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	INTRODUCTION


What is Alternate Warhammer WW2?

Alternate Warhammer WW2 is a simple, fast, and easy to use game rules system for use in playing skirmish (platoon) level WW2 battles, using a modified version of the well-known Warhammer 40K 4th Edition rules.  It was designed as an introduction to WW2-era historical battles for Warhammer 40K players interested in this period.

Rules Variations

Despite the intervening millennia, warfare in the middle of the 20th Century is remarkably like the wars of the Imperial Guard of Warhammer 40,000. 
Apart from the specific rules variations given in the following pages, the rules for Warhammer World War 2 are the same as those given in the Warhammer 40,000 4th Edition rulebook.  Each variation notes the section and page in the rulebook that it refers to.

Scale and Scope
It is intended for use with 20mm (1/72) to “heroic” 28mm (1/48) scale figures and vehicles, but work with 15mm figures as well, usually without any scaling changes.  If you wish to use 15mm figures and find the distances a bit long, feel free to scale all weapon ranges and movement distances by 2/3rds (i.e. 6” becomes 4”).  As a general rule, one model or figure represents one soldier or vehicle. 
Distances for movement and weapons fire are both abstracted and horizontally compressed in order to keep the action on a physical tabletop settings and in keeping with this variant’s 40K roots.  Listed weapon ranges are based on comparative “combat effective” ranges (rather than maximum range), and are also similarly physically constrained by the scope and scale of the game.  
For those most familiar with the Metric system, simply multiply the printed distances (in inches) by 2.5 to convert to centimeters.
Subtle historical nuance is concealed by straightforward mechanics, and a modest sized game (approx 750 points to a side) can be played out in 2-4 hours, quite manageable for a gaming evening or afternoon.

	THE GAME TURN SEQUENCE


The Turn, page 14
Alternate Warhammer WW2 uses a different turn sequence than in Warhammer 40K. Instead of the usual “I Go, You Go” alternating turn arrangement, AWWW2 uses a single common turn for both players and an individual unit Activation system, common to many historical miniatures games. This sequence of play listed below is used instead.

1) Morale and Pin Tests

Resolve any Morale or Pinning tests that are required on any and all of your units as a result of the last turn.

Roll for Reserves, apply Weather effects, and the like. 

2) Nominate One Unit

Each player nominates one of their units on the board that has not yet been activated this turn. The unit nominated may be done in secret, if the players agree before the game to use secret unit nomination, and the unit nominated is not revealed unless it is activated.

3) Roll For Initiative

Each player rolls a dice, to see who wins Initiative and succeeds in Activating their nominated unit.  Add +1 to the player’s die roll if the nominated unit’s Initiative is “4” (use the best score in the unit) or better, and subtract –1 from the die roll if the nominated unit’s Initiative is “2” or less. Use the Initiative of the model leading the unit (NCO, etc.), if one exists, or the average Initiative of the army, if the unit is a vehicle. The player with the highest roll gets to Activate his nominated unit, or may elect to Pass, in which case the low-rolling player must Activate his nominated unit instead. A player may only Pass once, total, per game turn, maximum.

4) Activate Nominated Unit

The Activated unit may now Move, Shoot, and declare an Assault as normal, per the Warhammer 40K turn sequence, and using the rules listed below. The player who was unsuccessful in winning Initiative waits.

Only an Active unit may fight in an Assault, any assaulted units do not fight until they are Active.

Mark any units that have been Activated with a marker, to indicate they may not be used further this turn.

5) Repeat Until All Units have been Activated

Simply repeat steps 2 through 5 until all units have been activated. If a player runs out of units to nominate (all have been used this turn), the other player may then activate any and all of his units remaining un-activated, one at a time.

6) Rally/Regroup Units

Units that were Broken, Falling Back, or Pinned since the start of the turn may attempt to Rally/Regroup.

Units which Rally/Regroup or become unpinned may Move/Shoot/Assault normally next turn, unless they fail subsequent Leadership tests.

7) Game Turn Ends

When all units of both players have been Activated remove all the “Activated/Used” markers and start the next game turn. (Go back to #1).

	THE MOVEMENT PHASE


Combat Teams 

Any infantry unit with more than 5 models (except Command units/sections) may split into two Combat Teams at the start of your turn, before any units move. Each team must be equal (or within one) in number of models. The unit must include an officer or NCO (Non-commissioned Officer, a Corporal, Sergeant, or similar section or squad leader or an assistant platoon leader). 

Combat Teams move and fight independently, and each team counts as a separate unit from then on. Units that have split up can reform at the start of the turn if they are within unit coherency of each other and one of the Combat Teams includes an officer or NCO. Combat Teams may reform at the end of the movement phase if within 2" of each other.  

Combat Teams take Morale checks separately, and are treated as individual, whole units. Units may reform if one or more Combat Teams are falling back, but in such circumstances, the newly formed unit counts as falling back.

Moving Units

As per the Warhammer 40K rulebook, except that any Fallback move made by a broken unit counts as their movement for this turn.

Additionally, a squad may elect to use the Roads, Forced March, or Crawling (Prone) / Hit The Dirt rules (see below).

Movement Distance, page 15
Crewed weapons requiring a crew of 3 or more, including Artillery, are always treated as if Slow And Purposeful (page 75).
Turning and Facing, page 16
Crewed weapons requiring a crew of 3 or more, including Artillery, may not freely turn to face their targets (see Moving and Shooting).  Rather, they may only freely engage targets in their frontal arc (90 degree), and must "Move" to turn beyond that.

Forced March

A unit may elect to Force March, instead of moving normally. 

A unit may not Force March if it is falling back, or is pinned, or there are any enemy models within 24" of a model from the unit before the move starts. Units that Force March add +1D6” to their normal move rate, but may not enter or cross Difficult Terrain, Crawl, or Hit the Dirt. 

Units can DOUBLE their normal move if they Force March along a road (see Roads). 

A unit that force marches may not shoot or assault, and may not move within 12" of an enemy model at any time during the move. 

Vehicles: In addition, a vehicle that Force Marches becomes more vulnerable to enemy fire.

Any Vehicles which Force March and suffer damage from shooting in the following turn are destroyed if they suffer a 'Crew Stunned' or 'Immobilized' result on the damage tables (it is assumed the damage causes them to crash!).

Crawling (Prone)

Each turn, units may elect to 'go to ground' (or crawl) instead of moving normally. A unit that crawls moves 1D6" per turn, but counts as being in cover with a 5+ saving throw. Roll one die, and move up to that distance (Note that this is not the same as difficult terrain, where you roll 2D6 and take the best roll for movement!). Crawling units must declare their intentions at the beginning of the movement phase. Note that crawling or being prone while in cover offers no benefits, as the unit already receives a cover save for the terrain. Units that are prone may not declare or conduct an assault, and do not count as being in cover if assaulted. A unit cannot use Fleet of Foot while Prone.

'Hit The Dirt'

Units may elect to move normally and then "Hit The Dirt" (go prone) at the end of their movement. The unit that does this forfeits its shooting phase for this turn but is allowed to move up to the unit's normal movement.  As with going Prone, the unit is considered to be in cover with a 5+ saving throw for the next turn, and may not conduct an assault. A unit may use Fleet of Foot in conjunction with 'Hit the Dirt'. Units that 'Hit the Dirt' are Prone, may not declare or conduct an assault, and do not count as being in cover if assaulted. 

Any unit that becomes Pinned is automatically treated as if they are prone/Hit the Dirt while Pinned.

Artillery, page 56

Artillery units do not have to take Dangerous terrain tests when moving through Difficult terrain.

