
 

WARHAMMER			40,000:			DARKER			MILLENNIUM		
By			the			Anonymous			Screamer-Killer,			aka			“Screaming			‘Nid			Anon”		

 

When   the   people   forget   their   duty   they   are   no   longer  
human   and   become   something   less   than   beasts.   They   have  
no   place   in   the   bosom   of   humanity   nor   in   the   heart   of   the  
Emperor.   Let   them   die   and   be   forgotten.  
 

—   from   Prime   Edicts   of   the   Holy   Synod   of   the  
Adeptus   Ministorum  

 
Welcome  to  the  core  rules  document  for  the Warhammer	        	
40k	  remake  project, Darker	 	Millennium	.  What  began  as  a    	      
simple  concept,  to  port  newer  factions  and  model  lines          
back  to  the  Second  Edition,  evolved  into  something  much          
greater.  Allow  me  to  summarize  the  goals  I  set  out  to            
accomplish:  
 
First,  create  a  new Warhammer	 	40k	  that  recaptures  the     	     
deep  �lavour  and  immersive  feel  of  the  Second  Edition,          
with  support  for  newer  models  and  factions  that  don’t  have           
of�icial   rules   from   that   era.  

 
Secondly,  (and  this  is  where  I  must  have  gone  insane,)           
update  the  game’s  mechanics  to  modern  tabletop  wargame         
design  standards  in  terms  of  turn  structure,  activation  and          
morale  rules.  In  doing  this,  I  looked  primarily  at  other           
games  developed  by 40k	 design  legends  Rick  Priestley,    	     
Andy  Chambers,  and  Jervis  Johnson,  such  as  the  various          
editions  of Epic	 	40k	, Bolt	 	Action,	  and  others.  Special   	  	     
mention,  however,  must  go  to  the  WW2  platoon  level          
combat  game Chain	 	of	 	Command	by  Richard  Clarke,  from   	 	 	     
which   these   rules   adapted   a   few   major   concepts.  

 
Third,  consolidate  the  text  to  make  it  easier  to  navigate  and            
more  accessible  for  new  players.  Some  of  the  rules  have           
also,  hopefully,  been  made  more  intuitive  to  understand,         
but  with  an  eye  on  avoiding  oversimpli�ication  of  the          
deeper  Second  Edition  mechanics  that  made  the  project         
appealing  in  the  �irst  place.  After  all,  if  you  want  an  overly             
streamlined  and  bland  game,  you  can  always  play  the          
current   of�icial   edition   of    Warhammer			40k	.  

 
Fourth,  address  balance  issues  between  different  factions        
and  unit  options,  without  stripping  out  the  narrative         
�lavour  that  makes  each  of  them  unique.  In  fact,  factions           
should   be   made   as   distinct   from   one   another   as   possible.  

 
Finally,  increase  the  amount  of  customization  available  to         
players,  so  they  can  represent  their  characters  and  armies          
on  the  tabletop  as  they  wish,  within  reason.  Kitbashing  and           
conversions  are  highly  encouraged  in  this  ruleset—you        
will  not  lose  out  on  access  to  wargear  just  because  it  didn’t             
come  in  the  model  kit.  Where  the  rules  do  place  some            
restrictions,  it  is  for  purposes  of  suiting  the  narrative  and           
encouraging   better   gameplay.  
  

	
Send  all  questions,  comments,  and  playtest  data  via  email          
to screamingnidanon@gmail.com .  If  you  are  sending       
playtest  results,  the  more  thorough  you  are,  the  more          
useful  they  will  be.  Include  the  complete  army  lists,  terrain           
layout,  and  as  much  of  a  turn-by-turn  breakdown  as  you           
can  manage.  Photos  would  be  excellent  if  you  can  provide           
them,   but   aren’t   required!  
 
Future  changes  to  this  document  will  be  in red  text ,  and            
will   be   summarized   here:  
 
CHANGELOG		
v1.00—Launch.  
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THE			MOST			IMPORTANT			RULE		
Darker	 	Millennium	  is  a  challenging  and  involving  game, 	        
with  many  outlandish  science-fantasy  elements  lending       
themselves  to  endless  possibilities.  Because  of  this  level         
of  complexity,  there  are  bound  to  be  some  situations          
where  the  rules  seem  unclear,  or  a  particular  situation          
lies  outside  the  rules  as  they  are  written.  Other  times,           
there  may  be  some  ambiguity  as  to  the  exact  angle  on            
the  Scatter  dice,  or  whether  a  model  is  just  outside  of  a             
weapon's   arc   of   �ire,   for   example.  
 
When  these  situations  occur,  players  should  agree  on  a          
fair  and  reasonable  solution  and  get  on  with  the  game  as            
quickly  as  possible.  If  no  solution  immediately  presents         
itself,  roll  off,  and  the  winner  decides!  After  the  game           
you  can  sit  down  and  discuss  what  happened.  Always          
give  your  opponent  the  bene�it  of  the  doubt  when          
dealing  with  close  calls  of  angles  and  measurement,  and          
remember  you're  playing  to  enjoy  a  challenging  battle         
with  friends,  where  the  spirit  of  the  game  is  the  most            
important  thing,  and  that  getting  hung  up  on  the  tiny           
details  has  never  made  the  experience  more  enjoyable  in          
the  history  of  tabletop  wargaming.  In  the  end,  it's  far           
more   fun   to   lose   a   friendly   game   than   to   win   at   any   cost. 	

	
THE			BASICS		
Before  you  get  started  playing Darker	 	Millennium	,  you’ll      	   
need  to  familiarize  yourself  with  some  basic  concepts  and          
ground  rules.  While  experienced Warhammer		40k	 fans  will     	    
already  be  accustomed  to  much  of  this  information,  it’s          
recommended  you  read  carefully  and  note  the  differences         
to   other   versions   of   the   game   nonetheless.  
 
DICE		
In  order  to  play,  in  addition  to  your  models  and  a  large,  �lat              
space  to  use  as  the  game  area,  you’ll  need  some  common            
gaming  implements. Darker		Millennium	  uses  six-sided  dice   	     
(d6)  primarily,  which  you  want  to  have  in  several  colours,           
but  you  will  also  need  at  least  one—and  ideally,          
two—set(s)  of  polyhedral  dice:  that’s  a  d4,  d8,  d10,  d12,           
and   d20.  
 
You  may  occasionally  be  asked  to  roll  a  dice  with  a  number             
of  sides  that  doesn’t  exist.  These  can  be  easily  simulated           
using   the   dice   you   have   in   the   following   manner:  
 
A   d2   is   simply   a   d6   roll   where   1–3   =  		1		  and   4–6   =  		2	.  
 
For   a   d3,   likewise,   1–2   =    1	;   3–4   =  		2	;   and   5–6   =    3	.  
 
You  can  use  this  same  process  with  a  d10  in  order  to             
simulate   a   d5.  
 
For  odd  numbers  such  as  a  d7  or  a  d9,  use  the  next  size               
dice  up—a  d8  and  d10,  here,  respectively—and  simply         
re-roll  any  result  that’s  “out  of  bounds”  until  you  get  one            
that   falls   within   the   proper   range.  
 

RE-ROLLS,			ROLL-OFFS,			AND			MODIFIERS		
Sometimes  a  rule  will  instruct  you  to  re-roll  some  or  all  of             
the  dice  used  in  a  test.  Unless  otherwise  stated,  if  a  result             
was  made  by  adding  several  dice  together  (e.g.  2d6),  you           
must  re-roll  all  of  those  dice  again. You		can		never		re-roll	       	 	 	 	
the		same		dice		more		than		once,	  unless  the  result  of  a  roll 	 	 	 	 	        
was  not  an  applicable  result  (as  described  previously  with          
simulating   dice   like   d7s,   or   with   tied   roll-offs,   below).  
 
When  a  roll-off  occurs,  both  players  roll  a  d6  and  the  player             
with  the  higher  result  wins.  Re-roll  ties  until  you  get  a            
winner,   except   where   the   rules   specify   otherwise.  
 
Dice  will  often  have  modi�iers  to  their  rolls,  such  as  +1  or             
-2.  Modi�iers  to  values  or  dice  rolls  are  always  applied  in            
the  following  order:  division,  then  multiplication,  then        
addition,  then  subtraction. Round	 	all	 	fractions	 	down	   	 	 	 	
unless		stated		otherwise	.  If  a  rule  mentions  a natural	roll, 	 	       	  
that  means  the  actual  result  on  the  face  of  the  dice,  before             
any   modi�iers   are   applied.  
 
SCATTER			DICE		
Older  versions  of Warhammer	 	40k	  used  a  special  dice    	      
known  as  a  Scatter  dice,  used  to  move  things  in  a  random             
direction.  In Darker		Millennium	,  however,  the  same  effect  is   	       
achieved  by  rolling  a  d10,  which  forms  an  arrow-like  point           
on  the  top  face,  while  the  number  on  the  d10  is  the  base              
distance  in  inches  that  the  object  scatters.  When  the  rules           
reference   the   use   of   a   Scatter   dice,   use   this   method.  
 
MEASUREMENT		
You  will  need  a  tape  measure  or  ruler  marked  in  inches  (“)             
and  occasionally  need  to  use  half-inch  increments.  All         
distances  in Darker		Millennium	  are  measured  between  the   	      
closest  points  of  the  bases  of  the  models  you  are           
measuring  to  or  from.  If  a  model  doesn’t  have  a  base,  or             
uses  a  �lying  stand  which  is  smaller  than  the  model’s           
footprint,  measure  from  the  closest  point  on  that  model’s          
body  or  hull  instead.  Ignore  turrets,  aerials,  banners,         
weapons,  wings,  and  other  decorative  bits  when        
determining  what  counts  as  a  model’s  body  or  hull—some          
common  sense  is  required  here,  and  keep  The  Most          
Important   Rule   in   mind!  
 
When  an  ability  says  it  affects  friendly  units  within  a           
certain  distance,  that  includes  the  unit  with  the  ability          
itself,   provided   it   is   an   eligible   target.  
 
If  a  rule  says  it  affects  models  that  are  'wholly  within'  a             
given  distance,  then  it  only  applies  if  every  part  of  that            
model's  base  or  hull  is  within  the  speci�ied  distance.  If  it            
affects units	 wholly  within  a  given  distance,  then  all  models           
in   that   unit   must   be   within   that   distance.  
 
Finally,  on  the  battle�ields  of  the  41st  millennium,  it  is           
assumed  most  warriors  have  enough  experience  with  their         
weapons  or  suf�iciently  high-tech  range�inder  equipment       
to  take  the  guesswork  out  of  judging  distances,  so  you  can            
measure   any   distance   at   any   time.  
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BLAST			MARKERS			AND			TEMPLATES		
Darker	 	Millennium	  uses  the  blast  markers  and  �lamer 	        
template  from  older  editions  of 40k	,  which  many  veteran          
players  may  have  lying  around,  but  can  also  be  found  in  the             
current   version   of    Necromunda	.  
 
