Jsuffer the normal —1 To-Hit penalty for SnapeFand no
model in the detachment may fire later in the turn.

Special Ability: Point Defense (X)
This is a variety of light, short-range weaponsigieed as a close-in anti-infantry defense. This loa a

the

combination of reactive armor, energized hulls andomated weapons systems, though there are differe

mechanisms, i.e. Ork Point Defense generally ctssisGretchen with pistols, tied to the hull.

Point Defense systems (the X listed next to thitygbalways act as though they were on First Finelers
no matter what the unit's actual orders are, ang b®thought of as a separate unit. They may bd us¢he
Movement Phase in order to Snap Fire at the tafgettharge (with the normal —1 To-Hit penaltyX@gun down &
Charging enemy (without the —1 penalty), or theyfige in the Combat Phase when the model makenitisnal
ranged attacks.

All PD attacks have a 360° arc of fire, a rangd®fcm, hit on a 6+ and have 0 TSM. Point Defenag m

only attack once per turn, but all the dice domexd to be used at the same time or against the tseiget.

Optional Rule: Moving Last

Being able to make the last move is an advantadeshould go to the winner of initiative. Becausmias
may not have equal numbers of detachments, theewioininitiative may select one unit and have tivate last.
After the players have alternated moving theirsiaitd his opponent has moved any remaining uhigswinner of
initiative may then make the last move.
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Outnumbering

Geometry and base size determines if two unitsrab@ase-to-base contact, and therefore in Clogab@aba
As a general rule, as long as half of either made#ise edge touches the other model’s base, thaymntact. The
illustrations below give some examples of modelsgyyag up on each other, but battlefield conditians rarely as
neat as shown below. If you're unsure if theretsmao make contact, roll a D6: 1-3 there is, 4+eHen't.

1) Models of the same base size can USU?‘ The Killa Kans above demonstrate that
outnumber up to four on one. The Space MariRgnaller bases are sometimes more dangerous.
above is in trouble.

Unit Coherency

All models belonging to a detachment must be withicm of at least one other model of the same
detachment. The separate detachments from a Con@andydo not need to be near each other — coheegpplies
only between models that form a detachment. Sorite observe special rules and are described in dipgiropriate
Army Books, and individual models which form a détanent unto themselves do not observe unit cohgrenc

2) This squad is out of coherency, even though every
model is within 6 cm of another one.

Models that find themselves out of coherency aueasualties or movement must regain coherendyen t
next Movement Phase. The exception to this rulenits on First Fire Orders that suffer casualtidgese models
may remain out of coherency so long as they remairFirst Fire Orders and do not move. If they aneermy
different orders they must move in such a way sbore@ unit coherency as soon as possible.

Units that contain creatures that regenerateep#rerwise not immediately removed when they érartd
fail their save do not need to continue to obsenferency with these models — they are considdmaihated until
the End Phase. If a creature regenerates and o coherency then the entire detachment must reo\es to be in
coherency at the end of the next Movement Phase.
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Modes of Movement

This refers to how a unit moves around, from wadkio burrowing up from underneath to teleporting i
from orbit. Ground-based movement is assumed, #ret modes are detailed below.

Jump Packs: Jump-capable troops are equipped with short-thagér or rocket packs which enable them to leap
over terrain, buildings and enemy troops. They iggrore terrain modifiers during movement, but may and
movement in prohibited terrain. Jump troops may ume their Jump Packs to escape Close Combat —atteey
pinned as normal.

Skimmers: These vehicles use anti-gravity motors or vectdhedst engines to move just above the surfacéef t
earth. They may ignore terrain during movementrbay not end movement in prohibited terrain.

Tunnelers: These units bore through the earth and surfacendedmemy lines or close to vital objectives and
disgorge troops. Tunnelers start the game undengrcand may surface anywhere on the tabletop. In any
Compulsory Movement a player may declare a detanhofeunnelers as surfacing, and roll a D6. Oolkaf “1”
the tunneler has met some obstruction and mayuntgce. On a 2+ the player may pick any spot orbtheerd and
scatter D6 x 10 cm. If the surface point is in isgable terrain, the tunneler does not surface anydtry again next
turn. Otherwise, place all models in the detachmeéttitin 6 cm of the surfacing point.

A tunneler may fire its weapons in the AdvanceBegment on the turn it surfaces. Troops cartiedld
have their own orders independent from their trartsfeither Charge or Advance in order to get olithe
tunneler), and may disembark the same turn thestensurfaces.

Once on the board, tunnelers receive orders normat may move either on or under the groundithree
case they do not double their move on Charge Ordensnelers moving underground &ape engaged in Close
Combat (even by other tunnelers) and ignore terrain.

Tunnelers vs. Buildings:If a tunneling unit surfaces or moves into a building, the building must make a
save at a penalty equa to the tunneler’s CAF (i.e. -1 for Termites, -3 for Moles, etc) or be destroyed. The tunneler
must then make a normal armor saveat -1 TSM (at -3 TSM if the building was not destroyed) from falling debris.
Tunnelers with a hit location template are hit on the front arc. Troops may not enter or leave atunneler on the turn it
attacks a building. Tunnelers that move onto smaller structures such as trenches, minefields, roads and barricades
will destroy them with no save, but the tunneler will automatically suffer any effects such as minefield attacks.

Tunneler Launchers: Some tunneling detachments come with a transport vehicle, and if this vehicle has
line-of-sight to the chosen surfacing point the deviation distance is only D6 x 5 cm. After al tunnelers in a
detachment have surfaced, each launcher may act as a Forward Observer for the rest of the game.

Tunneler Support Card Rule: Company Cards composed of tunnelers may only buy other tunnelers as
Support or Specia cards, or infantry unitsthat start the game mounted in the tunnelers.

Optional Tunneler Rule: Tunnelers are designed to appear in the middle of enemy formations and use
their weapons to clear space around them. The embarked troops then have somewhere to go and may emerge from
the tunneler. With this rule, tunnelers may fire all their weapons during the Movement Phase as soon as they appear.

Mode Terrain Effects Pop-Ups? Ends movement at... ifhed as...
Ground Normal No Ground Model Size
Jump-Pack | Ignores during movement No Ground Model Size

. . Skimmer or
Skimmer I gnores during movement Yes Ground Model Size
Tunneler Ignores while underground | Inaway... | Ground or Underground Model Size

Movement Off-Table

Models that for whatever reason are moved off the table (due to involuntary movement, scatter die rolls,
running away, etc.) are removed from play. These lost models may not rejoin the game and count towards Break
Point determination.
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Special Rule: Pop-Up Attacks

Pop-Up Attacks consist of a Skimmer on First Erelers that rises above some obstacle that imgexe
of sight, acquiring a target and firing, then simtkidown out of sight. A model making a Pop-Up Alttacay trace
its line of sight from up to 30 cm directly abous turrent ground position on the table. It maye¢armodels
normally from this new vantage point, but modelf behind cover remain out of sight (Pop-Up doex give
unlimited line of sight, only a better view poirdrftarget acquisition). The new line of sight doe$ extend into
forests or similar terrain feature so “popping aEks not grant line of sight to units in the midoiea forest.

A unit making a Pop-Up attack can only be targdtedinits on First Fire Orders that Snap Fire, sibg
the time units on Advance Orders can react the idmhas descended behind cover and is out of ilgtits that
are activated to Snap Fire will resolve their dttabefore the Pop-Up attack is resolved. Models Brogp-Up may
call in an indirect barrage if they do not fire.

\*2

Special Abilities: Teleport and Deep Strike

Some units start the game off the board and abyeeleporting, tunneling, flying in from orbit dreing
summoned from another dimension. These are altiomeeffects, and the units will use their normavwement for
the rest of the game. If a player chooses to maveda these units onto the battlefield via Teleatioh or Deep
Striking, it is resolved in the Compulsory Movemeaitase. On the turn they arrive the troops musgilken
Advance Orders and may be activated in both thedvieant and Combat Phases of the turn they arrive.

Teleportation is the most accurate method of @adiarrival. When a unit is teleported onto theleftld,
the player picks a spot on the tabletop. Roll dedter die and move 2D6 cm in the indicated dioggtjust as for an
indirect artillery barrage. This is the arrival pbof the first model. The remaining models aretplced anywherg¢
within unit coherency (6 cm) of the first stand.

Deep Striking is a little less accurate. The pigyieks a location on the tabletop and scatte2Di6 cm,
twice. Once the landing point is determined, plaiéenodels anywhere within 20 cm of that point. fifseatter each
model 2D6 cm once. This usually results in unitst thre out of coherency, and they must regain eologras
normal at the end of their first Movement PhaseytAimg that lands in impassable terrain is destigyd the
effects of landing on another unit will vary — ¢be unit description for details.

D

Pinning Class

Pinning refers to the ability to physically restryour enemy from leaving Close Combat, and igmegal
indication of size and mobility. That is, large tsnkeep smaller ones from running away. Small notale trouble
bringing a larger one into melee as the larger rhode simply move away. The only way to force Cl@mmbat
with larger class models is to engage the largedahafter it has completed its move.

Pinning classes, in order from smallest to largest

1) Infantry & Light Artillery

2) Cavalry & Walkers

3) Vehicles & Heavy Artillery

4) Superheavy Vehicles & Knights
5) Titans & Praetorians

Example: A Warlord titan and a Land Raider tank are in Cl&@embat. The tank is pinned but the titan is
not. The Warlord can walk away during any Movenigmse, but the Land Raider must win or die.

Special Rule: Skimmer Pinning Class

Skimmers cannot be pinned by units that are neinelves skimmers and at least of the same pinning
class, and may move out of Close Combat on theit move (even if their next move is in the samentur
However, if the skimmer decides to stay it is cdaseéd pinned for that turn ONLY. That means opptseray not
be able to fire at the Skimmer since it is in Cl@&d@mbat and considered pinned for that turn. If skenmer
survives combat it may move normally next turn.
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Special Ability: Hit & Run

Some units combine their movement and firepoweretdorm quick, devastating attacks. If a unit whti
& Run initiates Close Combat this turn and survjviesloes not count as pinned during the followingvement
phase no matter who its opponent is. This optidogsif it is not used — the Hit & Runner does hat/e the optior
to leave on the third or later turns. If the urgtdies to leave combat it will be pinned normadiiet in the turn.

Optional Rule: Overrun

Large units (such as titans) may move over smales (like infantry) and have a chance of killthgm
on the way. In order to perform an overrun you ningstt least two pinning classes larger than yppoaoent (e.g
tanks to infantry, titans to tanks, etc). Move #tecking model and roll a D6 as you pass over gnamts. On a
“6” the target takes a hit with 0 TSM. If the targeirvives it moves aside (a few centimeters attyravsld lets the
larger one pass. There is no penalty for this &edoverrun detachment does not lose its actioit ¢hes with the
Eldar Deathspinner or Eldrich Storm).

Optional Rule: Zone of Control

You cart just ignore the enemy as you run around the battlefield — if you get too close you either have to
run right up to an opponent or risk having them shoot as you pass by. Thisis known as a Zone of Control and refers
to a unit's ability to threaten the nearby area. Units create a Zone of Control that extends for 3 cm around the unit
(the size of a barrage template centered on the model). Units that are pinned do not create a Zone of Control.

Units may not enter an enemy Zone of Control at any point during movement unless they meet one of the
following requirements:

1) The moving unit cannot be pinned by the model creating the Zone of Control. For example, tanks may
ignore infantry while moving.

2) The moving unit is on Charge Orders and moves directly into base-to-base contact with the model
creating the Zone of Control.

