WARHAMMER 40,000

Core Rules: 10. edice -» 11. edice

Co se realné zmeénilo — kapitola po kapitole podle PDF 11. edice

Baseline 10e: Wahapedia core rules + FAQs + Rules Commentary se zapracovanymi erraty (Core Rules Updates 1.8, fijen 2025; Balance Dataslate 3.4, brezen
2026)
11e: oficialni Core Rules PDF (88 stran, warhammer-community.com, stav 1. 6. 2026)



JAK CiST TENTO DOKUMENT

Metodika a znaceni

Postup Jde se po kapitolach PDF 11. edice (01-24 + Rules Appendix). Ke kazdé kapitole je dohleddn odpovidajici stav
pravidel 10. edice a popsan fakticky rozdil chovani — bez hodnoceni a nazord.

Baseline 10e = finalni stav po vsech erratech a dataslatech (Wahapedia, brfezen 2026). Zmény, které do 10e prinesla uz
errata (napr. pivot values), se pocitaji vic¢i tomuto findlnimu stavu.

Split layout Leva pllka slidu = pravidlo, jak funguje v 11. edici. Prava pllka = jak se chovala 10. edice a fakticky dopad
zmény.
Odkazy » do aplikace Zelené » odkazy v PDF 1lle vedou do aplikace Warhammer 40,000 — obsah neni v PDF. Kde pravidlo z 10e v

PDF chybi a vede na néj » odkaz, neni oznaceno jako zrusené, ale jako presunuté do aplikace.

Typy zmén nove Ml zmenino Ml ODSTRANENO PRESUNUTO FORMALIZOVANO

NOVE pravidlo/mechanika v 10e neexistovaly
ZMENENO stejna oblast, jiné chovani ¢ hodnoty
ODSTRANENO v 11e bez nahrady (ani » odkaz)

PRESUNUTO stejné chovani, jiné misto (jinad kapitola / aplikace)

FORMALIZOVANO stejné chovani zapsané novou formélni strukturou
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STRUKTURA PDF 11. EDICE

24 kapitol v 5 blocich + Rules Appendix 88 stran
BASIC RULES (str. 6-25) BATTLEFIELDS AND TACTICS (str. 44-59) REFERENCE (str. 76-89)
01. CORE CONCEPTS 3 zm. 13. TERRAIN 15 zm. 24. CORE ABILITIES 22 zm.
02. DATASHEETS 4 zm., 14. OBJECTIVES 5 zm. 25. RULES APPENDIX 7 zm.
03. MOVING 5 zm. 15. STRATAGEMS 13 zm.
04. MAKING ATTACKS 3 zm. 16. ACTIONS 4 zm.
05. ATTACK SEQUENCE 5 zm.
06. OTHER CONCEPTS 4 zm. ADVANCED RULES (str. 60-75)
17. MONSTERS AND VEHICLES 3 zm.
THE BATTLE ROUND (str. 26-43) 18. TRANSPORTS 6 zm.
07. THE BATTLE ROUND 1zm. 19. ATTACHED UNITS 6 zm.
08. COMMAND PHASE 4 zm. 20. STRATEGIC RESERVES 7 zm.
09. MOVEMENT PHASE 8 zm. 21. FLYING AND SURGING 5 zm.
10. SHOOTING PHASE 6 zm. 22. OTHER RULES AND ABILITIES 4 zm.
11. CHARGE PHASE 4 zm. 23. AIRCRAFT 7 zm.
12. FIGHT PHASE 10 zm.
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RYCHLY PREHLED

Zmeény s nejvétsim dosahem

1,

2.

Engagement Range 1" » 2"
Vétsi dosah melee; navdzané hodnoty (charge ,within 1" if possible”, pile-in 57)
prepocitany.

Benefit of Cover: +1 k savu - -1 k BS strelce
Kryt nové zhorsuje strelbu Utoc¢nika misto posileni savu; funguje i proti AP 0.

3. Terén: kategorie Exposed/Light/Dense + terrain areas

Misto per-feature pravidel; nové mechaniky Hidden (detekce 15”) a Solid (okna =3").

4. Objektivy = celé terrain areas

Kontrola sou¢tem OC uvnitr oblasti; 40mm marker jen fallback; ,secured” (sticky) v
core.

5. Charge: hod 2D6 PRED vybérem cill

6.

Cile se vybiraji se znalosti hodu (within 12" a within hod); deklarované failed charges
zanikly.

Fight phase: globalni kroky Pile In - Fight -» Consolidate
Pile-iny vSech jednotek pred boji, konsolidace po vSech bojich; vybér zacina aktivni
hrac.

WH40K Core Rules: 10e -» 11e

detail v kapitolach

7. Alokace utoku: skupiny + deklarované poradi

Obrance predem rozdéli jednotku na skupiny a deklaruje poradi; CHARACTER skupiny
strukturalné posledni.

8. Battle-shock pretrvava pres kola

Stav trvd, dokud roll v Command phase neuspéje; testuje se uz ,at or below
half-strength”.

9. Strategic reserves: 25 % - 50 % bodu, Deep Strike sjednocen
Vse jde pres ingress move (>8" od nepratel); nedorazivsi jednotky zniceny uz na konci
3. kola.

10. Stratagemy: max 1 na jednotku za fazi

Novy plosny limit vedle 1x stejny stratagem za fazi; Fire Overwatch jen na konci
Movement phase.

11. Akce (Actions) jako core systém

Jednotna Sablona STARTS/UNITS/USE LIMIT/COMPLETES/EFFECT; battle-shock a OC ,-*
akce blokuji.

12. Attached units: jedna jednotka trvale + role Support
Destroyed triggery az za posledni model; ,while leading” ability prezivaji bodyguardy.



uvobD

00. INTRODUCTION

CO SE MENI

1lle Core Rules PDF neobsahuje pravidla pro sestaveni armady
(mustering) ani sekvenci pfipravy mise — odkazuje na mission decky a
aplikaci; 10e méla sekce ,Muster Your Army" a , Missions" primo v core
rules.

Novy systém zelenych » odkazl: ¢ast pravidlového obsahu je pouze v
aplikaci  Warhammer 40,000; Rules Appendix kon¢i strankami
»CONTINUED IN THE APP".

PDF md 88 stran: 24 cislovanych kapitol ve 4 blocich (Basic Rules 01-06,

The Battle Round 07-12, Battlefields and Tactics 13-16, Advanced Rules
17-23) + blok Reference (24. Core Abilities, Rules Appendix); kazda
sekce a podsekce ma referencni ¢islo NN.NN.

Uvod nové uvadi ,A battle usually lasts for five battle rounds"; vypusténa
10e definice vitézstvi pres Victory points i pasdz o sportsmanship a
postupu pri spornych situacich.
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PDF 11e, str. 4-5

BEZE ZMENY

Zakladni ramec hry: série battle roundl, v kazdém ma kazdy hrac¢ tah slozeny z
péti fazi (obé edice: pohyb, strelba, boj na blizko v rdmci péti fazi).

Velikost bojisté a mnozstvi/rozmisténi terénu urcuje mise (10e: ,Your mission will
guide you as to the size of battlefield required."; 11e: ,Your mission will tell you
the size of battlefield you should use, and guide you on the volume and
placement of terrain.").

Mise fika, jak pfipravit bitvu, nasadit sily a co je potfeba k vitézstvi.

Bojisté = jakykoli povrch, na ktery lze postavit modely a terén (10e ,a dining
table, for example"; 11e ,a table is ideal").



UVOD — ZMENY (1)

00. INTRODUCTION

m Referencni ¢islovani NN.NN a blokova struktura

11. EDICE

»~Each section and subsection is marked with a reference number;
these are used for internal referencing." 24 kapitol, podsekce
Cislované NN.NN (napr. 01.07 Battle-shock Rolls); dokument délen na
bloky Basic Rules (str. 6-25), The Battle Round (26-43), Battlefields
and Tactics (44-59), Advanced Rules (60-75) a Reference (76-89).

Systém » odkaz( na obsah v aplikaci

11. EDICE

.references to additional app content are highlighted in green, as
shown below: »Example App Reference"; Rules Appendix: ,The
Warhammer 40,000 app contains an expanded range of definitions,
rare rules interactions and frequently asked questions (FAQs)" —
stranky appendixu konci ,CONTINUED IN THE APP".

EZEEEY Uvodni rémec: vitézstvi a délka bitvy

11. EDICE

O vitézstvi jen pres misi: ,Crucially, it will also state what the players
need to do to win!"; nové ,A battle usually lasts for five battle
rounds". Pojem Victory points se v celém PDF nevyskytuje.
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PDF 11e, str. 4-5

10. EDICE

Core rules byly pribézny dokument se sekcemi bez identifikator(;
odkazovalo se nazvy sekci.

DOPAD
Pravidla, datasheety i SEE ALSO boxy odkazuji jednoznacné cislem
sekce (interni m odkazy).

10. EDICE
Veskery core obsah byl v dokumentu core rules (plus samostatné

Rules Commentary a FAQ dokumenty); aplikace byla zminéna jen
jako mozny zplsob zapisu army rosteru.

DOPAD

PDF neni Uplnym soupisem pravidel — rada definic a pomocnych
pravidel (re-rolly, modifikace hodd, within/wholly within ad.) existuje
pouze v aplikaci.

10. EDICE
,Games of Warhammer 40,000 are won by scoring more Victory

points than your opponent through achieving various objectives...";
délku bitvy intro neuvadélo (ur¢ovala mise).

DOPAD
Definice vitézstvi (i pripadné bodovani) je pIné v rezii mise/mission
decku; PDF dava jen orientadni délku bitvy pét battle roundd.



UVOD — ZMENY (2)

00. INTRODUCTION PDF 11e, str. 4-5

Sportsmanship a Feseni spornych situaci

11. EDICE 10. EDICE
V PDF ekvivalent neni (ovérend absence v celém textu); z intro Intro obsahovalo pasdz o sportsmanship a postup pro nejasné
kapitoly na toto téma nevede ani zddny » odkaz. situace: ,have a quick chat with your opponent and apply the

solution that makes the most sense to both of you... If no single
solution presents itself, you and your opponent should roll off, and
whoever rolls highest gets to choose what happens."