Note  that  occasionally  the  rules  will  instruct  you  to  resolve           
a  blast  weapon  with  a  radius  that  doesn’t  match  up  with            
the  standard  blast  marker  sizes,  such  as  1”  or  2”.  While            
some  sets  of  transparent  blast  markers  have  smaller  inside          
rings  that  can  be  used  for  this  purpose,  such  as  the  ones             
that  were  included  in  the Assault		on		Black		Reach	 set,  not  all      	 	 	     
players  will  have  access  to  these.  In  these  instances,  you           
can  simply  place  a  small  dice  or  other  marker  on  the  table             
at  the  point  of  impact  and  measure  out  the  radius  from  its             
centre,  or  from  over  the  head  of  a  model  standing  directly            
under  the  blast.  Because  this  method  can  be  used  to           
simulate  any  size  blast  marker,  these  implements  are  not          
actually  required  to  play,  but  are  rather  just  handy  visual           
aids.  The  �lamer  template,  however,  is  a  necessity!  You  can           
print   out   the   last   page   of   this   document   for   card   copies.  
 
TOKENS			AND			COUNTERS		
Finally,  you  will  need  some  sort  of  tokens  to  mark  orders            
issued  to  your  units,  statuses  such  as hidden	, broken	  or           
weapon	 	jammed	,  and  pin  counters  such  as  small  beads  or 	          
micro  dice  (just  be  sure  they’re  distinct  enough  from  what           
you  use  to  count  wounds).  All  of  these  will  be  helpful  for             
keeping  track  of  the  game  state.  In  a  pinch,  torn  strips  of             
paper  and  pencil  will  work  for  these  sorts  of  things,           
especially  at  smaller  game  sizes,  but  future  versions  of  this           
document  will  include  token  sheets  you  can  print  out  to           
help  get  you  started  if  you  don’t  have  suitable  proxies  from            
another   game   system,   such   as    Apocalypse		  or    Necromunda	.  
 

 

ARMIES		
Battles  are  fought  between  two  opposing  sides,  with  each          
side  normally  being  controlled  by  a  single  player.  You  can           
involve  several  players  on  each  side  if  you  wish,  with  one            
player  acting  as  overall  commander  while  the  rest  each          
control  part  of  the  force,  rolling  dice  and  moving  their  own            
troops  (usually  their  own detachment	—more  on  these  in         
a  later  section).  In  the  game  rules,  however,  we  assume           
that  each  side  is  being  controlled  by  a  single  player,  and  all             
of  the  forces  under  that  player's  control  are  that  side's           
army.  All  units  in  your  army  are  referred  to  as friendly	           
units,   and   any   in   the   opposing   army   are    enemy		  units.  
	
MODELS,			UNITS,			SQUADS,			AND			TEAMS		
Models  in  your  army  are  organized  into  groups  called          
units	,  which  perform  actions  such  as  moving  and  shooting          
together.  Some  units  might  consist  of  only  a  single          
powerful  model,  while  other  units  consist  of  several         
models.  
 
Some  multi-model  units,  referred  to  as squads	,  consist  of          
two  or  more  smaller  units  known  as teams	.  Squads  and           
teams  might  be  named  differently  depending  on  the  faction          
they  hail  from,  but  these  are  the  generic  terms  we  use  in             
the  rules.  Teams  can  function  individually,  but  all  teams          
within  the  same  squad  share  a Champion ,  the  leader  that           
can  issue  them  orders,  and  so  typically  you  will  keep  teams            
from   the   same   squad   operating   close   to   each   other.  
 
UNIT			DATASHEETS		
Each  type  of  unit  in  the  game  has  a datasheet	,  which            
details  the  kinds  of  models  that  are  in  it,  how  many,  how             
they  are  divided  among  any  teams,  and  their  stats,  abilities,           
weapons,  and  wargear  options.  Below  is  an  example         
datasheet:  
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The   information   on   a   datasheet   is   presented   as   follows:  
 
1.  The  unit’s battle�ield	 	role	  is  listed  at  the  top.  This    	        
determines  how  the  unit  �its  into  your  detachments  during          
army   list   building   (see    pg			7	— Choosing			Your			Forces	).  

 
2.   Beneath   the   battle�ield   role   is   the   unit’s   name.  

 
3.  The  unit  pro�iles  list  each  type  of  model  that  is  (or  can              
be)   included   in   the   unit,   their  		characteristics	,   and   cost.  
 
4.  Unit  Composition  tells  you  how  many  of  each  type  of            
model   are   in   the   unit   and   how   any   teams   are   organized.  
 
5.  The  Wargear  section  lists  the  standard  arms,  armour          
and   other   equipment   the   models   come   with.  

 
6.  The  Options  section  contains  all  of  the  possible  ways  to            
customize  the  unit,  from  adding  additional  models  to         
exchanging   wargear.  

.  
7.  The  Defences  section  lists  any  armour  the  models  are           
wearing  and  what  saves  and  abilities  that  armour  grants          
them.  It  sometimes  includes  other  items  like  shields  and          
force   �ield   devices.  

 
8.  The  Weapons  section  has  the  characteristic  pro�iles  for          
all  of  the  default  weapons  that  models  in  the  unit  are            
armed  with.  The  pro�iles  for  other  weapons  they  may  have           
access   to   can   be   found   in   the   codex   Armoury   section.  

 
9.  Unit  Abilities  are  any  unique  special  rules  that  apply  to            
the   unit.  

 
10. Keywords	  are  “tags”  which  are  referenced  by  other          
rules.  Wherever  they  appear  in  the  rules  text  they  are           
written  in Keyword  Font  (ignore  pluralization  for  rules          
purposes).  Once  a  battle  has  begun,  there  is  no  distinction           
between  faction  keywords  and  other  keywords;  faction        
keywords   are   only   separated   for   use   in   building   army   lists.  
 

 
	
CHARACTERISTICS		
In Darker	 	Millennium	  there  are  many  different  types  of  	        
warriors,  ranging  from  the  mighty  Space  Marines  to  the          
brutal  Orks,  the  agile  Eldar  to  massive  and  dreaded          
Tyranid  Warriors.  To  represent  the  abilities  of  these         
creatures  in  game,  there  are  7  or  8  categories  that  describe            
the  various  aspects  of  their  physical  and  mental  make-up.          
These  are  called  characteristics.  The  higher  the  value  of  a           
characteristic,   the   better.   The   different   characteristics   are: 	

Rank	—This  determines  where  the  model  �its  into  its         
faction’s  command  structure,  how  far  away  it  can  issue          
orders  from,  and  how  many  orders  it  can  issue  in  an            
activation.  It  also  determines  which  models  are  eligible  to          
be  your  army’s  Warlord.  Unlike  other  characteristics,  Rank         
is  listed  using  Roman  numerals,  to  remind  you  it  can  never            
be   modi�ied   during   battle.  
 
Movement	 	(Mv)	—This  shows  the  base  number  of  inches 	        
the  model  can  move  on  the  tabletop  under  normal          
circumstances,  before  applying  modi�iers  for  things  like        
running   or   moving   through   harsh   terrain.  
 
Weapon	 	Skill	 	&	 	Attacks	 	(WS	 	+A)	—De�ines  how  skilled 	 	 	 	 	    
the  model  is  with  its  weapons  in  close  combat  and  how            
often  it  attacks  with  them,  or  simply  how  determined  and           
vicious   it   is.  
 
Ballistic		Skill	 	(BS)	—Shows  how  accurate  a  model  is  with 	 	        
ranged  attacks,  such  as  guns  and  thrown  grenades,         
although  it  also  includes  a  measure  of  the  warrior’s          
technical   competence   with   its   weapons   and   ammo   supply.  
 
Toughness	 	(T)	—Measures  the  model’s  ability  to  resist 	       
injury  and  pain,  and  includes  such  factors  as  thickness  of           
its  hide  and  its  natural  healing.  In  contrast  to  armour,           
which  is  a  measure  of  hardness  and  ability  to  de�lect           
damage,  Toughness  is  usually  representative  of  a  model’s         
raw   mass,   or   ability   to   absorb   damage   without   caring.  
 
Wounds		(W)	—Shows  how  much  damage  a  model  can  take 	         
before  it  dies  or  is  so  badly  hurt  it  cannot  �ight  anymore.             
This  often  represents  some  measure  of  heroic  willpower  to          
keep   �ighting   rather   than   simply   physical   endurance.  
	

Armour	 	Value	 	(AV)	—This  characteristic  replaces 	 	    
Toughness  and  Wounds  for  certain  models  such  as         
Vehicles    and    Constructs .   See    pg			xx		  for   details. 	

	
Initiative		(I)	—Indicates  how  alert  and  perceptive  a  model 	        
is  and  how  fast  it  can  react.  Initiative  is  also  used  to             
determine  from  how  far  away  a  model  can  detect  hidden           
enemies.  In  close  combat,  Initiative  gives  faster  models  an          
edge   over   slower   ones.  
	
Leadership	 	(Ld)	—A  model  with  high  Leadership  is 	       
steadfast,  courageous,  and  self-controlled—a  model  with       
low  Leadership  is  the  opposite!  Models  with  high         
Leadership  are  resistant  to  breaking  and  can  lead  their          
units   with   greater   reliability.  
 

DESIGNER’S	 	NOTE	—Some  models  have  been  given  a 	       
dash  (–)  for  certain  characteristics,  which  means  they         
have  no  ability  whatsoever  in  that  �ield.  This  usually          
applies  to  creatures  unable  to  use  missile  weapons,  and          
so  they  will  have  ‘BS  –’,  but  it  might  equally  well  apply  to              
other  characteristics  too,  such  as  a  defenceless  model         
having   –   for   WS   and   Attacks.  
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GETTING			STARTED		
Darker		Millennium	isn't  as  daunting  as  it  may  look  at  �irst— 	 	          
you  don't  need  to  learn  everything  before  you  start  to  play!            
All  you  need  to  do  is  skim  the  rules  to  familiarize  yourself             
with  the  general  �low  of  the  game  and  then  start  off  by             
playing,  consulting  the  relevant  part  of  the  rules  text  when           
you  need  to  look  something  up—it  might  be  a  bit  slow  at             
�irst  but  it's  the  best  way  to  learn.  As  you  master  the             
mechanics  of  the  game,  dice  rolling  and  resolving  combats          
will  happen  more  quickly  and  naturally,  and  you'll  be  able           
to  spend  more  time  deliberating  on  your  choices  as  a           
commander   rather   than   working   out   their   results.  
 

 
 
BEFORE			THE			BATTLE		
You'll  need  to  do  four  things  before  the  battle  can           
commence:  
 

1. Choose   the   game   size.  
2. Set   up   the   battle�ield.  
3. Roll   for   your   mission   objectives.  
4. Select   your   armies.  

 
While  this  is  the  usual  order  these  steps  are  handled  in,            
only  Step  1  actually  needs  to  be  done  �irst.  Some  players            
might  prefer  to  determine  their  objectives  before  setting         
up  the  battle�ield,  or  write  their  army  lists  before  either  of            
these.   Whatever   works   best   for   your   games   is   �ine.  
 

