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PILE IN MORALE CHECK

WOUNDS THEY LOST COMBAT BY

-1 LD MOD EQUAL TO THE NUMBER OF

ENEMY DESTROYED

WINNER CONSOLIDATES
UP TO D6" (1)

www.fromthewarp.blogspot.com | | 1 |
DEFENDERS REACT!
25% '50/@50 After all assault moves have been PASS FAIL IMMUNE/AUTO PASS
made, the player controlling the
1 - = = units that have been assaulted [ |
2 1 _ 1 this turn must move any member
of these units that is not yet in DOES WINNER HAVE THE LOSER TAKES
DNl e e omact with & foe towatds ABILITY TO SWEEPING —» | ADDITIONAL WOUNDS
4 1 1 2 These motiels move up to 6" in ADVANCE? (2) EQUAL TO THE NUMBER OF WOUNDS
5 2 2 3 attempt to move into contact with THEY LOST COMBAT BY
an enemy.
6 2 2 3 | I | I
7 2 3 4
8 2 3 4 VEHICLES NO YES LOSER LOSER
MODIFIERS —r - LIVES DESTROYED
9 3 4 5 -2 Glancing Hit
103 4 5 1 Hit by ‘AP-* weapon ARE ALL ENEMY UNITS WINNER
11 3 5 6 +1 Hit by ‘AP1' weapon EIT(;E?)EQ#I;@?E%A?CK CONSOLIDATES
124 5 6 +1 Open-topped ' UP TO D6" (1)
S Ko D6 RESULT |
14 4 6 7 hak |
1 Crew Shaken
o 4 r 8 2 Crew Stunned NO
16 4 7 8
17 5 8 9 3 Weapon Destroyed [
18 5 8 9 4 Immobilsed NO SWEEPING
19 5 9 10 5 Wrecked ADVANCE POSSIBLE.
205 9 10 6 Explodes! WINNER REMAINS
LOCKED WITH ENEMY ROLL D6 +
UNITS THAT DID NOT INITIATIVE
ASSAULT — TO HIT CHART FALL BACK.
OPPONENT'S WEAPON SKILL
1 2 3 4 5 6 7 8 9 10
21 4+ 4+ 5+ 5+ 5+ 5+ 5+ 5+ 5+ 5+
$ 2 3+ 4+ 4+ 4+ 5+ 5+ 5+ 5+ 5+ 5+ |
& 3 3+ 3+ 4+ 4+ 4+ 4+ 5+ 5+ 5+ 5+ LOSER WINNER
%4 3+ 3+ 3+ 4+ 4+ 4+ 4+ 4+ 5+ 5+ HIGHER EQUAL OR HIGHER
2 5 3+ 3+ 3+ 3+ 4+ 4+ 4+ 4+ 4+ 4+ |
26 3+ 3+ 3+ 3+ 3+ 4+ 4+ 4+ 4+ 4+ LOSER IS THE LOSER
§ 7 3+ 3+ 3+ 3+ 3+ 3+ 4+ 4+ 4+ 4+ . | FALLS SUBJECT TO
Q8 3+ 3+ 3+ 3+ 3+ 3+ 3+ 4+ 4+ 4 > | BACK “AND THEY SHALL
E g 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 4+ 4+ 2D6" (3) KNOW NO FEAR...”
<
10 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 3+ 4+ ORTHE
WINNER “NO RETREAT!” RULE?
CONSOLIDATES
TO WOUND CHART AP T 1P ()
TOUGHNESS NO YES
1 2 3 4 5 6 7 8 9 10
FOOTNOTES: | |
1 4+ 5+ 6+ 6+ N N N N N N (1) YOU MAY NOT CONSOLIDATE INTO BASE
2 3+ 4+ 5+ 6+ 6+ N N N N N CONTACT WITH ANY ENEMY UNIT DEg$I§(E)$ED
£ 3 2+ 3+ 4+ 5+ 6+ 6+ N N N N (2) CERTAIN UNITS DO NOT HAVE THE ABILITY
54 2+ 2+ 3+ 4+ 5+ 6+ 6+ N N N TO SWEEPING ADVANCE (i.e. TERMINATORS)
Z WINNER
o 52t 2r 2+ 3+ 4+ 5t 6+ 6+ N N (3) CERTAIN UNITS MAY FALL BACK FURTHER CONSOLIDATES
E 6 2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+ N (i.e. JUMP PACK TROOPS) f
” UP TO D6" (1)
7 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+ —
8 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+ b5+ 6+
9 2+ 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+ b5+
10 2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+
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