Units on Advance Orders must stop 3 cm from the model exerting the Zone of Control, or go somewhere
else. If a model is pinned in Close Combat during the Movement Phase its Zone of Control will immediately
disappear. Thiswill allow other unitsto move around it and continue on.
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Floaters & Fliers

These units are capable of atmospheric flight@marbital movement, such as helicopters, fight¢s and
planetary assault shuttles.

Special Ability: Floater

Floaters are a relatively slow-moving unit thatwe® through the air, such as a balloon or zepp€hey
follow the special rules below but otherwise aneegiorders, move, shoot & activate as regular units

1) Altitude: Floaters may end the Movement Phase at any dhtke listed altitudes. Due to their abili
to change altitude, these units ignore terrain evhbving and may end movement above impassiblaiter®©nly
units with the Transport ability may land.

2) All-around Firing: All Floater weapons have a 360° arc of fire. Bgeraveapons always fir
independently, even from units in the same detadbme

3) All-Around Armor: Floaters do not suffer from side or rear armorattéss.

4) Shoot the Thin Part: Floater attacks come from above and always geadatitional —1 TSM'side
armor' bonus. However, they never get a 'rear armor' bonus, and this bonus only applies against things that suffer
from a side or rear-armor penalty in the first place. Fliers on the ground ignore this rule.

5) Drop Things: Some Floaters can drop template weapons during movement, centering the template on
the unit’s line of movement. The attack is resolved immediately and the flier then keeps moving. Barrage weapons
are never combined (like artillery barrages).

6) Hard Targets: Only Infantry-class units on First Fire Orders, and AA units may fire at Floaters that are
in the air (high or low altitude). Psykers on First Fire Orders may use their abilities as normal.

7) Objectives:Floaters may not claim or contest objectives.

8) Pinning: Floaters do not belong to any pinning class because while at high altitude they cannot be
pinned at all — not even by other flyers. If aFlier is on the ground it is considered a Vehicle for pinning other units,
but like a skimmer it may choose to break off combat at any time and move away.

ty
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Altitude

Grounded: The unit is either on or very near the ground and not really moving while troops get on or off.
It can't actualy land in woods, buildings or other impassible terrain, but it can hover over them while troops get off.
Transports that are loading or unloading troops cannot fire weapons other than Point Defense.

Low Altitude: The unit is somewhere between treetop and skyscraper high, and terrain may block line of
sight to it. Floaters, Fliers, Skimmers and Jump-Pack troops can engage the unit in Close Combat. Jump-equipped
troops can safely disembark, but not get on. Template weapons may affect the aerial unit or units on the ground, but
not both.

High Altitude: The unit is a long ways up and has line of sight to virtually everything on the tabletop
(except the inner parts of wooded terrain). Likewise, virtually everyone can see it but must add 25 cm to the range
when firing at it. Only other Floaters or Fliers can engage the unit in Close Combat. Jump-equipped troops can
safely disembark, but not get on. Template weapons may affect the aerial unit or units on the ground, but not both.

Special Ability: Flier

Fliers are fast-moving aerial units such as attack helicopters and vectored-thrust craft. They follow all rules
for Floaters (above) as well asthe following rules:

All Fliers are activated as normal in the Movement & Combat Phases. Flyers must move at least at least
half their base move every turn. A flier movesin a straight line between its starting point and its destination. A flyer
may rotate to face any direction at the start and end of its move.

Flyers receive the same orders as other units, but these orders have dightly different meanings.

1) First Fire: This order causes a flier to land and load or unload troops. The flier moves its normal
distance in an evasive pattern, and incoming fire receives a—1 To-Hit penalty. Troops must pay the normal 5 cm to
board or exit the flier, but the flier may move its full distance. It remains on the ground until the next turn. Fliers on
First Fire Orders cannot fire weapons other than bolters (or their equivalent).

2) Advance:This permits the flyer to fire its weaponry in the advance fire phase.

3) Charge: The flyer may engage other flyers in Close Combat (dogfights). A flying unit’s base move is
not increased by Charge Orders.

4) Fall Back: Flyers that fail a morale check will attempt to fly off the table. The player may attempt to
raly in the same turn’s End Phase, but if failed the flyers rout and count as destroyed.
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Transports

Several models have the capability to transpodps into combat. It costs a unit 5 cm worth of proent
to enter or leave a transport. It also costs ssprart 5 cm of movement to have any number of wgetson or off,
and players can combine vehicle and troop moveinemtder to load or unload troops. This systenoigeflect the
time lost or consumed by either the transport og@a

First Fire Orders preclude disembarking as urétsnot move, and unless stated in the transportiity u
description, units cannot fire from a transportit8imay enter or leave a transport that is engagétlose Combat
as long as there is room around the transporthferunits to move into. If a transport is completslyrounded,
embarked units cannot fight or get out (and dogedta Bail-Out roll, either).

Example: Two stands of tactical Space Marines begin the &amarked within a Rhino. Both the Marines
and the Rhino have Charge Orders. The Rhino movesthen unloads the Marines (costing it 5 cm afement
for a total charge move of 50 cm — exactly rigfit)e Marines have spent 5 cm of movement to leavBhimo and
may move an additional 15 cm (for their total cheargove of 20 cm).

Example: Two stands of tactical Space Marines begin the agfacent to a Rhino. The Marines have
Advance Orders (total move of 10 cm) and the RhasoCharge Orders (total move of 50 cm). The Marembark
(costing both the Marines and the Rhino 5 cm ofemmnt) and Rhino charges 40 cm forward (it hasctdiely
moved a total of 45 cm so far). The Marines theloaoh costing everyone the last 5 cm of their m@réniThe
Marines may then fire normally in the Advance F&gment.

Special Ability: Transport (X)

The unit may carry up to X number of infantry stan

Towing Light Artillery: Light Artillery units can be towed as well as mowe their own, trading their
ability to fire in exchange for an increased movahmate. A transport unit may tow one Light Artijepiece in
addition to any transport capability it has. Whenrét is towed it is considered to be transportgdhe towing
vehicle and thus subject to the Bail-Out roll. dsts both the artillery piece and the towing uhé tisual 5 cm of
movement to load or unload the artillery.

Optional Transport Rule: Walker-class units (Dreadnaughts, Tinbots, etaunt as two infantry stands.

Special Ability: Open Top Vehicle (OTV)

This indicates an infantry transport with an ofieng area (such as a pick-up truck) and trangmbrtnits
may fire while loaded. However, any hit on the wéhiwill also hit one transported stand (make szigaarmor
saves), and any template weapon covering the ehidl also hit all transported units.

Special Rule: Only Standard Transports are Free

Many army cards contain both combat units andsprarts. If you purchase a different type of tramspo
(such as Thunderhawks for Marines) and start theeglmaded up, you lose the normal transport vehidfethe
troops don't start loaded up they may board thesart on turn one, but must observe coherencydmatvtheir
normal transports. You always lose the normal farts for Drop Pods.

Optional Rule: Special Cards for Cavalry Companies
If a player purchases an infantry or cavalry conypand a Special Card consisting of a single orllsma
group of people, the Special Card may gain the samement rate as the company for no extra cost.chiaracter
is assumed to be mounted in the same sort of wehilthe company, but all other characteristicsh(ss Armor
Save, CAF and weapons) remain the same.
Example: A Major is purchased for an Imperial Guard Land 8ger Company. He gains a 30 ¢m
Skimmer movement rate, but does not gain a MulttaMe
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Terrain & Structures

Terrain

The battlefield presents more challenges thanfaghg the enemy. Terrain will influence a batie it
provides a barrier that may adversely affect a eoddbility to move. The effect of terrain depenadls both a
model’s size and mode of transport, since some mofi&ransport are more efficient in traversingdar than are
others. It is also harder to target models whew tide, reflected by a To-Hit penalty.

Forest: This is thick and heavy vegetation all over thacpl — light woods, tall grass and brush justtcan
hide you from the sensors of the 41°' millennium. A model that is at the edge of the woods terrain may shoot out and
be shot at, but gains the —1 To-Hit protection. Models more than 2 cm into the woods are hidden, cannot be targeted
and the only way to get 'em isto send troops in after 'em and go to Close Combat (or use artillery). Troopsthat arein
the woods and on First Fire Orders that get charged by an enemy may still Snap Fire, but suffer the —1 "your
opponent isin the woods' penalty.

Marsh: Mud, sand dunes or mudflats and shallow water — any ground that heavy things will sink into.
There's generaly alot of plant life around and most troops are willing to get dirty in order to gain alittle protection.

Rivers & Lakes: These are very deep as most vehicles are at |east temporarily amphibious.

Rough: This category includes ruined buildings, rockslides and junkyards. There are lots of large, solid
things around that people can hide behind and vehicles have to drive around.

Structures

Armies sometimes use structures to aid the defense of their troops and to impede enemy movement. The
term is used to cover everything that isn't a terrain feature, from trenches to strongholds. Any army may purchase
fortifications, though some assault-oriented armies (like Tyranids) won't have much use for them. Structures are set
up before any other units are placed on the table, with at least 5 cm between any two buildings.

If abuilding or bunker collapses then al units inside are destroyed with no save (yes, some things aren’t
killed by being buried under tons of rubble, but they’re still out of the current battle and that’s what counts).

Roads: Roads allow ground units to move more quickly across the board. There is no penalty to enter or
exit aroad, and for every 5 cm you move on aroad you may move an extra 1 (20% bonus). Only ground units get
this benefit — jumpers, skimmers & fliers don’'t. Any unit taking advantage of the road movement bonus are said to
be in “Road Mode” and are more subject to enemy fire. All units firing directly at a model in Road Mode receive a
+1 bonus To-Hit. It is possible to move on aroad without being in Road Mode.

Barricades: These are anything that getsin the way of running straight at the enemy, including spiked logs,
razorwire, mutant thornbushes and other things that prevent you from moving fast. They provide no cover and do
not block line-of-sight. Infantry, Cavalry, Walkers & Vehicles must be on Advance Orders to move through them,
while anything bigger (and anything in the air) can ignore them.

Minefields: These are fields of both passive explosives and proximity-sensitive “jumping” mines that
attack models trying to pass by them. Any model (except fliers at high atitude) that moves over or through a
minefield will be hit on a 4+ at -2 TSM. Superheavies and units with a hit location template are attacked D6 times.
A model will not be attacked if it remains unmoving in the middle of a field, but will be attacked if it attempts to
leave.

Trenches: The term "trench" encompasses a wide range of non-enclosed fortifications that offers
protection to infantry. A trench includes small shelters, wire barricades and tank traps as well as actual holesin the
ground. They provide a -2 To-Hit bonus to units inside but do not block line-of-sight. Infantry, Cavalry, Walkers &
Vehicles must be on Advance orders to move through them, while anything bigger (and anything in the air) can
ignore them. Units on Charge orders may enter atrench but may not leave in the same turn.

Infantry Bunkers: These protect up to two Infantry and Light Artillery from enemy fire. Units on Advance
Orders may fire the turn they enter or leave the bunker. Both the protection provided and the arc of fire are 360°.

Artillery Emplacements: These may hold one Vehicle or Heavy Artillery (or any smaller model), which
may fire in the 180° front arc. Protection is for the front and side arcs, but not from the rear. Vehicles may not turn
and must be on Advance orders to back out of the bunker.

Composite Bunkers:These are Artillery Emplacements with an attached Infantry Bunker on top.