Cavalry Movement, page 57

Trotting: Cavalry can move at a Trot instead of making a normal move. If the player wishes to do this, the player must state that they are doing so before moving the cavalry unit. Units of cavalry moving at a trot may move 9" in the Movement phase, but may only move only 9" in the Assault phase. They may neither cross nor enter difficult ground.

Roads, page 61
Faster Movement: Any unit (not just vehicles!) which only move along (start and finish their move on) a road may add +1D6” to their normal movement rate for the turn.  This may not be used in conjunction with Crawling or Hit the Dirt.

Reserves: If a road extends from a table edge which a player is allowed to use to bring on reserve units, then that player can declare that any of his reserves will be using the road to travel to the table. He must say which units will be using the road at the start of the battle, after both sides have set up. He can then add +1 to the dice roll to see if a reserve unit using a road appears. However, when the unit turns up, then it must enter along the road. Note that some units can use the road and some arrive normally if desired. Also note that deep strike units, such as Paratroopers or Commandos, may not use roads if they are using their deep strike ability to deploy anywhere on the table.

Force Marching: Units that force march and which start and finish their move on a road can DOUBLE their normal move rate, provided that they do not Crawl or Hit the Dirt.

	THE SHOOTING PHASE


As per the Warhammer 40K 4th Edition rulebook. Alternately, instead of the whole unit required to fire at the same unit, each squad may fire at two different targets (see Split Fire), or the squad may be broken into two nearly-equal teams, and each team may fire at a different target (see Combat Teams).

Line of Sight, page 20
Any enemy unit, squad, team, or portion thereof that is unbroken and in unit coherency effectively blocks line of sight, and hence shooting (not just individual infantry models), through the unit. Thus, it is possible to screen infantry with other infantry units, so long as they remain in coherency and are not broken. 

Check Range, page 22
A player may freely measure any range or distance at any time. If a target is out of range for a unit, they may simply fire at another unit in range.

Split Fire

An infantry squad may split its fire and direct it at two different targets. This rule may not be used in conjunction with the above Combat Teams rule, which already splits the squad.

Moving and Shooting, page 22
Towed/crewed AT/AA/HMG guns may only freely engage targets in their frontal arc (90 degrees), and must "Move" to turn beyond that.

Rolling to Hit, page 22
All units receive +1 to hit (die roll bonus to hit) an Immobilized vehicle or a Building.
Rolling to Wound/Automatic Wounding, page 23
Models hit by weapons of Strength of 8 or more are automatically wounded, no To-Wound roll is made.

Armor Piercing (AP) Weapons, page 24

As infantry in Alternate Warhammer WW2 have the same armor save, normal Armor Penetration values really have no meaning.  As a result, the way AP values work in Alternate Warhammer WW2 is a quite different from 40K 4th edition, but very similar to the way they worked in 2nd edition.

Weapon AP values modify the normal 'armor' save (and the cover save, too, if it has an asterisk next to it) of models hit by them by a value (such as +1 or -1). 

Weapons with a dash (-) AP value do not modify saves in any way.

Cover Saving Throws, page 25

One of the things that make infantry particularly hard to kill is their ability to find cover even in quite open areas.

Models in, touching, or even within 1” of terrain/cover may take a cover save for the terrain. It is assumed the model is attempting to make the most of cover whenever possible.

· Models in plowed fields, behind wooden fences, or in tall grass receive a 6+ cover save. This is also called “Concealment.”

· Models that are prone or "hit the dirt" while not already in cover receive a 5+ cover save.

· Towed AT/AA guns that have a gun shield providing a 5+ cover save to the gun crew if fired at from the frontal arc (180 degrees).

· Most terrain, such as woods, thick brush, unarmored vehicles, improvised barricades, and the like provides a 5+ cover save. This is also called "Soft cover."

· Models in buildings, ruins, hastily-dug trenches, or behind fortifications, armored vehicles, or the like gain a 4+ cover save. This is also called "Hard cover."

· Models in heavily fortified buildings, pillboxes, bunkers, and the like gain a 3+ cover save. This is also called "Fortified cover."

Even the strongest cover is not proof against massive weaponry. Reduce the cover saves of models by:

-1 if hit by any Ordnance weapon.

-1 if hit by a weapon with an asterisk (*) next to their AP value.

Broken Units: Fleeing or retreating units cannot make the best use of cover, as they are mostly out in the open and moving away from the enemy. 

Broken units, or units currently Falling Back, suffer a -1 penalty to any cover saves they make.
Units Partially in Cover, page 25

Ignore this rule. Resolve Cover saves on a model by model basis, rather than on an “all or nothing” per unit basis, as is described by Warhammer 40K 4th Edition.
Removing Casualties, page 26
Clarification: Models in a target unit that are not in range, or cannot be seen by the firing unit, cannot be killed by direct fire weapons. They MAY be taken as a casualty by the owning player, but the owning player is under no obligation to do so.  Any excess casualties that meet either of these criteria may be ignored.

Models closest to the firing unit should be removed first as casualties, but they do not have to be.

Morale Checks-Casualties From Enemy Fire, page 27
Please see MORALE later.  Each Combat Team (see above) is treated as a separate squad, for Morale and casualty purposes.

Height Advantage

Units in elevated positions which are standing 8" above their targets or higher gain the advantages described. If all the models in the unit are not a full 8" or more above their targets they gain no significant advantages. Note that models can't get a height advantage on the turn they enter a building, as you are only allowed to climb up or down 6" as part of a move. The following special rules apply to models with a height advantage.

· They can ignore buildings which are more than 8" lower than themselves for line of sight purposes, unless the model they are trying to see is within 8" of the building in question, and on the other side of it. 

· Cover saves against their firing are reduced by -1. 

· Units with height advantage may attack vehicles on their top armor (treat Front armor as Side AV, Side armor as Rear AV, and re-roll failed attempts to penetrate against open-topped vehicles. As usual, a dice may only be re-rolled once.  This rule does not apply to vehicles more than 18" away from the attacker. 

Sniping

Units may elect to 'snipe' instead of shooting normally. A unit that snipes may not move at all, but may take a single shot at up to 12" beyond its normal range. However, only half the models in the unit may shoot (rounding fractions up), it being assumed that the other half are aiming carefully, adjusting the sights on their rifles, and so on. A unit may go to ground and snipe in the same turn. Independent Characters and models in the unit not armed with rifles (pistols, submachine guns, mortars, etc) may not 'snipe'. However, those models may fire normally in addition to the other 'sniping' models.

A unit which suffers casualties from an enemy unit that is Sniping must take a Pinning Check (see Sniper Pinning, page 58).

Snipers

You may nominate the model targeted by a sniper when he is shooting, such as an officer or a heavy weapons crew. This means you get to choose which model is taken off, not the enemy. In addition, the sniper can target any model in range and line of sight, regardless of any targeting restrictions (such as independent characters being within 6" of another unit).

Overwatch (OPTIONAL)

One model in a squad may go on Overwatch during the movement phase. The squad may not move or fire during that player's turn. At any point during the opponents turn, he may elect to fire that model at an opponents unit therefore interrupting his opponent's movement phase. This is the only other time a player may interrupt an opponent's turn other than charge reactions and Hold Your Ground. The model on Overwatch (typically a heavy weapon) may elect to fire at any point along the opponent's unit path. The model hits the opponents unit on a D6 roll of 6 only, never better. All ranges of the weapon are halved (example: a rifle can fire up to 12" if on Overwatch). The normal shooting rules still apply.

Suppressing Fire

One or more units may elect to conduct Suppressing Fire against an enemy unit, instead of firing at them normally. Instead of taking careful aim and trying to kill the enemy, the firing units simply spray the general area the enemy is in blindly, attempting to force them to take cover, spoil their aim, etc. 