DOPAD
PDF nekodifikuje postup pri spornych hernich situacich.
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UVOD — PRESUNY A FORMALIZACE

00- INTRODUCTION chovani beze zmény / nova forma

Mustering a mise vyjmuty z core rules
Core Rules PDF pokryva pouze pribéh bitvy; pro pripravu hry (mise, deployment, stavba armady) je potreba mission deck a aplikace.
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KAPITOLA 01

01. CORE CONCEPTS

CO SE MENI

Nové formadlni role ,active player" / ,opposing player": v kazdém
okamziku bitvy je pravé jeden hrac¢ active — mimo tahy hrac s prvnim
tahem v battle roundu; jednotka vybrana k move/shoot/fight déld active
playerem svého controlling playera (reakce role docasné prepinaiji).

Battle-shock efekty zménény: OC modifikovano na ,-" (10e: OC 0),
jednotku nelze cilit stratagemy a nové nemdize zacit ani dokoncit akce;
Desperate Escape pri Fall Back ze seznamu efektd zmizel (fesi ho méd
Fall-back move, 09.07).

Leadership roll je obecnd core mechanika (2D6 proti Ld v jednotce) —
presun 10e ,Leadership Tests" z bloku Datasheets, funkéné beze zmény.

Méreni vzdy od nejblizSiho bodu base; 10e vyjimku ,,model bez base =
mér od modelu" nahrazuje keyword FRAME (17.02).

Pravidla re-rolld, roll-offé, modifikace hodd a automatickych UGspéchl v
PDF nejsou — jen » odkazy do aplikace (10e: prfimo v core rules +
commentary).

Nové obecné pravidlo: efekt ¢i ability aplikované na jednotku plati pro
kazdy model v ni.
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PDF 11e, str. 8-9

BEZE ZMENY

Unit = jeden ¢i vice modell, ,move and fight together as a single group"; definice
friendly/enemy i pravidlo ,bez urceni friendly/enemy plati pro vSechny
jednotky/modely".

Base je soucast modelu pro vsechny Ucely pravidel (10e to uvadéla u visibility a v
commentary; 11e obecné v 01.02).

Méreni v palcich; méfit Ize kdykoli.
Notace kostek: X+, rozsahy (1-3), XD6 = soucet hodd, D3 = D6 plileny nahoru.

Mechanika leadership rollu: 2D6 proti (nejlepsi) Ld v jednotce — jen prejmenovani
Jtest" - roll" a presun.

Po nelispésném battle-shock rollu je battle-shocked jednotka i kazdy model v ni.

Controlling player — funk¢né shodna definice (10e jen v.commentary, 11e pfimo
v 01.01).



KAPITOLA 01 — ZMENY (1)

01. CORE CONCEPTS

EIIEEY Formailni definice active player / opposing player

11. EDICE

01.03: vzdy je pravé jeden active player a jeho souper je opposing
player; mimo tahy (,,While it is neither player's turn") je active hrac s
prvnim tahem v battle roundu. Vyjimky: ,,Each time a unit is selected
to move, that unit's controlling player is the active player until that
move ends" a totéz pro selected to shoot/fight do vyreseni Gtokd.

EIIELY Efekty battle-shocku

11. EDICE

Tri efekty: OC vSech modeld ,is modified to ,-"" (02.02: model s OC
.-" vlbec nemUze kontrolovat objektivy); ,lts controlling player
cannot target that unit with stratagems (15)" — pfima formulace,
funk¢éné odpovidad 10e vykladu; nové ,lt is not eligible to start an
action (16), and any action it has started cannot be completed."
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PDF 11e, str. 8-9

10. EDICE

Jedind véta v Rules Commentary: , The player whose turn is taking
place is said to be the active player." Mimo tahy nebyl active player
definovdn — soubézna pravidla na zacatku/konci battle roundu resil
roll-off (core ,,Sequencing").

DOPAD

Pravidla mohou jednoznacné odkazovat na active/opposing playera v
libovolném okamziku; pri reakénich pravidlech (jednotka soupere se
hybe/strili/bojuje ve tvém tahu) se role po dobu vyhodnoceni
pfepnou. Samotné pravidlo sekvencovani v PDF neni (»Rules
Sequencing).

10. EDICE

Tri efekty: OC vSech modell je 0; pri Fall Back Desperate Escape test
za kazdy model; ,Its controlling player cannot use Stratagems to
affect that unit" (commentary: affected = jednotka vybrana jako cil
stratagemu).

DOPAD

OC klesa na ,-" misto na cislo 0 (10e nulu Slo dale modifikovat —
commentary priklad ,0+1=1"); zdkaz akci je novy efekt, protoze
akce jsou nové core systém (kap. 16). Postih pfi Fall Back zlstava,
ale jako povinny méd Desperate Escape u Fall-back move (09.07), ne
jako efekt v seznamu battle-shocku.

10



KAPITOLA 01 — ZMENY (2)

01l. CORE CONCEPTS PDF 11e, str. 8-9

Efekt na jednotku plati pro kazdy model

11. EDICE 10. EDICE
01.02: ,When an effect or ability applies to a unit, it applies to every Obecné pravidlo neexistovalo (ovérend absence v core rules i
model in that unit." commentary); fikalo se ad hoc u jednotlivych pravidel — napf.

battle-shock: ,,While a unit is Battle-shocked, all models in that unit
are also Battle-shocked."

DOPAD
Jednotny vyklad efektd cilenych na jednotky bez nutnosti ad hoc
dovétka.

WH40K Core Rules: 10e -» 11e 11



KAPITOLA 01 — PRESUNY A FORMALIZACE

01- CORE CONCEPTS chovani beze zmény / nova forma

Méfeni od base; modely bez base pfes FRAME

Vychozi pravidlo pocitd jen s base a plati univerzalné vici ¢emukoli na bojisti; chovani bez-base modelll nese keyword, ne obecna vyjimka. Samotné méreni se funkéné neméni.

PRESUNUTO Leadership roll jako obecna core mechanika

Funkcné beze zmény — staci dorovnat/prehodit nejlepsi Ld v jednotce; mechanika je nové zédkladem pro battle-shock roll (01.07) a dalsi pravidla.

FORMALIZOVANO Battle-shock roll vy¢lenén do Core Concepts

Jednotnad mechanika pro vSechna pravidla, kterd battle-shock roll vyvolavaji; podminky testu a trvani stavu jsou oddélené od samotného hodu.

Pravidla hod( prfesunuta do aplikace

Z PDF nelze dolozit pravidla re-rolld, roll-offd ani limity modifikaci hodd; obsah je pouze v aplikaci.

WH40K Core Rules: 10e -» 11e 12



KAPITOLA 02

02. DATASHEETS

CO SE MENI

InSv (Invulnerable Save) je nové radnd charakteristika profilu mezi Sv a
W; v 10e byl invulnerable save zapsan v sekci Abilities datasheetu a jeho
pravidlo stalo v attack sequence.

OC nové zna hodnotu ,-" — model ,is unable to control objectives at all"
(10e: OC jen cislo s minimem 0); M ,-" nové vyslovné dovoluje set up na
bojisté.

Limity modifikaci charakteristik (min/max) z popis@ zmizely — spolu s
Random Characteristics, Destroyed a mixed keywords jsou jen v aplikaci
(» odkazy); v 10e inline v core rules + commentary.

Struktura zbrani R/A/BS/WS/S/AP/D beze zmény; A nové definovano jako
pocet ,attack dice" (navazuje na novy systém Utokd, kap. 04).

Ld ma format X+ (napr. 7+) v obou edicich — beze zmény.

Ukazkovy datasheet Boyz odrdzi nové mechaniky: slugga ma
[CLOSE-QUARTERS] (10e: [PISTOL]), ability ,secured by your army"
(14.03), keyword EXPLOSIVES (core stratagem, kap. 15).

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 10-11

BEZE ZMENY

Sedm sekci datasheetu: nazev, profily, abilities, zbrané, keywords, unit
composition and other rules, wargear options — obsahové odpovida 10e (znéni
02.01 Datasheet Name identické).

Charakteristiky zbrani: stejnych 7 (R, A, BS, WS, S, AP, D); R ,Melee" = melee
zbran; BS/WS jako hod X+; AP jako modifikator hodu (e.g. -1); D = mnozstvi
zplsobeného damage.

Ld ve formdtu X+ v obou edicich (10e: Leadership test 2D6 = Ld, limity
S

modifikace ,4+/94+"; 11e: ,Presented as a dice result (e.g. 7+)"); nizSi hodnota =

lepsi.
Keywords: déleni na faction a other; faction pro vybér modelt do armady, jinak

oboje ,functionally the same"; zapis KEYWORD BOLD; singular/plurdl bez vlivu na
to, na koho pravidlo plati.

Weapon abilities v hranatych zavorkach u nazvu zbrané (napr. [RAPID FIRE 2]).

Unit Composition and Other Rules: pocty a typy modeld, default wargear, dalsi
pravidla (koho mlze leader vést, kdo se mize nalodit do TRANSPORTU); 1le
formulace ,,one set of default wargear".

Wargear Options: Uprava zbrani/wargearu jednotky pfi jejim zarazeni do armady.

W: model je zni¢en pfi poklesu wounds na 0 (1le upresiuje ,reduced to 0 or
fewer").

Popisy T a Sv vécné shodné.

13



KAPITOLA 02 — ZMENY (1)

02. DATASHEETS

o oc.-

11. EDICE

,If @ model has an OC characteristic of '-' it is unable to control
objectives at all."

m M ,,-" vyslovné dovoluje set up

11. EDICE

»If @ model has an M characteristic of '-', it can be set up on the
battlefield but otherwise cannot be moved."

EIIEEY Attacks jako pocet ,attack dice”

11. EDICE

LAttacks (A): How many attack dice are used each time that weapon
is used."
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PDF 11e, str. 10-11

10. EDICE

OC bylo vzdy cislo: ,After all modifiers are applied, this cannot be
less than 0." Hodnota ,-" u OC neexistovala.

DOPAD

Stav ,vlbec nekontroluje objektivy" je vyjadfen hodnotou
charakteristiky; vyuziva ji napr. battle-shock (OC modifikovdno na
.-, 01.07).

10. EDICE
,If a model has a Move of '-' it is unable to move at all."

DOPAD
Explicitné potvrzeno, Zze set up (nasazeni na bojisté) neni pohyb a
model s M ,-" jej provést smi.

10. EDICE

LAttacks (A): This tells you how many attacks are made each time
that weapon is used."