Strongholds: These are heavily fortified complexes that provide significant protection and firepower for to
the defending army. One non-plasma titan weapon (see the Titan Legions Army Book) may be mounted on a turret
for the regular cost of the weapon. The weapon has a 360° arc of fire but does not benefit from the building’s
protection. There isno To-Hit penalty for targeting the weapon but you do have to make your To-Hit roll as normal,
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and it has a 1+ Armor Save. Victory Points for eb8ghold with a weapon are calculated as for ti{@ost divided
by 100, rounded up).

A plasma weapon may be mounted at double cost.ekl@ cost represents the expense and rarity of
plasma generators. If a Stronghold with a plasmeeigeor is destroyed it will explode, forcing evenyit within
3D6 cm to make an unmodified save or be destroyed.

Buildings: These come in all shapes and sizes, from aparthbecis to stadiums and warehouses. There
are three grades of construction, from light apartrbuildings to heavily defended shelters. Bunkerge been
designed to allow Light Artillery to fire normalljgut buildings have not. Light Artillery may notdithe turn it
enters a building, but may leave and fire normatlyAdvance Orders.

When a unit is inside a building, the buildinglfanay block the line of sight to some targetsisThust be
determined on a case-by-case basis, and playetsuseisommon sense when deciding if a unit mayafire target
or not. Bunkers and Strongholds never block linsight for units inside.

Light Construction: Things that are delicate, poorly constructed orehabvious weak points,
like suspension bridges. Light buildings tend tadiker than anything else.

Standard Construction: Your everyday 40k-era plasteel & ceramicrete bogd They're not
built for combat but will serve adequately, as mostd War-era Soviet construction demonstrateseraticely.

Fortification: These are built to withstand combat-level damatgiengholds, bunkers & the like.

Structure Characteristics

Entering & Leaving: It costs 5 cm of movement to enter or leave adimgj, in addition to the movement
required to get there. Infantry and Light Artillenyay enter and fight in structures normally. Cayaind Walkers
may engage things inside in Close Combat but magctoally enter. Larger units may only shoot &idhk inside.

Armor Save: Buildings always roll 2D6 and add them, tryingyet their Armor Save number or more.

Protection: Things inside are harder to hit than things o@tsidd gain a To-Hit modifier. Buildings also
grant a CAF bonus to all units that are insidehladtackers and defenders. Template weapons vilhzatically hit
buildings, and you first roll to see if the buildifalls down. If it doesn't, roll to hit all unitsnderneath the template
with the appropriate To-Hit modifier.

Example: Two Orks (CAF +1) are assaulting a Marine (CAF +&) a Standard Building (+2 CAF
modifier). Both of the units that are in the builgs receive the CAF modifier, illustrated in thetpie below. Close
Combat is then resolved as normal.

Resistant To Damage:If you aim at a building (as opposed to units de$j you automatically hit.
However, most weapons can’t hurt buildings — onftillary and weapons listed as “Damages Buildings”
“Destroys Buildings” will force an Armor Save. Bdihgs cannot be engaged in Close Combat. If yout wan
destroy a lot of buildings, use Engineers.

Structural Integrity: This represents how many times you have to hitiiding before it falls down.
Buildings that are damaged but not destroyed haskaace of falling down on their own. Every timeteucture
fails an Armor Save, give it an Sl counter. In Bred Phase roll a D6, and if it's equal or less ttrennumber of SI
counters, the building falls down.

Special Ability: Damages or Destroys Buildings

Non-artillery weapons that are listed as “Damageidings” will force a building to make an Armoiage
and inflict one Sl point if the save is failed. Aildings hit by a “Destroys Buildings” weapons muastke an Armor|
Save or be destroyed, no matter how many Sl piihtss.
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Special Rule: Destroying Barricades, Trenches & Minefields

Barricades and Trenches, unlike other buildingsnot be destroyed by artillery. They may be dgstig
by Engineers, “Damages/Destroys Buildings” weapondy anything the scours a large section of grodrds
includes Deathrollers, Gorgon blades and passiagsi& praetorians. These units do not need to hayespecial

orders to remove the obstacle — they just takatiba the way past.

Minefields are cleared in the same way, but tlearihg unit will suffer D6 automatic hits. Providitthe

unit survives, it will clear a path through the wfield as wide as the model.

Terrain _Infantr)_/ & Knights, Cavalry & Vehicle._c, & Titans_& To—_H_it

Light Artillery Walkers Heavy Artillery | Praetorians | Modifier
Forest Normal Half Speed Half Speed Normal -1
Marshes Half Speed Impassable Impassable Impassable -1
Rivers & Lakes Impassable Impassable Impassable Normal None
Rough Normal Half Speed Half Speed Normal -1
Roads +20% for ground units, Normal otherwise. (+1)
Barricade Must be on Advance Orders to pass. Normal None
Trench May enter on Charge, Advance to enter & leave. Normal -2
Minefield Normal movement, but hit on 4+ at —2 TSM. D6 attacks None
Light Building Impassable Impassable -1
Standard Costs 5 cm to May engage units inside,

Building enter or exit. but %ay%o% actually enter| i jprtsslels i jprtsslels -2
Fortification Impassable Impassable -3
Structure Construction | Save (2D6) Protection Struatral Integrity

Road Light 6+ None 1 per 5 cm piece
Barricade Light 6+ None 1 per 5 cm piece

Trench Standard 4+ -2 To-Hit / +2 CAF 1 per 5 cecpi
Minefield Light 6+ None 1 per 5 cm piece
Light Building Light 6+ -1 To-Hit/ +1 CAF 1
Standard Building Standard 4+ -2 To-Hit / +2 CAF 21-
Infantry Bunker Fortification 2+ -3 To-Hit / +3 CAF 1
Artillery Emplacement Fortification 2+ -3 To-Hitd3 CAF 1
Composite Bunker Fortification 2+ -3 To-Hit / +3 EA 2
Stronghold Fortification 2+ -3 To-Hit / +3 CAF 3
Structure Army Cards
Break | Victor

Type Contents Point Pointg Cost

Road 100 cm 50 cm 1 100

Barricades 100 cm 50 cm 2 150

Trenches Five 3x10 cm trench sections 3 2 150

Minefields Five 5x10 cm minefields 3 2 150

Infantry Bunkers Five Infantry Bunkers 3 2 150

Artillery Emplacements| Five Artillery Emplacements 3 2 150

Composite Bunkers Five Composite Bunkers 3 3 225

Stronghold One Stronghold & weapon Building Varied00 + weapon
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l1l. The Combat Phase

By this time all movement should be resolved, afl s reactions such as Snap Fire. In each othitee
combat segments players alternate activating #@ whose orders allow them to act, with the winoEmitiative
always acting first in each segment. The three segsrare:

1) First Fire Segment:Players resolve the ranged attacks for all detacitsrthat are on First Fire Orders.
These units have three options, with Skimmers ggimi fourth. You do not have to choose what thé witi do
until it is activated.

Option Description
Attack The unit may make its normal ranged attacks.

. The unit is given an Advance Orders counter. It matymove, and will wait until the Advance
Hold Fire . .
Fire Segment to make it's ranged attacks.
A Skimmer that is on First Fire Orders may be attéd and make a special attack. It will “popt
up” into the air (usually from behind cover) angkfat the enemy, then drop straight back dow
The unit may fire at an enemy that has come ird@\due to the other player performing a Pop-
Snap Fire | Up attack. As in the Movement Phase, any numbenit§ may Snap Fire at the same target. If
the target survives it may continue moving.

Pop-Up

>

2) Close Combat SegmentPlayers alternate choosing and resolving a grdupamlels that are involved
in a Close Combat. The combat is resolved for @ilisinvolved in that fight, and then the otheryglapicks which
fight to resolve next.

3) Advance Fire SegmentPlayers alternate activating the rest of theitauniheir only option is to make
their normal ranged attacks, as everything elsébbas resolved. Units that were not given orderg lbgaactivated
to fire now. If a model was charged and fought Ins€ Combat, it may not fire (however if other migda the
same detachment were not engaged, they may fire).

Firing Ranged Weapons

After selecting a detachment to fire follow thepst below. Once you've finished, your opponentcisla
detachment and follows the same procedure. Plagatinue to alternate until all units eligible fcefin the current
segment have done so.

1) Assign Attack Dice: Each die may be given a separate target, so yowsmaead your fire around or
concentrate on one target. Units with multiple weapand weapons with multiple dice may spread ite among
different targets. You may not assign dice to medeht are pinned in Close Combat.

2) Check Range:You can't pre-measure so check anything in ddfitihe target is out of range, you miss.
All measurements are made from the center of tirgfimodel to the center of the target model.

3) Roll To-Hit: Roll the dice, and you hit on a modified scoreada or over the shootefTo-Hit value. A
roll of one always misses regardless of modifiers.

4) Resolve DamageSee The Effects of Damagedor details on what happens, as the rest of this section is
concerned with special rules. In general, armor saves and special abilities that affect damage must be used
immediately, since when a casualty is removed from the tabletop it has no further effect on the game. Yes, this
means that units can be killed before they are activated to fire.

Line of Sight (LoS)

Models may only fire at things they can see (artillery hasits own special rules). Sometimes it may be better
to get amodel’s eye view to better appreciate line of sight, but the rule of thumb is that if you can draw aline from
the center of the attacking model to the center of the target model, there is line of sight and you can fire. Large
targets (those with a hit location template) may be targeted even if less than half the model can be seen — if a hit
location can be seen it can be shot.

Terrain may either block line of sight completely, or provide some cover to your target (such as units in
buildings). If a terrain piece looks unclear, you should talk with your opponent before the game to clarify things.
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This is a gray area, so use common sense anddaitoeetermine if models can see each otherelpliyers cant
agree, roll a D6 — on a 1-3 there is LOS, on 4eBdthisrt. Of course, if you can see your target he can see you.

More than 2 cm of wooded terrain will block line of sight, but less than that (e.g. models on the edge of a
wood) merely gain the —1 To-Hit cover advantage. Units within buildings and fortifications may see out through any
edge they touch, but not through the building itself. Units block line of sight to any unit of their pinning class or
smaller — you can see tanks behind infantry but you can't see tanks behind tanks.

In the illustration, the Space Marine
can see and may fire at the Ork to the left and
the one at the edge of the woods (suffering a—1
To-Hit penalty), but not the one around the
corner of the building.

Nobody can see the Ork in the bottom
left corner, as there’'s more than 2 cm of woods
between him and anyone else.

Firing Arc
Firing arcs are the areas around a model that can be hit by the model’ s weapons. Models have the following

firing arcs, with exceptions noted in the unit's description.

Unit or Weapon Type Arc of Fire

Infantry
Light Artillery
Cavalry
Walkers

Fliers, Floaters and thingsin the air

Turret-mounted weapons 360°

Point Defense

Vehicles

Heavy Artillery
Fliers on the ground

180° to the front

Superheavies
Praetorians
Titans

Special Ability: Anti-Aircraft

These weapons have been designed to quickly track and engage fast-moving aerial targets. AA units or
weapons may Snap Fire at no penalty, gain a 360° arc of fire and suffer a -2 To-Hit penalty for firing at small
ground targets (such as infantry and tanks - things that aren't buildings or don’t have a hit location template).
Skimmers, and jump troops that Deep Strike or leave a flying transport, are consitered aerial targets.
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Special Ability: Sniper

Some units are especially keen in identifying epe@mmanders and eliminating them. To assign at
dice to a Headquarters unit, the player must folta D6 for each Sniper that attempts to targeH& unit. On 4+
the Sniper identifies the stand and may shoot atherwise they have to shoot at some other target

tack

Special Ability: Hard to Hit
All ranged weapon fire at the unit suffers a —tHibpenalty. This does not apply to template weepo

Special Ability: Headquarters (HQ)

These units represent a small number of impoganple, and as long as they stay close to somethéig
size they receive some protection from being faedAn HQ unit may not be fired at unless it is thesest valid
target of their pinning class, or is more than 1 fcom things in their pinning class. This proteatiapplies to
template weapons as well — the template may nogrctihve HQ unit unless it meets one of the two negoeénts.
However, buildings and transports are not proteetgdu may shoot at the building or transport ndiynaoping to
bring it down and kill the HQ inside.