SIZE			OF			THE			BATTLE		
When  you  choose  your  forces  you  do  so  by  picking  units  up             
to  a  certain  points  value.  Every  type  of  warrior,  vehicle,           
forti�ication,  or  piece  of  wargear  has  a  points  value  that           
approximates  how  powerful  it  is.  The  more  potent  a          
model's   weapons,   abilities   and   armour,   the   more   it   costs.  
 
While  setting  up  the  battle,  agree  with  your  opponent  on  a            
total  points  value  per  side.  Each  player  will  pick  their           
forces  from  the  appropriate  faction  datasheet  lists,  up  to          
the  agreed  points  value.  The  total  value  of  your  army  may            
be  less  than  the  agreed  amount but	 	it	 	cannot	 	be	      	 	 	 	
more	—you  will  often  be  a  few  points  short  simply  because           
there   is   nothing   left   to   spend   the   last   few   odd   points   on.  
 
As  a  rule  of  thumb,  a  battle  between  two  armies  worth            
1000  points  each  can  be  fought  in  an  evening.  A  battle            
between  two  1500  or  2000  point  armies  will  last  for  an            
afternoon  or  a  long  evening.  A  battle  of  3000  points  each            
will  probably  take  a  full  day  to  �ight.  It's  up  to  you,  the              
players,  to  decide  how  big  a  battle  you  want  to  �ight,            
depending   on   the   space   and   time   you   have   available!  
 
PREPARING			THE			BATTLEFIELD		
Before  the  opposing  forces  clash  you  need  to  prepare  a           
tabletop  or  an  area  of  �loor  as  a  gaming  area  to  battle             
across.  The  size  of  the  area  needed  depends  on  the  size  of             
the   game:  
 
500–1000   point   games   can   be   fought   over   a   4’   by   4'   space.  
 
1000–2000  point  games  will  be  better  played  on  a  6’  by  4'             
battle�ield.  
 
At   2000–3000   points,   at   least   8’   by   4'   is   recommended.  
 
If  you’re  determined  enough  to  organize  a  rare,  apocalyptic          
scale  battle  with  a  points  limit  greater  than  3000,  with           
multiple  players  per  side,  you  can  use  a  U-shaped  set-up  of            
three  6'  by  4'  tables  as  pictured  below,  with  a  gap  for             
players  to  stand  and  reach  towards  the  table  centres  (for           
maximum  immersion  you  can  model  the  edges  around  this          
gap   as   a   beach,   riverbank   or   sheer   cliff   faces).  
 

 
Additional  rules  for  large  multi-table  games  with        
particularly  big  models  (such  as  Imperial  Knights)  may  be          
included   in   a   future    Darker			Millennium		  expansion.  
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TERRAIN			FEATURES		
Once  you  have  your  gaming  space  set  out,  you  need  to            
populate  it  with  terrain.  A  tabletop  or  �loor  represents  just           
a  �lat,  featureless  plain  without  any  of  the  rocks,  ruins,           
woods,  hills  and  so  forth  which  break  up  battle�ields  in  real            
life.  Terrain  is  extremely  important  for  two  reasons.  First,          
well-modelled  terrain  makes  the  game  look  much  better.         
Until  you've  played  a  game  with  varied  and  interesting          
terrain  of  a  good  quality,  you  just  can't  appreciate  what  a            
massive  difference  it  makes.  Some  wargamers  refer  to         
terrain  as  the  "third  army"  in  a  battle,  and  it  should  be             
treated  with  the  same  level  of  care  and  importance  in           
selection,   modelling   and   painting.  
 
The  second  reason  that  terrain  is  so  important  is  that  it            
breaks  up  the  lines  of  sight  and  �ields  of  �ire  when  you  are              
playing  the  game,  and  creates  areas  that  inhibit  movement          
for  certain  unit  types.  This  bene�its  more  diverse  armies          
that  use  a  combined  arms  approach,  with  some  units          
better  at  range,  others  at  melee,  some  at  maneuvering          
quickly  through  dense  terrain  and  others  at  dominating         
the  open  spaces,  all  having  their  tactical  niche  to  play  in            
the  battle.  If  there  isn't  enough  terrain,  certain  units  tend           
to  overperform  and  cause  the  game  to  degenerate  into  a           
static  shooting  match,  rather  than  a  dynamic  and  exciting          
game  where  proper  direction  of  your  forces  is  key.  In           
general, the		denser		the		terrain,		the		better	 the  experience  	 	 	 	 	    
will   be,   almost   without   exception.  
 
It  is  recommended  to  have  at  least  two  or  three  6"  by  4”              
pieces  of  terrain  per  square  foot  of  the  table.  These  could            
be  combined  into  one  large  piece  or  spread  out  as  many            
smaller  pieces,  as  long  as  a  total  area  of at		least		a		third		to	         	 	 	 	 	
a		full		half		of		the		board	  is  covered.  You  can  use  even  more 	 	 	 	 	         
terrain  than  this,  but  treat  this  as  the  bare  minimum  for  a             
fair  and  fun  game.  As  a  broad  guideline,  some  pieces  of            
terrain   might   be:  
 

🕂 A  sizeable  hill,  partially  intact  building,  marsh,        
muddy  pit,  section  of  woods  or  jungle,  a  copse  of           
petri�ied  forest,  a  �ield  of  tall  grass  or  crops,  or           
even  a  “�ield”  of  poles  with  cruci�ied  heretics  or          
sacri�ices   to   the   Chaos   Gods,   etc.  
 

🕂 Two  large  items  like  blast  craters,  industrial        
spires,  towering  trees  or  fungi,  monolithic  alien        
obelisks,   wrecked   vehicles,   cargo   containers,   etc.  
 

🕂 Three  or  four  ruined  wall  sections,  piles  of  scrap          
yard  debris,  sandbag  emplacements,  tank  traps,       
portable   defence   lines,   etc.  
 

🕂 Four  or  �ive  individual  medium-sized  statues,       
pallets  of  fuel  drums  and  ammo,  iron  hedgehogs,         
alien   plants,   heaps   of    corpses,   etc.  
 

🕂 A  12"  long  continuous  section  of  trenches,  low         
walls,  aqueducts,  pipes,  hedges,  razorwire,  or  a        
stream/river   (of   water,   toxic   sludge,   blood...),   etc.  

  

If  you  are  playing  using  a  lot  of  vehicles  and  large  models,             
you  may  wish  to  limit  the  amount  of  impassable  terrain           
features  like  solid  walls,  rocks,  or  other  obstacles  that  can’t           
be  driven  over  or  through,  to  about  25%  of  the  table.            
However,  if  both  players  are  using  almost  entirely  infantry          
forces,  feel  free  to  make  the  battle�ield  as  labyrinthine  as           
you  like,  as  long  as  there  are  multiple  movement  paths           
available   to   and   from   any   given   part   of   the   board.  
	
TERRAIN			PLACEMENT		
When  it  comes  to  the  layout  and  placement  of  the  terrain,            
there  are  a  few  ways  to  go  about  this.  One  popular  method             
is  for  one  player  to  set  up  the  terrain  and  then  for  the  other               
player  to  decide  which  edge  of  the  table  they  want  to  �ight             
from—their  opponent  will  of  course  start  with  the         
opposite  table  edge.  This  should  ensure  that  terrain  is  laid           
out  in  a  fairly  even-handed  manner  and  not  confer  too           
much   of   an   advantage   to   either   side.  
 
Another  system  is  for  players  to  roll  off,  then,  starting  with            
the  winner,  alternate  placing  terrain  pieces  until  one  player          
decides  they  don't  want  to  add  any  more.  After  this  the            
other  player  can  place  up  to  one  more  piece.  Placement           
must  follow  two  simple  rules:  Every  second  piece  of  terrain           
a  player  puts  down  must  be  more  than  12"  from  any  table             
edge,  and  neither  player  can  stop  placing  terrain  until          
there  are  at  least  a  half  dozen  pieces  that  are  more  than             
12"  from  any  table  edge.  Remember,  a  'piece'  of  terrain  is            
de�ined  as  roughly 6"		by		4"		of		area		or		bigger	  and  can  be    	 	 	 	 	 	     
made   up   of   several   smaller   features.  
 
Lastly  if  both  players  agree,  terrain  can  be  shifted  around  a            
bit  to  create  a  more  aesthetically  pleasing  set-up—you  may          
want  to  ensure  that  a  road  or  catwalk  terminates          
realistically  at  a  structure,  for  example,  or  to  move  a           
swamp  slightly  out  of  the  way  and  so  on.  The  guidelines            
given  here  are  really  just  to  make  sure  no-one  gets  an            
unfair  advantage  from  terrain  set-up,  without  enforcing        
strict  and  unsightly  symmetrical  battle  layouts.  Your  goal  is          
to  create  an  atmospheric  battle�ield  of  the  grimdark  far          
future—not  something  that  looks  like  a  sports  arena.  Make          
it   interesting,   uneven,   and   messy.   
 
This  is  also  a  good  point  in  time  to  go  over  and  clarify  with               
your  opponent  which  terrain  keywords  each  feature  has.         
The  effects  of  these  will  be  covered  in  later  sections,  but            
they  are  summarised  on pg		xx	— Terrain		Effects		Summary	.     	 	 	  
Once  this  is  done,  players  roll-off  to  determine  who  will           
choose  their  table  edge,  with  the  opponent  receiving  the          
opposite   edge.  
 
Some  further  tips:  Try  to  place  large  or  tall  pieces  of            
terrain  closer  to  the  centre  of  the  table.  This  will  block  line             
of  sight  across  the  table  and  stop  troops  with  long  range            
heavy  weapons  from  being  too  oppressive.  For  similar         
reasons,  you  should  avoid  placing  high  buildings  or  hills  on           
the  edge  of  the  table  if  possible.  If  you  can't  help  it,  then              
place  another,  taller  building  or  feature  in  front  of  the  one            
on   the   edge   to   block   off   some   of   the   lines   of   sight.  
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When  placing  walls  or  hedges,  leave  some  ruined  gaps  for           
models  to  move  through.  Likewise,  streams,  ditches  and         
rivers  will  need  points  where  troops  can  cross  somehow,          
be  it  a  bridge  or  shallow  ford.  Some  multi-level  ruins           
should  have  jury-rigged  ladders  or  ramps  to  reach  the          
upper  �loors,  as  unlike  other  versions  of Warhammer		40k	,        	  
not  all  troops  can  simply  climb  up  sheer  vertical  surfaces           
to  reach  these  spaces!  However,  it's  �ine  if  you  leave  some            
high  places  inaccessible  to  the  foot  soldiers,  as  these  create           
areas  of  tactical  advantage  for  specialist  units  with  wings,          
jump  packs,  grapnel  launchers  and  the  like  to  �ight  over  or            
use  as  escape  routes.  The  key  idea  is  to  have  variety—and            
the   more   terrain   you   use,   the   more   you   can   vary   it   as   well.  
 