All normal shooting rules apply, except that the firing units do not roll to wound.  Instead, simply total the number of hits scored against the target unit by all units using suppressing fire against them in any one shooting phase. If the total number of hits is equal to or greater than the total number of models in the target unit, the target unit must make a normal Pinning check for suppressing fire.

	WEAPONS


All the new weapons are provided within each army list. However, there are a few new weapons that require special rules, as detailed below.

Rapid Fire Weapons, page 29
Ignore the 4th edition rules for Rapid Fire weapons, and continue to treat them as they were treated in 3rd edition.
If a unit with a Rapid Fire weapon moves, the model may shoot once at a target up to 12” away.

If a model with a Rapid Fire weapon remains stationary, the model may shoot once at a target up to 24” away, or twice at a target up to 12” away.

Models equipped with Rapid Fire weapons have other movement or charging/assault restrictions.

Rapid Fire 1 Weapons

Rapid Fire 1 weapons are treated exactly as Rapid Fire weapons, except that they may never fire more than 1 shot per turn, no matter what.
Semi Auto Weapons

If a unit armed with Semi Auto weapons moves, each model can shoot twice at targets up to 12" away or once at targets up to 24" away.

If a unit armed with Semi Auto weapons remains stationary, each model can shoot three times at targets up to 12" away or twice at targets up to 24" away.

One Shot Weapons

Any one-shot weapon will only be usable once during the course of the game. Once the one shot is used (hit or miss), the weapon is then discarded and the model's normal weapon is then used.

Blast Weapons, page 30
When placing the blast marker, you must position it to cover the maximum number of models possible from the unit attacked. 

When firing at a vehicle or vehicle squadron (direct fire), the hole in the middle of the template must be centered over the side of the vehicle facing the firing unit.  The only exception is for indirect fired blast weapons, in which case the hole in the middle of the template falls where it may, due to scattering.

Flame (Template) Weapons, page 31
Infantry-carried flamethrowers have several special rules associated with them. 

Vehicle-mounted flamethrowers are only subject to the Fire! rule, but may have others specified based on the vehicle.

Limited Ammo: Roll a D6 immediately before each flamethrower shot. On a die roll of 1, the weapon is out of ammo or otherwise malfunctions and is useless for the remainder of the game.

Encumbering:  Infantry models with flamethrowers are treated as if crewed guns for movement purposes (i.e. treat as if in difficult terrain when in open, and when in difficult terrain roll 2 dice and keep the lowest roll for movement).

Volatile: Infantry carried flamethrowers were very dangerous weapons, even to their users!  If a model with a flamethrower is wounded, he does not get an armor save (only cover saves are allowed), and if killed, center the blast template on the model and treat all affected models as if hit by the flamethrower. Note that vehicle-mounted flamers already have special rules regarding their vulnerability.

Fire!: Flamethrowers always cause a Glancing hit on a vehicle on any Armor Penetration die roll(s) of 6, even if it could not be penetrated normally. Treat all Penetrating hits from flame weapons as Glancing hits.

Any infantry unit which suffers one or more casualties from a Flame Weapon must make an immediate Morale check.

Barrage Weapons, page 31
At least 1 friendly unit must have a Line Of Sight to an enemy target in order for indirect fire to be used against it. The “spotting unit” does not have to be the firing unit. Pinned units cannot be used to 'spot' for indirect fire.
Barrage Weapons and Woods: Barrage weapons (artillery, HE fired indirectly, and mortars) were particularly effective when used against enemy positions held in forested areas. Calculate hits on enemy models with a -1 cover save and remove casualties as for blast weapons.

Ex. A player fires his mortars into a squad taking up a position in some nearby woods, the normal cover save is 5+, but due to the devastation created by the exploding trees the cover save drops to 6+.

Smoke (OPTIONAL): Smoke shells were used throughout the War to provide artificial concealment for troop movements. 

At the start of the game the defender rolls a scatter die to determine the wind direction. The attacker may re-roll the scatter die to generate a new wind direction. Regardless of the result, any re-roll is final. A roll of ‘hit’ means that there is only a light breeze and smoke does not drift.

Each Barrage weapon has one round of smoke ammunition available that it may fire instead of its normal ammunition. A smoke round fills the 5” ordnance blast template with smoke, blocking line of sight into and through the smoke.

Roll a D6 for each smoke round at the end of each player’s turn (except the one in which the smoke was fired). On a score of 4 to 6, the smoke drifts 1D6” down wind. On a roll of 1 to 3, the smoke disperses and is removed.

A player may purchase additional smoke rounds for barrage weapons in a game where the scenario allows a preliminary bombardment. Each additional round costs 5 points.

Vehicle-Mounted Barrage Weapons: Barrage weapons may only be fired by stationary vehicles.

Pinning Weapons , page 32

Contrary to 40K rules, failed Morale tests override Pinning, and Pinned units must still test for Morale as normal (the desire to flee danger may be greater than indecision or the desire to stay in a dangerous area). 
Sniper Weapons, page 32

Disregard this rule. 

Instead, any shooting casualties caused by “Sniper” models may cause Pinning, as do any casualties caused by a unit that is Sniping. Sniper models may roll 2D6 for Armor Penetration.

Grenades

Most units have grenades.  Grenades are a barrage (Guess) weapon, may be thrown during the shooting phase, and are treated as a normal shooting attack using the blast template. Only one grenade attack per squad or combat team is allowed per turn (see FAQ for why), and the model in the team or squad that attacks with grenades may not use his normal weapon at the same time.  Grenades may still be used to assault vehicles during the assault phase, though.

Grenades have no other benefit, and do not grant a bonus to units in the Assault phase.  

Weapons and Buildings

The rules for weapons that use blast markers and templates are modified as described below, when used against units in buildings. All other weapon rules remain the same. Models within 1” of a building and using the building as cover are treated as if “in the building” for weapon effects.

Direct Fire Blast, Ordnance, and Flame Weapons: Do not choose a target unit in the building, or even roll to hit. Instead, simply roll 1D6 for each and every model in the building.  Each "5” or “6" rolled results in a model being hit by any Blast Template weapon, while each “4”, "5", or "6" rolled results in a model being hit by any Ordnance, Large Blast, or Flamer Template weapon. Roll to wound and to save normally, and the owning player picks which of his models are hit. Note that flamer template weapons ignore cover saves.  Ordnance blasts still scatter as normal, and if the center of a scattered template falls on the building, the building is hit, while if the center of the template ends up outside of the building, no models in the building are affected by the blast in any way (only those covered by the template outside of the building).

Indirect Fire/Barrage Weapons: Treat exactly as Direct Fire Blast and Ordnance Weapons, above, except that do not roll for any model(s) that have a floor and a roof, or two or more floors above their heads, as they may not be hit by indirectly fired barrage weapons.

Measuring Ranges With Buildings

When measuring ranges between two units that are at different elevations - for example one might be on a rooftop, and the other in the street - do not measure the direct line distance between them but the distance along the tabletop (a straight horizontal line).

Crewed Weapons

Team and crewed weapons, such as MGs, bazookas, flamethrowers, artillery pieces, anti-tank guns, AA gun, and the like, have some special rules. 

LMG’s, AT rifles, flamethrowers, bazookas, and the like have a crew of 2, drawn from whatever unit is equipped with them.
All other crewed weapons have a particular crew size specified (see Army lists).

One crewman is required to fire the weapon, but any others can fire their own weapons normally during the shooting phase. As long as one crewman is still alive the weapon can still be fired, but once all crew are killed the weapon is useless and considered destroyed.