Example: An infantry HQ stand in a group of other troopretia cannot be targeted unless it is the closest

target within range. An infantry HQ stand amongami will stand out like sore thumb, so it may bgdted.

Special Ability: Ignores Cover
The weapon ignores cover modifiers To-Hit, suclras woods or fortifications.

Special Ability: Stealth
These units are skilled at using cover and notgseen. If they are in terrain that grants any &of o-Hit

penalty they cannot be seen at a range of overn3rcother words, if the firer is not within 25 dimen he can’t
shoot at the Stealthy unit. Barrages that coveali Yarget and "happen” to catch the stealthy arétacceptable.

Stealth is negated until the End Phase if the Biedlunit makes a ranged attack or is engagedaseGTombat.

Special Rule: Cold Blooded

Chaos, Dark Eldar, Orks and Tyranids may fire i6lose Combat since they do not mind slaying their

own troops. If you fire into Close Combat and myssir target, make another To-Hit roll against ofigaur own
troops. Template weapons are used normally, magemarate To-Hit rolls against every single unitamthe
template, friend or foe.

Special Rule: To-Hit Roll Greater Than 6
Various modifiers such as Snap Fire and cover regyire a To-Hit roll greater than 6. It is stibgsible to

hit the target and the following system is used:efeery 6 rolled an extra D6 is rolled. A roll ook the second D6

equals seven, 5 equals eight and another rolleafugls a nine!

To-Hit Roll You need to roll a...
7 6 then a 4+
8 6 then a 5+
9 6 then another 6 — good luck!
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Template Weapons

When using a template weapon, place the templaterake a separate To-Hit roll against each uaitigh
more than half under the template. If you're unsuadl another D6 and on a 4+ it's attacked. Soemmplate
weapons have no range — flamethrowers for exarple small end of the template must touch the firimadel and
the entire template must be within the model'sddrfire. If a template weapon is fired at a modéhva hit location
template, treat it as any other shot — roll To-ld&viation and armor save normally. See AppendifoDsample
templates.

Template Name Used For... Description

Artillery, Vortex, Tzeentch Bolt of Change, G cm

Standard Barrage| » o ot Slaanesh, Firelord Bomb Diameter

Gutbuster Explosive, Large Pulsa Rokkit, LandAs Standard Barrage but 12 cm in
Large Barrage

Train Bomb, Large Airburst diameter.
a cm
. Diameter
Large Teardrop Flamer, Firethrower, Hellhound, Bitawena

25 cm Long

Nurgle Vomit, Stream of Corruption, Scorcher,As Large Teardrop but 5 cm diameter and

Small Teardrop Warp Spider Death-spinner 10 cm long.

Artillery

Artillery a general term used to describe weapthag are capable of both direct and indirect fita.
artillery unit is normally referred to as a batteapnd consists of three to five launchers. Artylleveapons have
several special rules, such as combining and icdfre. Any weapon that lists a number of Barrd&gents (BP)
instead of a number of Attack Dice will use thené lzarrage template.

Combined Fire

Instead of a fixed To-Hit value, artillery uniterobine their fire to become more effective. Alefiirom an
artillery detachment must be concentrated into barage template unless stated otherwise. As thechiment
sustains casualties, the effectiveness of thewfilebe likewise reduced. The To-Hit roll is detérmed by the total
number of barrage points making up the template:

Total Barrage Points | To-Hit Roll
1-2 6+
3-4 5+
5-6 4+
7-8 3+
9 or more 2+

Indirect Fire

Artillery units have several ways in which theyynfae. As with other units, they may fire their agons
directly at an enemy they can see — this is dfiext Artillery may also fire at a target that @efidly unit can see —
this is indirect fire as the artillery unit itseleed not have line of sight to the target.

Direct Barrages: An artillery detachment may place its barrage tatepanywhere within range and line
of sight. After the barrage template is placed twlhit every model at least half covered by thedge template. If
there is any doubt as to whether a model is undénmneoll a D6 and on a 1-3 the stand can be shatnaa 4-6 it
cannot. When placing a barrage template, the témplkeed not be centered on a target model. It regyldced in
any way to maximize the number of troops targetesiay not cover an HQ unit unless the HQ unit i@hd target.
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Indirect Barrages: Artillery may fire at targets they do not direcge but are still within range. Two
requirements must be met in order to fire indisecHirst, the artillery detachment must be on Fikgse Orders.
Artillery units that voluntarily hold fire from F&t Fire to Advance may not fire indirect barraggscond, some
other unit from the same army (called a "spottertist be able to see the target point. The spottiodel must give
up its ability to fire in exchange for calling imandirect barrage, so units on Charge Orders naycall in
barrages. A single model may only call in a ondragwl barrage, but each model in a detachment rallyirca
separate barrage.

Indirect barrages are very imprecise and arelikeldeviate from their intended target. After yioave
placed the template at the desired spot, roll ta¢ter die and move the template 2D6 cm in thactiion. If the
scatter die result is the “Hit”, the barrage hamlizd on target and does not deviate.

Example: An Imperial Guard tactical detachment is on Advafders. After movement is complete, four
of the models can see approaching Orks. DuringHingt Fire Segment, three of the models give upr diglity to
fire and call in one indirect barrage each. Thertbustand may fire during the Advance Fire Segment.

Off-Board Atrtillery

This represents a battery of long-range weapaatshidive been deployed some distance behind theatomb
zone, and includes orbital and naval artillery agdlwrhey are abstract units and players do not meedels for
them, neither can they be attacked. They do ndtmuigts (as for other units). Instead, the firplgyer gives up
Victory Points when they are used. This represtmsact that the game board only describes a guaatlof the
overall battlefield. If you decide to pull resousc® one part of the war, other places will suffelnis has been
translated into a Victory Point cost.

A player planning to use Off-Board Artillery mustite down, before the battle, the number of Vigtor
Points he is willing to give up for Off-Board bages. Each Victory Point of barrage requires onegp8tpCard slot,
so a maximum of five VPs per Company Card may lmseh. The firing player need only give up VictomirRs
for barrages actually used — unused Off-Board lgasare ignored. See the various Army Books faildedn their
types of Off-Board Barrages. Remember to buy a BovDbserver, as they are the only units capabtalbhg in
an Off-Board Barrage.

Special Ability: Forward Observer

While any unit may call in an indirect barrage,nyparmies have specially trained and equipped et
These troops are capable of relaying precise coate$ and deciding on the appropriate ammunitiomse Any
barrage directed by a Forward Observer will scédtf@® cm (instead of 2D6). All FO units are HQ urdtsd have
the Stealth ability.

FOs are also the only units capable of callingnnOff-Board Barrage. A single FO stand may cabuiy
number of indirect barrages against any humbeargfets, or a single Off-Board Barrage. FOs mayrequest fire
if they are involved in Close Combat, and may rathtrall in fire and shoot.

To call in an Off-Board barrage, the FO must makeommunications roll of 3+ on a D6. If the roll |is
successful then the barrage arrives anywhere i-@is line of sight. Failure indicates the spottas given the
battery the wrong coordinates, or the battery apcupied with other things. Multiple Off-Board Bages do not
combine fire — they are resolved separately (inolgideparate scatter rolls), even if they are dalheon the same
target by different stands belonging to the samevia Observer Team.

Minimum Range

Due to their elevated weapons, many artillerysihdve a minimum range and cannot fire at nearggts.
If one or more of the models in a battery cannat ffiecause of minimum range, they are not allowqiiak another
target — reduce the Barrage Point total appropyiate

As a secondary effect, if some models in an artilldetachment are engaged in Close Combat, thase t
are unengaged may fire barrages as normal, redtlwnigtal points of the barrage for models thatraot firing.

Optional Special Ability: Static Artillery

Heavy artillery is sometimes entrenched, losing ability to move in exchange for increased praovect
better camouflage and pre-battle ranging shotseddsof attempting to simulate these advantageglgilower the
cost of the detachment by 25 points. Since Compaaiieady enjoy a discount they only become 50tpaineaper.
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Any mobile Heavy Artillery unit may become Statiosing any movement ability. Because the cr

cannot retreat and regroup, if a static unit eaés fa morale test for any reason, it immediatelyts and is remove
from the tabletop.

The Effects of Damage

Once a model is hit it is allowed to make an ArrBave to avoid destruction. An Armor Save is Susftes

if a D6 roll is equal to or greater than the moslekrmor Save value, modified by the wealsoharget Save
Modifier. If the save is failed the model is destroyed and removed from the table. Models that do not possess an
Armor Save are destroyed when hit.

Special Rule: Side and Rear Shots

Armored vehicles have their heaviest armor at the front with lighter armor on the sides and rear. Shots that
hit the side or rear armor of a model gain a bonus to their normal TSM. Shots to the side gain an additional =1 TSM,
and rear shots gain an additional =2 TSM. Shots to the side or rear are determined by drawing an “X” between the
corners of the model.

Special Ability: All-Around Armor
These units do not suffer from the Side and Rear Shot penalties to their armor save.

Special Ability: Fixed Armor Save
Fixed armor saves work just like regular armor saves, but they are not modified by a weapon's Target Save
Modifier. If aunit has both aregular and a fixed save, the unit only makes one save but may choose the best one.

Example: A Terminator has a 4+ Armor Save and a 6+ Fixed éri8ave. It is hit by a bolter (TSM 0) §

the player must roll a 4+ to save. If it is hit layvolcano cannon (TSM -4) the regular save becorteand
therefore impossible, so the player must roll theFéced Save to survive.

Special Abilities: Medic & Mechanic

Units such as Apothecaries, Techmarines and Bonesingers can heal or repair damaged units and get them
right back into the fight. These abilities must be declared and used immediately after the Armor Save (if any) is
failed. You can't wait and see who gets hit in order to pick and choose who to save — you have to treat or ignore
casudlties asthey arrive.

Medics grant a save to Infantry and Cavalry-class units. Mechanics grant a save to Walker, Vehicle and
Superheavy-class units. Healers may only grant a save to their own armies, e.g. Eldar mechanics may not repair
Imperial tanks.

When a healer uses his ability, roll a D6 and on a 5+ the hit is negated. This additional roll is not an Armor
Save, instead it’s a"save the dying" roll. Healers that administer to things killed in Close Combat can save them. All
healers have the following characteristics no matter who they are or what they fix:

1) Ignore TSM: The 5+ roll is unmodified by the weapon that did the damage.

2) Healers are not gods.They cannot save an infinite number of troops or vehicles from death or
destruction. To represent this, saves are limited to 5 attempts per turn. Use a die or counter to keep track, if needed.
Only one additional save may be given to any unit, no matter how many healers are around.

3) “He’s Dead, Jim” Weapons that remove a model from existence (sacWarp Missiles and Vorte
Cannons) do not allow a healing save — tsew@thing there to patch up.