DOPAD

Terminologie navazana na novy systém Utok( (attack dice, identické
Utoky hazené najednou — 04.03); role hodnoty A na datasheetu se
neméni.

14



KAPITOLA 02 — ZMENY (2)

02. DATASHEETS

(0 Ukazkovy datasheet odkazuje na nové core mechaniky

11. EDICE

Na ukdzkovém datasheetu Boyz ma slugga [CLOSE-QUARTERS] —
novou ability, ktera [PISTOL] nahrazuje (24.07, Designer's Note
24.27); ability ,Get da Good Bitz" pouziva novou core mechaniku
secured objectives: ,that objective is secured by your army" (14.03);
mezi keywords je EXPLOSIVES, na ktery se vdze novy core stratagem
Explosives (kap. 15).
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10. EDICE
Pistole nesly weapon ability [PISTOL]; mechanika ,secured
objectives" v core rules neexistovala (ovérena absence).

DOPAD
Datasheety se primo odkazuji na nové core mechaniky 1lle; jejich
pravidla resi kap. 14, 15 a 24.

15



KAPITOLA 02 — PRESUNY A FORMALIZACE

02 . DATAS HE ETS chovani beze zmény / nova forma

InSv jako charakteristika profilu

Invulnerable save je standardni soucast profilu modelu; zplisob vyhodnoceni savl (InSv vs Sv+AP) resi kap. 05 Attack Sequence.

Doprovodna pravidla datasheetu presunuta do aplikace

PDF popisuje jen strukturu datasheetu; min/max hodnoty po modifikaci, vyhodnoceni ndhodnych charakteristik a jednotky se smisenymi keywords vyzaduji aplikaci.

Kategorie abilities do samostatnych kapitol

Funkce sekce Abilities na datasheetu se neménti; definice typd abilities jsou v kap. 22.

WH40K Core Rules: 10e -» 11e 16



KAPITOLA 02 — DIAGRAM (PDF 11e)

Ukazkovy datasheet (Boyz) — anotace struktury 1-7
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KAPITOLA 03

03. MOVING

CO SE MENI

Engagement range zvétSen z 1" na 2" horizontalné (5" vertikalné beze
zmeény); nové stavové pojmy ,engaged" a ,unengaged".

Pivot value systém 10e (0"/1"/2", prvni pivot stal vzdalenost) zrusen —
rotace je zdarma pro vSechny modely a nepoditd se do urazené
vzdalenosti.

Coherency: zruseno pravidlo ,pfi 7+ modelech do 2" od dvou modeld";
nové musi byt kazdy model navic do 9" od KAZDEHO modelu jednotky.

Move types formalizovany do jednotného ramce (eligibility, max/set-up
distance, ,While/After Moving" podminky) + jednotna procedura Ending a
Move s vracenim modell pri nesplnéni.

Set up nové formalné definovan; jednotku, kterou nelze celou postavit,
vratis na plvodni pozici a nepocitd se jako vybrana k pohybu — muze
pozdéji zkusit jiny pohyb.

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 12-15

BEZE ZMENY

Pohyb skrz friendly modely (v 10e od errata Core Rules Updates — jako zména
10e-11e se neuvadi; vyjimky pro M/V resi 17.01, kap. 17).

Base nesmi projit skrz enemy modely a nesmi prekrocit hranu bojisté (presah téla
modelu mimo bojisté povolen i v 10e dle FAQ).

Méreni Usecky od stejného bodu base na zacatku a konci; soucet Usekl nesmi
presahnout max distance pohybu.

Zaklad coherency 2" horizontdlné / 5" vertikdlné k jinému modelu jednotky;
vyzadovana pfi set upu i na konci kazdého pohybu.

Vertikalni slozka engagement range 5".

Modely odebrané pfi regaining coherency jsou destroyed, ale nespoustéji pravidla
~when a model is destroyed".

Model nesmi skoncit pohyb na jiném modelu.
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KAPITOLA 03 — ZMENY (1)

03. MOVING

EIIETEY Engagement range 1" - 2"

11. EDICE

Engagement range modelu = within 2" horizontalné a 5" vertikalné.
Modely/jednotky v ném jsou ,engaged with each other"; jednotka
bez engaged modell je ,,unengaged".

m Rotace zdarma misto pivot values

11. EDICE

Rotace = otoceni o libovolny Uhel kolem stredu base, kolikrat chces;
y,rotating a model does not count towards the distance it has
moved". Modely bez base (FRAME) rotuji kolem central axis (17.02).

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 12-15

10. EDICE

Within 1" horizontdIné a 5" vertikadlné od enemy modelu = modely i
jednotky ,within Engagement Range of each other".

DOPAD

Dosah, ve kterém jsou jednotky vazané v boji zblizka, se
zdvojnasobil; vSechna pravidla odkazujici na engagement (charge,
fall back, pile-in, stfelba na engaged cile...) pracuji s 2".

10. EDICE

Prvni pivot béhem pohybu modelu odecital pivot value od zbyvaijici
vzdalenosti: 1" (modely na neokrouhlé base), 2" (MONSTER/VEHICLE
na neokrouhlé base; VEHICLE na kulaté base >32mm s letovym
stojankem), 0" (ostatni a AIRCRAFT); bez dostatecné zbyvajici
vzdalenosti neslo pivotovat.

DOPAD
MONSTER/VEHICLE a modely na ovalnych base uz neplati vzdalenosti
za otaceni; otdceni nelze znemoznit vycerpanim pohybu.
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KAPITOLA 03 — ZMENY (2)

03. MOVING PDF 11e, str. 12-15

EZEET) Coherency — 9" limit misto pravidla dvou modeli

11. EDICE 10. EDICE
Kazdy model do 2"/5" od =1 jiného modelu A ZAROVEN do 9"/5" od Kazdy model do 2" horizontalné / 5" vertikdlné od =1 jiného modelu
kazdého jiného modelu jednotky — stejné pro vsechny velikosti jednotky; pfi 7+ modelech od =2 jinych modeld. Zadny celkovy limit
jednotek. rozptylu jednotky.
DOPAD
Velké jednotky uz nedrzi ,fetéz pres 2 modely", ale celd jednotka se
musi vejit do 9" horizontdlniho rozptylu — konec neomezené

dlouhych retézl (conga lines).

EIIEEY Regaining coherency — pozadavek ,single group” zmizel

11. EDICE 10. EDICE

V End of Turn stepu kazdého tahu hra¢ odebird modely po jednom, Na konci kazdého tahu hrac odebiral modely po jednom, ,until only a
L2until they are in coherency again" (tj. do splnéni definice 03.03). single group of models from each of those units remains in play and
Odebrané modely jsou destroyed bez spousténi ,on destroyed" in Unit Coherency".

pravidel (stejné jako 10e). DOPAD

Jednotka rozdélenad do vice hlouc¢kd je legalni, pokud spini 2" a 9"
podminky; odebirani se zastavi dfiv, nez by vynutilo jedinou
souvislou skupinu.
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KAPITOLA 03 — ZMENY (3)

03. MOVING

EIIEEY . Base fits through” bez vyjimky pro VEHICLE

11. EDICE

,It can be moved through any space its base can fit through" plati
obecné pro kazdy pohyb modelu, bez vyjimky pro vehicly (modely
bez base resi FRAME, 17.02).

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 12-15

10. EDICE
»,can be moved through any space its base can fit through" platilo jen
pfi pohybu v pfimce a s vyjimkou VEHICLE model& bez keywordu
WALKER.

DOPAD

| ne-WALKER VEHICLE s base projede mezerou, kterou projde jeho
base, bez ohledu na presahy trupu; interakci s terénem omezuje kap.
13 (Dense terén).
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KAPITOLA 03 — PRESUNY A FORMALIZACE

03 . MOVI NG chovani beze zmény / nova forma

Jednotny ramec move typt a procedura Ending a Move

Stejny princip vraceni jako 10e, ale sjednoceny pro vsechny typy pohybu a vSechny podminky; 11e ma 11 pojmenovanych move typl (rozcestnik na str. 13).
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KAPITOLA 03 — DIAGRAM (PDF 11e)

Pohyb: usecky a rotace (rotace se nepocita do vzdalenosti)

WH40K Core Rules: 10e -» 11e

N /

MOVING IN A STRAIGHT LINE
SEE ALSO

* Frame 17.02

= Monsters and Vehicles 17.00
= Moving Vertically 13.06

» Random Movement

= Strategic Reserves 20.00

= Terrain 13.00

= Transports 18.00

MOVE TYPES
= Advance Move 09.06

= Charge Move 11.04

= Consolidation Move 12.08

= Disembark Move 18.04

= Emergency Disembark Move 18.05
= Fall-back Move 09.07

= Ingress Move 20.04

= Normal Move 09.05

= Pile-in Move 12.03

= Scout Move 24.32

= Surge Move 21.02

Both models shown here can mave a
maximum distance of 6" They both move
3"in a stroight line, then 3" in another

straight line, for a total movement of 6"

This model can move o maximum
distance of 12". [t moves in a series of
straight lines ond rotatians, as follows:

A) Moves 6" in a stroight line

B) Rotates

) Moves 6" in a stroight line

D) Rotates

This model has moved a total of 12"

Models without a bose are
rotated around t entral axis
(see Frame, 17.02).

str. 13
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KAPITOLA 03 — DIAGRAM (PDF 11e)

Coherency (2” + 9”) a Engagement Range (27) str. 15

COHERENCY

Every model in this unit is
within 2" of at least one
other madel in its unit, and
every model is within 9”
of every other madel in its
unit. This unit is therefare
in coherency.

ENGAGEMENT

These two units have at least
one model within 2" of the
opposing unit, and are therefore
engaged with each other
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KAPITOLA 04

04. MAKING ATTACKS

CO SE MENI

Jedna spolec¢na trikrokova procedura pro strelbu i boj: Select Weapons -
Select Targets — Resolve Attacks (10e to popisovala zvlast ve Shooting a
Fight phase).

Novy koncept ,attack dice": 1 kostka = 1 Utok; kostky se sbiraji po
zbranich do poold.

Identické Utoky (stejné BS/WS, S, AP, D + stejné applicable ability) se
POVINNE héazeji jako jeden pool — v 10e bylo spoleéné héazeni jen
volitelny tip Fast Dice Rolling.