Any crewed or team weapon can no longer be "moved" (or even turned, in the case of large crewed weapons) if it has 50% or less of its original crew.
Artillery, page 56

All Large crewed weapons, such as AT guns, AA guns, and the like, are also treated as Artillery.  Typically, these weapons are separate models and have a wheeled carriage of some type. Follow the 40K Artillery rules specified unless otherwise stated.
	ASSAULT


Assaults in AWWW2 are typically short ranged firefights, rather than the kind of grappling hand-to-hand melee combat seen in Warhammer 40K. As a result, they are treated very differently, and these differences are outlined below.
Assaults DO NOT LOCK Units In Combat

Units are not locked into an assault by being in close combat with one or more enemy units. They may still move, shoot, and declare any assaults as normal. Being adjacent to or within 6" of an enemy model in no way impedes the model or unit, nor does having just fought an assault with the enemy unit. It merely allows the unit the option of engaging in an assault with the enemy unit during the unit's own Activation.

Declaring Charges, page 36

· An infantry unit that fired twice with Rapid Fire weapons during the shooting phase may not charge during the Assault phase. Units that fired only once with Rapid Fire weapons may charge.

· Units that wish to Charge or conduct an Assault may not use the Hit The Dirt or Crawling rules during their movement. 

· A unit that wishes to conduct attacks during the Assault phase declares his assault, makes a Morale test (see below), and then may Charge or otherwise make an Assault Move.

Assault Morale Test

· Any unit that wishes to charge into an assault (move within 6" of an eligible enemy unit), or to conduct any attacks in an Assault, including assaulting a vehicle, must first pass a Morale test to do so. 

· The Assault Morale test is treated as a normal ‘Assault-related’ Morale check, and uses any Assault-related Morale modifiers (such as for being outnumbered). 

· Units which fail their Assault Morale test may not charge, make an assault move, or fight in their assault phase at all. They stay put, and their active turn ends.

Move Charging Units, page 37
· Units which pass their Assault Morale test may charge an eligible enemy unit in range (by moving within 6" of the enemy unit), and/or may fight an assault with an enemy unit already within 6", subject to the normal assault rules. 

· Once an assault has been declared, and the Assault Morale Test passed, all charging models must end up closer to the enemy unit they are assaulting then when they started their move, and as many models as possible from the assaulting unit must move within 6" of a model from each enemy unit being assaulted. Any enemy units or models that are not moved to within 6" of will not take part in close combat. Models which start their Assault already within 6" of the enemy unit they will assault do not have to move, but may still do so (to get closer, etc.)

· Regardless of whether the unit actually moves or not, any Assault counts as a Charge or Assault Move.

· Squad Coherency rules still apply during Assaults.
Fighting A Close Combat, page 38
· All attacking models in a unit within 6" of any defending model/unit may fight with their full number of attacks, as if they were in "base-to-base" contact. 

· Models from units fighting a close combat, but outside 6" of an enemy model may not fight at all (but are treated as being part of the fighting units), and may not be casualties in the combat. 

· Extra casualties inflicted beyond the number of available models within 6" of the fighting are simply discarded.
· Defending models DO NOT FIGHT back. There are no "Losers" in Assaults. Defending units may be forced to take Morale or Pinning  tests due to casualties inflicted by Assaults (treat as casualties from Shooting), and if so these tests are also subject to the Assault-related Leadership test modifiers listed in the Warhammer 40K main rulebook (such as for being outnumbered by the attackers).

· Models in surviving defending units may still move, shoot, and conduct their own assault phase when activated. The presence of enemy models does not affect their movement, shooting, or assaults, except subject to the normal restrictions.

· Pinned units may fight in Assaults, but may not conduct a Charge/Assault Move.

Grenades, page 39

Grenades do not provide any Assault function, except for Infantry Assaulting Vehicles. They do not grant any benefit to the attacker in an Assault.
Effect of Cover on Assaults

Being in cover grants no benefit to the defender in an Assault.

Attacks, page 40
Units which charge in an assault DO NOT receive the +1 Attack charge bonus on the first round of an assault.

No other bonuses from the Warhammer 40K rulebook apply to assaults, except for the following bonuses for models equipped with the following Close Combat Weapons: 

· Bayonet= +1 Weapon Skill, first round only, if the unit Charged into an Assault.  Rifle equipped models only. 

· Sword= +1 Strength

· Pistol= +1 Attack

When they attack, models must allocate their attacks against the closest enemy unit they are in combat with. This means that, unlike shooting, it is possible for a unit to attack more than one enemy unit in close combat. If models from two different enemy units are equally close then you can choose which unit the model will attack.

Roll to hit, roll to wound, and take saves using the close combat rules from the Warhammer 40,000 rulebook.

If models in a unit have a different Toughness or saving throw then hits should be allocated to models before any wound rolls or saves are made.  Remember that 'the model that saves and fails is the model that is wounded'.

Suffering Wounds And Removing Casualties, page 41
The owning player allocates wounds taken to his own models on a unit-by-unit basis, just like from shooting.  When removing casualties in an assault, the owning player does not have to remove models in base-to-base contact with enemy models first.  Instead, he may remove any models that could and/or did fight in the assault (within 6" of an enemy model), in any order.  When all models within 6" of the fighting have been removed, any excess casualties are ignored, as models more than 6" away from an enemy model did not fight in the assault, and hence could not have been casualties. 

Loser Checks Morale, page 43
This rule has been mostly eliminated. There is no "Loser" in Assaults, as only the Active unit may fight. However, if a unit suffers sufficient casualties, they may be required to take Morale and/or Pinning tests at the start of their next turn, and these tests are subject to the Assault-related Leadership modifiers found in the Warhammer 40K main rulebook (such as for being outnumbered, etc.).

Massacre!, page 43
Units that win an assault by completely wiping out their enemies may only Consolidate.

If a friendly unit is completely destroyed in an Assault, any friendly units with a model within 8” of the Assault must make a Morale Check (see MORALE).

Sweeping Advances, page 43

Sweeping Advance had been deleted. 

Consolidation, page 44

Only units that "win" an assault by wiping out all models in the assaulted units may Consolidate, by moving up to 3" in any direction, ignoring difficult terrain, and they may not consolidate into another enemy unit not already engaged in the same assault.


’Pile In ‘ Moves, page 44

Piling in is now covered under normal Movement.
	MORALE


Command Radius

Officers have a Command Radius of 12”. These are noted in the Army Lists. Friendly units from the same army within 12” may use the Officer’s leadership value (Ld) for any Leadership tests (such as for Morale and Pinning tests).

Radio Contact

Any unit with a radio and on the board may lend its Leadership value (Ld) to any other unit with a radio in the army and on the board.

Morale Checks, page 47
· All Morale Checks, except for Tank Shock, are made at the start of the following turn, rather than at the end of the current Movement, Shooting, or Assault phase.

· Units may be forced to take multiple (cumulative) Morale checks during the same turn, in which case the unit must pass all of them or suffer the results.

· Contrary to 40K rules, failed Morale tests override Pinning, and Pinned units must still test for Morale as normal (the desire to flee danger may be greater than indecision or the desire to stay in a dangerous area). Pinned units that fail a Morale check and Fall Back are no longer pinned, but become broken instead.
· A unit's Leadership is always reduced by -1 when the unit falls below 50% starting strength, as normal.

A) Enemy Fire:
1)   Any unit which falls below 75% of its starting strength from shooting must check against its leadership, or Fallback. This rule also includes Combat Teams.

2)   Any unit which falls below 50% of its starting strength from shooting must check against its leadership, (with a –1 LD penalty for being below 50% strength) or Fallback. This rule also includes Combat Teams.

3)   Any unit which falls below 25% of its starting strength from shooting must check against its leadership, (with a –1 LD penalty for being below 50% strength) or Fallback. This rule also includes Combat Teams.

4) 
In addition, any unit taking 25% or more casualties of its current strength from shooting during a single turn must check against its leadership or become Pinned.

