

Nathan Rolph’s

A STRATEGY BATTLE GAME SET IN THE WARHAMMER 40,000 UNIVERSE

IN THE FUTURE THERE IS ONLY WAR!
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HOW TO PLAY

Initiative

The way the game works is in a sequence of unit by unit. This sequence is determined by the initiative of that unit, with the highest going first and the lowest going last. After this has been decided then the game will commence.

Actions

In the first persons turn they may take a number of actions equal to their speed. Once the player has decided these actions (see end of booklet for list of examples) then they will roll a number of d6 equal to their speed. For any numbers 4 or above they get to perform an action, starting with the first and continuing in numerical order until the last available action is reached. After that that players turn is concluded.

Shooting

Shooting is done as an action. When you declare shooting you must also declare which weapon and how many shots per action the character will be taking. After rolling for actions you apply the appropriate modifiers (weapon mods or skill* mods) to their Ballistic Skill. After this you roll a percent dice for each shot, keeping track of how many are under the Ballistic Skill (after mods) of the unit shooting. For each hit scored you move onto rolling for damage and determine the location of each shot. See later for gun ranges.

Close Combat

After moving into combat using actions the attacker is allowed to make a number of attacks equal to his successful actions. Rolling under weapon skill does this, and then the opponent is allowed to roll for parrying. Parrying is averting the blow to weaken it slightly. A Parry roll is under the defenders WS after apply modifiers. If parry is successful, defender loses one action on his next turn and the damage is reduced by d6. After all this roll damage for the attack add strength bonus (Strength divided by 10).

Winning the Game

In order to win you may achieve objectives set at the end of the game or that game is won when the opponents entire Faction (including vehicles) are out of action. This may be prone, unconscious, dead, or unmanned in the case of vehicles. In this case the game goes to who ever has the surviving faction. In three or more player games, every other Faction must be out of action in order for a player to win, not just one other.

* See Expansion Booklet ‘Running Campaigns’ for Experience and Skill rules as well as new weapons and equipment.

MAKING A SQUAD

To make a squad you will start with $300 to spend on troops, guns and equipment. When you have made your squad you must copy down their stats onto the character sheets. To generate their stats add 1d10 to it. There are two more stats to be generated; (W) Wounds and Speed. Dividing T by 2 generates wounds; dividing I by 10 generates speed. Also the units Strength mod is their S divided by 20. All rounding is as normal.
In a battle your squad must have:

· One HQ choice.

· At least one troop choice.
Restrictions on the battlefield:

On the battle field a squad may only have the following
·  Only 1 HQ choice.

· As many troop choices as you want.

· One Specialist per ten units.

·  Max one of each, Walker\Buggy\Tank, per ten units. 

· One Bike per unit.
Squad Choices Are as Follows:
HQ Choices

Sergeant: $80
WS:50 BS:50 S:50 T:40 I:50 

Champion: $120

WS:60 BS:60 S:50 T:50 I:50 

Lord: $250

WS:80 BS:60 S:60 T:60  I:70 

TROOP

Tactical Marine: 
$50
WS:40 BS:40 S:40 T:40 I:40 

Scout Marine: 

$35

WS:30 BS:30 S:40 T:30 I:40 

Assault Marine: 

$60

WS:50 BS:30 S:50 T:40 I:50 
Sniper Marine:  

$60

WS: 30 BS:50 S:40 T:40 I:40 

SPECIALIST TROOPS (Only units allowed heavy weapons) 

Devastator Marine:
$60 



WS: 30 BS: 50 S: 40 T: 40 I: 50 

Terminator Marine:   
$130 (Can carry 6 points of weapons)
WS: 50 BS: 50 S: 50 T: 60 I: 50

RED CROSS

Medic:


$40

WS: 20 BS: 20 S: 30 T: 30 I: 50 (can carry 2 points of weapons)

Special: medics can restore 1D4+1 hit points a round on one model up to 1” away, if the heal the person the next round the heal 1D4 +2 hit points and so forth)

Note: the wounded cannot move or shoot whilst being treated; if the medic is treating a patient they (neither the medic nor the patient) cannot be shot at as they count as being prone.