Ranged cil musi byt ,unengaged" — preformulovany 10e zakaz strilet na
jednotku v ER vlastnich jednotek; chovéani stejné, posun déla az ER 1"->2"
(kap. 03).

Melee cileni: zmizel base-to-base retizek — cil musi byt engaged primo s
Utocicim modelem; novy explicitni strop poctu cilli = A zbrané; rozdéleni
Utokd se deklaruje pred hazenim (to platilo i v 10e).

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 16-17

BEZE ZMENY

Strelba je volbou zbran po zbrani: 10e ,weapons you wish its models to make
attacks with" & 1le ,can select one or more" + moznost nevybrat cil ranged
zbrani; melee opt-out neexistuje v zadné edici.

1 melee zbrafh na model a boj, deklarovana pred reSenim; vyjimka [EXTRA
ATTACKS] v obou edicich (11e - 24.11).

Kazda zbran mize mit jiny cil; jedna ranged zbran nesmi délit Gtoky mezi vice cilll
(11e: ,select one enemy unit", 10e: ,cannot split attacks from the same
weapon").

Podminky ranged cile visible + within range (detaily viditelnosti: 10e Determining
Visibility & 11e 06.01).

Model bez ranged/melee zbrani nemize délat prislusné Utoky.

VSechny Utoky proti jednomu cili se doresi pred prechodem na dalsi cil.
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KAPITOLA 04 — ZMENY (1)

04. MAKING ATTACKS

m Attack dice

11. EDICE

,Gather a number of D6 equal to that weapon's A characteristic.
These are attack dice - each one represents one attack." Kostky se
fyzicky sbiraji do poolu pred hazenim.

m Identické utoky se Fesi povinné najednou

11. EDICE

Pri Gather Attack Dice se kostky vsech zbrani mificich na tyz cil,
které délaji ,identical attacks" (same BS/WS, S, AP and D + same
applicable abilities and rules), sbiraji a resi spolecné — povinné.
Identita nezavisi na nazvu zbrané (priklad str. 20: boltguny + bolt
pistol = jeden pool).

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 16-17

10. EDICE
Utok byl abstraktni pojem; Utoky se fesily jednotlivé, pocet = A
charakteristika zbrané.

DOPAD

Pocet Utok( je reprezentovan konkrétnimi kostkami; na pojem
»attack dice" se odkazuji dalsi pravidla (05.01 ,,one hit roll for each
attack dice", splitting melee attacks).

10. EDICE

Default bylo resit Utoky po jednom; hromadné hazeni byl volitelny
»Hints and Tips" postup Fast Dice Rolling (podminky: stejné BS/WS,
S, AP, D, stejné ability, stejny cil). Zavazné platilo jen ,zbrané se
stejnym profilem se proti cili feSi hned po sobé".

DOPAD

Spole¢né héazeni je pravidlo, ne dohoda; pooly se tvori podle Cisel a
aplikovatelnych abilit napri¢ rdznymi zbranémi, takze identické Gtoky
z rliznych zbrani nelze resit oddélené ani prokladat jinymi zbranémi.
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KAPITOLA 04 — ZMENY (2)

04. MAKING ATTACKS

m Melee cileni bez base-to-base retizku

11. EDICE
Jedind podminka: ,Each target must be engaged with the model that
has that weapon" — model sédm musi byt v ER (2"/5") cile;

,base-to-base" se v celém 11le PDF nevyskytuje.

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 16-17

10. EDICE

Model mohl cilit jednotku, pokud byl v ER (1") té jednotky NEBO v
base-to-base kontaktu s vlastnim modelem, ktery byl sém v
base-to-base s tou jednotkou (druha rada pres retizek).

DOPAD

Dosah druhé rady resi SirSi ER misto retizku; model, ktery neni
engaged s zadnym nepfritelem, nemlze vybrat cil, a tedy v boji
neutoci.
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KAPITOLA 04 — PRESUNY A FORMALIZACE

04. MAKING ATTACKS chovani beze zmény / nova forma

Jednotna sekvence utoéeni pro stielbu i boj

Stejné chovani, jedna referencni procedura; per-model vybér zbrani a cilll je zabudovany ptimo v krocich.
FORMALIZOVANO Poradi Fe$eni zbrani a cild Fidi utoénik prabézné

Stejné chovani — vSechny Gtoky proti jednomu cili se doresi pred prechodem na dalsi cil; volba poradi cild i poold zistava Gto¢nikovi a déla se pribézné (ne deklaraci predem).

Ranged cil musi byt ,,unengaged"

Stejny zékaz vyjadreny jako vlastnost cile misto vztahu k vlastnim jednotkam (pfi dvou armadach totozné); redlnou zménu rozsahu déla az rozsifeni ER z 1" na 2" (diff kap. 03).

FORMALIZOVANO Explicitni strop poétu melee cild

Stejné chovani (rozdéleni se v obou edicich deklaruje pied hdzenim), nové s vyslovnym stropem a formatem deklarace po poctech.
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KAPITOLA 05

05. ATTACK SEQUENCE

CO SE MENI

Sekvence zkrdcena z 5 na 4 kroky: samostatny krok Allocate Attack
zmizel — alokaci nahradily skupiny s predem deklarovanym poradim
(05.03) a vybér modelu az pfri Inflict Damage (05.04).

Obrance déli jednotku na skupiny (kazdy CHARACTER model zvlast;
ostatni podle shodnych W/Sv/InSv) a DEKLARUJE pofadi alokace PRED
save rolly; zranénd non-CHARACTER skupina povinné prvni, zadna
CHARACTER skupina nesmi predchazet non-CHARACTER skupinu.

Ochrana charakterd se presunula z Leader ability (jen Attached units) do
core sekvence — plati pro kazdou jednotku s CHARACTER modely.

VSechny hody v kazdém kroku se hazeji najednou (povinné); damage se
vyhodnocuje od NEJNIZSIHO save rollu k nejvy3simu.

Volba armour vs invulnerable save zruSena: jeden hod se posoudi nejdriv
proti InSv (bez AP), pak proti Sv+AP — Utok selze, projde-li kterymkoli;
vysledek odpovida 10e raciondlni volbé lepsiho savu.

Hit/wound mechanika beze zmény (unmod 1/6, tabulka S vs T); £1 cap
na modifikatory v PDF neni (»Modifying Dice Rolls - aplikace); mortal
wounds presunuty mimo sekvenci do 06.02.

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 18-23

BEZE ZMENY

Hit roll: unmodified 1 vzdy selze, unmodified 6 = critical hit (vzdy hit), jinak =
BS/WS; critical hit/wound spoustéji navdzané ability ([LETHAL HITS],
[DEVASTATING WOUNDS]).

Wound roll: tabulka S vs T identickd (2x = 24, > - 3+, = 2 4+, < > 5+, < %2 >
6+); critical wound = unmodified 6.

InSv neni nikdy modifikovan AP.

Unmodified 1 na save vzdy znamenda damage (10e ,unmodified saving throw of 1
always fails" & 11e prvni podminka tabulky).

Wounded-first princip: Utoky musi jit na model, ktery uz ztratil wounds, je-li to
mozné (10e na Urovni jednotky, 1le uvnitf current group + zranéna skupina
povinné prvni).

Damage = D charakteristika; model znic¢en pri 0 a méné wounds; excess damage
z jednoho Utoku propada (10e explicitni véta; 11e implicitné — damage dostava
jen vybrany model, prenos neexistuje); excess attacks po zniceni celé jednotky
propadaiji.

Sekvence kon¢i pro utok jeho selhanim nebo zplsobenim damage.
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KAPITOLA 05 — ZMENY (1)

05. ATTACK SEQUENCE PDF 11e, str. 18-23

EZEET)) Alokace utoki: skupiny a deklarované poradi misto alokace po jednom

11. EDICE 10. EDICE

Obrénce pred save rolly rozdéli jednotku na skupiny (kazdy Obrénce alokoval kazdy zranujici Gtok jednotlivé na libovolny model,
CHARACTER model = vlastni skupina; ostatni modely podle shodnych Gtok po Utoku, a mohl reagovat préibézné; povinné musel pokrac¢ovat
W/Sv/InSv) a zavazné deklaruje poradi skupin: zranéna na modelu, ktery uz ztratil wounds NEBO na ktery uz byl v té fazi
non-CHARACTER skupina povinné prvni, zranéné CHARACTER alokovan utok (i ustaty).

skupiny pfed nezranénymi CHARACTER skupinami. Utoky pak
dopadaji na ,current group"; dalSi skupina nastupuje az po vybiti
predchozi. Skupiny a poradi se deklaruji znovu pro kazdou davku
attack dice.

DOPAD

Rozhodnuti obrance pada celé predem — mezi skupinami nelze
~prehazovat" podle vysledkd hodl; pravidlo ,uz alokovano v této
fazi" zaniklo, model znackuje jen ztraceny wound.

@I CHARACTER skupiny strukturalné posledni — ochrana charakteru zobecnéna

11. EDICE 10. EDICE

Core pravidlo 05.03 pro kazdou jednotku: zadna CHARACTER skupina Zakaz alokace na CHARACTER vychazel z Leader ability a platil jen
nesmi byt v poradi dfiv nez non-CHARACTER skupina; kazdy pro Attached units (,that attack cannot be allocated to a CHARACTER
CHARACTER model je vlastni skupina; po vybiti predchozich skupin model"); po smrti posledniho bodyguarda Sly zbylé Gtoky alokovat na
se charaktery stavaji current group v rémci téze davky Gtokd. charaktery. Dle FAQ Slo v non-attached smiSené jednotce na

CHARACTER alokovat normalné.

DOPAD

Ochrana charakterl je vlastnost attack sequence, ne ability —
funguje v jakékoli jednotce s CHARACTER modely; preteceni Gtokd na
charaktery po vybiti ostatnich zlstavé (ekvivalent 10e ,as soon as
the last Bodyguard model has been destroyed").
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KAPITOLA 05 — ZMENY (2)

05. ATTACK SEQUENCE PDF 11e, str. 18-23

EIIEEY Save rolly vSechny najednou, vyhodnoceni od nejnizsiho hodu

11. EDICE 10. EDICE
VSechny save rolly jedné davky se hodi simultdnné (pravidlo Gvodu Default alokace - save » damage po jednotlivych Gtocich; hromadné
kap. 05); Inflict Damage se pak resi po jednotlivych hodech ,working savy jen volitelné pres Fast Dice Rolling (stejny save u vSech a poradi
from lowest result(s) to highest result(s)". bez vlivu), u random damage vyslovné zakazano.

