
One Page 40k – 1st Edition 
 

Unit Profile 
Each unit is defined by its name, its 
size and its quality. In addition to 
that each unit has a selection of 
equipment and special rules. 
 
Examples: 

Name Size Quality 
Ork Boyz 15 5+ 

Guardsmen 10 4+ 
Space 

Marines 
5 3+ 

 
Unit Coherency 

All members of a unit must remain 
within 2” of each other at all times. 
If any member of the unit is out of 
coherency you must use a move 
action to get it back into coherency. 
 

Preparation 
The game is played on a flat 4’x4’ 
surface, with at least 5 pieces of 
terrain on it. The players roll off, 
and the winner may choose where 
to deploy and has to deploy first. 
The players alternate in placing one 
unit within 12” of their table edge. 
 

Victory 
After 4 rounds the game is over, 
and both players sum the point 
value of all enemy units that they 
killed and that are fleeing at the end 
of the game. The player with the 
most points wins. 
 

Play Structure 
The game is played in rounds, with 
each round consisting of alternating 
player turns in which a single unit is 
activated. 
 
Before each round the players roll-
of f to see who gets the first turn, 
and the players continue alternating 
in activating units untill all units 
have been activated. 
 
 Activation 
Once activated a unit may do one 
of the following actions: 
 
Action Move Notes 

Hold 0” May fire at one 
enemy unit, gets 
+1 dice to 
shooting. 

Overwatch 0” May react once 
per round by 
firing at enemy 
movement 
across its field of 
fire. 

Walk 6” May fire at one 
enemy unit at 
the end of its 
movement. 

Run 12” May not fire its 
weapons. 

Assault 12” May move into 
base contact 
with one enemy 
unit and attack. 

 
 

Moving 
Units may only do a Run action 
over open terrain, and must Walk 
whenever moving over difficult 
terrain, obstacles or buildings. 
 
Always keep units at least 1” apart 
for clarity (unless assaulting). 

 
Shooting 

A unit may fire at enemy units it has 
line of sight to, and that is within 
range of its weapons. 
 
Roll one dice per model in the unit, 
trying to score its Quality value or 
higher. Each die that does counts 
as a hit. 
 
The opponen then rolls one dice 
per model in the target unit, trying 
to score its Quality value or higher. 
Each die that does counts as a 
block. 
 
Subtract the number of blocks from 
the number of hits, and remove as 
many models from the target unit 
as the resulting number. 
 

Assaulting 
When doing an Assault action, 
move as many models as possible 
into base contact with models in the 
target unit, and move the rest as 
close as possible to friendly models 
in base contact with the target unit. 
 
Then move models in the target 
unit by up to 3” into base contact 
with assaulting models, or as close 
as possible to friendly models in 
base contact with the target unit. 
 
Both units the strike at the same 
time, rolling one dice per model, 
trying to score their respective 
Quality values. 
 
Both units then block at the same 
time, again rolling one dice per 
model, trying to score their 
respective Quality values. 
 
For each unit subtract the number 
of blocks it made from the number 
of hits it receives, and remove as 
many models as the resulting 
number. 
 
Once all casualties have been 
removed, compare how many 
models each unit lost. If one unit 
lost more models than the other, it 
must take a morale test. 
 

Morale 
Whenever an attack brings a unit 
down to half its size before the 
attack, or a unit loses close combat, 
it must take a morale test. 
 
Roll one dice, trying to score the 
units Quality value. If the roll is 
successful, nothing happens. 
 

If the roll is unsuccessful, the unit 
flees 2D6” away from the nearest 
enemy within line of sight, or else 
toward the nearest table edge. 
 
If this move brings any models from 
the unit outside of the table 
borders, the entire unit is removed 
as a casualty. 
 
A unit that is fleeing has to pass a 
morale test to be activated. If the 
test is failed it flees 2D6” again. 
 

Terrain 
 
Difficult Terrain such as forests, 
mud or rivers may not be Run onto 
or across. 
 
Cover such as woods, ruins or 
sandbags grants a unit +1 dice to 
blocking when being shot at. 
 
If at least half of the models in a 
unit are within cover, the entire unit 
counts as being in cover. 
 
If at least half of the models in a 
unit are hidden by a tall obstacle 
such as a wall, a building or a 
vehicle, the unit counts as being in 
cover. 
 
Elevation such as cliffs, roofs or 
ledges grants a unit +1 dice to 
shooting when being above the 
target unit. 
 

Vehicles 
Vehicles are activated like units: 
 
Action Move Notes 

Hold 0” May fire all of its 
weapons, even at 
separate targets. 

Move 10” May fire one weapon 
at one enemy unit at 
the end of its 
movement. 

Cruise 20” May not fire its 
weapons. 

 
When a vehicle fails to block one or 
more hits, roll on this table: 
 
Result Effect 

1-3 Must pass a 
Quality test to 
activate. 

4-5 May only use hold 
action for the rest 
of the game.  

6 Vehicle 
Destroyed. 

 
If the vehicle is hit in the front roll 2 
dice and choose the better result, if 
hit in the side roll 1 die, if hit in the 
rear roll 2 dice and chose the worse 
result. 
 
Vehicles gain no benefits from 
cover. 