Over  time,  as  you  �ight  more  battles,  you  will  begin  to  get             
an  idea  for  how  much  terrain  is  the  right  amount.  Try  new             
set-ups,  experiment  and  �igure  out  what  leads  to  the  best           
games  for  you.  If  you  �ind  armoured  vehicles  and  heavy           
weapons  tend  to  decide  the  victor  more  often,  increase  the           
amount  of  cover  and  line  of  sight  blocking  features  on  the            
board.  Technologically  advanced  armies  aren’t  meant  to        
�ight  in  the  open  at  close  range...  the  weaponry  of  the  far             
future   is   simply   too   deadly.  
 

  

MISSION			OBJECTIVES		
With  your  battle�ield  in  order,  it’s  time  to  determine          
mission  objectives.  To  represent  the  different  �ighting        
methods,  doctrines,  goals  and  psychology  of  the  various         
races  of  the  41st  millennium,  your  mission  objectives  are          
always  unique  to  your  faction.  You  will  �ind  them  in  the            
Strategy  section  of  the  faction’s  codex.  Each  player  rolls  on           
their    Mission			Objective			Table		  and   notes   down   the   result.  
 
Be  aware  that  sometimes,  objectives  will  be  generated  that          
may  not  be  appropriate  to  the  terrain  set-up  of  your           
battle�ield.  When  this  is  the  case,  you  can  either  re-roll           
until  you  get  a  more  �itting  result,  or,  if  your  opponent            
approves,  you  can  make  some  last  minute  adjustments  to          
the   terrain   as   necessary.  
 
CHOOSING			YOUR			FORCES		
Players  now  assemble  their  armies  from  their  collection  of          
models,  up  to  the  previously  determined  points  limit,  by          
selecting  units  from  their  faction’s  datasheet  list  and  �itting          
them   into   one   or   more   of   that   faction’s    detachments	.   
 
Detachments  are  found  in  the  faction’s  codex,  and  consist          
of  a  number  of  slots,  which  correspond  to  the  different           
battle�ield  roles  a  unit  can  have.  At  the  time  of  writing,            
there  are  six  possible  battle�ield  roles: HQ	, Troops	, Elites	,          
Fast	 	Attack	, Light	 	Support	,  and Heavy	 	Support	.  Each 	  	   	   
detachment  type  will  have  an  organizational  chart  that         
tells  you  how  many  of  each  slot  it  requires  and  how  many             
optional  slots  can  be  �illed,  as  well  as  any  particular           
restrictions  or  bene�its  that  apply  to  that  detachment  and          
the   units   in   it,   and   the   number   of   command   dice   it   gets.  
 

Sometimes  a  datasheet  will  include  the  option  to  take  a           
Dedicated	 	Transport	  unit.  These  do  not  use  up  a 	         
separate  detachment  slot  from  the  unit  they  are         
purchased  for,  even  if  that  transport  unit  has  a  different           
battle�ield  role.  Datasheets  which  list  their  battle�ield        
role  as  Dedicated  Transport  can  only  be  taken  in  this           
manner,  while  datasheets  with  other  roles  can  be  taken          
individually   in   a   detachment   slot,   if   you   choose.  

 
THE			WARLORD		
Finally,  while  constructing  your  army  list,  you  must  assign          
one  model  to  be  the  overall  commander—the Warlord	.         
This  must  be  the  model  with  the 	highest		Rank	.  If  multiple       	 	    
models  are  tied  for  highest  Rank,  use  the  highest          
Leadership	 	value	  among  these  as  the  tiebreaker.  If  there 	         
is  still  a  tie,  you  may  choose  which  of  these  is  the  Warlord.              
Be   sure   to   note   it   down   on   the   army   list.  
 
FINAL			CHECK		
After  both  sides'  army  lists  are  written,  it’s  a  good  idea  to             
swap  them  with  your  opponent  and  have  a  �inal  look  over            
just  to  make  sure  everything’s  in  order  and  to  know  what            
you’re  up  against.  When  both  players  are  satis�ied,  let  the           
battle   begin!  
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THE			TURN			SEQUENCE		
Darker			Millennium		  is   played   over   a   series   of   turns   with  
each   turn   split   up   into   several   phases.   Both   players   will  
typically   take   action   during   each   phase,   with   the   exact  
order   being   determined   by   the   First   Player   designation  
and   the   speci�ic   steps   in   that   phase.  
 

1) Command			Phase		
Determine   First   Player,   ready   detachments   in  
reserve,   generate   command   pools,   activate  
units,   and   issue   orders. 	
 

2) Action			Phase		
Players   resolve   the   actions   for   each   of   their  
units.   The   Action   Phase   is   split   up   into   6  
sub-phases,   with   play   alternating   in   each  
sub-phase.   Units   targeted   by   an   enemy   action  
before   they   have   acted   may   attempt   to   react.  
 
Movement			Sub-phases		

I. Compulsory   moves   are   resolved.  
II. Units   with   Run   orders   are   moved.  

III. Units   with   Advance   orders   are   moved.  
 

Combat			Sub-phases		
IV. Units   with   Fire   orders   may   shoot.  
V. Units   with   Advance   orders   may   shoot.  

VI. Close   combats   are   resolved.  
 

3) Psychic			Phase		 
[The			Psychic			Phase			will			be			implemented			in			a		
future			version			of			the			rules.]	 

 
4) Onslaught			Phase		

Players   that   Seize   the   Initiative   generate   a   new  
command   pool   and   activate   units   as   in   the  
Command   Phase.   All   of   the   same   sub-phases   as  
the   Action   Phase   are   resolved   again.   Units   have  
a   harder   time   reacting.  

 
THE			COMMAND			PHASE		
During  the  Command  Phase,  planning  is  key.  Players  will          
take  the  role  of  their  commanders  and  make  many  of  the            
tactical  decisions  that  will  affect  how  the  rest  of  the  turn            
plays   out.   There   are   four   steps   in   the   Command   Phase:  
 

1. Determine   First   Player.  
2. Ready   detachments.  
3. Generate   command   pools.  
4. Activate   units   and   issue   orders.  

 
DETERMINING			FIRST			PLAYER		
At  the  start  of  the  turn,  both  sides  roll  a  d6  and  add  their               
army’s strategy		rating	.  Each  faction’s  base  strategy  rating  	       
is  located  in  the  Strategy  section  of  that  faction’s          
codex—note,  however,  that  this  number  can  sometimes  be         
modi�ied   by   the   abilities   of   certain   models   in   the   army.  
 

If  one  player  rolls  a natural		6	 and  their  opponent  does  not,      	       
that	 	player	 	wins	 	the	 	roll	 	automatically	,  regardless  of 	 	 	 	 	    
strategy  rating  modi�iers.  If  both  players  roll  natural  6’s,          
use  the  modi�ied  results  as  normal.  Re-roll  any  ties  until           
you  get  a  winner  during  the  �irst  turn—in  later  turns,  the            
player   who   won   the   roll   in   the   previous   turn   loses   on   a   tie.  
 
The  winner  of  this  roll  decides  whether  they  will  be  First            
Player  or  whether  they  will  designate  their  opponent  as          
the  First  Player.  This  comes  with  both  advantages  and          
disadvantages,  as  you  will  see  after  playing  a  few  games!           
Sometimes  it’s  better  to  remain  �lexible  and  wait  until  after           
the  opponent  issues  their  orders  before  deciding  how  to          
respond,  while  other  times  you  prefer  to  shoot  �irst  when           
both  sides  have  stationary  units  prepared  to  �ire,  as  just           
one  example.  Balancing  these  tactical  considerations  is  an         
important  choice  you  have  to  make  as  a  commander  each           
turn   in   which   you   win   the   roll.  
 
READYING			DETACHMENTS		
At  the  beginning  of  a  battle,  neither  player’s  armies  are  yet            
deployed  to  the  table.  Their  forces  are  said  to  be  in            
reserve	,  moving  up  to  positions  from  which  to  launch  the           
assault.  
 
During  this  step  of  the  Command  Phase,  the  First  Player           
chooses  one  of  their  detachments  in  reserve,  and  declares          
it   is    readied	.   Their   opponent   then   does   the   same.  
 
A  readied  detachment  is  one  that  is  waiting  just  outside  the            
engagement  zone  and  is  prepared  to  storm  the  �ield  as           
soon  as  the  order  is  given.  During  the  next  step  of  the             
Command  Phase,  players  only  generate  command  pools  for         
readied  detachments  and  present  detachments  (ones  with        
units  already  on  the  battle�ield),  not  for  detachments  that          
are  still  in  reserve.  In  smaller  games,  this  means  both  sides            
have  the  chance  to  deploy  most  of  their  forces  during  the            
�irst  turn.  In  larger  battles,  the  violence  will  escalate          
incrementally  turn-by-turn  as  more  detachments  arrive  to        
take   part   in   the   �ighting.  
 
GENERATING			COMMAND			POOLS		
Each  detachment  has  a  number  of command		dice	 listed  on       	    
its  organizational  chart.  At  this  step  in  the  Command          
Phase,  players  now  roll  the  command  dice  for  each  of  their            
readied  or  present  detachments.  The  results  of  these  rolls          
form  the command	 	pools	—these  are  dice  that  you  can   	       
assign  to  various  purposes,  such  as activating	  your  units,          
which  allows  you  to  order  them  directly,  or  allows  leaders           
to   issue   orders   to   other   units   nearby.  
 
Some  results  can  instead  be  used  to  gain command		points	        	 	
(CP)	,  a  resource  used  for  special  abilities  called         
stratagems	, which  represent  tactical  tricks  and  exploits 	       
that   can   give   you   an   advantage   over   your   enemy.  
 
The  rarest  results  in  the  command  pool  will  allow  you  to            
reliably  interrupt  your  opponent’s  actions  or  even  to         
activate   some   units   twice   in   the   same   turn!  
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THE			COMMAND			POOL			TABLE		

RESULT		 EFFECT		

1		 Activate			a			team		  and   give   it   a   standard   order.  

2		 Activate			a			squad		  and   give   it   a   standard   order,    OR		   activate			a			team		  and   give   it   any   order.  

3		 Activate			a				Champion .   It   can   issue   orders   to   teams   in   its   squad   according   to   its   Rank.  

4		 Activate		   a		   Character .   It   can   issue   orders   to   units   in   its   detachment   according   to   its   Rank.  
OR	,   if   your   Warlord   is   alive   and   on   the   battle�ield,   you   may   discard   this   dice   and    gain			a			command			point	.  

5		 Discard   this   dice   and    gain			a			command			point	.  

6		

Set   aside   all   6’s   rolled.   During   your   turn,   you   can   spend   them   to   achieve   one   of   the   following   effects:  
 
Swift			Reaction	—Discard   a   6   from   your   command   pool   in   order   to    automatically			pass			a			reaction			test		  for  
one   of   your   units   without   needing   to   roll   the   dice.  
 