Artefacts
At the start of a game you are allowed an artefact for free. To generate your artefact roll on the following table, noting down what Artefact you received. 

	Roll
	Name
	Effect
	Type

	1-5
	Harlequins Kiss
	2d10 damage. Ignores damage reduction. Close Combat Only.
	Combat Artefact.

	6-10
	Dantes Jet
	6” Jump Pack (see equipment section)
	Mobility object

	11-15
	Gauntlet of Ultramar
	Bolter and power fist in one. No Additional Negatives.
	Combat Artefact.

	16-20
	Sun Forge
	Two hand sword (2d8) +10WS
	Comabt Artefact.

	21-25
	Scope of Hawks
	+10 BS when using single weapon.
	Combat Artefact.

	26-30
	Bolter of Sins
	Successful hit of natural 10 damage before bonuses causes character to switch sides for 1d4 turns.
	Combat Artefact.

	31-35
	Amulet of Stars
	When a character dies he automatically comes back. Once only.
	Armour Artefact.

	36-40
	Super Scanner
	May add/take 2 inch to all indirect fire guesses.
	Combat Artefact.

	41-45
	Armour of Bounds
	Damage Reduction 2. Combinable with Personal shield.
	Armour Artefact.

	46-50
	Ancient Webber
	Successful hits prones target for 2 turns. No damage.
	Armour Artefact.

	51-55
	Motivator
	Any one vehicle will move one inch quicker than normal
	Mobility Artefact

	56-60
	Orbital Controller
	One person can deploy any where on the battlefield. Cannot deploy within 6“ an enemy unit or objective.
	Deployment Artefact

	61-65
	Pump Pistol
	1d10 damage bolt pistol.
	

	66-70
	LasCannon
	Indestructible Lascannon.
	Combat Artefact 

	71-75
	Werewolf Missile system
	As Phoenix Missile but can turn 45( to the left or right.
	Combat Artefact

	76-80
	Righteous Sword
	+2 Damage Power Sword
	Combat Artefact

	81-85
	Phase Armour
	Once Per Game may walk through up to 2“ of solid objects. This includes enemy units.
	Armour Artefact

	86-90
	Executioner Bullets
	4 bullets that seek nearest person in front of it, but avoids non living objects. Deals extra d6 damage upon impact. (They are Bullets not rockets etc.)
	Combat Artefact

	91-95
	Barrel Extensions 
	Pack of 3 extenders that increase the range of any weapon by 12 inches. 
	Combat Artefact

	96-100
	Drop Ship
	Double allowed deployment zone.
	Deployment Artefact


NOTE: No Artefact can be destroyed or damaged for any reason.

Weapons.
Now you must arm your squad. They can be armed with either ranged on this page or Close Combat over page.

Carrying weapons

Normally a unit can carry up to 5 points of weapons. Each type of weapon has a different value. These values are stated here.

	Type
	Max Range
	Value

	(P)-Pistol
	24”
	2

	(R)-Rifle
	36”
	3

	(H)-Heavy
	48”
	4

	(TW)-Tripod Weapon
	48”
	5

	(IF)-Indirect Fire
	Unlimited (Guess)
	5

	(T)-Thrown
	12” + Str Mod
	¼


For detailed rules on specific weapons see Equipment section. All modifiers are accumulative (add together). Apply the modifiers again to each set of shots (i.e. –5% for 2 shots, -10% for 4, -15% for 6)

Fire Arms

BOLT WEAPONS (Space Marines Only)