Combat teams that rejoin to form a whole unit may bring a unit which has already taken Morale checks for being below 50% or 25% starting strength back above these thresholds. If so, and the unit once again falls below these thresholds, they must test Morale again as they do so.

B) From Assault: Take tests due to casualties in Assaults in the same way as from Enemy Fire (above). In addition, note the Assault-related Leadership test penalties listed in the Warhammer 40K rulebook for being outnumbered and/or below 50% starting strength.

C) Tank Shock: As per the Warhammer 40K rulebook, includes Combat Teams.

Note the penalties for being below 50% starting strength, listed above.

Tank Shock test are made immediately, as the Tank moves (see VEHICLES). This is an exception to the normal rule.

D) Panic:  Any unit within 8” and LOS of any other friendly unit that is either completely wiped out or otherwise destroyed (such as by shooting or in an assault) must take a Morale check themselves, at the start of the following turn.

All On Your Own (Last Man Standing), page 49
This rule also includes Combat Teams. Note the penalties for being below 50% starting strength, listed above.

A model that becomes “All on their own” may join any friendly unit, so long as both are Unbroken. Simply move the 1 model into coherency with the unit it is joining. The 1 model unit is considered destroyed for VP purposes.

Vehicle Morale, page 73
Unlike in this version of Warhammer 40K, but like previous versions (2nd edition), all Vehicle units in AWWW2 have a Leadership value and may take Morale tests.  Vehicles never test for Pinning, however.
The Leadership value of a vehicle unit is always equal to the highest Leadership value found in their army, and on the table, at any given time.  Vehicle units never suffer any penalties to their Leadership.

Vehicle units must make a Morale check whenever either of the following occurs:

1)   A vehicle suffers a damage result from the vehicle damage charts (immobilized, crew stunned, etc.)

2)   A vehicle is hit by a weapon that COULD have caused a Penetrating Hit, but does not cause any damage, due to a failed Armor Penetration roll.

Weapons which can only cause Glancing Hits do not cause Vehicle Morale tests.

3)   Another friendly vehicle within 8” and LOS of the vehicle unit is destroyed or Falls back for any reason.

Vehicles conduct Fallback moves and test to Regroup just like any other units.

If a vehicle is Immobilized or Crew Stunned, and must Fallback, then the crew will bail out and Fallback as a unit.

Units being transported by a vehicle are unaffected by failed vehicle unit Morale checks, and may move, shoot, and disembark as normal.

Surrendering

Any unit which fails a Morale or Pinning check and rolls doubles while within 12" of an unbroken enemy unit or non-Immobilized vehicle model will automatically Surrender, instead of Falling Back as normal.  Simply remove the entire surrendered unit from play.  Surrendered units are worth double the normal number of VP's for VP calculation purposes.

Taking Pinning Checks

All Pinning Checks, like Morale Checks, are made at the start of the following turn, rather than at the end of the current Movement, Shooting, or Assault phase.

Inspiring Leadership
During the shooting phase, any Officer or NCO model may declare that they are attempting to inspire the men, instead of shooting. The officer or NCO may add +1 to their Leadership value for one full turn, instead of shooting normally. Mark the model or unit in some way for record keeping, and then remove the mark at the beginning of the owning player's next Shooting phase. 

Note that in the case of Officers, this only affects units within the Officer's Command Radius.

Overall Special Army Morale Test (aka Retire Check)

A Special Morale test must be taken at the start of any player's turn in which two-thirds (2/3) or more (rounded up) of their army's starting total number of units are either below 50% strength, destroyed, immobilized, or have fled off the board.  

Roll one such Special Army Morale test for each Company HQ (Battalion HQ in Soviet armies) originally taken in the army.  Treat this test as an ordinary Morale check, but use the highest Leadership value (Ld) remaining in the army and on the board.

If the Retire Check fails, the army has had enough of the fight, and the entire army retires from the battlefield.  

Unless there are other stated Victory conditions, the player whose army Retires is the loser of the game.

	FALL BACK


Falling Back, page 48
Falling back in AWWW2 is more of a controlled retreat than an out and out rout. As a result, players continue to exercise limited control over their units as they fallback.

· A unit which is required to Fallback does so during their Active Movement Phase, rather than immediately following the failed Morale test. Those units which Charge instead of Falling Back, or similar, do so as their normal Movement during their Movement phase.

· A Fallback move takes the place of normal Movement for the unit for the turn. Units which Fallback may not Move normally.

· A Fallback move is the same distance as the unit's NORMAL movement. Fall Back distances for units listed in the 40K rulebook are ignored.
· A unit may Fallback in any direction, so long as their move does not take them closer to any enemy units. Simply move the unit away from all enemy units, and towards cover, another friendly unbroken unit, or their own table edge.

· A Fallback move is treated like normal movement, except that the unit must end its Fallback further away from all enemy units than it started.  A unit that cannot fallback in this way is destroyed. 

· Units which are falling back may use the Roads rules while doing so, but may not use Crawling, Hit the Dirt or Forced March rules.

· Note that Broken units, or units currently Falling Back, suffer a -1 penalty to any cover saves they make.

Trapped! page 48

If a unit cannot Fallback without moving closer to an Unbroken enemy unit in the process, it is destroyed.

	REGROUPING


Regrouping Attempts, page 49
Regrouping (or Rally) attempts for all units are made at the end of the game turn. 

Units which Regroup may still immediately move up to 3" in any direction, ignoring terrain, in order to get into coherency, etc, and may Move normally during their next Movement phase. Units that fail to regroup remain broken.
Below 50% Strength May Still Regroup, page 49
The condition of being at or above 50% starting strength to regroup is ignored.

Broken units below 50% starting strength may ALWAYS make an attempt to Regroup, if eligible to do so (models are in coherency, and not within 6" of an enemy unit). This rule includes Combat Teams.  

Note that units below 50% still suffer a –1 LD penalty, as normal.

Units receive a +1 bonus to any Regrouping attempt if there are no enemy units in Line of Sight.

Pinned Units and Becoming Unpinned

Units which become pinned do not automatically become unpinned.  As with broken units, they must pass a Leadership test during the Rally/Regrouping phase, and if they fail they remain Pinned for another turn. 

Pinned units have no LOS, cannot detect enemy units, may not spot for indirect fire, and may not direct offboard artillery barrages.

Rally!

A broken unit that makes a Fallback move that takes the unit to within 3” of another friendly, unbroken unit or vehicle, or into cover may make a single additional and immediate Regroup attempt. Only one additional regroup attempt is allowed per unit, per turn, total.

	CHARACTERS


Characters in Vehicles, page 50
Characters fighting as part of a vehicle crew are treated differently than normal characters. All shooting from the vehicle is done using the special character's BS. If the crew is forced to leave their vehicle, the independent character is always the first model kept alive and the squad uses his Leadership for any tests made as long as he remains alive.

	VEHICLES


Fast Vehicles, page 61
Vehicles listed as “Fast” in AWWW2 may move up to 18” in their Movement phase.
Terrain Effects, page 61
Vehicles moving through Difficult Terrain count each 1" of Difficult terrain as 2" of actual movement.  Thus, vehicles move at half-speed when in Difficult Terrain.

Dangerous Terrain Tests For Vehicles, page 61
Wheeled Vehicles: Wheeled vehicles that are also “Tanks” are immobilized on any difficult terrain die roll of “1-2”, rather than just on a die roll of “1”.

All other Wheeled vehicles are Immobilized on any difficult terrain die roll of “1-3”, instead of just on a roll of “1”.

Immobilized by Difficult Terrain: If a vehicle unit becomes Immobilized due to a failed difficult terrain test, the vehicle bogs down or otherwise gets “Stuck”, it is not truly and permanently disabled.
The owning player may roll 1D6 for the vehicle before Movement. On a die roll of “5-6”, the vehicle is unstuck, and may move again normally. Note that vehicles which become stuck in difficult terrain will have to test again, as they start their Move in difficult terrain!