Seize			the			Initiative	—At   the   start   of   the   Onslaught   Phase,   discard   multiple   6’s   from   your   command   pool  			to  
roll			a			new			command			pool	.   You   can   then   use   those   dice   as   in   the   Command   Phase,   to   gain   command   points  
and   activate   units   again,   even   units   that   were   already   activated   in   the   same   turn.  

᛭ If   you   discarded    three			or			more			6’s	,   immediately    roll			on			your			faction’s			event			table		  as   well.  
᛭ If   you   discarded    four			or			more			6’s	,   immediately  			gain			d6			command			points		  as   well.  

 
Urgent			Command	—During   the   Onslaught   Phase,   discard   a   6   from   your   command   pool   in   order   to   allow   one  
of   your   activated    Champions    or    Characters    to    issue			one			further			order	,   up   to   their   normal   maximum   (in  
the   Onslaught   Phase,   these   models   can   otherwise   only   issue   one   order,   regardless   of   Rank).  

 
COMBINING			ACTIVATION			DICE		
Results  1–4  in  the  command  pool  are  known  as activation	         	
dice	.  You  can  combine  results  from  multiple  activation  dice          
to  form  a  higher  result,  but  this  cannot  exceed  4.  For            
example,  you  could  combine  a  1  and  a  2  to  form  a  single              
activation   dice   of   3,   or   treat   a   pair   of   2’s   as   a   4.  
 
You  cannot,  however,  split  up  a  larger  dice  result  into           
multiple  smaller  ones.  This  means  that  as  your  army’s          
Champions  and Characters  are  killed  off,  you  may         
encounter  more  and  more  “dead  rolls”,  paralysing  your         
force  as  the  command  hierarchy  breaks  down!  For  this          
reason  (among  others),  it’s  important  to  keep  these  higher          
ranking   models   alive   for   as   long   as   possible.  
 
LIMITATIONS			OF			COMMAND		
Even  the  most  effective  commanders  have  upper  limits  to          
how  quickly  they  can  direct  their  troops  on  the  battle�ield,           
due  to  the  inherent  dif�iculties  of  maintaining  a  broad          
perspective  while  in  combat  on  the  frontlines,  or  swiftly          
relaying  sudden  changes  of  plan.  This  plateau  of  leadership          
ability   is   represented   by    limited			command			dice	.  
 
Any  time  a  command  pool  has more		than		�ive		dice	 in  it,  all       	 	 	     
of  the  dice  beyond  the  initial  �ive  are  known  as  limited            
command  dice,  and  must  be  identi�iable  as  such  (by  using  a            
separate  colour  for  them,  etc.)  Limited  command  dice  can          
only  be  used  as  activation  dice; any		results		of		5		or		6		on		a	      	 	 	 	 	 	 	 	
limited			command			dice			are			discarded			with			no			effect	.  

 
	

Pict-capture   from   the   Battle   of   Tyrok   Fields,   planet  
Cadia,   circa   999.M41  
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COMMAND			POINTS			AND			STRATAGEMS		
As  stated  previously,  command  points  (CP)  are  a  resource          
acquired  through  the  command  pool  that  allow  you  to  pay           
for  special  abilities  known  as  stratagems.  A  list  of  the           
stratagems  that  are  available  to  your  faction  can  be  found           
in   the   Strategy   section   of   the   codex.  
 
THE			‘FORCE			COHESION’			RULE		
If  one  side  has  fewer  detachments  than  their  opponent,          
they  begin  the  battle  with +5	 	command	 	points	  for  each      	 	    
detachment  by  which  they  are  outnumbered.  This        
represents  the  ease  of  coordination  and  more  ef�icient         
logistics  of  a  smaller,  elite  force,  and  helps  to  offset  the            
quicker  command  point  generation  of  an  opponent  with         
more  command  pools  to  roll.  These  bonus  command         
points  can  be  divided  among  the  players  detachments  as          
they   see   �it   (see   below).  
	
MULTIPLE			COMMAND			POOLS		
In  larger  games  where  players  �ield  multiple  detachments,         
it  is  important  to  track  each  detachment’s  command         
pool—and  its  command  points—separately. Dice	 	cannot	    	 	
be	 	swapped	 	or	 	shared	 	between	 	different	 	command		 	 	 	 	 	 	
pools	,  and  CP  can  only  be  spent  to  use  stratagems  if  they             
were  generated  by  a  detachment  that  shares  a  faction          
keyword   with   that   stratagem.  
 
For		example,	 	an		Imperium		player		has		a		detachment		of		Space		 	 	 	 	 	 	 	 	 	
Marines	 	(identi�ied		by		the	Adeptus  Astartes 	keyword)		and		 	 	 	   	 	 	
another	 	of	 	Imperial	 	Guard	 	(aka	Astra  Militarum ).	 	During		 	 	 	 	   	 	
the	 	Command	 	Phase	 	of	 	the	 	second	 	turn,	 	both	 	of	 	these		 	 	 	 	 	 	 	 	 	
detachments	 	are	 	readied,	 	and	 	the	 	player	 	rolls	 	a	 	command		 	 	 	 	 	 	 	 	
pool			for			each			of			them.		
	
The		Space		Marine		detachment		rolls		two		5’s,	 	generating		2CP		 	 	 	 	 	 	 	 	
(we	 	will	 	assume	 	they	 	already	 	used	 	any		CP		that		might		have		 	 	 	 	 	 	 	 	 	 	
been		generated		for		the		Space		Marines		in		the		previous		turn).		 	 	 	 	 	 	 	 	 	
The	 	Imperial		Guard		detachment		rolls		a		single		5,	 	generating		 	 	 	 	 	 	 	 	
only		1CP.		If	 	that		player		wanted		to		use		any	Astra  Militarum 	 	 	 	 	 	 	 	 	   	
stratagems		this		turn,		they		would		only		be		able		to		spend		up		to		 	 	 	 	 	 	 	 	 	 	 	
1CP	 	on	 	them.	 	Likewise,	 	they	 	could	 	spend	 	only	 	2CP	 	on	 	any		 	 	 	 	 	 	 	 	 	 	
Adeptus  Astartes stratagems.	 	However,	 	because	 	both	    	 	 	 	
detachments		share		the	Imperium keyword,		that		player		could		 	 	   	 	 	 	
spend	 	up	 	to	 	3CP	 	in	 	order	 	to	 	use	 Imperium 	stratagems,	 	by		 	 	 	 	 	 	 	 	 	 	
drawing			from			both			detachments’			command			point			banks.		
	
When	 	it	 	comes	 	to	 	activating	 	their	 	units,	 	the	 	separate		 	 	 	 	 	 	 	 	
detachments	 	are	 	on	 	their	 	own,	 	and	 	cannot	 	draw	 	on	 	each		 	 	 	 	 	 	 	 	 	
other's	 	command	 	pools	 	in		any		way	— this		is	 	the		case		even		if		 	 	 	 	 	 	 	 	 	 	
they	 	were	 both	 	Imperial		Guard		detachments		with		all	 	of		the		 	 	 	 	 	 	 	 	 	
same	 	faction	 	keywords!	 	We	 	will	 	take	 	a	 	look	 	at	 	how		 	 	 	 	 	 	 	 	 	
activation			works			next.	 
 

A   commander   must   have   the   courage   to   see   his   plan  
through,   for   good   or   ill.   Wars   are   won   or   lost   when   the  

battle   lines   are   drawn.  
 

—   Tactica   Imperialis  

  

ACTIVATING			UNITS		
The  First  Player  now  spends  activation  dice  by  assigning          
each  of  them  to  a  unit  or  model  of  the  appropriate  type—a             
team,  squad, Champion ,  or Character ,  in  the  case  of  a  1,            
2,  3,  or  4,  respectively.  You  don’t  need  to  use  all  or  even  any               
of  your  activation  dice,  but  any  unspent  activation  dice  are           
discarded   from   the   command   pool   at   the   end   of   the   phase.  
 
When	 	an	 	activation	 	dice	 	of	 	1	  is  assigned  to  a  team,  you 	 	 	 	 	        
simply  give  that  team  one  of  the  three  standard  orders.  By            
using  a  2  from  the  command  pool  to  activate  a  team,  you             
may  opt  to  give  it  a  special  order  instead.  The  different            
orders   are   covered   in   the   next   section.  
 
To	 	activate	 	a	 	squad	 	using	 	a	 	2	  from  the  command  pool, 	 	 	 	 	 	      
two  or  more  teams  from  that  squad  must  be  within  4"  of             
each  other—this  is  called squad		coherency	  distance,  and     	    
it  allows  those  teams  to  be  treated  as  a  single  unit  for             
activation  (or  when  receiving  an  order  from  a  higher          
ranking  model,  as  discussed  below).  If  a  squad  has  more           
than  two  teams,  and  some  of  them  are  outside  of  squad            
coherency,   those   teams   are   unaffected   by   this   activation.  
 
When	 	assigning	 	an	 	activation	 	dice		of		3		or		4	,  instead  of 	 	 	 	 	 	 	 	    
giving  an  order  to  the  activated  model,  that  model  is  able  to             
issue  orders  to  the  troops  under  its  command.  In  the  case            
of  a Champion ,  this  means  the  teams  within  its  squad,  or            
itself  if  it  is  not  within  team  coherency  (see  below);  for  a             
Character ,  this  means  any  units  in  its  detachment         
(including  its  own  unit) of	 	an	 	equal	 	or	 	lower	 	Rank	.  A     	 	 	 	 	   
model  that  is  both  a Champion and	 a Character  is  treated            
only  as  the  one  it  was  activated  as,  for  purposes  of  issuing             
orders   this   phase.  
 
A Champion  model  that  is  within  2"  of  a  team  from  its             
unit—referred  to  as team		coherency	  distance—is  treated    	    
as  part  of  that  team  for  purposes  of  resolving  orders.  If  a             
Champion  is  in  team  coherency  of  multiple  teams  in  its           
squad  that  are  under  different  orders,  you  must  declare          
which   of   them   it   is   taking   part   in   when   the   order   is   given.  
 
Unless  the  rest  of  the  squad  has  been  wiped  out,  a            
Champion  model  that  is  not  within  coherency  of  any  teams           
in  its  squad MUST		be		activated		if		possible	 and  must  issue    	 	 	 	     
a Run	  or Advance	 order  to  one  of  its  teams  or  to  itself,  and               
attempt  to  re-establish  coherency  during  the  unit’s  next         
move   action   (see   also    pg			xx—	Broken			Coherency	).  
 