DOPAD

Porfadi  vyhodnoceni je deterministické — nizké hody

(nejpravdépodobnéjsi neuspéchy) dopadaji na prvni skupinu v
deklarovaném poradi; problém poradi u random damage resi pevné
pravidlo misto zdkazu hromadného hazeni.

G Volba savu zrusena — InSv se posuzuje pred Sv+AP

11. EDICE 10. EDICE
Z&dna volba: jeden save roll se posuzuje ,first condition that applies" Po alokaci si obrance VYBRAL pravé jeden save: armour (Sv,
— unmodified 1 = inflicts damage; pak InSv (bez AP); pak Sv modifikovany AP), nebo invulnerable (InSv, AP ho neovliviuje) —
modifikovany AP; jinak inflicts damage. Utok selZe, projde-li hod »either ... or ... but not both".
kterymkoli savem. DOPAD

Vyslednd Sance ustat Utok = lepsi z obou savl, stejné jako pfi

racionalni 10e volbé; mizi samotny akt volby (a moznost zvolit horsi
save) a charakteristiky se berou ze current allocation group, ne z
konkrétniho modelu.

WH40K Core Rules: 10e -» 11e 31



KAPITOLA 05 — ZMENY (3)

05. ATTACK SEQUENCE

PDF 1le, str. 18-23

EIIEEY Krok Allocate Attack odstranén ze sekvence (5 - 4 kroky)

11. EDICE

Sekvence Hit Rolls - Wound Rolls - Save Rolls — Inflict Damage;
model se vybird az v kroku Inflict Damage (Select Model z current
group, zranény model povinng, je-li to mozné).

WH40K Core Rules: 10e -» 11e

10. EDICE
Sekvence Hit roll - Wound roll —» Allocate Attack —» Saving Throw -
Inflict Damage; save se hazel za konkrétni model, jemuz byl Utok
alokovan.

DOPAD

Save roll nepatfi konkrétnimu modelu, ale skupiné; ktery model
damage schyta, se urcuje az po hodu, podle current group a
wounded-first.
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KAPITOLA 05 — PRESUNY A FORMALIZACE

05. ATTACK SEQUENCE

Mortal wounds vyhaty z attack sequence

Strukturdlni presun; obsahovy diff mortal wounds patfi kapitole 06.

+1 cap na modifikatory hodu v PDF neni

V textu PDF cap neexistuje; nelze tvrdit zruseni — pravidlo mize zit v aplikaci.

WH40K Core Rules: 10e -» 11e

chovani beze zmény / nova forma
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KAPITOLA 05 — DIAGRAM (PDF 11e)

Priklad attack sequence: attack dice, identické utoky, save rolly

WH40K Core Rules: 10e -» 11e
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MAKING ATTACKS

1. SELECT WEAPONS

The @D unit is attacking. The following weapons are

selected ta make ottacks with

= 2 boltguns (B)

= 2 bolf pistols (BP)

= 1heavy bolter (HB)

2. SELECT TARGETS

The M3 unit is selected as the target. The unit is visible to

all models in the attacking unit. All of the selected weapons

are in range, with the exception of one bolt pistol. As a

result, that weapon will not malke any attacks.

3. RESOLVE ATTACKS

There is only one enemy unit being targeted, so the

controlling player now gathers attack dice:

= Five attack dice are gothered for the boltguns and bolt
pistol, which hove A characteristics of 2 and 1 respectively
and all make identical attacks.

= Three attack dice are gathered for the heavy bolter,
which has an A characteristic of 3 but does not make

identical attacks.

RESOLVING ATTACK DICE

1g player chooses to make the five hit rolls for
s and bolt pistol first The BS characteristic of

the weapons is 3+. Four of the attacks hit the target.

2. WOUND ROLLS

The cantrolling player mokes four wound rolls. The

weapons have an § characteristic of 4 and the target unit

has a T characteristic of 3,50 rolls of 3+ are required to

wound. Three of the attacks wound the torget.

3.SAVE ROLLS

The target unit’s controlling player makes three save rolls.

4. INFLICT DAMAGE

= The lowest result is less than bath the InSv and Sv
characteristics of the target, so that attack inflicts
damage. This reduces the model to which thot attack was
allocated to 0 wounds, which destroys it

= The next lowest result is less than the target's InSw
characteristic, but greater than its Sw characteristic of 3+;
that attack fails.

= The ather result is greater than the target's InSv
characteristic of 5+4; that attack alse fails

RESOLVING OTHER ATTACKS

-1to Save Roll

1. HIT ROLLS

The controlling player then makes three hit rolls for the
heavy bolter The BS characteristic of the weapon is 4+ Two
of the attacks hit the target,

2. WOUND ROLLS

The controlling ployer makes two wound rolls. The weapon
has an § characteristic of 5 so rolls of 3+ are required to
wound. Both attacks wound the target.

3.SAVE ROLLS
The target unit's controlling ployer mokes two save rolls.
4. INFLICT DAMAGE

= The lowest result, when madified by the attacking
weapon's AP characteristic of -1, is less than the target's
Sv characteristic of 3+, so that attack inflicts damage. This
reduces the model to which that attack was allocated to
0 wounds, which destroys it

= The other result is equal to the target’s InSv characteristic
of 5+ that attack fails.

++ BELLIGERENCE ALLIED TO FAITH CAN MOVE A MOU

str. 20-21
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KAPITOLA 05 — DIAGRAM (PDF 11e)

Utok na attached unit: alokaéni skupiny a deklarace poradi

ST1dWYX3 JININDIS NIYLLY

05

22
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ATTACKING ATTACHED UNITS

1. SELECT WEAPONS

The BI@® unit is attacking. The following
weapons are selected to make attacks with:

= 7 boltguns (B)

= 1 plasma pistal (PP)

= 2 heavy bolters (HB)

2. SELECT TARGETS

The EMIIF unit is selected as the target. It is an
attached unit (19) formed from o Seraphim
unit and Saint Celestine (with her two Geminae
Superia). The unit is visible to all models in the
attacking unit, and all of the selected weapons
are in range

3. RESOLVE ATTACKS

There is only one enemy unit being targeted, so

the controlling player now gathers attack dice.

They decide to resolve the heavy balter attacks

first, which each have an A characteristic of 3, so

six attack dice are gothered.

The attack dice for the remaining weapons will

be gathered once the heavy bolter attacks are

resolved (see opposite), as follows:

= 14 attack dice for the boltguns, which each
have an A characteristic of 2.

= One attack dice for the plasma pistol, which
has an A characteristic of 1

ALLOCATION GROUPS

1. CREATE GROUPS AND DECLARE ORDER

The target unit's controlling player divides it
into groups: one containing Saint Celestine,
one containing the Geminae Superia, and one
containing the Seraphim. They then declare
the ollocation order, choosing the Geminae
Superia first (1), hoping their better Sv and InSv
characteristics will weather the attacks. The
Seraphim must be chosen second (2), as Saint
Celestine is o CHARACTER model so must be last
in the order (3).

2. RESOLVE ATTACK DICE

The heavy bolters’ attacks wound the target
five times, so the target unit's controlling player
makes five save rolls.

The attacks are resolved one ot a time, from

lowest save rolls to highest:

= The two results of 1 are allocated first, to
the current aliocation group (the Geminae
Superia). They both inflict damage, and both
Geminoe Superia are destroyed.

= The result of 3 is now allocated to the
Seraphim, who have become the current
ollocation group. When modified by the
attacking weapon's AP characteristic of -,
this also inflicts damage, destroying one
Seraphim maodel

= The remaining attacks fail, so no further
damage is inflicted.

3. SELECT NEXT GROUP OF ATTACK DICE
AND REPEAT

str. 22-23
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KAPITOLA 06

06. OTHER CONCEPTS

CO SE MENI

m Line of sight nové jako imaginarni pfimka 1 mm Sirokd ,,z jakékoli ¢asti na

jakoukoli cast" —
perspektivy modelu.

nahrazuje 10e ,true line of sight" s pohledem z

Pri urcovani line of sight se nové ignoruji modely OBOU jednotek
(pozorujici i pozorované); v 10e jen modely vlastni jednotky pozorovatele.

Mortal wounds se nové fesSi pevnou prioritou vybéru modelu (zranény
non-CHARACTER - non-CHARACTER - zranény CHARACTER -
CHARACTER) — CHARACTER je pred MW chranén primo core pravidlem
ve vSech jednotkach, ne jen pres Leader alokaci u Attached units.

Pofadi ,normal damage pfed mortal wounds" NENi zm&na — méla ho uz
10e.

Hazard rolls (06.03) = novy jednotny mechanismus (D6, 1-2 fail » 1 MW;

riznorodé testy (Hazardous test,

Disembarkation).

Desperate Escape, Emergency

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 24-25

BEZE ZMENY

Ctyfi stupné viditelnosti a jejich definice: Model Visible (,any part"), Unit Visible
(=1 model visible), Model Fully Visible (,every part ... facing the observing
model"), Unit Fully Visible (kazdy model fully visible; prihled skrz modely
pozorované jednotky).

Normal damage se fesi pfed mortal wounds (10e: ,resolve any normal damage ...
before inflicting any mortal wounds"; 11e: ,resolve all of the normal damage first,
then resolve all of the mortal wounds").

MW se feSi po jedné a pokracuji pres dalSi modely, dokud nejsou vSechny
vyfeseny nebo jednotka zni¢ena (smrt jednoho modelu MW v core pravidle
nezastavi).

Proti MW neni zadny save (10e to zakazovala explicitng; 11le sekvence zadny
save krok neobsahuje — model rovnou ztraci 1 wound).

Kazdd MW = ztrata 1 wound jednoho modelu.

Terén pridava k viditelnosti dalSi pravidla (10e terrain rules / 1le odkaz na
13.07).
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KAPITOLA 06 — ZMENY (1)

06. OTHER CONCEPTS PDF 11e, str. 24-25

EIIEEY Line of sight: 1mm pfimka misto true line of sight

11. EDICE 10. EDICE

Line of sight = moznost narysovat ,an imaginary straight line, 1 mm .True line of sight" — hrad¢ se podival zpoza pozorujictho modelu
wide, from any part of that model to any part of the model being (,get a 'model's perspective' view"); visible = ,any part of another
observed". model can be seen from any part of the observing model". Base byla

explicitné soucasti modelu.