	Name
	Damage
	Accuracy. Mod.
	Shots
	Type/Price

	Bolt Pistol
	1d6
	-
	1/2
	P/10

	Bolt Rifle
	1d8
	-
	1/2
	R/15

	Bolter
	1d10
	-5%
	2/4
	R/15

	Heavy Bolter
	1d10
	-5% 
	2/4/6
	H/25


NORMAL ARMS

	Name
	Damage
	Accuracy Mod.
	Shot
	Type/Price

	9 MM
	1D4
	-
	1 / 2
	P/5

	Revolver
	1D6
	-
	Single
	P/5

	Uzi
	1D6
	-5%
	2/4/6
	P/10

	M-16
	1D6
	-10%
	2/4/6/8
	R/10

	RFA-30
	1D8
	-10%
	2/4/6
	R/10

	RCP-120
	1D10
	-10% 
	2/4/6/8/10
	H/15


Las Weapons

	Name
	Damage
	Accuracy Mod
	Shot
	Type/Price

	Las Pistol
	1D6+3
	-5%
	Single
	P/10

	Las Gun
	1d8+3
	-
	Single
	R/15

	Las-Cannon
	3d6
	-5%
	Single
	M or S. H. /50


Plasma Weapons

	Name
	Damage
	Accuracy Mod
	Shot
	Type/Price

	Plasma Pistol
	1d8+1
	-
	Single
	P/15

	Plasma Gun
	1d10+2
	-
	Single
	R/20

	Plasma Cannon
	1D12+3
	-5%
	Single
	H/25


Sniper Weapons

Only Sniper Marines may use sniper rifles. (Note, due to special long-range construction sniper weapons have a range of 48” not 36”)

	Name
	Damage
	Accuracy
	Shot
	Type/Price

	Sniper Rifle
	1d8
	+5%
	Single
	R/10

	Ramjet Rifle
	1d10
	+5%
	Single
	R/15

	Air bar Rifle
	1d10
	+10%
	Single
	R/20


Tripod Weapons

Immobile weapons are weapons that must be set on a tripod to be fired. It takes two actions to set up a tripod and two actions to pack it up. Only heavies may take tripod weapons.

	Name
	Damage
	Accuracy
	Shot
	Type/Price

	Bar Rifle
	1d10
	-
	2/4/6
	TW/20

	Twin Linked Heavy Bolter
	1d10
	-5% 
	2/4/6/8/10
	TW/40

	Twin Linked Lascannon
	3d6
	-5%
	1 / 2
	TW/80


Indirect Fire Weapon

Damage is in 3” radius. Only Tacticals may take an IF weapon. Maximum 3 shots per round, but may use as many actions as you like firing. Must use 1 action aiming each time guess is changed, no BS attachments may be used with indirect fire weapons. In case of a miss use d6” Scatter.

	Name
	Damage
	Accuracy
	Shot
	Type/Price

	60mm MORTOR
	1d6
	-
	Single
	IF/30

	80mm MORTOR
	1d8
	-
	Single
	IF/35

	Basilisk Cannon
	2d6
	-
	Single
	IF/40


Grenades

Damage is within 3”, 5”, 7” and 9” radiuses.

Indirect but only over up to 6” high obstacles. Any one may use grenades. In case of miss use d3” scatter.

	Name
	Damage
	Accuracy
	Shot
	Type/Price

	Krak Grenade
	1d10
	-
	-
	T/10

	Frag Grenade
	1d8/1d6
	-
	-
	T/5

	Tactical
	1d6/1d4/1d3
	-
	-
	T/10

	Melta
	2d6
	-
	-
	T/12

	Thermal
	2d6/1d3
	-
	-
	T/15

	Nuclear
	2d6/1d8/1d6/1d4
	-
	-
	T/20

	Gas
	See Other Equipment.
	-
	-
	T/15


Missile Launcher

Damage is in 3” radius.

	Name
	Damage
	Accuracy
	Shot
	Type/Price

	Missile Launcher
	1d10
	-5%
	Single
	H/35

	Phoenix Missile Launcher
	2d6
	-5%
	Single
	H/40

	Multi Missile Launcher
	1d10
	-5% 
	1 / 2 
	H/50


CLOSE COMBAT ARMORY

All weapons here count as 2 points.

