
REFERENCE SHEET BY SPIN

WARHAMMER: THE OLD WORLD

STRATEGY PHASE

• Start of turn
• Command

- character abilities
• Conjuration

- enchantment and hex spells
• Rally fleeing troops

- LD test [+1 if the unit contains a musician]
- failed units will flee during Compulsory movement phase

MOVEMENT PHASE

• Declare all charges: max 6 + M  |  including a single wheel maneuver
• Declare all charge reactions:

- hold
- stand & shoot: range > M  |  not in combat  |  -1 to hit  |  causes no panic
- flee: 2d6 pivot away from the charge

• Move charges: 2d6 [highest result] + M [free close the door wheel]
• Compulsory movement

- models with random movement
- fleeing models: 2d6 in a straight line

• Remaining movement
- conveyance spells

• Marching: 2M / 3M if in a marching column [8 inches of enemy requires ld test]
- musician grants a reroll |  only wheels  |  may not shoot / cast]

I.

II.

NOTES

• Maneuvers
- wheel: pivot from one corner  |  measure furthest model travelled
- turn 90°: costs quarter movement
- turn 180°  |  move backwards  |  move sideways : costs half movement
- readdress ranks: costs half movement [add or remove up to 5 models]
- reform: costs all movement

• Marching column: deeper than wide  |  Combat order: wider than deep
• Disrupted unit

- engaged in rear / flank  |  25%+ in difficult terrain  |  straddling an obsticle
- cannot claim rank bonus

NOTES

• Command range
- characters command range = LD inches
- general & battle standard = 12 inches / 18 inches on a large target
- general = use leadership  |  battle standard = reroll panic, rally & break tests
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SHOOTING PHASE [models who did not march, charge, are fleeing or in combat]

• Magic missiles & vortex spells
• Choose units & shoot
• Roll to hit

• Look out sir: char. in a unit with 5+ models
- roll d6: 2+ hits unit instead

• Roll wounds and Armour saves
- armour  |  ward  |  regeneration
- ap modifiers to armour only

• Panic test
- units lost more than 25% of models this phase [ld test]
- fail with 50% of models remaining: fall back in good order
- fail with less than 50% models remaining: flee 2d6 away from shooter

III.

COMBAT PHASE

• Active player chooses order of combats
• Assailment spells
• Models activate in initiative order

- charging unit: +1 Initiative per inch charged, up to +3 [flank / rear +4]
- disordered charge: no Initiative bonus

• Fighting rank: all models in a rank containing base contact models can fight
- models in base contact use attack profiles
- not in base contact use 1 attack

• Roll to hit & wound
• Armour saves

- armour  |  ward  |  regeneration
- ap modifiers to armour only

• Compare combat results & break test
- lower takes a break [ld] test ld - cr difference

• Pass modified leadership: give ground
- 2 inch move directly away from combat
- restrain & reform / change face & follow up

• Pass unmodified leadership : fall back in good order
- flee 2d6 [highest die]  |  free reform
- restrain & reform / pursue 2d6

• Fail unmodified leadership: break & flee
- pivot 180°  |  move 2d6 inches
- restrain & reform / pursue 2d6

IV.

close order formation
combat wound :

stand & shoot wound :
regenerated wound :

rank bonus :
standard :

battle standard :
musician :

flank :
rear :

high ground :
overkill wound :

+1
+1
+1
+1
+1
+1
+1
+1
+1 
+2
+1
+1

COMBAT RESULT

*
*

**

*

* once per side per combat
** limited by unit type

*
*

***

*** if combat is a draw

moving and shooting :
firing at long range :

partial cover :

-1
-1
-1 1BS 2 3 4 5

to
hit 6+ 5+ 4+ 3+ 2+

6BS 7 8 9 10
to
hit 2+ 2+ 2+ 2+ 2+

6+ 5+ 4+ 3+ 2+re-
roll

0BS -1 -2 -3+
to
hit 6+ 6+ 6+

4+ 5+ 6 n/a

n/a
2nd
roll

both rolls required to hit
stand & shooting :

at skirmishers :
full cover :

-1
-1
-2
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TO HIT
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4+ 4+ 5+ 5+ 5+ 5+ 5+ 5+ 5+ 5+