Special Ability: Psychic Save

Some units have extraordinary resilience to psychic intrusion, due to innate force of will or possession of
something that interferes with psychic attacks. Thisis called a psychic save and will be noted the unit's description.
Psychic Saves are only useful against Ethereal psychic attacks — physical Psychic attacks are stopped by a normal
armor save.
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Special Ability: Regeneration

These units are able to heal themselves. Whegemeegating unit fails an Armor Save, turn the maute
its side and treat it as dead. Keep track of howymaounds it has suffered, as the enemy can keeqtisly it to
make sure it stays down. Shots against a downeaturee hit automatically but armor saves are madenalby.
During the End Phase roll a D6 for each wound. @it healed.

Special Ability: Multiple Wounds

Some creatures are so tough that they will nothidfirst time they fail a saving throw. Theseattees are

represented as having multiple wounds. Place a evoosrker next to the model each time it fails itv@r save.
When it has accumulated as many wound markershes itvounds the creature is killed and removedcasaalty.
Enemy commanders may continue to pour fire into memvmultiple wound creatures and hits are automhtit
armor saves are made as normal.

Creatures with multiple wounds suffer more damfigen Close Combat than from shooting attacks

creature with multiple wounds will suffer 1 wounak feach point it loses a Close Combat. These ae=atnay be
close assaulted when down and as such the crediasenot roll any dice for determining results, anty receives

its base CAF score.

Some weapons or abilities slay the target outrightthe case of creatures with multiple woundsséh

weapons inflict as many wounds as the model hassd wounds may be regenerated unless the attaoletherea
psychic attack. In that case they are irrevocaklstrdyed as these attacks usually do not leavéiagybehind to
regenerate.

Special Ability: Penetrating +(X)

These weapons severely damage what they hit, dn@X to any damage roll they cause on a dam

table. This does not modify the Armor Save, buheatolls on the superheavy damage or a hit logdtibles.

Bail-Out Roll

Infantry-class units carried by a transport teadestroyed by enemy fire are allowed a “bail @atVe. Roll
a D6 for each stand in the transport, and on a #tahaged to make it out in time. The wedpdisM applies to
this roll, and there must be room around the transport for the infantry to be placed. Units that have natural armor
saves better than 4+ may use them, as can units with fixed saves. Vehicles that are destroyed by a reactor meltdown
do not alow abail out roll.

Example: A transport carrying a Terminator and a Tactical&p Marine is hit and destroyed by
Volcano Cannon (-4 TSM). The bail-out save is 8+ (dodified by the -4 TSM), and this is impossitdettse
Marine is destroyed. The Terminator has a fixedesav6+ and will survive if the player rolls a 6.

Special Rule: Superheavy Vehicles
Superheavy vehicles are huge, heavily armored machines that are very difficult to destroy all at once. When
a hit on a superheavy vehicle is scored and the Armor Save fails, roll a D6:

D6 Result | Effect
1 No effect.
2_3 The superheavy is damaged, and for the rest of the game has a—1 To-Hit penalty when firing
its weapons. A second damaged result on an already damaged superheavy will destroy it.
4-6 The superheavy is destroyed and removed from the battlefield.

Damage can be repaired by Mechanics, but a successful roll will only repair asingle “level” of damage per
turn. E.g. aresult of 4-6 (destruction) that is repaired will be reduced to aresult of 2-3 (damaged). This damage may
be repaired by a second roll on afollowing turn, but not by a second Mechanic in the same turn.

Example: A Plasma Cannon scores 3 hits on a Stormhammerrisegey Tank. The Armor Save of 1+
modified by a TSM of -4, and rolls of 5, 2 and di¢ate that two shots do damage. The Titan plagls twice on
the damage table, getting a 2 and a 3. The firsuitedamages the Stormhammer and the second dgstro
nearby Adeptus Mechanicus attempts to save it ftestruction, and with a roll of 6, succeeds in negpone of
the "damaged" results. The Stormhammer has sunliuethe first "damaged" result still applies.
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Close Combat

Sometimes subduing your opponent with firepowends enough and you must come to grips with the
enemy in vicious hand-to-hand combat. Close Combabnly involves physical combat but also shonged fire
and grenades.

Special Ability: Combat Leader
All friendly detachments with a model within 10 gain +1 CAF.

Resolution

Close Combat is resolved between two models by @dayer rolling 2D6 and adding the units Close
Assault Factor. The high score wins and the losmuglel is removed. Close Combat is extremely deaatiy, to
reflect this no Armor Saves (fixed, psychic or othise) are allowed for models that lose Close Cdiriblae loser
is automatically removed.

In the event where the Close Combat result is 8dth models remain engaged (neither is eliminatetl
the next turn where they will again fight anotheumd of Close Combat.

If a model has been immobilized or killed (in ttese of Regenerating creatures such as Trolls and B
Titans) for any reason and is in Close Combatjlitomly be able to use its base CAF (don't rolyatice).

Example: An Eldar guardian troop stand (CAF +0) is engageithwone Space Marine stand (CAF +2).
The Eldar player rolls a 9 on 2D6. The marine plagals an 8 on 2D6, and he adds his CAF (+2 irsthase) for a
total of 10, The Eldar Guardian has a CAF of +0hds die roll remains at 9. The Eldar stand loses fight and is
removed from play.

Example: A Space Marine Assault stand (CAF +3) engages alRaider tank (CAF +3). The Marines
roll a 7 modified to a 10, while the tank rolls arbdified to a 9. The tank loses, and since itsokr8ave of 2+ is
of no use in Close Combat it is removed.

Multiple Opponents
For every extra combat a unit fights beyond thstfithe next opponent receives a cumulative D6.
Additional attackers continue to receive extra disdong as the target model survives.

Example: Three Ork infantry stands (CAF +0) engage a sintgeminator stand (CAF +6). The first stand
attacks and rolls a 7 on two D6, and since he a€AF bonus the 7 is not modified. The Terminatand rolls a
5 on 2D6, but it is modified to 11. The first akacis destroyed.

It's the second stand’s turn, and since he issheond attacker he receives an extra die, and eoll on
the 3D6. The Terminator stand rolls a seven on 2D8,his CAF modifies this to 13 and he destrogssbcond
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infantry stand as well. The last infantry stand etsuas yet another additional attacker and recei@esextra D6
over what the previous infantry stand received.

The last infantry stand gains two dice for beifg third attacker, and rolls 4D6 and gets 20! The
Terminator stand rolls 2D6 and gets, with his CAd,combined total of 14, so he is finally destroymd
overwhelming odds!

Complex Combats

Frequently, large Close Combats involving many et®der side will happen, where units touch and
engage several enemies each. The simplest wagdtveethem is to identify all the models in the d@hand pair
them off. The player with the most models, aftédrtlad opponents stands are engaged at least oacehegin to
double up on opponents. Three or more againstghesopponent is not allowed until all others haeer engaged
by at least two, and so on. This is to avoid thesalistic singling out of a stand. Furthermore, pheeyer who has
more models in the Close Combat may decide in wbider this Close Combat is resolved (i.e. whictdets will
attack first and which last).

Example: A group of two Tactical Space Marine stands andealid are engaged by six Ork Boyz. Pairing
off models, each Marine and the Medic are engagetivo Orks. The Ork player may decide the ordesamhbats,
and wisely chooses to resolve the combat agaiesttiadic first. If the Medic dies he may not usespiscial ability
to save the Marines.
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V. The End Phase

This is when the players take a breather and &okhat just happened. Things determined in thaseh
include repair, regeneration, morale and rallystolthis is also when Victory Points are countedang a possible
winner determined.

Special Abilities

Any ability that hasnt been used yet should pkdpée used now. This includes Regeneration, rapds,
attempts to raise Void Shields and the like. If yedorgotten to use an ability to prevent damasyesh as Medic or
Technician, it’s too late — once models are takiéthe board, thelye out of the game.

Certain armies, namely Chaos and Tyranids, receive cards indicating specia abilities they can use. When
these cards can be used and what effect they have is detailed in the appropriate Army Book. Instantaneous cards
(such as most Chaos Cards) are played whenever the player wants and the effect is resolved immediately. Cards that
act as an attack (such as the Tyranid Psychic Barrage) are used in the Combat phase and count as the player's
activation just asif a detachment had been activated.

Rally Check

Any units that have spent the entire turn on Fall Back Orders during the turn may make a rally check. If the
roll is made the Fall Back Orders counter is removed and the unit may be given orders as normal next turn. If it's
failed the unit will continue to run away. A unit may not make a rally check to get rid of Fall Back Orders gained
thisturn — it must make at least one full move away before trying to turn around.

Break Points & Break Tests

Count up how many models have been killed from each Army Card. If this number is equal or greater then
the Break Point, the unit has been broken. Y our opponent is awarded Victory Points and the unit must make a Break
Test or immediately be given Fall Back Orders. Thisis also called a morale check.

When an Army Card consisting of multiple detachment reaches the Break Point (such as most Company
Cards), each detachment must make a morale check (regardless of whether that individual detachment is still
intact!). In the case of Support and Special Cards, only the detachment it represents needs to make the morale check.

Optional Rule: Broken Units in Close Combat

Under the original Space Marine rules, broken troops are less effective in Close Combat as they know
they’ ve taken a beating and are ready to run away. At the start of the Close Combat Segment, any broken unit that is
engaged in Close Combat must make a morale check. If it passesit may fight normally, but if it fails it goes on Fall
Back Orders and suffers the associated -2 CAF penalty. If the unit is already on Fall Back Ordersit will immediately
rout and be destroyed, inflicting no casualties in combat.

Victory Points

Count up how many VP's each player has. If one or both players reach the preset VP total the game ends
and either a victory or tie is declared. VP's gained from breaking enemy units accumulate from turn to turn, but
those from objectives must be calculated every turn. An objective will count toward a player'stotal only if he has the
only effective unit within 15 cm of the objective. Units engaged in Close Combat or on Fall Back Orders may not
claim objectives.

Morale

This represents how well trained and disciplined the unit is. Troops can only take so much before their
discipline breaks and they decide to flee the battlefield. A unit's Break Point and Morale values determine how long
aunit will continue to fight.

Special Ability: Inspirational
All friendly detachments with a model within 10 cm get +1 to all morale tests.
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Morale Test

A morale test is made anytime a unit suffers anstous shock to its fighting effectiveness, suchessry
casualties or a charging Greater Daemon. It mayrogeveral times during the turn if the circumstmare right.
Whatever the source the resolution is the samd.aRDb and if the roll is equal to or higher th&e wnit's Morale
value the check is passed. If not the unit immetijateceives Fall Back Orders and acts accordingly.

Special Ability: Fearless

Some units have no morale values, such as robdtslraig-crazed fanatics. These units never makealm
checks nor are they affected by powers that invahegale, such as Fear, Terror or Greater Daemoaging no
morale value is different than a 1+ morale valueaotomatically passing morale checks — this is irtga for
certain psychic and Chaos powers.

Special Ability: Fear
On the first turn of Close Combat, your opponenistrpass a morale check or suffer a =2 CAF pen
This effect applies if you charged or were charged only applies to the first turn of Close Comis&aibsequen

rounds of combat against the same detachment sotved as normal. This ability only has an effégtoiu are able

to pin your opponent.

alty.
t

Special Ability: Terror

These are fearsome opponents and literally pazahir opponent with fear. Any opponent who waats

engage you in Close Combat must pass a morale dbeekter into base-to-base contact. A failed neocddeck
means the enemy stops 1 cm away and aaove any farther. A passed check means the enemy may move in and
fight you in Close Combat as normal.

Enemy units that you charge and engage in Close Combat must make a morale check or immediately go on
Fall Back Orders (the associated -2 CAF penalty applies to this combat). Additionally, if you charge someone on
First Fire Orders, they don't get to fire at you. If you charge a unit that is already on Fall Back Orders it must make
two morale checks — one for Terror and one because it's a Fall Back unit in Close Combat. If either one is failed then
the unit routs. This ability only has an effect if you are able to pin your opponent.