You  cannot  assign  multiple  activation  dice  to  the  same          
target  during  the  same  phase,  nor  can  any  model  be  under            
the  effect  of  multiple  orders  at  once.  This  means  you  could            
not,  for  example,  activate  a Character twice  in  the           
Command  Phase  to  issue  twice  as  many  orders,  even  if  all            
of  those  orders  were  to  different  units.  Nor  could  you           
activate  a Champion ,  have  it  issue  orders  to  its  squad,  and            
then  use  any  1  or  2  results  from  the  command  pool  to  issue              
additional  orders  to  members  of  that  squad. Rally		orders	       	 	
are	 	the	 	only	 	exception		to		this		rule	,  as  they  are  resolved 	 	 	 	 	 	      
immediately,   leaving   the   unit   with   no   orders   afterwards.  
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ISSUING			ORDERS		
The  number  of  orders  a Champion  or Character model           
can  issue  in  a  single  activation  during  the  Command  Phase           
is  equal  to  its  Rank.  The  range  at  which  it  can  issue  those              
orders  is  known  as  its command		range	,  and  this  distance      	     
is  equal  to  its Rank	 	multiplied	 	by	 	3”	.  It  must  also  have     	 	 	      
line		of		sight	  to  at  least  one  model  in  the  unit  receiving  the 	 	            
orders  (see pg	 	xx—	Line	 	of	 	Sight	).  A  single  shared  order   	 	 	      
can  be  issued  to  multiple  teams  from  the  same  squad  if            
they  are  within  squad  coherency  of  one  another,  or  you           
may   choose   to   issue   orders   to   these   teams   separately.  
 
There  are  six  different  orders  which  can  be  issued  to  your            
units,   and   these   are   divided   into   two   categories:  
 

The   standard   orders:    Run	,    Advance	,    Fire	;  
And   the   special   orders:    Overwatch	,    Rally,		  and    Down	.  

 
Run	  orders  allow  a  unit  to  make  a  double  or  triple  move             
action,  at  the  expense  of  its  shooting.  They’re  also  used  for            
charging   into   or   retreating   from   close   combat.  
 
Advance	  orders  allow  the  unit  to  make  a  single  move           
action   and   then   shoot   at   a   disadvantage,   or   hide   in   cover.  
 
Fire	  orders  require  the  unit  to  remain  stationary  but  allow           
it  to  shoot  before  units  on  Advance  orders,  or  during  the            
same   sub-phase   as   Advance   orders   but   with   a   bonus   to   hit.  

Overwatch	  orders  allow  a  unit  to  hold  its  �ire  until  an            
enemy  reveals  themselves  or  moves  into  a  more  exposed          
position,  upon  which  time  you  can  interrupt  their         
movement   and   gun   them   down!  
 
Rally	  orders  are  used  when  a  unit  is  broken  or  badly            
pinned  and  you  need  to  get  them  back  into  the  action—see            
the  section  on Order	 	Tests	,  below.  Rally  orders  have  the    	       
added  restriction  that  they  can only  be  given  to  a  unit  that     	        
is 	not	 	within	 	line	 	of	 	sight	 	of	 	the	 	enemy	,  or  which  is 	 	 	 	 	 	 	 	     
within			4”				of   the  			model   that   is   issuing   the   order.  	
 
Down	  orders  prevent  units  from  moving  or  �iring  in          
exchange  for  increased  protection  against  enemy  �ire.  Units         
on   Down   orders   will   hide   when   in   cover. 	
 
ORDER			TESTS		
Under  optimal  conditions,  your  soldiers  don’t  need  to  pass          
any  tests  to  follow  orders—their  training  is  suf�icient  for          
them  to  carry  out  your  commands  at  a  word.  However,           
once  shrapnel  and  boltshells  start  �lying,  and  the  madness          
of   battle   takes   hold,   this   is   no   longer   such   a   certainty.  
 
Throughout  a  battle  your  teams  will  suffer pins	;  these  are           
markers  that  represent  the  effects  of  shock,  fatigue,         
non-lethal  injuries  and  suppression  in�licted  by  enemy  �ire.         
The  rules  for  pins  are  explained  in  full  later  on,  but  the             
important  thing  to  know  for  now  is  that  a  team  which  has             
any  pins  will  have  to  make  an  order  test  when  given            
orders,  or  it  may  fail  to  perform  them.  If  a  shared  order  has              
been  issued  to  multiple  teams  in  a  squad,  tests  are  taken            
individually   for   each   team   which   requires   them.  
 
To  take  an  order  test, roll	 	2d6	 	(added	 	together)	 	and	     	 	 	 	 	
compare	 	the	 	result	 	to	 	the		team’s		majority		Leadership		 	 	 	 	 	 	  
(use  the  higher  value  in  case  of  a  tie).  However,  if  the  unit              
was  issued  an  order  by  a Champion  or Character , use	         	
the	 	Leadership	 	value	 	of	 	the	 	model	 	that	 	issued	 	that		 	 	 	 	 	 	 	 	
order		  instead.  
 
The  following  modi�iers  apply  to  this  base  Leadership         
value   when   taking   order   tests:  

+2  If  the  entire  unit  is  at  full  strength  (i.e.  none  of  its             
teams   have   suffered   any   casualties   yet).  

+1  If  the  majority  of  models  in  the  team  are  in  or            
behind   cover   (as   de�ined   on    pg			xx	— Cover	).  

-1  For  each  additional  pin  marker  beyond  the  �irst         
(e.g.  a  unit  with  3  pins  would  have  a  -2  modi�ier).            
Teams   testing   for   Rally   orders   ignore   this   penalty.  

 
If  the  result  is  equal  to  or  less  than  the  modi�ied            
Leadership  value,  the  test  is  passed—remove  1  pin  from          
the  team  and  it  follows  its  orders  as  normal  (if  it  was  given              
Rally  orders,  remove  an  additional  d6  pins,  and  then          
remove  the  Rally  order).  If  the  test  is  failed,  you  still            
remove  1  pin  from  the  team,  but  place  it  on Down	 orders,             
separately   to   its   squad.  
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There   are   also   two   special   cases   that   apply   to   order   tests:  
 
On  a  roll  of double	 	natural	 	1’s	,  the  team  passes  the  test     	 	       
automatically,  regardless  of  Leadership,  and removes	 	all	     	 	
of	 	its	 	pins	.  If  that  team  was  testing  for  Rally  orders,  you 	 	           
may   immediately   give   it   any   standard   order   for   free.  
 
On  a  roll  of double	 	natural	 	6’s	,  the  team  fails  the  test     	 	       
automatically,  regardless  of  Leadership,  and does	 	not	     	 	
remove			a			pin	.   The   coward   dies   a   thousand   deaths!  
 
ORDERING			OFF-TABLE			UNITS		
A  unit  which  has  yet  to  move  onto  the  battle�ield  can  only             
be  issued  orders  which  allow  it  to  take  move  actions—that           
is, Run	  or Advance	  orders.  If  the  unit  is  a  squad,  they  are              
treated  as  though  they  were  in  squad  coherency,  and  the           
whole  squad  must  be  issued  the  same  shared  order.  You           
cannot  activate  or  issue  orders  to  a  single  team  that  is  part             
of   a   squad   which   hasn’t   yet   deployed   to   the   battle�ield.  
 
When  a Character that  is  not  on  the  battle�ield  is            
activated,  it  treats  any  units  in  its  detachment  which  are           
also  off  the  table  as  being  within  its  command  range  when            
issuing   orders.  
 
ISSUING			ORDERS—SPECIAL			CASES		
Units  which  are broken	  or  engaged  in  close  combat  have           
restrictions  on  what  orders  they  can  receive.  These  cases          
are   covered   in   their   own   rules   sections   later   on.  
 
ENDING			THE			COMMAND			PHASE		
After  the  First  Player  has  �inished  assigning  any  activation          
dice  they  wish  to  use,  issuing  their  orders,  and  resolving           
any  order  tests,  their  opponent  then  does  the  same.  Any           
unspent  activation  dice  in  command  pools  are  discarded.         
Then,  any  abilities  which  state  they  take  place  “at  the  end            
of  the  Command  Phase”  are  resolved.  If  there  are  multiple           
such  abilities,  and  the  order  of  their  resolution  matters,  the           
First  Player  determines  what  sequence  to  resolve  them  in.          
Once   this   is   completed,   move   on   to   the   Action   Phase.  
 

DESIGNER’S	 	NOTE	— Command	 	Pools	 	and	 	Activation,		 	 	 	 	
or,			“Why			are			some			of			my			units			just			standing			around?”		
 
In Darker	 	Millennium	,  there  will  be  the  occasional  turn  in  	         
which  the  �ickle  dice  gods  leave  you  with  some  rather  dif�icult            
command  pools,  and  you  end  up  with  several  units  that  aren’t            
able  to  be  given  orders  at  all.  While  this  may  seem  strange  at              
�irst  to  many Warhammer		40k	 players  who  are  used  to  being  in    	         
complete  command  of  their  army  at  nearly  all  times,  it  is            
entirely  intentional.  This  explanation  has  been  provided  to         
help   you   understand   exactly   what’s   happening   here,   and   why.  
 
A  battle�ield  is  an  unbelievably  chaotic  environment  that         
overwhelms  the  senses  and  takes  a  heavy  toll  on  the  psyche.            
Soldiers  on  the  ground  do  not  have  an  omniscient  bird’s  eye            
view  of  the  battle�ield  layout  and  positions  of  the  enemy,  or            
even  of  their  friendly  troops,  as  we  do,  meaning  their  next            
move  might  not  always  be  clear.  However,  they  wouldn’t  be           
“standing  around”  as  lifelessly  as  the  tiny  pieces  of  plastic  that            
represent   them   either!  

As  is  often  the  case  in  games  like Warhammer	,  the  experience            
is  far  more  enjoyable  if  you  use  your  imagination  to  �ill  in  the              
blanks  with  your  own  story.  There  are  endless  possibilities  for           
what  a  unit  might  be  doing  on  a  turn  when  it  hasn’t  received              
orders.  For  just  a  few  examples,  mix  and  match  any  of  the             
following  appropriate  to  your  faction  among  the  different         
models   in   the   unit   and   imagine   that   they   are:  
 
🕂 Unpacking   more   ammunition   for   the   heavy   guns;  
🕂 Treating   the   wounded;  
🕂 Checking   their   navigation   data   and   maps;  
🕂 Scanning   the   vox   channels;  
🕂 Repeating   or   correcting   misheard   orders;  
🕂 Keeping   watch   for   the   enemy   through   their   scopes;  
🕂 Reciting   a   prayer   to   the   Emperor   or   the   Dark   Gods;  
🕂 Recalling  a  tactical  dissertation  from  the  Codex  Astartes,         

the   tenets   of   the   Fire   Caste   or   the   Schola   Progenium;  
🕂 Processing   battle�ield   data   for   their   distant   overlords;  
🕂 Calculating   �iring   solutions;  
🕂 Recalibrating  weapons  after  the  last  volley  failed  to  meet          

accuracy   standards;  
🕂 Singing  praise  to  the  Omnissiah  or  Khaine  as  they  scan  the            

horizon   for   their   next   target;  
🕂 Running  diagnostic  checks  on  the  machine  spirits  of  their          

wargear;  
🕂 Scavenging  precious  technology  from  the  fallen  (or  dog         

tags,   or   spirit   stones,   or   geneseed,   or…);  
🕂 Fighting   over   a   shiny   piece   of   loot;  
🕂 Cracking   jokes   with   the   boys;  
🕂 Cracking   skulls   to   maintain   order;  
🕂 Firing   ineffectually   at   far-off   targets   to   win   a   bet;  
🕂 Waiting   for   the   boss   to   �ind   his   missing   arm;  
🕂 Waiting  for  fate  to  align  with  the  Farseer’s  carefully  laid           

plans;  
🕂 Performing   a   brief   meditation   to   sharpen   battle   focus;  
🕂 Shaking   off   a   bout   of   warp-sickness;  
🕂 Mentally   wrestling   for   control   against   their   bloodlust;  
🕂 Eating   the   dead;  
🕂 Cavorting   with   daemonic   minions;  
🕂 Staring  brokenly  into  the  hellish  wound  in  reality  carved          

across   the   night   sky…  
 
And  many,  many  more.  Most,  though,  would  simply  be  keeping           
their  heads  down  to  avoid  getting  shot  until  a  superior  of�icer            
orders  otherwise.  Some  might  be  nearly  mindless  automatons         
programmed  to  act  only  when  given  a  directive,  or  suffering           
from  minor  data-glitches.  It  could  even  be  something  as  benign           
as  your  commander  pausing  to  collect  their  thoughts  amidst          
the  thunderous  din  of  explosions,  screams,  war  cries  and          
gun�ire —	this  is  in  fact  precisely  what  the  results  that  earn  you            
command   points   represent.  
 
