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				In the nightmare future of the 41st Millennium, Mankind teeters upon the brink of extinction. The galaxy-spanning Imperium of Man, beset on all sides by ravening aliens, foul traitors and Warp-spawned Daemons, looks once more to its greatest heroes to stave off the encroaching darkness. There is no time for peace. No respite. No forgiveness. There is only war. 
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				WARHAMMER 40,000

				Welcome to the grim darkness of the far future, to a galaxy of unending war, incredible heroism and bitter betrayal. In this time of turmoil and conflict, the ultimate fate of Mankind depends on you.

				Warhammer 40,000 is a tabletop game for two or more players, where you command an army of Citadel miniatures representing the Imperium of Man or one of its many enemies. This book provides you with all the rules, diagrams and examples you need to recreate and fight battles in this nightmarish future.

				As you read through the rules, you will notice some of the text is bold, like this. This highlights the most important elements of the rule in question and helps bring it to your eyes when skimming a page. This should not be mistaken for representing the whole rule though, as the surrounding text often confers context and relevant exceptions. Instead, it should be used as a quick solution to finding the essence of a particular rule. If a rule is short and concise, or is in bullet points, there will rarely be any bold text as the rule is already easy to find.

			

		

		
			
				This book is, however, only the start of your journey into games set in the 41st Millennium. Warhammer 40,000 is a vast and ever-growing hobby, and there are a host of Games Workshop publications that supplement and expand upon the rules in this book. These provide you with extra material you can incorporate into your games – detailing additional units you can deploy and missions you can play – and alternate ways to experience the war-torn 41st Millennium, exploring the depth and excitement of different battle zones and play styles in Warhammer 40,000.

			

		

		
			
				FORGING A NARRATIVE

				Throughout this book, you will see boxed out text entitled ‘Forging a Narrative’. These boxes contain advice on how to make your gaming experience even more enjoyable, and revolve around evoking the imagery and feel of the 41st Millennium. At its heart, a game of Warhammer 40,000 is a shared experience between fellow hobbyists – and it should be as enjoyable and fulfilling for all players as possible. If you stick to the advice offered in these boxes, you can’t really go far wrong!
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				WHAT’S IN THIS BOOK?

				This book contains the following sections:

				CORE RULES

				This section explains how to fight battles with your army of Citadel miniatures in the grim darkness of the 41st Millennium. The core rules cover all of the basic principles of playing a game of Warhammer 40,000, from moving your models across the battlefield to blasting your enemies with a hail of firepower, slaying your foes in brutal melees, and obliterating your victims with mystical psychic powers. 

				UNIT TYPES

				This section explores all the different unit types that describe your models. From footslogging infantry and rampaging monstrous creatures to armoured battle tanks and supersonic flyers, this section lists all the special rules that apply to these models. This section also includes rules to field the largest and most destructive units waging war on the battlefields of the 41st Millennium – super-heavy vehicles and gargantuan creatures – as well as detailing how heroic characters lead your troops to victory.

				BATTLEFIELD TERRAIN

				The Battlefield Terrain section describes how to incorporate Citadel terrain into your games of Warhammer 40,000 in order to recreate the battlefields of a war-ravaged galaxy. In addition to the rules describing the different terrain types, such as ruins, buildings and battlefield debris, this section also enables you to use fortifications in your games – towering edifices whose armoured battlements bristle with heavy weaponry.

				PREPARING FOR BATTLE

				The Preparing for Battle section brings all the rules you have read so far together and takes you through the steps of preparing a Warhammer 40,000 battle, starting with a guide to forging a battle-ready army from your collection of Citadel miniatures. It also explains how to play a Warhammer 40,000 mission; from setting up the battlefield and deploying your forces to defining how long the game will last and determining the victor at the battle’s end. All the special rules and tactical objectives that are used in games of Warhammer 40,000 are also described in this section, including twelve different missions that you can use to unleash war. 

				APPENDIX

				The appendix contains a compendium of special rules, weapon profiles and psychic powers that are frequently referred to throughout this book, as well as in numerous other Games Workshop publications, such as codexes. This section also contains a number of Battlefield Terrain datasheets that describe some of the Citadel Terrain sets that your forces are likely to battle over in your games of Warhammer 40,000.

				REFERENCE

				The final section of this book contains helpful quick-reference material, such as a summary of the turn sequence and copies of various tables from throughout the book, as well as a comprehensive index for the book itself. This section enables you to find the rule(s) you need during your games of Warhammer 40,000 quickly and simply, meaning you can get back to defending (or destroying) the Imperium without delay.
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				The Citadel miniatures used to play games of Warhammer 40,000 are referred to as ‘models’ in the rules that follow. Models represent a huge variety of troops, from noble Space Marines and brutal Orks to Warp-spawned Daemons. To reflect all their differences, each model has its own characteristics profile.