DOPAD

Viditelnost se posuzuje geometrickou primkou mezi libovolnymi
¢astmi obou modeld misto skute¢ného pohledu z perspektivy
modelu; rozsah ,any part —» any part" zlstava.

EZIETY Ignorovéni modeld obou jednotek pfi line of sight

11. EDICE 10. EDICE
Pri rysovani line of sight se ignoruji ,other models in the observing Pozorujici model vidél skrz modely své VLASTNI jednotky; modely
model's unit and in the observed model's unit" — vzdy, pro vSechny POZOROVANE jednotky blokovaly (priihled skrz né platil jen pfi
stupné viditelnosti. zjistovani Unit Fully Visible).

DOPAD

Jednotlivy model zakryty vlastnimi spolubojovniky je nové visible (a
mUze byt fully visible); na vysledek Unit Fully Visible to vliv nem3,
tam prdhled platil uz v 10e.
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KAPITOLA 06 — ZMENY (2)

06. OTHER CONCEPTS

PDF 1le, str. 24-25

EIIETEY Mortal wounds: pevné pofadi vybéru modelu, CHARACTER chranén univerzalné

11. EDICE

Za kazdou MW se vybird model podle prvni pouzitelné instrukce:
zranény non-CHARACTER (povinné ten) - non-CHARACTER -
zranény CHARACTER —» CHARACTER; vybrany model ,loses 1 wound"
(zadnd alokace utoku).

(I3 Hazard rolls — novy centralizovany mechanismus

11. EDICE

Jednotny hazard roll: D6, na 1-2 fail - jednotka utrpi 1 MW, nebo 3
MW, pokud KAZDY model jednotky je MONSTER/VEHICLE;
vicenasobné rolly se hazi najednou. Pouzivaji ho [HAZARDOUS]
(24.15), Fall Back v mdédu Desperate Escape (kap. 09), Combat
Disembark a Emergency Disembark Move (kap. 18); Command
Re-roll (15.02) jej uvadi mezi re-rollovatelnymi hody.

WH40K Core Rules: 10e -» 11e

10. EDICE
Kazdd MW = ,one point of damage" alokovany ,in the same manner
as allocating an attack" — povinné na uz zranény model / model s

alokovanymi Utoky této faze, jinak na LIBOVOLNY model dle
ovladajiciho hrace; CHARACTER chranén jen v Attached units
(alokacni pravidlo Leader); PRECISION MW mohl utocnik poslat na
CHARACTER.

DOPAD

MW nemohou zasdhnout CHARACTER modely, dokud v jednotce Zije
non-CHARACTER model — plati pro vSechny jednotky pfrimo z core
pravidla; vybér modelu je deterministicky, nikoli volba hrace.

10. EDICE

— (obecny ,hazard roll" neexistoval; kazdé pravidlo mélo vlastni test
s jinym prahem i nasledkem: Hazardous test D6 za zbran, fail na 1 -
3 MW na vybrany model; Desperate Escape test D6 za model, 1-2 -
model zni¢en; Emergency Disembarkation D6 za model, 1-3 - 1
MW).

DOPAD

Drivéjsi riznorodé ,risk" testy maji jeden prah (1-2) a jeden nasledek
(MW misto napf. zniceni modelu); konkrétni zmény chovani
jednotlivych pouziti patri kapitolam 09, 15, 18 a 24.
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KAPITOLA 06 — PRESUNY A FORMALIZACE

06. OTHER CONCEPTS

Vyjimky pro konkrétni zdroje MW vynaty z core textu

Core pravidlo MW je univerzalni; specifika jednotlivych zdrojd MW se ctou z dané ability (detaily v kap. 24).

WH40K Core Rules: 10e -» 11e

chovani beze zmény / nova forma
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KAPITOLA 06 — DIAGRAM (PDF 11e)

Stupné viditelnosti: Model/Unit Visible a Fully Visible

str. 25

rT;
..;.\\
e If any part of another model is visible to the
* abserving model, that model is visible

If every part of another model that is
facing the observing model is visible to

. the abserving model (so the only thing
blacking visibility to any part of that other
model is that model itself), that madel is
fully visible.

UNIT VISIBLE

If ane or more models in a unit are visible to the observing moadel, that unit iswisible.

If every madel'in a unit is fully visible ta the abserving madel, that unit is fully visible \When
determining this, the observing model can see through other madels in that unit.

WH40K Core Rules: 10e -» 11e



KAPITOLA 07

07. THE BATTLE ROUND

CO SE MENI

Battle round ma nové formalni tristupriovou strukturu: Start of Battle
Round — Player Turns —» End of Battle Round (10e: jen , 0ba hraci maji
tah").

Tah md nové 7 ¢asti: Start of Turn step + 5 fazi + End of Turn step (10e:
jen 5 fazi).
Kroky End of Turn a End of Battle Round maji pevné poradi: nejdriv

ne-mission pravidla, pak mise (v 10e jen FAQ ruling).

Pét fazi a jejich poradi beze zmény: Command, Movement, Shooting,
Charge, Fight.

Sequencing (simultanni triggery) a Persisting Effects zmizely z core PDF
do aplikace (»Rules Sequencing, »Persisting Rules Effects); Out-of-Phase
Rules v 11e PDF nejsou vibec.

WH40K Core Rules: 10e -» 11e

PDF 11le, str. 28-29

BEZE ZMENY

o Pét fazi a jejich poradi: Command, Movement, Shooting, Charge, Fight.
¢V kazdém battle roundu hraje prvni tah stale tentyz hrac; kterého urci mise.

* Battle round = oba hraci po jednom tahu; po skonceni druhého tahu zacind dalsi
kolo.

» Pocet battle roundd (konec bitvy) uréuje mise.
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KAPITOLA 07 — ZMENY

07. THE BATTLE ROUND

Out-of-Phase Rules bez protéjsku v PDF

11. EDICE

Termin ,out-of-phase" se v PDF nevyskytuje (0 vyskytl) a nebyl
nalezen ani » odkaz; akce mimo sekvenci nové strukturujf
formalizované move/shooting/fight types (ELIGIBLE IF / EFFECT
Sablony, kap. 09-12) — napfr. Fire Overwatch je nyni snap shooting
na konci souperovy Movement phase.

WH40K Core Rules: 10e -» 11e

PDF 11le, str. 28-29

10. EDICE

Core pravidlo: jednotka jednajici ,as if it were one of your phases"
(napr. Fire Overwatch) nesmi pouzivat jind pravidla té faze;
podporeno commentary a FAQ.

DOPAD
Obecnd klauzule ,nelze pouzivat ostatni pravidla dané faze" v core
PDF chybi; interakce resi primo definice jednotlivych typd.
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KAPITOLA 07 — PRESUNY A FORMALIZACE

07. THE BATTLE ROUND chovani beze zmény / nova forma

Formalni kroky Start a End of Battle Round

Triggery na zacatku/konci kola maji zavazné misto v sekvenci; pravidlo o poradi vici misi je nové prfimo v core, ne ve FAQ.

Tah rozsifen na 7 casti (Start of Turn step + 5 fazi + End of Turn step)

Pravidla spousténa na zac¢atku/konci tahu maji vyhrazeny krok mimo faze; konec tahu ma definované poradi vyhodnoceni viic¢i misi.

Sequencing simultannich pravidel presunut do aplikace

Obsah pravidla nelze z PDF ovérit; existence definovaného active playera mimo tahy naznacuje jiné reSeni nez 10e roll-off, ale rozhodovaci mechanismus je jen v aplikaci.

Persisting Effects presunuty do aplikace

Chovani pretrvavajicich efektd nelze z PDF ovérit; » odkazy sedi na stejné kontexty (transporty, attached units), kde to resila 10e.
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KAPITOLA 07 — DIAGRAM (PDF 11e)

Struktura tahu: Start of Turn -» 5 fazi -» End of Turn

WH40K Core Rules: 10e -» 11e

STARTDFTURNSTEPfE

Rules that arg trigger'ed at the sthrt of a turn are resolved now.

) Zl

COMMAND PHASE

You marshal strategic resources and check your units' morale.

MOVEMENT PHASE

Your units move across the battlefield and strategic reserves arrive.

SHOOTING PHASE

Your units make attacks with their ranged weapons.

CHARGE PHASE

Your units make charge moves to engage the enemy.

FIGHT PHASE

Both players’ units make attacks with their melee weapons.

END OF TURN STEP

Rules that are triggered at the end of a turn are resolved now, in the .

following order:

1. First resolve rules triggered at this point ather than mission rules.

2. Both players then consult their mission; if ane or both players have
achieved any aspects of their mission that are triggered at this point,

resalve them now.

-~

29

str. 29

44



KAPITOLA 08

08. COMMAND PHASE

CO SE MENI

Fédze méa 5 formalnich krokl (Start - Gain Core CP — Battle-shock -
Command Abilities » End) misto 2 krok& 10e (Command, Battle-shock).

Battle-shock se nové testuje uz ,at, OR below, half-strength" — jednotka
presné na poloviné (5 z 10 modell) testuje; v 10e jen striktné pod
polovinou.

v

Battle-shock stav nové PRETRVAVA pfes kola: odstrani ho az Gspé&sna roll

a
v Battle-shock kroku; v 10e vyprSel automaticky na zacatku vasi pristi

Command phase.

Obecné triggery ,in the Command phase" se presunuly z pozice pred
battle-shockem (10e) do kroku Command Abilities PO battle-shocku.

Novy termin ,Core CP" pro 1 CP, ktery oba hrdci ziskavaji kazdy tah
(mechanika zisku beze zmény).

10e limit ,max 1 CP navic za battle round z jinych zdrojd" v 1le PDF
chybi (bez » odkazu).

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 30-31

BEZE ZMENY

Oba hradi ziskavaji 1 CP v kazdém tahu (v 10e na zacdtku Command phase
aktivniho hrace, v 11e v kroku Gain Core CP).

Zisk CP predchazi battle-shock testdim.

Battle-shock testuje pouze active player za své jednotky (10e , your units" ve vasi
Command phase; 11e ,the active player ... each unit in their army").