You  would  also  likely  be  surprised  at  how  often  hardened           
soldiers  can  freeze  up  or  lose  track  of  what  they  were  doing             
when  performing  even  simple  tasks  while  under  the  added          
stress  of  being  shot  at —	a  common  occurrence  on  the  modern           
battle�ield,  to  say  nothing  of  the  bizarre  and  alien  horrors  of            
the  41st  millennium.  This  can  be  represented  by  a  poor  pool  of             
activation  dice  as  well  as  failed  order  tests.  After  all,  even  an             
iron-disciplined  Space  Marine  who  Knows  No  Fear,  also  knows          
the  value  of  taking  a  moment  to  conserve  his  strength,  analyze            
the  situation,  and  wait  for  the  opening  to  perform  the           
perfectly-timed   strike   that   could   decide   the   battle.  
 
But  all  of  that  said,  while  some  of  your  units  may  not  always  be               
proactively  given  orders,  that  doesn’t  mean  they  will  remain          
unresponsive  if  they  are  directly  targeted  by  an  enemy  action.           
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Units  that  come  under  �ire  or  the  threat  of  imminent  combat            
have  a  chance  to  perform  a  reaction,  dependent  on  a  test  that             
uses  their Initiative  characteristic,  which  will  be  detailed  in  the  	         
next  section.  Some  other  units  may  also  take  action  on  their            
own  according  to  their  psychology —	for  example,  Tyranids        
outside  of  Synapse  are  subject  to  their  Instinctive  Behaviour,          
and  the  followers  of  Khorne,  in  a  constant  state  of Frenzy,	  are             
going   to   be   charging   unless   you   speci�ically   order   them   not   to!  
 
What’s  important  to  keep  in  mind  is  that  battle  is  rarely  a             
constant  stream  of  activity  for  all  involved,  of  running  and           
shooting  and  running  some  more  and  �ighting,  with  no  lulls  in            
the  action  to  hunker  down,  catch  your  breath,  report  back  to            
command,  and  look  around  to  �igure  out  what  the  hell           
happened  to  Trooper  Jones  and  the  other  half  of  your  squad.  It             
is  an  irregular  broken  rhythm,  a  deafening  haze  of  confusion,           
of  crawling  from  cover  to  cover,  only  occasionally  punctuated          
by  a  sudden  explosive  breakthrough  performed  by  a  small          
group  of  exemplary  warriors  that  spurs  the  rest  to  follow.  It  is             
said  that  “the  80/20  rule”  applies  to  infantry  combat—20%  of           
the  soldiers  do  80%  of  the  killing.  Some  armies  may  be  more             
disciplined  or  hardcore,  and  this  will  often  be  represented  by           
rules  that  allow  them  to  manipulate  their  command  pool  to  get            
the  most  out  of  it—such  as  elite  and  mobile  forces  like  Space             
Marines,  for  example—but  if  you  encounter  the  occasional         
phase  where  you  didn’t  make  the  roll  needed  to  activate  that            
critical  unit  as  you  had  planned...  that’s  the  reality  of  war!  The             
best  commanders  aren’t  the  ones  who  are  perfectly  in  control           
of  everything  at  all  times;  the  best  commanders  are,  and  have            
always  been,  those  who  can  �lexibly  adapt  to  chaotic  situations           
and   turn   the   unexpected   to   their   advantage.  
 
That  is  what  this  version  of Warhammer		40k	  is  all  about.  It  is       	       
not  a  game  of  statistical  analysis.  It  is  not  for  the  armchair             
general  who  wishes  to  know  the  optimal  path  to  victory  before            
he  sits  down  to  play.  This  is  a  game  that  will  never  play  the               
same  way  twice,  never  leave  you  bored,  and  never  allow  you  to             
get  too  comfortable.  If  you  are  the  narrative  type  of  player,  put             
yourself  in  the  place  of  your  troops  and  envision  the  battle            
from  their  perspective,  where  enemies  could  be  hiding         
anywhere,  death  �lies  overhead  in  the  form  of  searing  plasma           
and  boltshells,  and  smoke,  dust,  and  �lames  obscure  much  of           
your  line  of  sight.  If  you’re  the  competitive  type,  then  learning            
to  manage  your  command  pool,  anticipate  possible  results,  and          
set  contingency  plans  if  things  don’t  go  your  way,  is  a  whole             
new  set  of  skills  to  become  better  at  than  your  opponents.            
Those   of    you   who   want   bragging   rights   must   earn   them.  
 
Welcome  to  the Darker	 	Millennium	.  Your  faith  will  be  tested.    	       
Your  subordinates  will  fail  you.  Your  cries  for  salvation  will  go            
unheard.  Your  guns  will  jam.  Your  worlds  will  burn.  But,  most            
importantly,  the  same  cruel  fates  will  befall  your  foes...  and           
when  they  do—go  for  the  throat.  This  is  the  true  spirit  of             
Warhammer		40k	.  There  is  no  certainty  in  an  uncaring  universe. 	          
There   is   no   mercy,   and   no   forgiveness.   There   is   only   War.  

 
THE			ACTION			PHASE		
Where  the  Command  Phase  is  about  planning  and  set-up,          
the  Action  Phase  is  the  meat  of  the  game;  the  blood  and             
guts.  The  orders  that  you  issued  in  the  previous  phase  now            
determine  which  actions  your  units  perform,  and  when.         
This  is  done  across  a  series  of  six  sub-phases—the  �irst           
three  for  movement,  and  the  remaining  three  for  combat.          
In  each  sub-phase,  the  First  Player  resolves  all  of  their           
actions,   then   their   opponent.  

REACTIONS		
Throughout  the  phase,  your  units  which  haven’t  performed         
a  move  or  shooting  action  yet  this  phase  may  be  able  to             
attempt reaction	 	tests	  in  response  to  actions  performed  	       
by  the  enemy.  The  full  details  for  each  reaction  will  appear            
in   the   rules   following   the   actions   which   trigger   them.  
 
To  perform  the  test,  simply roll	 	a	 	d6	 	and	 	compare	 	the	     	 	 	 	 	 	
result	 	to	 	the	 	unit’s	 	majority	 	Initiative	 (use  the  higher 	 	 	 	 	 	    
value  in  case  of  a  tie).  The  following  modi�iers  apply  to  this             
base   Initiative   value   when   taking   reaction   tests:  

-1  If  the  unit  has  different  orders  than  the  reaction          
would   give   it   (units   with   no   orders   are   unaffected).  

-2  If   the   unit   is   on   Down   orders.  

-1  For   every   2   pins   the   unit   has.  

	
If  the  result  is  equal  to  or  lower  than  the  modi�ied            
Initiative,  the  reaction  is  successful.  Resolve  it  as  instructed          
in  the  rules  for  that  reaction.  If  the  test  is  failed,  there  is              
usually   no   penalty,   except   where   noted   otherwise.  
 
Reactions  are  always  tested  for  and  resolved  on  an          
individual  team-by-team  basis,  not  by  whole  squads.  A  unit          
Champion  within  2"  coherency  of  any  teams  in  its  squad           
may  be  treated  as  part  of  one  of  those  teams  for  purposes             
of   resolving   a   reaction—declare   this   when   making   the   test.  
 
MOVEMENT			SUB-PHASES		
All  movement  performed  by  your  forces  on  the  battle�ield          
is  categorized  as  one  or  more  types  of  move  action  (except            
for  two  special  cases,  which  will  be  covered  in  the  rules  for             
shooting  and  close  combat  later  on).  Each  type  of  move           
action  is  resolved  in  a  particular  sub-phase,  and  these          
sub-phases   occur   in   the   following   sequence:  
 

I. Compulsory   moves   are   resolved.  
II. Units   on   Run   orders   move.  

III. Units   on   Advance   orders   move.  
 
When  completing  move  actions,  a  player  must  fully  resolve          
the  action  for  one  unit  before  moving  on  to  the  next.            
Multiple  teams  within  a  squad  which  are  sharing  an  order           
are   treated   as   a   single   unit   for   this   purpose.  
 
Unless  speci�ically  stated  otherwise,  a  unit  cannot  perform         
more   than   one   move   action   in   the   same   phase.  
 
RANDOMIZED			MOVEMENT		
Throughout  the  rules  in  this  section  you’ll  encounter  the          
term randomized	 	movement	.  This  means  the  unit’s  Mv  	       
characteristic  for  that  action  is  treated  as  being  equal  to  a            
dice  roll,  where  the  number  of  sides  on  that  dice  is  equal  to              
the  units’  lowest  base  Mv  characteristic.  For  example,  a          
unit  with  Mv  4”  could  move  d4”  when  performing  a           
randomized  advance  move,  while  a  unit  with  Mv  6”  could           
move   2d6”   while   performing   a   randomized   run   move.  
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MOVEMENT			AND			COHERENCY		
Models  belonging  to  the  same  team  must  end  any  type  of            
move  action  in team	 	coherency	,  meaning  you  must  be    	      
able  to  trace  an  invisible  line  through  every  model  in  the            
team  forming  an  unbroken  chain  in  which no	 	model	 	is	       	 	 	
more		than		2"		away	 from  another  member  of  its  team.  This 	 	 	         
includes  a Champion  model  that  is  resolving  a  move  action           
as   though   it   were   part   of   that   team   this   turn.  
 
When  multiple  teams  in  a  squad  that  are  sharing  an  order            
perform  a  move  action  as  one  unit,  they  must  also  end  the             
move  action  in squad	 	coherency	,  with  all  teams  in  the    	       
ordered   group    within			4"		  of   at   least   one   other.  
 
Finally,  in  order  to  prevent  confusion,  models  which  belong          
to  different  units cannot	 	end	 	a	 	move	 	within	 	1”	  of  each    	 	 	 	 	    
other.  The  only  exception  to  this  rule  is  when  charging           
enemy  units  to  �ight  in  close  combat,  which  is  covered  on            
pg			xx	— Charging	,   in   the   next   section.  
 