Special Ability: Daemon Hunter

These units have been specialy trained and equipped to face the powers of Chaos. The unit is immune to
any morale effects caused by Chaos or warp creatures, including Chaos Rewards, Greater Daemons and always
failing morale tests on a“1.” Daemon Hunters are also exceptionally deadly in Close Combat and negate all “after
death” effects: Greater Daemons can’'t use Chaos Rewards to save themselves, Trolls can’t regenerate, Pink Horrors
don't split into Pink Horrors, and so on. This ability does extend to hon-Chaos beings, such as regenerating Tyranids
— after a Daemon Hunter kills you he cleanses the area with flaming holy oil and purifying plasma.

Routing

A unit that is on Fall Back Orders that fails a second morale check, for whatever reason, will rout. A routed
unit is destroyed and all units are immediately removed from the battle with no save or regeneration. They count
towards the Army Card's Break Point and VP's awarded to your opponent. In campaign games these units will
return after the battle, but they are no longer a cohesive force for this fight.
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Psychic Powers & Special Abilities

Certain units display powers far beyond those oftat men. These special abilities are summaripe
Appendix A, and should be pretty much self-explanatMost of them are detailed in the appropriaetisns of

di

the rules, and the others are listed below. When tlan be used and their effect is determined &ytwer and the
unit’s orders. Some may be used when the detachantivated in the Combat Phase (like psychicit), others

may be activated at any time (like Medic) while g@s ones are always working (like Stealth). Mdsilites
cannot be activated by a unit on Charge Ordersluolevinside a transport. Use some common sensiguoef out
when an ability can be used or not.

Special Ability: Psyker

These units have special abilities such as magitant powers and techno-wizardry as well as psyahd
hive mind powers. Details on the abilities arehia tinit's description — most psykers have threeguevand may
use any one of them each turn. Powers are broadiypgd into Physical or Ethereal psychic power®séker may
use both a psychic power and a conventional weapte Combat Phase.

Physical: Physical powers represent tangible forces thasephysical damage. These powers functio
normal firing weapons and possess To-Hit value$] Ti®ddifiers and require line of sight. Physical gisi¢ powers
that hit active shields will knock one down as thegresent a physical force like normal shots. &ithis power is
basically physical in nature, Psychic Saves dgpnatiect against them but regular armor saves will.

Ethereal: Ethereal psychic powers do not create a physmaefto deal damage. These powers byy
normal defenses and directly attack the targetisdror spirit. These powers can only be avoided Bgychic Save,

Special Ability: Combat Engineer

In the war-torn battlefields of the universe itasvaluable ability to create obstacles to slow nldhe
enemy advance while facilitating the advance adrfdly units. Combat Engineers have been specialped to
perform these tasks, and scenarios may have dilvegstfor them to do. Examples are minefields @t bar
passage and demolition charges that destroy dritidifications.

Engineers may perform one Engineering Missiontpem, indicated by giving the detachment First Fi

Orders and specifying what the unit is doing. Thission takes the entire turn and fails if the Eegis move,
shoot, engage in Close Combat or are closer tleen ® an enemy model in the End Phase.
Engineering Missions:
1) Lay Minefield: Place a 5x10 cm minefield model on the table, g any 3 Engineer stands.

2) Clear Obstacle: 3 Engineers must be adjacent to it, and theyneitiove one piece (about 5x10 cmii

size) at the end of the turn. Roll a D6 if theglearing a minefield, and on a 5+ one stand takes a hit at 0 TSM.

3) Set Demolition Charge: Two Engineers may place demolition charge on a building, fortification,
bridge, road segment or other structure. Use a marker or small bomb model to represent this. This charge may be
detonated in the End Phase of this or any later turn. When it is detonated center a 3 cm (small Gutbuster) barrage
template on it. Any model even partially under the barrage template is automatically hit at -6 TSM, and the structure
must make an armor save at —6 TSM or be destroyed.

4) Defuse Demolition Charge:Any Engineer stand may attempt to defuse a demolition charge if it isin
base to-base contact. Roll a D6 for each attempting stand and on 4+ the charge is defused, but if any dice show a one
it goes off. Otherwise your opponent may choose to set it off or wait.

Special Ability: Elite

These are the best fighters in your army. In Close Combat, Elite units are assigned against enemy troops
last and may engage in selective pinning. This means a unit of Elite troops does not have to engage all modelsin a
unit before it can gang up on one or more models. In essence they may pick and choose which stands they may
engage while ignoring others.

In addition, each Elite unit in your army gives you a re-roll counter. This counter may be used once per

n as

Dass

game on any die roll that any Elite unit makes.
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Titans & Praetorians

Titans are walking behemoths of death and de#brucThe smallest are a dozen meters tall while the
largest dwarf buildings. Praetorians are gigantimaed vehicles of death and destruction, and agho
ponderously slow they are no less deadly.

Imperial Titans: Built by the Adeptus Titanicus, these vast machiaes maintained and used by the
Orders of the Divisio Militaris. Hundreds of feetllf wrapped in protective Void Shields, sheathednieters of
armor and carrying the largest weapons availaliémg are the most powerful force in the Imperi@haos armies
sometimes field corrupted and mutated versionbesd as well as the dreaded Banelord.

Eldar Titans: Eldar armies, as many of their opponents, use thgess walking war machines. Eldar
Titans are very agile and can make as many turtisegslike when they move. They carry both techgmal and
devastating psychic weaponry and are protectegégial Holo-fields.

Ork Gargants: Gargants are the titans of the Ork armies. Theylage fat machines walking on short
legs. Gargants are powered by low-technology bmilend lack the agility of Imperial and Eldar Titans
Nevertheless, with their powerful arsenal of weapand their structural resiliency, they are matglopponents to
most of those.

Tyranid Bio-Titans: These monstrous creatures tower over the battiefierrorizing enemy troops with
needle showers, acid sprays and other biologiaabls Bio-titans do not have shields, but regeteeoaer time.

Purchasing Titans & Praetorians

Praetorians and some titans carry a fixed arrayeafpons and are purchased as any other Army Caurd,
as a Special or Support Card for your army. Mdahs, however, may be fitted with a variety of waapaccording
to the mission and the player’s preferences. Thows hulls, weapon descriptions and point costshmafound in
the appropriate Army Books, but the procedure fdfithing a titan and purchasing weapons is theesamall cases.

1) Purchase the hull.These are listed in the Army Card lists and pusedanormally.

2) Select weaponsThe descriptions and costs are listed in the ABogks.

3) Count the cost.Add the cost of the hull and weapons together,randd up to the nearest 50 points.
4) Calculate Victory Points.Titans are worth one VP per 100 points they cosinded up.

Example: An Imperial Warlord titan is armed with a Volcanaon, Vortex Missile, Gatling Blaster and
a Chain Fist. The cost is 500 (hull) + 100 (Volca@annon) + 150 (Vortex Missile) + 60 (Gatling Blast + 25
(Chain Fist) = 835, rounded to the nearest 50 bees®50. This Warlord costs 850 points to field andiorth 9
Victory Points to the enemy if destroyed.

Optional Rule: Titan Battle Groups

Titan Battle Groups (also called Bio-titan BroamsBig Mobz) are a Company Card consisting of &ntit
hulls. When forming a Battle Group round up thegbasse values for each individual Titan then addéhor the
total Battle Group cost. Titans in a Battle Grogvdna 25 cm unit coherency.

Big Mobz are battle groups where you can have both Greajg@ts and Slasha Gargants. The largest
becomes the Boss Gargant and automaticalbgivesa full compliment of power fields. All Gargants tihe Big
Mobz must be within 25 cm from the Boss Gargantetteive orders. If the Boss Gargant is destroyedpthyer
may designate another one in the End Phase.

Example: A Warlord Battle Group consisting of three of titgove-mentioned Warlords costs 2550 points
and each titan is worth 9 VPs.

Shields

Titans and Praetorians possess more than merer,aamg are protected by various types of shields.
Imperial titans, praetorians and their Chaos caopatgés use Void Shields. Ork Gargants use Powddd-ibat are
slightly less reliable, while Eldar Titans use atpctive system known as a Holo-field.

Void Shields: These absorb all incoming hits until knocked doWleapons must have a TSM of at least —
1 in order to knock down shields. Downed shieldy & repaired on a 4+ in the End Phase, rollingedoc each
shield. Void Shields provide a 4+ Psychic Save.
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Power Fields: These Ork-built shields may flicker out of existerwhen needed. Roll a D6 for each shot
that hits, and on a 6 the Gargant is hit insteath®fshield. Check to see if the shield flickerfobe ignoring shots
without at least a —1 TSM. Power Fields may notdmaired during battle, and provide a 4+ PsychieSa

Holo-fields: These shields disrupt targeting systems and tigterimage of the titan. The effectiveness of
the shield depends on the speed the titan is moVing shields provide a Fixed Save according tadab& below.
This save does not apply to weapons that use amtyd{itemplate, but any barrage template thatasqa to cover
the titan will always scatter regardless of whetherbarrage is direct or not. Holo-fields provalé+ Psychic Save
against powers that require a line of sight.

Titan is on... Fixed Save
First Fire Orders 4+
Advance Orders 3+
Charge Orders 2+

Hit Location Templates

Titans and praetorians can withstand more damzaaye lowly troops and vehicles. To represent this/th
possess location templates. These locations, &idsdwves, vary according to whether the shotthédront, side or
back of the unit. Due to their size titans and foxdans may be targeted regardless of whether ti@eamodel can
be seen. After you roll and hit a model with alb@ation template, follow the steps below:

1) Scatter the shot.Pick a location and roll the scatter dice. A stiatt deviates to a blank or already
destroyed location, or a location covered by anams is considered a miss.

2) Make an Armor Save.Modify the location’s Armor Save by the weapon'SM as normal. If the save
fails the shot has penetrated the armor. If a londtas been destroyed or blown off, the shot kilthe hull (if that
wouldn’'t make sense, choose another logical looatidth an additional -1 TSM.

3) Consult the Damage TableFor each failed save roll once on the appropdai®age table and apply
the damage described. Weapons that have the spbdity Penetrating add their bonus to this rtilla location is
hit more than once, roll for damage normally bt $econd and following hits add a cumulative +th&oroll. Any
result above 6 should be treated as a 6.

Damage Results

Reactor Damaged:The titan is immobilized, may not fire weapons aficshields go down. Do not roll to
repair anything other than the reactor in the Ehase.

Reactor Crippled: As above, but if the reactor is not repaired tars, it will explode (as below).

Reactor Explodes:The titan is destroyed, and all units within 306 are hit at 0 TSM.

Titan Falls: The titan is destroyed. Roll a scatter die forediion and determine which units are
underneath. Knight-class and larger models takieat 3 TSM, and smaller units are destroyed withsave.

Weapon Blown Off: The weapon will scatter 2D6 cm and hit units undath at 0 TSM.

Example: A Warlord Titan fails two Armor Saves to the reacfthe first damage roll is a two, meaning
the reactor is off line and must be repaired. Teeond roll is also a 2, modified to a 3 becauss ihe second hit to
that location. This damage result indicates thahé reactor is not repaired this turn it will exple.

Example: The two hits on the Warlord above were caused lgseannon and a volcano cannon. The
volcano cannon has the special ability Penetratii3g so the second roll on the damage table wouldnbdified to
a 6 (roll of 2, +1 because it's the second hithattlocation and +3 from Penetrating). This damagsult indicates
that the reactor explodemow!