				Warhammer 40,000 uses nine different characteristics to describe the various attributes of the different models. All but one of the characteristics are rated on a scale from 0 to 10. The exception is Armour Save (Sv), which can range from 2+ through 6+ to - (for models with no Armour Save).

				MODIFIERS

				Certain pieces of wargear or special rules can modify a model’s characteristics positively or negatively by adding to it (+1, +2, etc.), subtracting from it (–1, –2, etc.), multiplying it (×2, ×3, etc.) or even setting its value (1, 8, etc.). Attacks and Wounds are the only characteristics that can be raised above 10. A model’s Initiative cannot be modified below 1, and no other characteristic can be modified below 0. 

				MULTIPLE MODIFIERS

				If a model has a combination of rules or wargear that modify a characteristic, first apply any multipliers, then apply any additions or subtractions, and finally apply any set values. For example, if a model with Strength 4 has both ‘+1 Strength’ and ‘double Strength’, its final Strength is 9 (4×2=8, 8+1=9). If a model with Strength 4 has both ‘+1 Strength’ and ‘Strength 8’, its final Strength is 8 (ignore +1 Strength and set it at 8).

				WEAPON SKILL (WS)

				This characteristic defines the close combat skill a warrior possesses. The higher the characteristic, the more likely the model is to hit an opponent in close combat. An Imperial Guardsman (a trained human warrior) has Weapon Skill 3, whilst a superhuman Space Marine might have Weapon Skill 4, Weapon Skill 5 or possibly even higher! 

				BALLISTIC SKILL (BS)

				This shows how accurate a warrior is with ranged weapons of all kinds, from pistols firing blazing bolts of plasma to earth-shaking battle cannons. The higher this characteristic is, the easier a creature finds it to hit targets with shooting attacks. An Imperial Guardsman has Ballistic Skill 3, but a hardened Militarum Tempestus Scion has Ballistic Skill 4. 

				STRENGTH (S)

				Strength gives a measure of how physically mighty a warrior is. An exceptionally puny creature might have Strength 1, while a Tyranid Carnifex has Strength 9. Humans have Strength 3. 

				TOUGHNESS (T)

				This is a measure of a model’s ability to resist physical damage and pain, and it reflects such factors as the resilience of a creature’s flesh, hide or skin. The tougher a model is, the better it can withstand an enemy’s blows. The gnarled and leathery hide of an Ork grants it Toughness 4, but an unyielding monster such as a Carnifex has an incredible Toughness of 6!

				WOUNDS (W)

				This characteristic tells us how much damage a creature can take before it dies (or is so badly hurt that it can’t fight any more – which amounts to pretty much the same thing). Most human-sized models have a Wounds characteristic of 1. Large monsters and mighty heroes are often able to withstand several Wounds that would slay a smaller being, and so have 2 Wounds, 3 Wounds or even more.

				INITIATIVE (I)

				This represents the swiftness of a creature’s reactions. Models with a low Initiative characteristic (like Orks, with Initiative 2) are slow-witted, while models with a high Initiative characteristic (for example Genestealers, with Initiative 6) react far more quickly. In close combat, Initiative dictates the order in which creatures strike.

				ATTACKS (A)

				This shows the number of times a model attacks during close combat. Most warriors and creatures have an Attacks characteristic of 1, so they will normally make one attack each in close combat, although some elite troops, monsters or heroes may be able to strike several times and have Attacks 2, Attacks 3 or more.

				LEADERSHIP (LD)

				Leadership reveals how courageous, determined and self-controlled a model is. The higher the value, the more reliable the model under pressure. A creature with a low Leadership value is very unruly or cowardly, to say the least! Elite forces, such as Space Marines, have Leadership 8 or higher, whilst cowardly troops, such as Gretchin, have Leadership 5 or less.

				ARMOUR SAVE (SV)

				A warrior’s Armour Save gives it a chance to avoid harm when it is struck or shot. Most models have an Armour Save based on what kind of armour they are wearing, so this characteristic may be improved if they are equipped with better armour. Other creatures may receive a natural save from having thick bony plates or a chitinous shell. Unlike other characteristics, the lower an Armour Save is, the better. A model can never have an Armour Save better than 2+.

			

		

		
			
				MODELS & UNITS

			

		

		
			
				‘A hundred thousand worlds, ten hundred thousand wars. There is no respite, there is nowhere to hide. Across the galaxy, there is only WAR!’
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				CHARACTERISTIC PROFILES

				Every model in Warhammer 40,000 has a profile that lists the values of its characteristics. You can find these profiles in a variety of Games Workshop publications, including codexes. 

				In the example profiles above, both the Ork and the Space Marine have Weapon Skill and Toughness 4, and they both have 1 Wound, which is the norm for man-sized creatures. 

