Rule Amendments and Errata for Epic 40 000  V:1.0
   May    2002

OFFICIAL RULE AMENDMENTS FROM FIREPOWER 1:  (Antitank is the most important of these.)

ANTITANK:  Targeting.  When firing anti-tank shots the player shooting must specify whether he is shooting at infantry or vehicles.  The casualty removal rules apply for anti-tank shots as for normal firepower, with the closest infantry or vehicle units being removed first depending on which was specified as a target.

Land Raiders points cost is increased from 35 to 45 points.  Support Weapons, Wraith guard, Fire Prisms, and Exocrines cost an extra 5 points each. 

BUNKER: objectives decrease the enemy morale by  1d6 points, not  by 5.

VORTEX: Missiles inflict D6 death ray shots, not hits.  Deathstrikes now inflict D6 anti-tank shots rather than Death Ray shots.

DROP PODS: Units emerging from drop pods must go on assault or normal orders.

WALKERS:  Dreadnoughts, War Walkers, et al are treated as infantry for movement purposes as suggested in the Battle Book.  They can also be carried in drop pods and transport flyers (but not transport vehicles).

FLAK:  On flak special orders flak units may reroll misses.  On normal, overwatch or assault orders, they may fire at aircraft but do not reroll misses and may not then fire at ground targets.   (This is the most popular modification of  the FP 1 ruling and is from the epic mailing list as is the ban on flak orders for war machines.)
SUPER HEAVY TANKS: The following table replaces the Army Book table for Baneblades, Shadowswords, and Battlefortresses.  Also these tanks may use reverse movement, it costs 5cm of the super heavy tanks movement to move in reverse gear.  The movement cost is paid in each phase the SHT uses any reverse movement.

2D6 ROLL
RESULT
DAMAGE
NOTES

2-4
Crew Shaken
+0 points
May not fire this turn.

5-7
Crew Stunned
+0 points
Immobilised and may not fire this turn.

8-9
Tracks Damaged
+0 points
Immobilised until repaired.

10
Weapons Damaged
+0 points
May not fire until repaired.

11+
Catastrophic Damage
Destroyed
See Catastrophic Damage Table.

WAR ENGINES:  Non-immobilised War Engines may now use special orders,   If they are immobilised while orders are in effect, then the orders are cancelled and the war engine is treated as being immobilised under normal orders.

-Overwatch:   The war engine pauses in its advance to unleash a rapid salvo or a more accurate one.

1.  The war engine may move as normal in the movement phase.

2.   In the shooting phase it may either: 

-Fire in the vehicle and infantry shooting phase, or

-Fire in the war engine shooting phase with re-rolls to hit.

3.  In the Assault phase it may  make one turn but  may not move otherwise.

-March: The war engine shifts power from weapons to engines in order to get into battle.

1.  The war engine may move at triple speed in the movement phase but may not move at all in the assault phase.

2.  The war engine may only use its free turn, it may not expend 5cm of its move for additional turns.

3.  The war engines firepower is halved in the shooting and assault phases.  Super heavy weapons need to lock on by rolling a 4+ in order to fire.

4.  The war engines assault value is halved.

-Assault:  The war engine closes rapidly without halting to fire to cut down on enemy targeting opportunities.

1.  The war engines firepower is halved in the shooting and assault phases.  Super heavy weapons need to lock on by rolling a 4+ in order to fire.

2.  Any firing against the war engine is treated as being against a vehicle or infantry detachment rather than a war engine.

3.  The war engine may use close combat weapons against vehicle and infantry opponents in order to double its assault value.

AMBUSH SCENARIO:  Currently unbalanced so modify as follows:

The attacker may pick up to half of their detachments instead of having to roll randomly.  In addition each player must place one objective per 500 pts of their force.  All objectives are placed along the route of march.  The defender places Cleanse objectives.  The first is placed 15cm away from the point where the route of march exits the table edge.  The second cleanse is placed 30cm further back along the route of march from the first cleanse.   Subsequent cleanses are place 30cm back along the route etc.

The attacker may place Capture and/or bunker objectives..  These can be placed along the route of march subject to the normal restrictions for placing objectives (i.e. not within 15cm of each other or the table edge.)  In addition the attackers objectives must be placed no further along the route of march than the most advanced detachment out of the defending force.

OPTIONAL RULES:  (From Mailing List.)

> No Snap Fire, i.e. allow use of a 10cm measure which is the closest units may approach in the move phase.

> Bio-Titans get a 4-6 D6 save against all critical hits they take OR they have bio-plasma shields as from Epic Magazine 4, Dominatrix 2, Hierophant 5, Hierodule 3. These work in the same way as imperial void shields.   

> Popped up skimmers can only see and be seen from a distance which is equal to or greater than the distance the skimmer is from the far edge of the obstructing terrain.  

> No more than one psychic attack can be made by a psyker in a turn, except  for those with hero ability who may make two attacks.

 >Tournament games roll D6,  1-2 Escalating Engagement, 3-6 Meeting Engagement..

No more than ½  points on War Machines.  No more than ¼ points on Flyers.

FLAK RULES:

As normal rules, except that on flak orders flak fire dice may be rerolled as if on overwatch.  On all other orders except march, flak units may fire as if on flak orders but without rerolls. 
