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a charge, performs a Heroic Intervention or makes
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PLACING UNITS INTO
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place units into Str

I
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Unless otherwise st
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Strategic Reserves. You must pay
to place your units into Strategic Rese
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STRATEGIC RESERVES

COMBIN
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1-9 1
10-19 2
20-29 3
30-39 4
40-49 5

etc.

etc.
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at the start of the battle.
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Must pay CPs to place units into
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ir troops 10 the a
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SETTING UP STRATEGIC RESERVE UNj1g

Where on the battlefield a Strategic Reserve unit is sy
when it arrives depends on the battle round in "'\'hi@;_l'*

unit arrives, as described below.

Starting from the second battle round, Strategic Reserv.
units that arrive can be set up wholly within 6" of e
any battlefield edge other than the enemy’s battlefield
edge, but no model can be set up within the enemy’s
deployment zone. Starting from the third battle Tdurld,
Strategic Reserve units that arrive can be set up wholly
within 6" of any battlefield edge other than the ene Eris

battlefield edge.
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even within Engagement Range) of enemy mod:.
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models, it counts as having made a charge mc;ve thig
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f,\f, }éllorlrllode.lt }113 SO }'arge that it cannot physically be sef
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pOINTS VALUES

ol and weapon has a points value, hicl
‘od 118 1:;
Ml ammeT’ 40,000 publications. Points values are a:n' ”‘”’(3 s U Of g%\uﬁgRCEMENT
i 3
that they give you a ﬁ‘”d" as to how powerful certain it atings, Som il | id
” - ome rules allow you 1o adc

p— ~ . VATrTi1018 and
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UNIT CHAMPIONS

 Many units are led by a champion of some kind, such as a Sergeant. Unit
 champions often have better characteristics and access to diff:rent ;va:ou- ;
.;w?ﬁons_ Unless noted otherwise, unit champion models have the samet’e‘n
] W ts value as other models in their unit. |

number of weapon options ‘

NDERSTRENGTH UNITS
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d wargear they have) even though the unit's Power Ratis;
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imit, but this does not need to be the case. You will then the new unit.
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Wi 1ci

vour army using Power Levels or
points limits. Typically, open play
or narrative games are intended
to be used primarily with '
Levels - as they are often the quickest

Power

method by which you can get an
army together ready to play - while
matched play games are intended to
be used primarily with a points limit
— to ensure both players can reflect
the minutiae of the individual squad

loadouts in a fair way.

There is, however, a relationship
between Power Ratings and points
values — a unit with a high Power
Rating will also have a high points
value. As a result, it is perfectly
legitimate to play a matched play
game using a pre-set Power Level
instead of a points limit if that’s what
you want to do. Likewise, if you

wish to use g points limit (or Just
points values) in a narrative game or
open play game, then you can, We
recommend both players yse the same
method as eqch other, but g long as
you both agree, You can decide which

method yoy prefer to use,

G AN ARMY
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ATINGS AND POINTS

POWER RATINGS

{ has a Powel Rating listed on its datasheet, and ;
spy unit NAas « ; s Aoaione S+
2y 1 the battlefield. [hey are designed to give players |,
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its efhcac) - hty a unit is on the battlefield, irrespective of 11,
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pped with. They can therefore be used 44 4 qQuick o
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57 th of each army.

:.]:;:Ii:lish the cnmpm‘alch streng
The Power Rating on a datashee't is for a minimum-sized uni;. 7
Rating can be increased if additional models are jdddcd to the unit_ 4.4
occasionally if other options are taken fo'r)the unit (sucb as equippin, ,
with jump packs) - in either case the unit’s datés}.weet will make it (.., .
Power Rating listed at the top of the datasheet is increased as 5 result

B Power Rating: Quick measure of a unit’s efficacy,

UNDERSTRENGTH UNITS

Sometimes you may find that you do not have enough models -
minimum-sized unit; if this is the case, you can still include one
that type in your army with as many models as you have availak-
known as an Understrength unit. The Power Rating of an Unde

unit is the same as if you had a minimum-sized unit, even thou. e

fewer models.

B Understrength unit: A unit that starts the battle with fewer

models than a minimum-sized unit.
B Has same Power Rating as a minimum-sized unit.

POWER LEVEL

Anarmy’s Power Level is a guide to how |
S0 i i i
an army with a high Power Level is more powerful than one with a low

Po
indY:FdLe‘{el. You can'calculate the Power Level of an army by adding up the
1dual Power Ratlngs of €very unit contained within it.

arge and powerful an army is,

B Power Level: Sum of 3| Power Ratings in army.
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j] armies used; note that this is the comd RS player’s Command phase, the player
j Power Level (pg 240) of both your and } O it fo oo,
[ s objective marker they currently contrq -
! below for details of how to set up Obje. o
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e [Coi'bzifegﬁfwzrgs\i'ﬂ BRLILE DURATION as described on page 23?. Ir} additi(j,-; :
C 50 Up to 1 hour player controls more objective marker.
e Siholins their opponent does at the end of the
i - 3 e B they score 1 bonus victory point.
Strike Force 200 p to 3 hour
postows | 3. CREATE THE BATTLEF|:

j Onslaught 300

The players now create the battleficl:
Once you have mustered your army, select up terrain features using the guidelir:

one of your models to be your Warlord. That pages 198-199. The minimum size !

model gains the WARLORD keyword. If your battlefield depends on the battle size you have
WARLORD has the CHARACTER keyword, they will  selected, as shown in the table below:

have a Warlord Trait, which you choose now.

Any Warlord can have the Inspiring Leader BATTLEFIELDS »
Warlord Trait (see below). Alternative Warlord BATTLEHLD .
: SIZE
Traits can be found in other publications. PATTLE S1zE (Minimum)
, o L Combat Patrol/Incursion 44" x 30"
nspi i
Addpl :mﬁ eader [ Warlord T‘ra.lt, Btira) (R 44" 60"
’ o the Leadershlp characteristic of
friendly units while they are within 6" of SIEE il

this WaRLoRp.

The players must then alternate setting up
objective markers on the battlefield, starting
with whichever player wins a roll-off (pg
201), until a tota] of four have been placed.
C')'bjective markers cannot be placed within
6" of any battlefield edge, or within 9" of any
other objective markers,
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