Vehicle which become Immobilized due to damage sustained in combat may not roll to become “Unstuck”, that type of Immobilization is permanent.

Who Can Use A Transport Vehicle? page 62

Any vehicle capable of transporting models may be used to transport ANY infantry models, not just those of the unit it was taken with/attached to.  Tranport vehicle capacity limits must be observed (i.e. you can’t put 20 models in a vehicle than only holds 10).

Infantry units transported in this way may be split between several vehicles, but all such models must still remain within squad coherency, even when embarked.

Vehicle Ramming

Any vehicle may attempt to ram another in a desperate, last ditch effort to stop their progress: 

· A vehicle may ram another by contacting it after a move of at least 6” towards it. 

· The attacking vehicle must first pass a Morale check, or the crew thinks better of it and just moves normally.

· If the crew successfully passes its check, then the attacking vehicle must roll To-Hit, against its BS.

· If hit is successful, both vehicles are now immobilized. 

· If hit is unsuccessful, only vehicle attempting  the ram is immobilized. 

Ordnance Weapons, page 29

Ordnance weapons follow the rules for regular Blast weapons (see Blast Weapons).

Vehicle mounted Ordnance weapons may be fired even if the vehicle moves.

Ordnance Barrages, page 32
Ordnance Barrage (indirect fire capable) weapons follow the rules for Barrage weapons (see Barrage Weapons).

Ordnance Barrage weapons may only fire when stationary.

Moving and Shooting Vehicle Weaponry, page 63

If a vehicle does not move it can shoot all of its weapons.

If a vehicle moves up to 6" it can shoot either all "Infantry Weapons" (MG's) or one "Tank Weapon" (cannon).

If a vehicle moves more than 6" it can shoot one "Infantry Weapon" (MG).

All vehicles, except Open-Topped vehicles, suffer a –1 to-hit penalty when firing at Infantry units or AT guns.

Vehicle Split Fire

Vehicles may fire their hull-mounted weapons at one target, and their turret-mounted weapons at a second target, subject to the normal Shooting rules. 

Turning to Face, page 64
Vehicles cannot pivot on the spot as per Warhammer 40K rulebook. Turning is considered "Moving" and DOES effect firing (see Moving and Shooting).

Vehicle hull-mounted weapons may be fired at any target in their frontal arc (90 degrees, centered on the weapon's barrel). Vehicle pulpit-mounted weapons are treated as hull-mounted weapons, except that they have a 180-degree frontal arc of fire (90 degrees to each side of the direction they are facing). 

Vehicle turret-mounted or pintle-mounted weapons may freely engage targets in any direction (360 degrees) without the vehicle moving, as rotating a turret does not count as moving, and is allowed so long as the vehicle has not received 2 "Immobilized" results. Once immobilized twice, only targets within a 90-degree arc of the weapon (centered on the weapon's barrel) may be engaged. 

Vehicle Armor Values, page 65
As per the Warhammer 40K rulebook. 

Note that if there is a question about whether to use one of two armor values (example: did it hit Front or Side armor?), always use the highest armor value (due to the oblique angle).

Armor Penetration, page 65
Sloped Armor: A Sloped vehicle type always uses the 'Glancing Hit' table when hit by weapons of Strength 5 or less.

Anti-Tank Weapons 

(*) Weapons: Some weapons are designed specifically to penetrate armor and destroy vehicles.  However, they were also often used against infantry, too. Such anti-tank weapons are designated with an asterisk (*) next to their Strength, and roll 2D6+Strength for Armor Penetration, rather than the usual 1D6. 

Anti-Tank Weapons At Short Range: In addition, any weapon specifically labeled as "AT" in its name (ie: "75mm AT") may add +1 to its Armor Penetration roll when fired at a target equal to or less than half the weapon's maximum range or less. 

Example: a 75mm AT gun with a range of 60" may add +1 Armor Penetration when fired at a target 30" away or less.

Vehicle Crews

During the Movement Phase of a players turn, a vehicle crew may abandon their vehicle instead of moving or firing. They form a small unit placed within 2" of their vehicle. The unit may fire during the Shooting Phase but are treated as moving for firing purposes. All crewmen are armed with a SMG.

Crew Escaping: Each vehicle is automatically fitted with protective devices, such as escape hatches, which increases the crew's chance of escaping if the vehicle is destroyed. If the vehicle is destroyed, treat the listed crew members exactly like they are transported passenger models.  The crew is worth zero victory points on their own, but their vehicle counts as only being damaged for victory point purposes while any of the crew lives.  If a vehicle "Explodes" or is “Annhilated” (see Vehicle damage tables, page 67), then all crew are killed outright. Note that passengers may still survive, unless the vehicle was Annhilated. 

Damage to Passengers, page 68
Passengers in destroyed vehicles are handled exactly as described in the Warhammer 40K rulebook, with one exception: Open-Topped vehicles (see below).

Open-Topped Vehicles, page 68

Open-topped vehicles are only considered open-topped against indirect fire attacks, flame template attacks, and assaults by infantry (grenades, etc.).

Open-topped vehicles do not suffer the –1 to-hit penalty when they fire against infantry units.

Open-Topped vehicles are significantly easier to escape from, in the event of vehicle destruction.  

Passenger (but not Crew!) models in Open-Topped vehicles are only affected by the destruction of their vehicle on a die roll of "5+" (instead of the usual "4+").  Roll for saves as normal.

Tank Shock, page 70
· Only "Tank" class vehicles may Tank Shock enemy troops.

· Tank Shock is an exception to the normal Morale rules in that Tank Shock tests must be resolved immediately, as the Tank moves.

· Models from units which fail their Tank Shock test are immediately Broken and must Fallback their full normal movement immediately. They may not Death or Glory, and must move out of the path of the Tank as they Fallback.

· Models from units which pass their Tank Shock test may conduct Death or Glory attacks and may be "Crushed" by the tank (see below). 

· Crushing Attacks: Roll a die for each such model in the path of the vehicle. On each die roll of "1", a model (owner's choice) is crushed by the tank and killed outright.

Infantry Assaulting Vehicles, page 71
Troops strike with the normal number of attacks, with NO bonus attacks. 

Infantry conducting assaults on vehicles always resolve their attacks against  the REAR armor of the vehicle, regardless of which side of the tank they are touching/facing.

Buttoned/Unbuttoned

During the vehicle movement, a player may declare the commander is coming out of the vehicle (unbuttoned). He remains as such until that same players next turn where he may remain unbuttoned or return to the safe confines of the vehicle (buttoned). 

· Buttoned: as normal (per vehicle BS) 

Unbuttoned: All shots taken while unbuttoned are at a +1 BS. Snipers may target the exposed commander as he could any other individual in a squad. In addition, if the vehicle is hit with infantry weapons, attacked by another vehicle, or assaulted while unbuttoned, there is chance the commander is hit: Roll a D6, and on a die roll of "4, 5, or 6" the commander is hit.  

If hit, roll to wound as normal, and if the commander is wounded, the vehicle's normal BS is dropped by -1 permanently. 

Ex. A Sherman which lost its commander from HMG fire during the enemy's turn now fires with a Ballistic Skill (BS) of 2.

Magnetic Mines (aka "Sticky Bombs", etc), page 72
Treat Magnetic Mines as a Melta Bomb with a Penetration of S6+2D6. Each magnetic mine hit is rolled for separately.  Magnetic Mines are an option in the Army lists.