3+ 4+ 4+ 4+ 5+ 5+ 5+ 5+ 5+ 5+

2+ 3+ 4+ 4+ 4+ 4+ 5+ 5+ 5+ 5+

2+ 3+ 3+ 4+ 4+ 4+ 4+ 4+ 5+ 5+

2+ 2+ 3+ 3+ 4+ 4+ 4+ 4+ 4+ 4+

2+ 2+ 3+ 3+ 3+ 4+ 4+ 4+ 4+ 4+

2+ 2+ 2+ 3+ 3+ 3+ 4+ 4+ 4+ 4+

2+ 2+ 2+ 3+ 3+ 3+ 3+ 4+ 4+ 4+

2+ 2+ 2+ 2+ 3+ 3+ 3+ 3+ 4+ 4+

2+ 2+ 2+ 2+ 3+ 3+ 3+ 3+ 3+ 4+
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DEFENDER

TO WOUND

1S/T 2 3 4 5 6 7 8 9 10

1
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4+ 5+ 6+ 6+ 6+ 6+ - - - -

3+ 4+ 5+ 6+ 6+ 6+ 6+ - - -

2+ 3+ 4+ 5+ 6+ 6+ 6+ 6+ - -

2+ 2+ 3+ 4+ 5+ 6+ 6+ 6+ 6+ -

2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+ 6+ 6+

2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+ 6+

2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+ 6+

2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+ 6+

2+ 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+ 5+

2+ 2+ 2+ 2+ 2+ 2+ 2+ 2+ 3+ 4+
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DEFENDER [t]

COMMON SPECIAL RULES SUMMARY

• Fear [you have fear and a higher unit strength]
- when charging: ld test  |  fail: fail charge without moving
- before combat: ld test  |  fail: -1 to hit
- one test per turn required

• Terror [also causes Fear]
- charge reaction: ld test  |  fail: must flee
- break test: -1 modifier to each unit
- models with fear treat terror only as fear

• Cumbersome: cannot stand & shoot
• Frenzy [losing combat will lose frenzy]

- +1 attack  |  immune to terror, fear & panic  |  must charge  |  may not choose to flee
• Horde: may claim 1 additional rank bonus
• Ponderous: additional -1 for moving & shooting
• Strike first: I10 in combat  |  Strike last: I1 in combat [both will cancel each other]
• Stubborn: first time losing combat, this unit can choose to fall back in good order
• Unbreakable: will always give ground when losing combat
• Unstable: lose 1 wound per point of combat unit lost by [before break test is made]
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MISCAST TABLE

2-4:

5-6:

7: 
8-9:

10-12:

 5 inch blast template over the wizard (risk of being hit rolls)
st 10  |  ap -4
 3 inch blast template over wizard (risk of being hit rolls)
st 6   |  ap -2
 wizard suffers a hit: st 4 ap  |  -1 
 wizard may cast no more spells this turn
spell casts with perfect invocation (can’t be dispelled)
wizard may cast no more spells this turn

(does not apply for bound spells)

TROOP TYPES

Regular Infantry

Models
per Rank

Max Rank 
Bonus

Unit Strength
per model

5 +2 1
Heavy Infantry 4 +2 1
Monstrous Infantry 3 +2 3
• clumsy: units must only contain models with this rule

Swarms - - 3
• insignificant: do not block line of sight and ignored when targeting characters
• no one cares: do not cause panic in friendly units
• undisciplined: cannot use inspiring presence or hold your ground benefits

Light / Heavy Calvary 5 / 4 +1 2
• split profile (calvary): see page 192 for details
• calvary support: if able, only riders may make support attacks
Monstrous Calvary 3 +1 3
• split profile (calvary): see page 192 for details
• clumsy: units must only contain models with this rule

War Beasts 5 +1 1
• undisciplined: cannot use inspiring presence or hold your ground benefits

Light Chariots 3 +1 3
• split profile (chariots): see page 194 for details
• iron shod wheels: dangerous terrain fails generate d3 wounds
• churning wheels: units must only contain models with this rule
• firing platform: 360° vision arc for shooting & magic
Heavy Chariots - - 5
• split profile (chariots): see page 194 for details
• scythed wheels: impact hits cause ap -2
• lumbering: follows rules for close order formations
• can pivot 90° after moving (not charging, marching or fleeing)
Monsterous Creatures
• lumbering: follows rules for close order formations

- - as starting wounds

Behemoths
• lumbering: follows rules for close order formations
• thunderstomp: stomp attacks vs non-monsters = ap -2

- - as starting wounds

War machines: see page 197 - - as starting wounds