	NAME
	DAMAGE
	HANDS
	PARRY
	PRICE

	Laser Sword
	2D6/2D8
	1/2
	+30%
	35

	Long Sword
	2D6
	2
	+20%
	25

	Vibro Sword
	2D8
	2
	+30%
	30

	Short Sword
	1D8
	1
	+10%
	15

	Bastard Sword
	2D6
	2
	+40%
	25

	Broad Sword
	2D8
	2
	+15%
	25

	Power Sword
	2D8
	1
	+30%
	40

	Sabre
	1D10
	1
	+15%
	20


	NAME
	DAMAGE
	HANDS
	PARRY
	PRICE

	Axe
	1D10
	2
	20%
	30

	Vibro Battle Axe
	2D10
	2
	20%
	40

	Battle Axe
	2D8
	2
	20%
	30

	Double Axe
	3D6
	2
	20%
	35


These weapons take up the whole hand and thus nothing can be used in that hand, except for this. Cannot Be Dropped.

	NAME
	DAMAGE
	HANDS
	PARRY
	PRICE

	Spiked Gauntlet
	1D8
	1
	0
	15

	Power Fist
	1D10
	1
	0
	20

	Power Claw
	1D12
	1
	0
	25


Vehicles

These are the rules for the vehicles and the rules for creating a walker, further down the page. HP is how much damage it takes before being destroyed. All crew survives.

Bikes move at 5” per action. It is not an action to turn.

	Name\Price
	Weapons
	HP
	Crew
	Passengers

	Scout Bike\$60
	1 Bolter (Front, Mount)
	30
	1 Driver/Gunner
	0

	Basic Bike\$80
	2 Bolters (Front, Mount)
	40
	1 Driver/Gunner
	0

	Hvy Bike\$100
	1 Hvy Bolter
	45
	1 Driver 1 Gunner
	0


Buggies move at 5” per action. It is an action to turn around as much as you want.

	Name\Price
	Weapons
	HP
	Crew
	Passengers

	Hvy Buggy\$120
	2 Bolters, 1 Hvy Bolter.
	50
	1 Driver, 

1 gunner.
	1

	Super Buggy\$150
	2 Hvy Bolters, 1 bolter.
	50
	1 Driver

2 Gunners
	2 + 1 scout bike.


Tanks move at 4” per action. 1 action per 90 degrees moved.

	Name\Price
	Weapons
	HP
	Crew
	Passengers

	Rhino\$150
	2 Bolters
	40
	1 Driver\Gunner
	6 or 2 SB or 3 &1 SB or 1 & 1 BB

	Razorback\$155
	1 Missile Launcher 

2 Bolters
	45
	1 Driver

2 Gunner
	1

	Predator\$190
	1 Lascannon

2 Hvy Bolter
	55
	1 Driver

3 Gunners
	0

	Land Raider\$250
	2 Lascannon

2 Hvy Bolters
	75
	1 Driver

3 Gunners
	SEE RHINO


Walker Rules

Walkers require a pilot, he can be a:

Trooper or Scout

To create a walker, you must select one and only one thing out of each box.

If using a close combat weapon, STR Mod counts as +5

Hull Type:

Walker moves at half speed whilst doing other actions such as shooting. Turning the Torso is a free action.

	Type
	Cost

	Immobile forward Facing
	$30

	Forward 180 degrees
	$40

	360 view
	$50


Legs:

	Type
	Cost

	Slow – Cannot go over any obstacle
	$40

	Slow - can go over 1” obstacle 
	$50

	Fast – cant go over obstacle
	$50

	Fast – Can go over 1” obstacle
	$60

	OPTIONAL: JET PACK Fast goes over all!!
	$120


Slow – 3” … Fast - 4”

Hull Points:

How much damage can be sustained until destroyed. No actual effects until ALL are lost.

	Cost
	HP

	$50
	65

	$60
	70

	$70
	75

	$80
	80

	$90
	85

	$100
	90

	$110
	95


Weapon Mounts:

Extra Weapon mounts may be purchased later by paying $30. No more than 8 on a single walker.