Grenades, page 72
As per the Krak Grenade rules in the Warhammer 40K rulebook, except it has a Penetration of S4+D6. Once a single sucessful hit is made, each extra hit beyond the first made on the same vehicle by all the teams/units assaulting adds +1 to the the Strength value of the initial attack, rather than being resolved as a separate attack. 
Ex. A team of 3 Infantrymen assaults a vehicle that did not move during its previous turn. Since all three models automatically hit a non-moving vehicle, the penetration value is now recalculated to S4+D6+1+1.
Vehicles In A Unit (Squadron), page 73

Vehicle units (or squadrons) are not bound to any unit coherency rules unless specifically required by any Codex rules (ex. recon units). 

Vehicles in a squadron must remain within 6” of each other at all times to remain in unit coherency. 

Any shot fired by a vehicle in a squadron bound by the coherency rules may be directed at any unit of the shooting player's choice within normal shooting rules. All shots directed at a vehicle squadron bound to the coherency rules may fire at any vehicle within that squad following normal shooting rules, rather than the squadron-specific rules dictated by Warhammer 40K.

Vehicle Morale, page 73
See MORALE, above.

Off-Board Artillery Barrages

· Units equipped with radios may use them to fire any number of off-board artillery pieces during the Shooting Phase, instead of firing normally. 

· Only units with an operational, radio-equipped model may call in Artillery. 

· Vehicles with radios and vehicles carrying passenger's equipped with radios are treated identically.

· Treat the artillery shot(s) as if they were "Indirectly Fired" by the unit with the radio.

· A radio, used to direct off-board artillery shot(s), is considered "firing" a Heavy/Tank weapon, and subject to all such rules regarding Heavy weapon firing eligibility, such as for Pinning, LOS, Movement, Assaults, etc.

Usage of the radio to call in the artillery replaces the normal Shooting attack for the radio-equipped model.

The army calling the Field Artillery must have at least one operation Long-Range radio equipped model on the board, and eligible to shoot/use the radio himself (cannot be pinned, engaged in assault, etc.). A model with Long-Range Radio may actually be the one spotting for the Artillery barrage, but does not have to be, in which case they may use them to “relay” artillery shots to be fired/called by those with Short-Range Radios.  

Models with Long-Range Radios that are merely relaying Artillery barrages for other radio-equipped models are not treated as if "firing" a Heavy/Tank Weapon themselves.

· Each artillery shot may only be fired at targets that a model in the unit with the radio can “see.”

· Pinned units cannot be used to 'spot' for indirect fire.

· If a unit fires more than one Artillery shot per turn, they are treated as a single artillery Barrage instead.

· The attacks are made on any spotted unit/area (no guess required), and suffer 3D6 scatter. 

· Further attacks (subsequent turns) may be called on the same location with only a 2D6 scatter. 

· Only one barrage per turn may be fired by each off-board artillery piece taken in the army.

· Off-board Artillery Fire ALWAYS Scatters. Rolls of "Hit" are treated as Scattering. Use the Arrow on the Scatter die.

AIRCRAFT RULES

The following new rules are needed to use Air Support in your games of Alternate Warhammer WW2.

Flying vehicles require rather a lot of special rules to cover their movement. They start the game off of the table, and then basically just “appear” at any spot on the table and attack. The following rules explain how this works in a game of Alternate Warhammer WW2.

Aircraft Arrival: Flyers always start the game in reserve, even in scenarios that do not normally allow reserves to be used. Roll a dice for them each turn, starting with the second turn, as you would normally for a reserve unit. When the flyer becomes available, place it anywhere on the table, facing in any direction. It will not actually attack until the end of the game turn, but placing it like this equates to the opposing army hearing and seeing the flyer appear on the horizon! 

Because it has not really reached the table yet the flyer may not shoot or be shot at until it makes its attack (see below). A flyer attacks at the end of the current GAME TURN. Thus, the flyer will get to make its attack after the opponent has had a chance to fire at it first.

Anti-Aircraft Fire: Enemy units, when activated, may shoot normally, or can target the flyer if preferred. Aircraft can be shot at by any weapon, except for ordnance, blast, flamer, and barrage weapons, which can only fire at Aircraft if they are in Anti-Aircraft mounts. 

Note that the LOS can never be blocked between a flyer and a target, either when it attacks or when it is shot at (unless the target is behind a building). The facing of models shooting at aircraft does not matter, as models may rotate freely to engage aircraft without penalty. This is an exception to the normal rules.

Measure the range to the flyers base, then add 12" to the range measured (due to the altitude of the flyer) to find the total range to the flyer. Roll to hit the flyer with a -1 penalty to hit and roll for damage normally, counting all hits as Glancing hits only. Stunned and Shaken results stop the flyer from attacking but have no other effect.  Immobilized results destroy the flyer. Weapon Destroyed results force the flyer to return immediately to base, with severe damage, and is treated as if destroyed. 

Aircraft Attack: Assuming the flyer is not shot down and does not sustain a Stunned or Shaken damage result, it can make its attacks at the end of the current game turn. 

If there is more than one flyer present, roll to activate as a normal unit, to see which attacks first.

A flyer may shoot all of its weapons as if stationary. Measure the range from the flyers base to the target, AND add 12" as normal. Then make the attack using the normal shooting rules. After the flyer has made its attack, simply remove it from the table.

Aircraft May Return: Flyers can make further attack runs, if the owning player wishes. Roll a D6 at the start of the owning player’s next turn, and on a D6 roll of 4+ position the flyer on the table edge in the same manner as when it first appeared. On a roll of 2-3 the flyer doesn't return this turn, but you may roll for it again next turn. However, On a roll of 1, the flyer returns, but is controlled by the ENEMY player for this attack run (Friendly Fire)!

Rockets & Bombs: These weapons may only be fitted to flyers. A flyer typically has either 2 bombs or 4 rockets. Each bomb is treated like a mortar (G24", S5, AP+1, Ordnance 1/Blast, May Pin), while each rocket is treated like a missile (R36", S4*, AP-, Heavy 1/Blast).  Remember to add 12” to the actual distance for all aircraft attacks! 

Only one shot of either type may be used per turn, and once a weapon is used it may not be fired again. All flyer weapons must be fired forward in the direction that the flyer is pointing (within the 90 degree frontal arc) and are considered to have Height Advantage against the target.

Anti-Aircraft Mounts: An anti-aircraft mount, as its name implies, is a mount that allows a weapon to be fired at flyers more easily than would normally be the case. Only weapons listed as having anti-aircraft mounts are treated as such, while some weapons may be fitted in an anti-aircraft mount for no cost, but must be declared as such before the game begins. An anti-aircraft mount allows the weapon to shoot at flyers without having to add 12" to the range or suffer -1 penalty to hit flyers. It also allows ordnance and barrage weapons to fire at flyers (you score a hit if the flyer is under the template, but cannot hit ground targets as well). Weapons fitted in anti-aircraft mounts are bound by the same vehicle movement and firing restrictions as normal weapons, but do not preclude the firing of any other weapons on the vehicle. In addition, they suffer a -1 penalty to hit targets on the ground, as it is difficult to depress them low enough to shoot at ground targets.

Infiltrate, page 75
Units that are allowed to infiltrate may do one of two things.  Infiltrators may be placed last by their owning player, anywhere on the board, so long as it is not within 18” of an enemy unit, or Infiltrators may be deployed normally with the rest of the army, and then may make a free 6” move immediately before the game begins, as per the “Scouts” special rule.
	CODEX: BATTLEZONE


The following rules add a new dimension to the standard 40K rules governing terrain. Each group of rules deals with a particular type of combat in various parts of Europe. These terrain-based special rules are used when the conditions needed are satisfied. As with any special rules or conditions, it is best to make sure both opponents are aware of the rules before being used.