Repair Rolls

In the End Phase, players may roll a D6 for edaninaged (but not crippled or destroyed) locatich @h
downed Void Shields. On a 4+ it’s fixed. Locatiatescribed as crippled or destroyed cannot be rhair

If a titan’s reactor, generator or main power syp@as been damaged, only roll to repair the rea€ther
locations cannot be repaired until the titan hasgycagain. If by some circumstance the reactoammabed and the
titan still has shields, the shields are non-fuor@l until the reactor is back again online.
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Special Rules: Titans

Orders: Titans use and follow the normal order rules &gioground units.

Movement: Titans are ponderous machines and are extremetgameuverable. To reflect this, titans ¢
only turn a total of 90 degrees during their movetnéhough this may be divided between any numlbd¢urms.
Titans can move backwards at half speed.

Firing: Titans fire normally as per their given orderseiftmultiple weapons can bring fire upon varig
targets as line of sight and range permits. Tit@apons that count as Anti-Aircraft may Snap Firereif the titan
is on Advance Orders. If a titan’s AA weapons dasirire, it does not prevent the titan from lat@ving and
firing the rest of its weapons normally — the weapare considered independent from each other.

Imperial, Eldar and Chaos Titans possess & 480to the front of the model. Ork Gargants passe$80°
arc from front to back of the model, covering tlght or left side. This means that Gargants cam dir modelg
behind them, but weapons on the left side of ttentcan not fire at models to its right and vicesae Some
weapons have special fire arcs and these will kedldd in their corresponding descriptions.

Close Combat:Titans are fearsome opponents and possess seperahl rules regarding Close Comb
First and foremost is the combination of their si&l mobility, resulting in their inability to beutmumbered by
anything smaller than a Knight-class opponent. T&atmall units do not generate additional ClosenBat dice for,
having multiple opponents.

Titans vs. Titans, Praetorians, Superheavies & Knits: Close Combat is resolved as norm
with each player rolling 2D6 + CAF and the highesal wins. If the losing model has a hit templdbe winning
player chooses a location on the template and onlishe damage table. There is no scatter or Algawe — the
location just takes damage. Superheavies and Knipht lose a round of Close Combat are destroydthw any
rolls on their damage tables (if any). See thetedlasections in the Titan Legions and Ork Army Bodér the
special rules about Imperator Titans and Mega-Gdsga

Titans vs. Everything Else:The first level of defense is the titan’s anti-memsel weapon. Be it

an electrified hull, reactive armor, anti-persommeblpons or a horde of crazed Snotlings, the eiffebie same. Rol
a D6 for each stand or model engaging the titana@# the unit takes a hit with zero TSM.
Surviving models may then fight a round of Cl&@embat with the titan. These fights are

resolved as individual combats, with no additiocsiae gained for multiple attackers. Yes, takingintfy up against

a titan is an effort in futility.

Elite Units vs. Titans: These well-trained and experienced units havelaenichance of surviving

a Close Combat encounter with a titan. An Elite eldd hit by titan’s anti-personnel weapons on bk ob 4+
instead of the standard 3+.

Special Ability: Agile
A titan with this ability may make as many turssdesired during movement.

Special Rules: Praetorians

Orders: Praetorians usually carry a large compliment obreand intelligence apparatus which make th
able to react promptly to battlefield conditionso Teflect this all praetorian vehicles are consgdeCommand
vehicles for purposes of movement and firing. Diesgiieir fulfilling the headquarters role on thdtledield, they
never receive the Headquarters special abilitytargkting protection — they're too big to fade ittie background.
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Movement: Praetorians are slow and their movement ratetisioagbled for Charge Orders. They can only

turn a total of 90 degrees during their movemembugh this may be divided between any number afsty
Praetorians can move backwards at half speed.

Firing: Superior fire control systems permit praetoriamsalways fire in the First Fire Segment. T
weapon firing arcs are detailed in the units’ diggioms.

Shields: Many praetorians possess some type of shieldvithgil unit descriptions will specify the numb
and type of shields. Templates for praetorians b&found in the relevant Army Books.

Close Combat:Despite their size, praetorians are vulnerabledser units due to their slow speed. ClI
Combat with praetorians is resolved as normal.
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Appendix A: Normal Abilities

All units have characteristics such as movemetat @mor and weapons. The default is a humanae.g.
organic biped with the intelligence, reflexes, matuesistances and senses (sight, hearing, dtar) Barth-normal
human. There are special abilities that affectladiracteristics, but all units (infantry at leag8rt at human levels.

Characteristic Examples

10 cm: infantry

20 cm: medium tanks
25 cm: cavalry

75 cm: fliers

Movement: How far the unit can move.
Related Special Abilities:Deep Strike, Flier, Floater, Independent, Inftitia,
Jump Pack, Skimmer, Teleport, Tunneler

None: flak vest

5+: power armor

4+: light tanks, APCs
3+: medium tanks

Armor Save: A unit must roll this number or more on a D6 toveue after being
hit. This roll is modified by the weapon’s Targetv® Modifier (TSM).
Related Special Abilities:Fixed Armor Save, Psychic Save

—1: untrained militia
ti_+O: army basic training

+2: Space Marines

+4: Ork Nobz

+6: Marine Terminators

Close Assault Factor (CAF):This represents how good the unit is in Close
Combat, including melee weapons and grenades.d¥ucles it also represents an
personnel systems, reactive armor and short-raegponry.

Related Special Abilities:Combat Leader, Fortifications, Morale

4+: Orks & PDF militia
3+: Imperial Guard
2+: Space Marines
1+: Veteran Marines
None: Robots

Morale: This represents how well trained and disciplinegluhit is, and how likely
it is to remain on the battlefield after takingrsfgcant casualties. Roll this numbe
or more on a D6 to pass a Morale Test.

Related Special Abilities:Fear, Fearless, Inspirational, Terror

1) infantry & light artillery

2) cavalry & walkers

3) vehicles & heavy artillery
4) superheavies & knights
5) titans & praetorians

Pinning Class: A measure of how large and maneuverable a modahdwhether
it can move away from unwanted melee combat or$ex¢. theviovement and
Close Combatsections for details.

Related Special Abilities:Flier, Floater, Hit & Run, Skimmer

Hit Points: One. That’s it — most units are either on the da@ard fully functional, or removed from play wheh h
Superheavy and larger units have special rulesrandtake multiple hits to destroy, but anything Benas
destroyed by a single shot.

Related Special Abilities:Mechanic, Medic, Multiple Wounds, Regenerationp&heavy

Ranged weapons also have a few standard chasgicteri

Characteristic

Attack Dice: The number of D6's rolled when attacking with aged weapon. Compare to the weapon’s To-Hit
Roll to see if you hit or not.
Related Topics:Barrage weapons, Template weapons

Range:How far the weapon reaches. There is no effectaumeovement or range.
Related Topics:Line of Sight, Indirect Barrage

To-Hit Roll: How good the model is at shooting its weapons. Rl number or more on each Attack Die to lay
the smack down on your target. There are no pesdtir moving or range.
Related Topics:Combining Barrages, Cover, Fortifications

Target Save Modifier (TSM): How well a weapon punches through armor. This nuritbapplied as a penalty to
any Armor Save that the target makes, i.e. makihgrder to survive. Negative is good, zero isdaad.
Related Topics:Fixed Armor Save, Penetrating
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What may not be immediately obvious is how theéowes units are divided up. Certain characteristica
unit, such as pinning and terrain effects, will €legh on what class it falls into.

Unit Class Description | Models
Infantr From a man with a gun to power armor to slithering Bases are 20 mm square (old GW
y creepies, the core of most armies is the infantrymg bases) or 12 x 40 mm (new GW),
Cavalr These are fast-moving, have little to no armor, and holding 3-5 infantry or 2-3 cavalry
Y short-ranged weaponry. models.
Walker Armored battlesuits larger than power armor but These are represented by a single
smaller and slower than tanks. | that i Il usi
The walkers’ big and more heavily-armed brother model that is 15-30 mm tall, using a
Knight ’| 20 or 25 mm base.
a.k.a. the battlemech.
Vehicles These range from dune buggies to massive tanks.

Light Artillery

These are medium-range guns with no armor and
small crew (such as a mortar team).

These are also represented by a sing

a ;
model, and bases are optional.

Heavy Artillery

These are long-range guns mounted on a vehicle.

While some units can move above the ground, onl

Vehicles and artillery pieces range
from 20-40 mm long with fliers being

e

. y :
Flier fliers can reach high altitudes. only slightly larger.
Superheavy The I_argest tanks on the battlefield that don'tdhav | Single models betwee_n 40-(_30 mm
special rules. long and 20-30 mm wide, with no
Praetorian These are bigger and do have special rules. base.
_ Walking behemoths of dgath and Qestructlon. They These are 40-60 mm tall and use a 50
Titan generally swat lesser units aside like bugs — tite o
; N : mm round base.
real defense against a titan is another titan.
There are also a few special abilities that modiffyat the unit is, as opposed to what it can do:
Biology
Organic This is the default for all units, the alternativesng Inorganic and Daemonic.
The unit is a technological, crystalline or enet@gsed being and does not have an organic biology.
Inorganic Powers and effects k_)ased on poison, disease_, pbaasrand_smells are in_effectivg, thou_gh mental,
emotional and soul/life-force based powers stilfkvénorganic does not give any immunity to fear
or morale effects — see Artificial Intelligence aRdbot, below.
Also known as extra-dimensional, the unit is ndiveato this state of existence. The energy matrix
that binds the being to this dimension strengttibasost body, but is also vulnerable to disruptign
Daemonic e.g. exorcism or banishme_nt. T_he accompanying mml and ‘qungness’_causes any morale
check caused by Daemonic units to be failed on’aTtiis only applies to units that actually possess
a morale score, and not to Fearless or other th@tsare immune to morale (like robots). Daemonic
being are not naturally immune to this effect frother Daemonic beings.
Angelic The “good guy” counterpart to Daemor_lic. This.isydnk:luded for the editor’'s sense of
completeness, as there are no angels in the gramtosn future of the £icentury.
Intelligence
Stupid Certai_n units are nqt noted for their intellige el mus_t receive direction from someone else. If
there is no one to give them orders, roll a D6:the?unit has Advance Orders, 3+ Charge Orders.
Instinct _The_ being possesses only rudimentary self-awareWatisout external guida_nce it will revert to
instinctual behavior beyond the player’s controdamples: Ork Boyz, Tyranids.
Artificial The L_mit isa c_onstruc_t, designed wit_hc_)u'F emotimeaponses._Po_w_ers and effects based on fear|or
Intelligence emot|on_s are |neffect|v<_a, and the unit is immunentrale. While it is common to b_e both Al and
Inorganic, it is not required (e.g. undead). ExasapOGRE tanks, mindless zombie slaves, Necrons.
The unit is a non-sentient robot or other technicllgconstruct, designed without a self-preservatio
Robot instinct or the ability tol a.ct.independently. Posvbased on fear, life-force, souls or emotions are
ineffective, and the unit is immune to morale. Rshoust usually be programmed before a battle,
and are almost always Inorganic.
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Appendix B: Special Abilities

Agile

The titan may make as many turns while movasglesired.

All-Around Armor

The unit does not suffer an arnsave penalty from side or rear shots.

Anti-Aircraft (AA)

The unit or weapons is dedicattnlAA use. Seéliers for details.

Artificial Intelligence

The unit is immune to moeahnd powers based on fear or emotions.

