MOVEMENT

SHOOTING
HAND-TO-HAND COMBAT
RESERVES

PSIONICS

RALLYING

Compulsory movement and actions precede the normal turn sequence

.
Difficult ground Movement is at half rate.
Very difficult ground Movement is at % rate
Obstacles Crossing an obstacle loses a model half
distance
The first 90° is free - each additional 20° or
partis -%",

Linear obstacle - if it lies between target and firer target within 1"
Woods - inside

Craters, holes and ditches - inside

Building windows and doors - inside

Hiding models may not fire or reserve move without coming out of hiding

Large target (+3m)

Small target (-30cm)
Moving surface

Moving @rget (per full 10")
Firer wounded

Target in soft cover
Improvised weapons

Target in hard cover

A unit must make a rout test when:

The unit has lost a combat round

The unit suffers more than 1/3 of current strength as shooting and/or psychic
casualties in a single tum.

GM's discretion and as indicated in rules.

Toughness

Strength 5§ |6
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Attacker's Defender's Weapon Skill

Weapon Skiil
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Frenzied

Charging

Uphi

Following up

Crossing defended obstacle
Using more than 1 weapon
Using a weapon wrong handed
Improvised attack

To reserve move a model must:

Belong to a unit with no members within 4" of an enemy
Not shoot in its own turn

Not be in or behind cover

Not be hiding




ONS

Short Shooting to Hit | gy onom Damage | Save Type Area | Tech
Range s L Mod. [ cTH
0-12° 12-32° #1 3 1 1 - S—
Boiter 0-127 %3-24 2 +1 4 1 2]
. Ha 3 1
: = 5 T 4 1 X
v - Bl 2 ; i Z T (
8~ 6~ +1 13l 1%°
raviton n : b - !%9'! 1 -
Lasgun 12" 12-24% +1 k 1 .
gi_g,%ﬂgn [:5Fid 31 D6 it X i
1 06~ £-24" ] . X
Needier 5167 16427 i ‘ S| X
Plasma gun 0-8° 8-24" +1 -2 X
%Eﬁ'ﬁ [0 5d @%’ Z | varies Yanes X ),
huriken Catapult 0-12* 12-24° +1 4 2 X
Shing 042" 12187 1 3 X
HEAVY WEAPONS
Short Long | Shooting to Hit | g, o0 | Damage | Save Type Area | Tech
Range Range s L Mod. [ cTulslF
Auto-cannon g—%g: 20—7(2): ; g gg -3 12;; X ¥ g
amer o - - varies yari x vari
ng i A _Bee text it 2° 1 x yid :
ncher v 60" 25 AMMO Bix
2 .20° 20-40° 7 D4 271 x1x 17
maximal Wi 72" 1 D1 “lx ) L
T B i D4 “ixIx
Heavy Stub Gun .20 20-40° 4 1 *Exlx
w %7 & 5 %%
$-cannon 20" ) 9 2086 -6 4‘; X
. ) 85 4MMG il 1
Multi-laser 0-20° 20-60° +1 . ¥ 5] ~Ix-Ix
Mugimm 42" 3 +1 % ; %46: B ﬁ' x 27
¢ CLOSE COMBAYT WEAPONS
Short Long | Shooting to Hit | gy onoih | pamage | Save Type Area | Tech
Range Range s L Mod. clels
Antique Pistol -8 X
Autfgnstgl i X
-8 4 - X
Chaingword 4 x
fw 3% user X 4
Force 500 toxt X E
X -4
afted Weapon as user B X E
[———Fond Waspon ; z .
and Flamer 0-4~ 1 a % x
| Improvisad Wespon 35 user X
Las pistol -8° -1 x
_@@ 5" 3 3 T B i
euro Disruptor 0-6° see text X
R sty Pistod »8" i s X
v X
8 i X
WETS WO < X
swn-oll Shotgun var vanes | x X /%
tub Gun [05:] I g 1 2 x
X 4
Webber 04" | 48" 1 see text x
 GRENADES AND MISSILES
Short Long | Shooting to Hit | gyength | Damege | Save Type Area | Tech
Range Range [3 L Mod. [CTHIS [F
Anti- t 0-4" 4-8" x 1%" 4
> o - lad X V1
% 4 4.87 B2 3 U!G . X X
$ B % L 4% 9 5 X o}
- o0 & 3
Fra 0-47 48" 1 3 1 X ~ 4
» > X % | SEEH
aywire o B : pd T X "
" ‘;- = » "™
1a-bomb i 8" - B D6 a4 X 1
W - Z "
ma 0-4% 8" -1 5 1 X ¥
érk_om 03 ol X w L]
L8} X vanes 1]
Scare Gas uf L3 X %" T
All ranges and to hit modifiers apply to grenades only. For missiles see details of launcher. Copyight & 1587 Gamas Workatop (43 All Rights Neserved