Pistol weapons may not be fitted to a walker, and a maximum of 4 Heavy weapons can ever be put onto a walker.

	1
	$60

	2
	$80

	3
	$100

	4
	$120

	5
	$140

	6
	$160

	7
	$180

	8
	$200


$180 is the cost if all basic options are taken.

ACTIONS: Firing guns means that all weapons are fired at the one target.
OTHER EQUIPMENT

Any unit may carry with up to 3 ‘other’ items. ‘Other’ items are just miscellaneous items that serve at alternate purpose to that of combat. Having two items does not mean the effects stack, merely applying to a different unit or a different gun on the same unit.

‘Other’ Items

	Name
	Price
	Purpose/Function

	Grappling Hook
	$10
	Will add 1” to the climb rate of a unit if an action firing at a wall/tower ect. Also allows the firing of Pistols while climbing, 

	Jump Pack
	$40
	Personalised vehicle that allows unit to move 5” per action. May also move over gaps less than 5” for free, no test required. Further than 5”, test as normal.

	Scanner
	$15
	Allows the unit using it to adjust their indirect fire guess by 1” after measuring.

	Scope
	$20
	Gives +5% BS to the weapon its attached to.

	Laser Sight
	$10
	+5% BS withing12” of the weapon its attached to.

	Weapon Brace
	$20
	Discounts movement penalty on equipped unit, for rifles only. 

	Servitor Arm
	$40
	Allows on-field repairs to vehicles. Takes one entire round (at least one action, rest of actions forfeited) Once complete will repair 1d6 hp per turn. In the turn after the vehicle has been repaired it may not move, only fire ect.

	Personal Shield
	$60
	Gives equipped unit Damage Reduction 1.

	Multi-Weapon
	$10
	Allows the joining of a rifle to another rifle, allowing the second rifle to be fired once per game. The pricing of this is the first rifle + ½ second + $10.


Augmentations. A unit may have no more than two equipped Augs. May not have an Aug in the same location twice.

	Name
	Cost
	Effect/Benefit
	Location

	Targeting Sight
	$30
	+5% BS with all weapons used.
	Eye

	Video Camera
	$20
	Allows other units to adjust IF Weapon guesses by 1” vs. targets seen by unit equipped with VidCam. Effects stack for multiple units.
	Eye

	Mechanical Leg
	$40
	Gives +1 Speed, also replaces lost leg. No effect on initiative.
	Leg

	Mechanical Arm
	$30
	Replaces Lost arm, Arm has DR 1.
	Arm

	Inbuilt grappling Hook
	$20
	As Grapplinh Hook (above) but may be fired for free.
	Arm

	Self-Destructing Compartment.
	$40
	Bomb built into chest of the unit who is equipped with it. When the player wishes it may be detonated, annihilating the equipped unit (counts as dead permanently), creating a 9” radius 1d8 damage explosion.
	Chest


List of Possible Actions

Although these are suggested actions, any action may be taken, provided all players involved agree upon using the rule in future. This can then be referred to as a house rule and should be written down for reference.

	Moving
	Move up to three inches per action.

	Shooting
	May shoot. Must declare how many shots and target prior to shooting. Any shooting done immediately after or immediately prior to moving receives –5% to BS.

	Aiming
	When using IF weapons you must Aim when you change your guess.

	Climbing
	A unit may climb any surface, moving an amount of inches equal to their Str mod up or double that down.

	Jumping
	A unit may jump his Str mod in inches for free, then for every additional inch must test on his S with -10% for every additional inch.

	Move & Shoot
	A unit may move whilst shooting, halving their ballistic skill then applying relevant modifiers, including the –5% for moving.

	Death-watch
	By watching an open patch of ground about 2” by 2” a unit can fire their weapon once for every two actions they succeed in making for Death watching. This patch may be kept from your opponents if you wish and a map should be drawn.
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This Is Not The Finished Product And Play Testing Continues. I Appreciate Any Feedback From Players, So That I May Change Rules.
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