				The Ork has a higher Attacks characteristic, representing its great ferocity in close combat, but when it comes to Ballistic Skill, Strength, Initiative, Leadership and Armour Save, the Space Marine is superior. 

				The Space Marine’s Ballistic Skill of 4 means that he will hit more often when shooting. In hand-to-hand combat, his greater Strength value gives the Space Marine a better chance of killing the Ork, and his superior Initiative means that he gets to strike first. The Space Marine has a Leadership of 8, which is slightly higher than the average. The Space Marine’s technologically advanced (and thicker) armour gives him another marked advantage over the Ork.

				Obviously, a single Ork is no match for a Space Marine when fighting one-on-one, but as Orks are inevitably found in large numbers, they are still lethal opponents, even for the superhuman Space Marines!

				ZERO-LEVEL CHARACTERISTICS

				Some creatures have been given a 0 for certain characteristics, which means that they have no ability whatsoever in that field (the same is also occasionally represented by a ‘–’).

				A model with Weapon Skill ‘0’ is incapacitated; they are hit automatically in close combat and cannot strike any blows. A model with no Attacks cannot strike any blows in close combat. A warrior with an Armour Save of ‘–’ has no armour save at all. If at any point, a model’s Strength, Toughness or Wounds are reduced to 0, it is removed from play as a casualty.

				OTHER IMPORTANT INFORMATION

				In addition to its characteristics profile, each model will have a unit type, such as Infantry or Monstrous Creature, which we discuss in more depth on page 62. It might also have an additional save of some kind, representing any special armour or mystical protection it might have, it could be carrying one or more shooting or Melee weapons or might have one or more special rules. Don’t worry about any of this for now – for the moment, it’s enough that you know to look for these aspects of the model.

				VEHICLE CHARACTERISTICS

				In the Warhammer 40,000 universe, there are many tanks, war machines and other combat vehicles, both human-built and alien. To reflect the many differences between creatures of flesh and blood and constructs of adamantium and Warp-forged metal, vehicles have many different rules and their own set of characteristics. Vehicle characteristics are described in the vehicles section.

				FORMING A UNIT

				The models that make up your Warhammer 40,000 army must be organised into ‘units’. 

				UNITS

				Warriors tend to band together to fight in squads, teams, sections or similarly named groups – individuals do not normally go wandering off on their own on the battlefields of the 41st Millennium for obvious reasons! In Warhammer 40,000, we represent this by grouping models together into units. A unit usually consists of several models that have banded together, but a single, powerful model, such as a lone character, a tank, a war engine or a rampaging monster, is also considered to be a unit in its own right.

				Unit Coherency

				Units fight in loose groups with gaps between each model. This gives the troopers (or the alien enemies of Humanity) the freedom to move over difficult terrain quickly, and enables them to take advantage of such things as minor folds in the ground, scrub, and other small features, to shelter from enemy fire. The different elements of the unit have to stay together to remain an effective fighting force. This is detailed more fully in the Movement section.

			

		

		
			
				MODELS AND BASE SIZES

				The rules in this book assume that models are mounted on the base they are supplied with. Sometimes, a player may have models in his collection on unusually modelled bases. Some models aren’t supplied with a base at all. In these cases (which are, in all fairness, relatively few and far between), you should always feel free to mount the model on a base of appropriate size if you wish, using models of a similar type as guidance.
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				WHAT’S NEXT?

			

		

		
			
				CITADEL COLLECTIONS

			

		

		
			
				Download them today, only from warhammerdigital.com

			

		

		
			
				All the rules you need for your army in one great-value digital bundle
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				PRODUCED BY THE GAMES WORKSHOP DESIGN STUDIO

				Warhammer 40,000 - The Rules © Copyright Games Workshop Limited 2015. Warhammer 40,000 - The Rules, GW, Games Workshop, Space Marine, 40K, Warhammer, Warhammer 40,000, the ‘Aquila’ Double-headed Eagle logo, and all associated logos, illustrations, images, names, creatures, races, vehicles, locations, weapons, characters, and the distinctive likenesses thereof, are either ® or TM, and/or © Games Workshop Limited, variably registered around the world. All Rights Reserved.

				No part of this publication may be reproduced, stored in a retrieval system, or transmitted in any form or by any means, electronic, mechanical, photocopying, recording or otherwise, without the prior permission of the publishers.

				This is a work of fiction. All the characters and events portrayed in this book are fictional, and any resemblance to real people or incidents is purely coincidental.

				British Cataloguing-in-Publication Data. A catalogue record for this book is available from the British Library. 

				Pictures used for illustrative purposes only.

				Certain Citadel products may be dangerous if used incorrectly and Games Workshop does not recommend them for use by children under the age of 16 without adult supervision. 

				Whatever your age, be careful when using glues, bladed equipment and sprays and make sure that you read and follow the instructions on the packaging.

				Upload date 22/01/2016
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