Combat Leader

All friendly detachments with a modithin 10 cm get +1 CAF.

Combat Engineer

The unit may perform Engineeringdidins. Se@he End Phasefor detalils.

Command

The unit may always move double normalfiaadn the First Fire Segment.

Daemonic

Any morale check cause by the unit willda a roll of “1.”

Daemon Hunter

The unit is immune to Chaos mordéctf, and negates all “after death” effects.

Damages Buildings

The weapon will inflict an Slpodf damage on a failed armor save.

Destroys Buildings

The weapon will destroy a buiglon a single failed armor save.

Deep Strike The unit flies onto the battlefieldeSodes of Movementfor details.

Elite The unit is better in Close Combat and grants-roll. Sedhe End Phasefor detalils.
Fear On the first round of CC, your opponent masispa morale check or suffer —2 CAF,
Fearless The unit has no morale value and will neged to make a morale check.

Fire on the Fly

The unit may move, Snap Fire amttinae movement if on Advance Orders.

Fixed Armor Save

A unit’s fixed armor save is naidified by the weapon’s TSM.

Flier

The unit moves through the air. Sdedes of Movementfor details.

Forward Observer (FO)

The unit is skilled at calin artillery. SeéArtillery for details.

Hard to Hit

All non-template ranged fire at thetusiffers a —1 To-Hit penalty.

Headquarters (HQ)

The unit may not be shot untdsdhe closest target or >10 cm from thingsstze.

Hit & Run

If the unit Charges, it is not pinnedthre second round of CC.

Ignores Cover

The weapon ignores cover modifierditpsuch as from woods or fortifications.

1%

Independent The unit ignores command distancesphitd instead of Fall Back while outside.
Infiltration After setup, Infantry & Walkers may me on Charge, others move normal distance
Inorganic The unit is immune to powers based osgidisease, pheromones and smells.
Inspirational All friendly detachments with a modéthin 10 cm get +1 to morale checks.
Instinct If the unit is too far from a command uititwill revert to instinctual behavior.

Jump Packs The unit leaps over the ground Mssses of Movementfor details.

Medic Infantry and Cavalry-class units within 10 get a 5+ Fixed Save.

Mechanic Vehicle, Superheavy and Walker-class writtsin 10 cm get a 5+ Fixed Save.

Multiple Wounds

The unit takes more than one hkilip but suffers 1 per point it loses in CC.

Open-Top Vehicle (OTV)

Transported models may fités on the vehicle also hit things inside.

Penetrating +(X)

The weapon adds X to rolls ongesoeavy or hit location template damage table.

Point Defense (X)

The unit carries anti-infantryapenry. Se@’he Movement Phasdor details.

Psychic Save

The unit has a save against Ethesgelig attacks.

Psyker The unit has special abilities (magic, miupanvers, etc) and may use one per turn.

Quickdraw The unit does not suffer the —1 To-Hihgley when Snap Firing.

Regeneration During the End Phase roll a D6 foheamund the unit has taken. On 4+ it's healed.

Robot The unit is immune to morale and powers based amn fiée-force, souls or emotions
Robots must be programmed before a battle, andla@st always Inorganic.

Skimmer The unit moved just above the ground.8edes of Movementfor details.

Sniper The unit may recognize and target HQ moalela 4+.

Static Artillery A heavy artillery unit that may himove, and routs on any failed Morale test.

Stealth If the unit is in cover, it may not be sé@m over 25 cm away.

Stupid Unless someone gives the unit orders, Dbal-2 Advance Orders, 4+ Charge.

Teleport The unit teleports onto the battlefieldeSlodes of Movementfor details.

Terror Enemies must test morale to enter base-to-baseywithThe target of your charge

must test morale or go on Fall Back Orders. eeale for detalils.

Transport (X)

The unit may carry up to X numbeirdgéntry stands, and tow one light artillery.

Tunneler

The unit moves underground. Semles of Movementfor details.
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Appendix C: Example Orders Counters

First First First First First First First First
Fire Fire Fire Fire Fire Fire Fire Fire
First First First First First First First First
Fire Fire Fire Fire Fire Fire Fire Fire
First First First First First First Advance Advance
Fire Fire Fire Fire Fire Fire
Advance Advance Advance Advance Advance Advance Advance Advance
Advance Advance Advance Advance Advance Advance Advance Advance
Advance Advance Advance Advance Charge Charge Charge Charge
Charge Charge Charge Charge Charge Charge Charge Charge
Charge Charge Charge Charge Charge Charge Charge Charge
Charge Charge Fall Fall Fall Fall Fall Fall
9 9 Back Back Back Back Back Back
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Appendix D: Example Army Cards

A Space Marine Vetcran Company consists of 1 HQ unit plus
3 veteran detachments.

SPACE MARINE
VETERAN COMPANY

Veteran Veteran Veteran

HQ 4 | Detachment | | Detachment| | Detachment
UNIT 1 2 3
1 Space Marine. Bach veteran detachment cansists of 6 veteran
‘command stand Space Marine stands and 3 Rhinos. Each
+1 Rhino Rhino carrics 2 troop stands.
R R R
R- R- R-
R R R
e 7o tas les
Res tes am

POINTS VALUE 850

SPACE MARINE
VETERAN COMPANY

BREAK POINT 15: The company is broken ance it has lost
15 models, either troop stands or Rhinos. Once the company is
broken, each detachment must take an individual morale
check.

MORALE VALUE 1: Space Marine Veterans have a morale
value of 1. They must roll 1 or more on a D6 to pass their
monle check.

The Space Marine HQ unit never checks morale, even if the
company is broken. Any Space Marine or Imperial Guard
detachment within 10cm of the HQ unit may add an additional
+1 10 its morale check dice roll. This means that Space Marine
detachments automatically pass their morale check if their HQ
unit is within 10cm.

VICTORY POINTS 9

W Your opponent gains 9 VPs when this company is broken.
HQ UNIT BREAK POINT: 15
_ MORALE VALUE: 2
Unit Move Save Caf
Haq 10 em b+ +4
TACTICAL DETACHMENT | Tadtionl . o | =
Rhina 25 em £ ]
Weapons Range Avtack | To hit
Dice
Bolt pistal 25 em 2 5+
Bolter 50 em 1 3+
Bolter 15 em 1 B+
TACTICAL DETACHMENT 3 el Ll
] 0 Command 1wt
X6 (g X3 B
~2 0 Carvies two stands
POINTS COST 750 VICTORY POING &

Space Marine 1 Company

Veteran Company

I Marine HQ stand & Command Rhino
6 Veleran Marine stands & 3 Rhinos
6 Veteran Marine stands & 3 Rhinos
6 Veteran Marine stands & 3 Rhinos

Move Save  CAL Range Shoot
Marine HQ

[0cm  4+/16+ 4 25em 2d 540y
[Command. Elite, HQ, Inspirational

Veteran Marine (elite)
1 0cm 5+ +3 Shem

A5+

Rhino (vehicle, transport 2)
25cm 4+ m_ 15cm 1d 6+ (0)
850 Points
Break Morale VP
15 1 9
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This is one of the original Games
Workshop Space Marine Army Cards. It gives
the unit name and shows the models you get,
and breaks them down by detachment.

In this case, a Veteran Company
comes with an HQ detachment of a Rhino and
an HQ stand, and three detachments of three
Rhinos and six Veteran Marine stands each.

The back (the right-hand image)
details the Break Point, Morale and Victory
Point Value of the unit.

This is an Army Card from NetEpic 4.
The front again details the detachments you get,
and include photographs of the models.

The back of the card gives detailed
information about the unit stats, armor and
weapons. This is useful during a game as it
eliminates the need to constantly reference a
rulebook.

This is one of the many cards that have
been created for NetEpic 5. It manages to
squeeze the complete unit information onto one
side, though the abbreviations are a little
obscure, and it is sized to fit into a regular CCG
protective sleeve.

There are no pictures to aid in
choosing models, but since the back is blank it
may be used as part of one of the optional
hidden setup systems: players alternate laying
out their Army Cards face-down, then turn
them all face-up and place the appropriate
models where the cards are.



Glossary

Ally If you may buy units from two army lists, ttenaller force is an ally to the larger.
Armor Save Roll this number or more on a D6 to srbeing hit. Buildings roll 2D6 and add
Army All the units a player bring to the table.

Army Card A playing-card-sized representation gf@up of models.

Attack Dice The number of D6’s rolled when attackimith a ranged weapon.

Barrage A template weapon that uses a 6 cm diarsatgrlate.

Battery A detachment of artillery or anti-aircraéhicles.

Break Point, Broken

When enough of the models that come with an Armyd®ave been killed, the
unit is no longer considered to be an effectivatfitg force, and ‘broken’.

Close Assault Factor (CAF)

This represents how gbedunit is in Close Combat.

Close Combat (CC)

Hand-to-hand melee combat. Rl 2hd add CAF: loser dies, no Armor Save.

Codex Army An army that has special units and speuales.

Coherency Units within a detachment must remaihiwié cm of each other.

Detachment A group of models that compose a fighgiroup, made up of one or more mode]s.
Distance NetEpic uses the metric system and dluies are in centimeters.

Flier Units such as airplanes and helicoptersdhatfly high into the sky.

Floater An intermediate type of unit between flyansl skimmers.

Fixed Armor Save This is an Armor Save that ismotlified by a weapon’s Target Save Modifier.
Immobilized The unit cannot move. If engaged in @@p't roll 2D6 and only use the base CAF.

Indirect Barrage

Artillery may fire at targets tlitatan’t see, but will scatter 2D6 cm.

Morale, Morale Test

This is how disciplined thetusi Roll this number or more on a D6 to pass.

Move

How far a model may move.

Off-Board Barrage

An attack fired by a remote diitad unit not actually on the table.

Pin, Pinning Class

A measure of how large a magjedrid whether it can move away from CC or npt.

Platoon

An infantry detachment.

Pop-Up Attack

Skimmers that are hiding behind cover can suddgaily altitude (“pop-up”), take
a shot, then drop back out of sight before anytiigag shoot back.

Psychic Power, Physical

These powers represent a force that causes physicglge. They work as normal
firing weapons and possess To-Hit scores, a TSMequire line of sight.

Psychic Power, Ethereal

These powers do not create a physical force toadkeahge. They bypass armor
and shields and can only be avoided if the targstehPsychic Save.

Rally An attempt to stop running away and get ad®inent back into the fight.
Range How far the unit's weapons reach. There afgenalties for range.

Re-Roll A die may never be re-rolled more than oAtlkee second result must be used.
Rout If a unit on Fall Back Orders fails morale ckeit is destroyed.

Scatter Randomly moving away from where you wanted somethingo. Roll the scatter

die and 2D6 for distance. A “bullseye” result iraties there is no deviation.

Scatter Dice, Titan

Two dice with four blank, arither “Up” & “Down” or “Left” & “Right” faces.

Skimmer An anti-gravity or vectored thrust vehitiiat moves just above the ground.
Snap Fire Firing at a target of opportunity durihg movement phase.

Squad A detachment of cavalry or walker-class units

Squadron A detachment of vehicles or fliers.

Standard Army An army list made of common and Hgaiailable troops.

Stand A single base with one or more models atthtié.

Template Weapons These are area of effect weaPRolisT o-Hit all models underneath the template.
To-Hit Roll Roll this number or more on a D6 to kne smack down on your target.

Target Save Modifier (TSM)

How well a weapon pureti@ough armor. Apply as a penalty to an ArmoreSa

Unit

A generic term used to refer to a related groimodels.

Victory Points

A measure of how close to winninglayer is.
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