URBAN BATTLEZONES

Built-up areas such as towns and cities became urban deathtraps for unwary armies forced to fight there. Casualty rates are always high when the enemy could be just on the other side of the wall. Many times opposing forces held different sections of the same building! Any game using these rules must be decided beforehand and would typically be tabletops with an area covered 50% or more with buildings. A game with simply a building or two would not use these rules, except when agreed upon beforehand.

4" Squad Coherency: In keeping with the concepts given above the way units keep together works slightly differently in urban terrain. Ordinarily, models from a squad must stay within 2" of each other in order to maintain coherency. In Urban combat, models in a unit are in coherency if they are within 4" of another model in the same unit while in terrain, such as a building (use 2" coherency for models not in the same building).

Street Fighting Terrain: Buildings are defined as those structures that still have 4 walls mostly intact (upright). Buildings are treated as difficult terrain for infantry and guns. Ruins have fewer than 4 intact walls, while Rubble areas are collapsed or destroyed buildings, usually with no intact walls. Ruins are treated as difficult terrain for all units. Rubble areas are treated as very difficult terrain for vehicles and guns, and difficult terrain for infantry. Rubble provides a 5+ cover save, while ruins provide a 4+ cover save, like almost all buildings do.  Open areas, such as streets, the cavernous interiors of warehouses or factories, and open squares, courtyards, and plazas are treated as clear terrain, except as otherwise noted.

Entering & Moving Within Buildings: A model can enter a building through any doorway or window. If there are any buildings where it would not be possible for a model to enter the building from one side or another, then these should be defined as 'impassable terrain' at the start of the game. Each floor of a building is generally treated as a single "area" for shooting, assaults, and the like, although larger buildings may be broken up into multiple areas, or even be open enough to actually measure and move models normally in.
Rooftops: Roofs are considered part of the building that they belong to, and models may move from the building to the roof or vice versa using the rules for moving about a building (see above). Models on a roof are considered to be in the building for the purposes of assaults, Template weapons and Blast weapons, and all of the other Urban rules.

Moving Vertically: When a unit moves into a building, models can move vertically equal to their total move distance, in addition to any horizontal movement. For example, models from a unit that rolled a 6 its movement distance could move up to 6" horizontally AND 6" vertically. However, there must be something for the model to climb or stand upon when it moves up or down; it cannot float in mid-air or climb up a sheer wall. If the rolled move distance is insufficient to take the model to the next floor, landing, or ledge, it cannot move vertically. AT guns, artillery, vehicles, and the like cannot move vertically, and must generally remain on the ground floor.

Assaulting Up Floors: Units assaulting enemy forces on a floor above them must re-roll successful rolls to hit in an assault. Units fighting units below them or on the same floor do not suffer this penalty.

Morale: Units ignore the normal restrictions on regrouping in urban combat. Units can regroup even if there are enemy within 6". They must still be in unit coherency, however. Last man standing tests still apply. Note that units in cover (buildings, rubble, ruins, etc) may test to rally/regroup almost instantly, should they fail a Leadership test.

Bikes:  Bikes must pass a Difficult Terrain test or be destroyed if they move over rubble. Bikes may not enter buildings.

Cavalry: Cavalry are not well suited to moving around rubble-strewn cities. Cavalry move at the same rate as infantry but may not enter buildings. Cavalry can still assault 12".

Vehicles: Vehicles moving along streets must take a Difficult Terrain test if they travel faster than 9", or enter difficult terrain. Ruins are treated as difficult terrain for vehicles. Rubble areas are treated as very difficult terrain for vehicles. 

An intact building is considered impassable terrain for all vehicles except “Tanks”. “Tanks” may enter buildings but they may not move more than 6" if they do so, and treat the building as very difficult terrain.  A tank that enters a building must make two very difficult terrain tests; if either roll results in failure the vehicle is immobilized (stuck). If both rolls fail then the vehicle counts as being destroyed. Roll for passenger and crew survivors as normal. 

Wrecked Vehicles: A vehicle can try to push past a vehicle wreck. In order to do this it must take an additional Difficult Terrain test for each such obstacle. A vehicle can only push past a wreck with a frontal armor value equal to or less than its own, otherwise the wreck is considered an impassable obstacle. Vehicles with a Dozer blade can push aside other vehicles whose side armor is equal to or less than their own.

Firing Over Buildings: Street fighting is difficult for artillery and other indirect ire. It is difficult to get far enough away from surrounding buildings to fire over them, rather than into them. This highlights the value of parks, intersections, and other open spaces. Mortars may not fire over a buildings within 6", but may fire over any building further away than that. Other indirect fire weapons may not fire over a building within 6", or within the height of the building, whichever is greater.

Aircraft: Returning Aircraft are contolled by the ENEMY player on a die roll of 1-2, rather than just 1, as is normally the case (Friendly Fire), due to the difficulty of telling friend from foe in an urban battle.

BOCAGE

Combat in France brought a new type of terrain: hedgerows. 

Hedgerows: Any vehicle moving through a Hedgerow or over a low wall may be attacked on their bottom armor (treat as Rear AV) during the opponent’s next turn. 

	THE ARMY LISTS


You can obtain Army Lists for use with these rules from the following web location:

http://games.groups.yahoo.com/group/AWWW2alternaterules/files/
Check back occasionally for updates and new versions, as the lists are still a “work in progress!”

Detachments: Although many choices in the Army Lists have an associated and required “command section/HQ” with them, you do not have to take the command HQ for any choice so long as you do not take the full number of sections listed under that choice. It was not uncommon for some missions for platoons to be split up, with one or more sections being “detached” and temporarily assigned to another command.

Example: A US Army Rifle Platoon has 1 Rifle Platoon HQ and 1-3 Rifle Sections. You do not have to take the Rifle Platoon HQ unless you take all 3 Rifle Sections, in which case the Rifle Platoon HQ section would be required to command it.

	COMMENTARY


These rules are not an official production of Games Workshop, Ltd., nor is it endorsed or licensed by Games Workshop, Ltd.  They are not for sale, are not a commercial product,  and are available for free download.
Warhammer 40,000 is a trademark of Games Workshop, Ltd, and the titles, words, phrases, and game mechanics are used without Games Workshop's permission. No challenge is intended to the status of these or any other trademarks of Games Workshop, Ltd, and use of these words, etc. without the appropriate symbols should not be construed as a challenge to such status. Of course, a little-known fact is that the use of game names and game mechanics (such as the Warhammer 40K name and its game mechanics) is allowed under U.S. and International (Berne convention) copyright laws.  Only graphical images, trademarks, visual artwork, and the exact written text of any rules associated with a game are protected under law.  For more information, contact the US Library of Congress Copyright Office: http://www.loc.gov/copyright/
These rules, as published, are the work of Keith Leary (aka fallout11), all rights reserved. Yada yada.
Designers Notes: This variant of rules would not have been possible without the hard work of both Phil Yates (Warhammer Panzer Battles) and Kevin Pavlick (Warhammer WW2) and I make no pretense about or excuse for obvious plagiarism of parts of their work. I used elements of their rules as a basis for these rules while attempting to improve many aspects of the game. This revision was done to improve general rule clarity, correcting obvious errors, aid game balance, bring the rules up to date, and enhance game play, historical accuracy, and overall consistency.  This revision also incorporates many of the suggestions and house rules presented on various now-defunct Warhammer-related WW2 discussion boards. Historical and technical references were utilized whenever possible.  Most recent rules changes are shown in blue italics. Take them with a grain of salt, and feel free to print, use, or modify them as you see fit, as this variant is fully "public domain."  Please direct all specific questions, requests, hate mail, etc. to mailto:fallout11@yahoo.com.
Special thanks to Mr. Gary Kennedy for his excellent web site on WW2 unit organization and weapons, the 'Feldgrau' WW2 historical discussion boards, the War Times Journal, the Avalon Hill Game Company, and Mr. Phil Yates, author of “Flames of War”.
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