Mechanika hodu: 2D6 proti (nejlepSimu) Ld v jednotce — 1le to reSi pres
leadership roll (01.06/01.07), funkéné shodné s 10e ,greater than or equal to the
best Leadership characteristic".

Jednotka hazi v Battle-shock kroku jen jednu roll, i kdyz spliuje obé podminky
(10e: pravidlo o Starting Strength testech + FAQ ,No" na vicendsobné testy v
tomto kroku).

Efekty battle-shocku se fesi mimo tuto kapitolu — 11e 01.07 (viz kap. 01); v 10e
byly vypsané primo v sekci Battle-shock.

45



KAPITOLA 08 — ZMENY (1)

08. COMMAND PHASE

PDF 11e, str. 30-31

EIIETEY Obecné Command phase triggery az po battle-shocku

11. EDICE

Vyhrazeny krok 4 Command Abilities — ,Rules that are triggered in
the Command phase (excluding ... start or end ..., when gaining Core
CP, or by battle-shock rolls) are resolved now" — tedy AZ PO
Battle-shock kroku.

10. EDICE

Pravidla ,in your Command phase" bez explicitniho timingu se resila
v kroku Command, tedy PRED battle-shock testy (potvrzeno FAQ:
»does it always take place in the Command step? Yes").

DOPAD
Schopnosti spousténé v Command phase se vyhodnocuji, az kdyz je
rozhodnuto, kdo je battle-shocked.

EIIETY Battle-shock prah: below - at or below half-strength

11. EDICE

Roll pro jednotky ,at, or below, half-strength" — testuje i jednotka
presné na poloving; priklad str. 31: starting strength 10, 5 model@
zbyvé — testuje. Presné definice at/below half-strength v Rules
Appendix (str. 86, kap. 25).

WH40K Core Rules: 10e -» 11e

10. EDICE

Test jen pro jednotky ,Below Half-strength" (striktné pod polovinou;
definice u Starting Strength 1 pres wounds, jinak pres pocet modeld).

DOPAD

Konkrétné: 10modelova jednotka s 5 zbyvajicimi modely (nebo napr.
W10 model s 5 wounds) nové testuje, v 10e ne; jednotky s lichou
starting strength / lichou W nemohou byt ,at half-strength", jen
below (Rules Appendix, str. 86).
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KAPITOLA 08 — ZMENY (2)

08. COMMAND PHASE

EIIETY Battle-shock persistence pres kola

11. EDICE

Roll se hazi i za kazdou jednotku, kterd ,is currently battle-shocked"
(bez ohledu na silu — priklad str. 31: starting strength 3, nad
polovinou, ale battle-shocked — hazi); ,If a unit was battle-shocked

PDF 11e, str. 30-31

10. EDICE

NelUspésny test — battle-shocked ,until the start of your next
Command phase" — stav vyprsel automaticky (NE , do konce tahu").

DOPAD

at the start of this step and its battle-shock roll during this step

i ; Battle-shock mdze trvat libovolné dlouho — jednotka se z né&j musi
succeeds, it is no longer battle-shocked.

,vyhdzet" Uspésnou roll v Battle-shock kroku; battle-shock ziskany
mimo vlastni tah nekonci automaticky.

Limit zisku CP z jinych zdroju chybi v PDF

ODSTRANENO

11. EDICE

V PDF zadny ekvivalent nenalezen (grep ,CP" pres vsechny strany;
»Modifying CP Cost na str. 55 se tyka jen ceny stratagemd, ne zisku).

10. EDICE

Core ,,Gaining Command Points": mimo 1 CP ze zac¢dtku Command
phase max 1 CP navic za battle round bez ohledu na zdroj (+ FAQ
vyjimka pro once-per-battle pravidla davajici vice CP).

DOPAD
Strop pro extra CP neni v core PDF dolozitelny; nelze vyloudit, ze
existuje v aplikaci ¢i mission pravidlech.
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KAPITOLA 08 — PRESUNY A FORMALIZACE

08. COMMAND PHASE

Struktura faze: 2 kroky - 5 kroku

Start-of-phase triggery se nové resi pred ziskem CP (v 10e byl CP zisk prede v$im); konec faze ma pevné poradi vyhodnoceni vici misi.

FORMALIZOVANO Core CP — nové pojmenovani

Jind pravidla mohou jednoznacné odkazovat na CP z tohoto kroku; herné jde o bézné CP.

Definice Starting Strength / half-strength presunuty do Rules Appendix

Beze zmény umisténi mechaniky battle-shocku; méni se jen misto definic (obsahovy diff definic resi kap. 25).

WH40K Core Rules: 10e -» 11e

chovani beze zmény / nova forma
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KAPITOLA 08 — DIAGRAM (PDF 11e)

Battle-shock priklady: testuje se , at, or below, half-strength“

WH40K Core Rules: 10e -» 11e

BATTLE-SHOCK EXAMPLES SEE ALSO

BATTLE-SHOCK

= Battle-shock Rolls 01.07

» Modified Characteristics

» Multiple Battle-shock Rolls
»>

»

Not on the Battlefield
Starting Strength and
Half-strength

This unit has o starting strength of 3 so is not at or below
" half-strength, but it is currently battle-shocked, so o battle-shock

rall must be made for it. If that roll succeeds, the unit will no longer
be battle-shocked.

This unit has o starting
strength of 10, it has five
models remaining, so it

is at half-strength ond a
battle-shock roll must be
made for it

This unit has o starting
strength of 5./t hos two
madels remaining, so it is
below half-strength and o
battle-shock roll must be
made for it

This VEHICLE has o starting
strength of 1and o W
characteristic of 11. It has 2
wounds remaining, so it is
below half-strength and o
battle-shock roll must be
made for it.

++ DOUBT IS THE FATAL FLAW IN ANY ARMOUR ++

str. 31
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KAPITOLA 09

09. MOVEMENT PHASE

CO SE MENI

Samostatny krok ,,Reinforcements" zruSen: prichod ze strategic reserves
(ingress move) i vystoupeni z transportu (disembark move) jsou move
typy uvnitf Move Units a libovolné se prokladaji s ostatnimi pohyby.

V Move Units musi byt vybrdna KAZDA jednotka armady — i ve strategic
reserves a v transportech (tfeba jen k remain stationary); 10e vybirala
jen jednotky na battlefieldu.

Fall-back m& nové dva mdédy: Ordered Retreat (jen ne-battle-shocked,
volitelny, nesmi skrz enemy modely) a Desperate Escape (povinny pro
battle-shocked, volitelny pro ostatni, smi skrz enemy modely).

Desperate Escape: hazard roll za KAZDY model (1-2 = 1 mortal wound; 3
MW u cisté MONSTER/VEHICLE jednotek) misto 10e testl jen za modely
prochazejici skrz enemy (1-2 = cely model znicen); vyjimka TITANIC/FLY
zmizela; po pohybu nové povinny battle-shock roll.

Zakaz strelby po advance presunut z move typu do shooting typl (kap.
10) — fakticky stejné (jen [ASSAULT] zbrané); advance i fall-back nové
zakazuji i start akce.

Normal/Advance uz nezakazuji pohyb ,,within Engagement Range" béhem
pohybu — vyZaduje se jen skoncit unengaged.

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 32-33

BEZE ZMENY

Rozdéleni voleb podle stavu: neengaged jednotka = normal/advance/remain
stationary; engaged jednotka = fall-back/remain stationary (v 11e pres ELIGIBLE
IF podminky).

Vzdélenosti: normal move max M"; advance max M + 1D6"; fall-back max M".
Advance: zdkaz deklarovat charge do konce tahu.

Fall-back: jednotka musi skoncit mimo dotyk s nepritelem (10e ,not end within
Engagement Range", 11le ,must be unengaged"); pokud to nejde, pohyb nelze
provést (10e ,cannot Fall Back", 11e Ending a Move — modely se vraci).

Po fall-backu nelze do konce tahu stfilet ani deklarovat charge (11e navic akce —
viz ZMENY).

Testy/hazard rolly pfi Gtéku se Fesi PRED pohybem modelli (10e ,before any
models in that unit are moved", 11e BEFORE MOVING).

Kazda jednotka se ve fazi pohne nejvys jednou (10e: explicitni ,cannot make
more than one Normal move per phase" + postupny vybér; 1le: ,Select one
friendly unit that has not been selected to move this phase").

Battle-shock pfi fall-backu ma vzdy zvldstni ndsledek (10e: testy za vSechny
modely; 11e: povinny Desperate Escape — mechanika viz ZMENY).
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KAPITOLA 09 — ZMENY (1)

09. MOVEMENT PHASE PDF 11, str. 32-33

EIIEEY Zanik kroku Reinforcements — prichody posil uvnité Move Units

11. EDICE 10. EDICE
Kroky Start of Movement Phase —» Move Units - End of Movement Movement phase = 2 kroky: ,1. Move Units" (jen jednotky na
Phase. V Move Units lze vybrat i jednotku ve strategic reserves battlefieldu) a ,2. Reinforcements" — posily se stavély az PO
(ingress move, 20.04) nebo embarked (disembark move, 18.04); dokonceni vsech pohyb(; vybér posil byl volitelny (,you can select
poradi vsech pohybd voli aktivni hra¢ libovolné. one or more of them").

DOPAD

Prichody posil a vystupovani z transportl se prokladaji s béznymi
pohyby misto pevného poradi ,nejdriv pohyby, pak posily"; detaily
prichodd resi kap. 18 a 20.

Povinny vybér vsech jednotek véetné reserves a embarked

11. EDICE 10. EDICE

Boc¢ni box ,Selecting Units to Move": ,the active player must have V Move Units se vybiraly jen jednotky na battlefieldu (,,selecting one
selected all of their units to make a move with, including those in unit from your army that is on the battlefield"); jednotky v
strategic reserves... every unit in their army will have been selected reserves/transportech se nevybiraly vibec.

to make a move, even if it is to remain stationary." DOPAD

Kazda jednotka armady ma v kazdé Movement phase pravé jednu
»aktivaci" move typu; jednotka, kterd zGstava v reserves/transportu,
je forméalné vybrdna k remain stationary (09.04 ELIGIBLE IF: Any
unit).
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KAPITOLA 09 — ZMENY (2)

09. MOVEMENT PHASE

PDF 11e, str. 32-33

EZIEEY Normal/Advance: zédkaz Engagement Range jen na konci pohybu

11. EDICE

ELIGIBLE IF unengaged; jedind podminka po pohybu ,AFTER
MOVING: Your unit must be unengaged" (ER 2"); béhem pohybu plati
jen 03.01 (base nesmi skrz enemy modely).