BROKEN			COHERENCY		
During  the  course  of  a  game  it's  likely  that  some  teams  will             
have  their  coherency  disrupted,  usually  because  of        
casualties  or  because  the  unit  became  scattered  during  a          
hectic  melee.  When  this  happens,  the  team  cannot  receive          
any  orders  except  for Run	, Advance	,  or Down	,  and  must           
restore   coherency   when   completing   its   next   move   action.  
 
If  it  is  not  possible  to  restore  team  coherency  in  the  next             
move  action,  the  smaller  part,  or  parts,  of  the  split  team            
count  as  having  failed  a morale	 	test	.  In  many  cases  this      	      
will  be  just  one  model,  but  if  the  team  is  divided  equally,             
then  the  part  furthest  away  from  the  unit Champion          
suffers  this  penalty  (if  the Champion  is  dead,  just  roll  to            
determine  randomly).  As  soon  as  team  coherency  is         
restored,  these  models  automatically  discard  any broken	 or         
shaken	  status.  The  full  rules  regarding  morale  tests  and          
their   resulting   statuses   are   covered   on    pg			xx	— Morale	.  
 
SUB-PHASE			I	— COMPULSORY			MOVES		
Generally  speaking,  a  player  moves  their  troops  how  they          
wish  to  within  the  con�ines  of  the  rules  governing          
movement.  However,  sometimes  models  move  about  the        
battle�ield  of  their  own  accord,  perhaps  because  their         
morale  has  been  broken  and  they  are  �leeing  to  safety,  or            
they've  been  blinded,  disoriented,  set  on  �ire,  or  some          
other  reason.  Sometimes  vehicles  move  out  of  control  due          
to  damage,  or  because  the  driver  was  killed  in  the  pilot            
seat.  Whatever  the  reason,  if  the  player  has  no  control  over            
a   move,   this   is   referred   to   as   a    compulsory			move				action.  
 
The  speci�ic  rules  for  how  to  handle  each  compulsory  move           
vary  by  what  caused  it  to  occur—for  example,  you’ll  �ind           
the  rules  for  how  to  move  out  of  control Vehicles  in  the             
Vehicle  section  on pg		xx	— Out		of		Control!	,  and  the  rules  for    	 	 	      
models  running  around  on  �ire  on pg		xx	— Flame		Weapons	      	 	 	
and	 	Set	 	Ablaze	.  For  now,  all  that’s  necessary  to  know  is 	 	          
that  when  a  model  is  said  to  be  subject  to  compulsory            
movement,   it’s   always   resolved   during   this   sub-phase.  

 
 
SUB-PHASE			II	— RUN			MOVEMENT		
The  second  sub-phase  resolves  the  movement  for  all  units          
on  Run  orders.  There  are  4  possible  move  actions  that  you            
can  choose  to  perform  with  your  units  on  Run  orders,           
although   some   are   only   available   situationally.   These   are:  
 

1. Running  
2. Sprinting  
3. Charging  
4. Falling   Back  

 
RUNNING		
Run	 	moves	  are  also  referred  to  as double		moves	.  These 	       	   
terms  are  used  interchangeably  where  the  rules  are         
concerned,  but  the  term  ‘run  move’,  or  ‘running’,  refers          
generally  to  models  with  legs,  while  ‘double  move’  is  used           
for   everything   else   (bikes,   tracked   vehicles   and   so   forth).  
 
When  a  unit  runs,  each  model  can  turn  freely  at  any  point             
and  move  up  to twice	 its		Movement		characteristic	.  You      	 	   
don’t  have  to  move  every  model  the  full  distance  allowed,           
or  even  at  all,  but  remember  that  the  unit  must  satisfy  the             
coherency   rules   at   the   end   of   its   movement.  
 
Units  which  run  in  this  sub-phase  can  still  �ire  ranged           
weapons  with  the Assault	  ability  later  in  the  phase,  albeit           
at   a   penalty.   This   is   covered   on    pg			xx	— Assault			Weapons	.  
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SPRINTING		
Sprint	 	moves	  (interchangeably  also  called triple	 	moves		     	  
throughout  the  rules  text)  are  used  when  you  absolutely          
need  to  cover  as  much  ground  as  possible  at  the  expense  of             
all   shooting.  
 
When  a  unit  sprints,  each  model  can  turn  only  at  the  start             
of  its  move,  and  then  moves  straight  forward  up  to three	          	
times	  its  Movement  characteristic,  but  with  the  third  part          
randomized.  So,  for  example,  a  unit  with  a  Mv  of  4”  would             
sprint  8+d4”,  and  a  unit  with  a  Mv  of  5”  would  sprint             
10+d5”.  Each  team  that  performs  a  sprint 	receives		1		pin	      	 	 	 	
afterwards,  representing  exhaustion  and  disorder  from  the        
troopers  falling  out  of  formation  during  their  mad  dash.          
Units  that  do  not  have  a  Toughness  characteristic  ignore          
this   penalty   (e.g.    Vehicles    and    Constructs ).  
 
A  unit  cannot  sprint  if  it  is  within  8”  of  an  enemy  unit              
which  can  draw  line  of  sight  to  it,  as  sprinting  models            
necessarily  have  their  weapons  holstered  or  shouldered,        
and  few  soldiers  would  willingly  move  so  close  to  an           
enemy  without  their  weapons  at  the  ready!  Any  sprinting          
models  that  move  to  within  8"  of  an  enemy  unit           
immediately  halt  at  that  distance  and  can  go  no  further.           
Units  that  ignore  the  effects  of  morale  also  ignore  this           
restriction   (e.g.   mindless   servitors,   most    Monsters    etc.).  
 
CHARGING		
A charge	  is  a  move  intended  to  bring  a  unit  into  melee             
combat  where  it  will  �ight  later  in  the  phase.  Units  cannot            
move  to  within  1”  of  enemy  units  except  by  charging.  When            
you  wish  to  charge  an  enemy  unit  you  �irst  declare  that  you             
are  charging  and  nominate  one  or  more  enemy  units          
within  potential  charge  range  as  the  target(s).  The  normal          
distance  of  a  charge  move  is twice		the		unit’s		Movement	      	 	 	  
characteristic.  
 

Some  units  have  a  special  ability  that  allows  them  to           
sprint  while  charging—this  works  just  like  it  sounds,         
allowing  the  unit  to  move  up  to three	 	times	 	its	       	 	 	
Movement	 	characteristic	  with  the third	 	part	 	being		    	 	 	
randomized	,  as  with  normal  sprint  moves  above.        
However,  charging  while  sprinting  obviously  ignores  the        
restriction  on  not  being  able  to  sprint  within  8”  of  an            
enemy   unit!  

 
Before  completing  your  charge  move,  the  nominated        
enemy  units  then  have  the  opportunity  to  perform  one  of           
three    reactions	.   These   are:  
 
Evade	—The  unit  retreats,  putting  distance  between  itself        
and   its   assailants   in   an   attempt   to   outrun   them.  
 
Open		Fire	—The  unit  maintains  its  position  and  unleashes 	        
a   hail   of   �ire,   trying   to   cut   down   the   enemy   as   they   close   in.  
 
Counter-Attack	—Your  warriors  surge  forward  to  meet  the        
attackers,  roaring  a  return  challenge,  and  both  units  collide          
in   a   maelstrom   of   violence!  

If  the  reaction  test  to Evade	 is  successful,  the  unit  is  placed             
on  Run  orders,  and  immediately  makes  a fall	 	back		move	       	 	  
(described  in  the  next  section). Special:	If  the  reaction  test      	     
is  failed,  but  the  unit  was  already  on  Run  orders,  it  still  falls              
back,   but   halves   the   distance   it   can   move.  
 
If  the  reaction  test  to Open	 	Fire	  is  successful,  the  unit  is      	       
placed  on  Fire  orders,  and  then  can  interrupt  the  charging           
units  movement  at  any  point  to  resolve  a  shooting  attack           
against  it  exactly  as  if  it  were  reacting  on  Overwatch.  See            
pg			xx	— Firing			on			Overwatch		  for   more   details.  
 
If  the  reaction  test  to Counter-Attack	 is  successful,  the      	    
unit  is  placed  on  Run  orders,  and  then  can  move  directly            
towards  the  charging  enemy  unit  a  distance  equal  to  the           
unit’s  Movement  characteristic,  or  half  the  total  distance         
between  the  two  units,  whichever  is  lower.  In  the  ensuing           
close  combat,  it  receives  the  bonuses  for  charging         
(explained   in   the   close   combat   rules   on    pg			xx	).  
 
Remember  that units	 	which	 	have	 	already	 	performed	 	a	  	 	 	 	 	 	
moving	 	or	 	shooting	 	action	 	cannot	 	react	 	in	 	the	 	same		 	 	 	 	 	 	 	 	
phase	.  
 
Once  any  reactions  are  resolved,  you  may  now  complete          
the  charge  move.  Charging  models  must  move  as  far  as           
possible  directly  towards  one  of  the  units  nominated  as  a           
target  of  their  charge,  and  must  be  placed in		base		contact	        	 	 	
with  the  nearest  enemy  model  in  that  unit  (or  within ½”  if             
base  contact  is  impossible).  Turn  them  to  face  their  enemy!           
Units  within  ½”  of  an  enemy  are engaged	 in  combat.        	   
Charging  models  may  ignore  already  engaged  models  for         
purposes   of   determining   which   is   the   closest   target.  
 

A  �inal  note  on  charges—models  that  are  performing         
compulsory  movement  may  sometimes  simply  blunder       
into  the  enemy  without  a  charge  being  declared.  This  is           
an  exception  to  the  normal  rule  that  says  you  have  to            
declare  a  charge  before  moving  into  close  combat.         
Models  moving  unintentionally  into  close  combat  in  this         
manner  do  not  receive  any  bonuses  for  charging,  but  any           
enemy  units  they  would  end  up  engaged  with  at  the  end            
of  their  compulsory  move  can  attempt  the  same         
reactions   as   they   would   against   a   charging   unit.  

 
FALLING			BACK		
The  �inal  type  of  move  action  resolved  during  this          
sub-phase  is  known  as  a fall		back	 move.  It  is  the  only  move      	        
action  that  can  be  taken  by  a  unit  engaged  in  close  combat             
(other  than  compulsory  moves).  In  some  cases,  falling  back          
will  allow  the  enemies  in  base  contact  to  make  free  attacks            
against   the   retreating   models   (see    pg			xx	— Disengaging	).  
 
A  unit  can  only  perform  a  fall  back  move  if  it  has  models              
that  have  been  engaged  in  close  combat  since  the  start  of            
the  phase,  or  when  it  is  performing  an  Evade  reaction.  A            
falling  back  unit  can  turn  freely  at  any  point  and  moves            
twice		its	 	randomized		Mv		characteristic	.  It  must  end  this 	 	 	 	      
move   at   least   1”   further   from   the   engaged/charging   enemy.  
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