EIIEEY Advance roll nemodifikuje M charakteristiku

11. EDICE

Advance roll (1D6) vstupuje jen do MAXIMUM DISTANCE move typu
(,Advance roll + your unit's M characteristic"); M se neméni.

WH40K Core Rules: 10e -» 11e

10. EDICE
»,nNo model can be moved within Engagement Range of any enemy
models" — Z4adny model nesmél byt v ER (1") kdykoli BEHEM

normal/advance movu.

DOPAD
Model smi béhem normal/advance movu projit prostorem v
engagement range nepritele (kolem, ne skrz base), pokud jednotka
skonc¢i unengaged.

10. EDICE

,Add the result in inches to the Move characteristic of each model in
that unit until the end of the phase." — advance roll navysoval M do
konce faze.

DOPAD

Délka pohybu stejnd (M+D6"), ale pravidla odkazujici na M
charakteristiku béhem faze uz nevidi navysenou hodnotu.
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KAPITOLA 09 — ZMENY (3)

09. MOVEMENT PHASE

PDF 11e, str. 32-33

EIIEEY Fall-back rozdélen na médy Ordered Retreat / Desperate Escape

11. EDICE

BEFORE MOVING volba mdédu: ,Ordered Retreat: If your unit is not
battle-shocked, you can select this mode. Desperate Escape:
Otherwise, you must select this mode." Mdédy jsou vzajemné vylucné
a posuzuji se v pofadi; Ordered Retreat NENi povinny — i
ne-battle-shocked jednotka mdUze dobrovolné zvolit Desperate
Escape (box Selecting Modes).

10. EDICE

Jediny typ Fall Back pro vSechny jednotky; battle-shock meénil jen
rozsah testl (testy za vSechny modely).

DOPAD

Battle-shocked jednotka ma Ustup povinné riskantni;
ne-battle-shocked si mdze riskantni mdd zvolit, typicky kvdli
préchodu skrz enemy modely.

BT Desperate Escape: hazard rolly (1 MW) misto zni€enych modeli, za vSechny modely

11. EDICE

Pfi volbé& médu Desperate Escape hazard roll (06.03) za KAZDY
model jednotky bez ohledu na trasu, vSechny najednou pred
pohybem; 1-2 = jednotka utrpi 1 mortal wound (3 MW, pokud jsou
vSechny modely MONSTER/VEHICLE).

WH40K Core Rules: 10e -» 11e

10. EDICE

Desperate Escape test (D6) jen za modely, které projdou skrz enemy
modely (TITANIC/FLY vyfaty), + za VSECHNY modely, pokud byla
jednotka battle-shocked; 1-2 = jeden model jednotky ZNICEN (vybird
vlastnik); max 1 test na model za fazi.

DOPAD

Nelspéch uz nezabiji cely model, ale plsobi 1 MW (alokace dle
06.02); rolluje se ale vzdy za vSechny modely jednotky, ne jen za ty
prochazejici skrz nepratele.
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KAPITOLA 09 — ZMENY (4)

09. MOVEMENT PHASE

PDF 11e, str. 32-33

EZEETY Prichod skrz enemy modely jen v Desperate Escape; vyjimka TITANIC/FLY zru$ena

11. EDICE

Skrz enemy modely smi jen méd Desperate Escape (WHILE MOVING
klauzule); Ordered Retreat podléha 03.01 — base nesmi skrz enemy
modely (smi ale kolem, v ER). Vyjimka TITANIC/FLY v 09.07 neni;
FLYING jednotka mdze pri fall-backu vyhlasit ,take to the skies"
(21.03): —2" max distance, prlchod skrz vsechny modely i terén bez
hazard rolld.

(73 Battle-shock roll po Desperate Escape

11. EDICE

AFTER MOVING (Desperate Escape): ,If your wunit is not
battle-shocked, you must make a battle-shock roll for your unit
(01.07)."

WH40K Core Rules: 10e -» 11e

10. EDICE

Kazdy Fall Back smél vést skrz enemy modely (,as if those enemy
models were not there") s testy za prochdzejici modely; TITANIC a
FLY modely testim nepodléhaly vibec.

DOPAD

Ustup skrz nepratele stoji ne-battle-shocked jednotku dobrovolny
Desperate Escape (hazard rolly za vSechny modely); TITANIC bez FLY
uz bezplatny prichod nema, FLY ho mé za —2" pohybu.

10. EDICE

DOPAD

Dobrovolny Desperate Escape muUze jednotku uvrhnout do
battle-shocked stavu, ktery trvd az do Uspésného rollu v nékteré z
dalSich Command phase (08.03).
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KAPITOLA 09 — PRESUNY A FORMALIZACE

09. MOVEMENT PHASE chovani beze zmény / nova forma

Remain stationary nespousti start/end-of-move pravidla

Stejny vysledek (jednotka stoji, reaktivni pravidla na pohyb se nespousti); zdmek do konce faze plyne z vybéru 1x/fazi misto explicitni formule.

Restrikce po advance: stielba pres shooting typy, akce nové

Faktické chovani strelby po advance beze zmény (jen [ASSAULT] zbrané); novy je zakaz startovat akce — akce jsou v 11e core systém (kap. 16), v 10e core rules neexistovaly.

'Surge' moves presunuty z Movement phase do kap. 21

Chovani srovnava diff kap. 21; v kapitole Movement phase surge moves uz nejsou.
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KAPITOLA 10

10. SHOOTING PHASE

CO SE MENI

Strelba prestavéna na systém ,shooting types": jednotka si pfi vybéru
zvoli pravé JEDEN typ — Normal / Assault / Close-quarters / Indirect (+
dalsi typy jinde, napr. snap shooting 15.09). 10e vyjimky pres ability
(Assault, Pistol, Big Guns Never Tire, Indirect Fire) jsou nahrazeny typy.

Eligible to shoot v 11e = jen ,na bojisti + jeSté nebyla selected to shoot";
engaged jednotka JE eligible (strili close-quarters), advance nerusi
eligibility (jen omezuje typy), jednotky v reserves uz eligible nejsou (10e
FAQ: byly).

Close-quarters shooting slucuje 10e Pistol a streleckou pllku Big Guns
Never Tire; non-M/V nové smi z engagementu stfilet na VICE engaged
jednotek (10e Pistol: jen jednu); vyjimka z -1 pro M/V je nové vdzana na
cil.

Indirect shooting — velkd zména: postihy plati na kazdy Gtok [INDIRECT
FIRE] zbrané (ne jen na neviditelny cil); misto -1 to hit nemodifikovand
1-5 selhava (zasah jen na 6); ,spotter" Uleva (remained stationary + cil
viditelny friendly jednotce — selhava jen 1-3); novy zakaz re-rolld hitd; cil
ma vzdy benefit of cover.

Kazdy shooting type ma& AFTER SHOOTING: do konce faze jednotka
nemuUze zadit akci (vazba na novy core systém akci, kap. 16).

Pojem ,Big Guns Never Tire" v 1le zmizel — strelba engaged M/V je
close-quarters shooting (10.06), stfelba NA engaged M/V je 17.03.

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 34-35

BEZE ZMENY

Normal shooting = 10e vychozi strelba: unengaged jednotka bez advance, zadné
postihy, cile visible + within range + unengaged (04.02).

Assault shooting = 10e [ASSAULT]: po advance smi jednotka stfilet jen [ASSAULT]
zbranémi.

Non-M/V v engagementu stfili jen ,pistolemi" ([CLOSE-QUARTERS]) a jen na cile, s
nimiz je jednotka engaged; mimo engagement si non-M/V model stale voli
~pistole NEBO ostatni zbrané" (24.07), M/V smi oboji.

[INDIRECT FIRE] zbrané jsou jedind cesta, jak cilit neviditelné jednotky;
neviditelny cil ma cover.

Blast zbrané nemohou Utocit na engaged cile (10e zdkaz na jednotky v ER
friendly jednotek; 11e 04.02 ,Unengaged" + vyslovné zakazy v 10.06 a FAQ str.
88).

Kazda jednotka mdze byt selected to shoot jen jednou za fazi.
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KAPITOLA 10 — ZMENY (1)

10. SHOOTING PHASE

EIIEEY Eligible to shoot — nova definice

11. EDICE

»A unit is eligible to shoot if it is on the battlefield and has not
already been selected to shoot this phase." Engaged jednotka je
eligible (close-quarters); advance jen vylucuje
normal/close-quarters/indirect typ; fall back zakazuje strelbu pres
AFTER MOVING klauzuli move typu (kap. 09); FAQ str. 88: eligible je i
jednotka bez ranged zbrani.

PDF 11e, str. 34-35

10. EDICE

Eligible unless: Advanced this turn / Fell Back this turn; jednotka v ER
nebyla eligible vibec (Locked in Combat; vyjimky M/V pres BGNT a
jednotky s Pistolemi). Jednotka bez mozného cile nemohla byt
selected to shoot; jednotky v Reserves dle FAQ eligible byly.

DOPAD

Omezeni se presunula z eligibility jednotky do podminek
shooting/move typQ; jednotky mimo bojisté (reserves) uz nesplnuji
triggery vézané na ,eligible to shoot" a jednotku Ize selected to
shoot i bez dostupnych cilG.

EIETN Close-quarters shooting misto [PISTOL] eligibility (non-M/V)

11. EDICE

Engaged jednotka (bez advance) s =1 [CLOSE-QUARTERS] zbrani voli
close-quarters shooting: non-M/V modely jen [CLOSE-QUARTERS]
zbrané a jen na ,enemy units that are engaged with your unit" — bez
omezeni na jedinou jednotku. [PISTOL] = [CLOSE-QUARTERS] pro
vSechny Ucely (24.27).

WH40K Core Rules: 10e -» 11e

10. EDICE

Jednotka s Pistolemi byla eligible i v ER; pfi strelbé jen Pistole a ,can
only target ONE of the enemy units it is within Engagement Range
of".

DOPAD

Jednotka engaged s vice neprateli mUze pistolové Gtoky rozdélit mezi
vSechny jednotky, s nimiz je engaged; v 10e smérovaly vSechny na
jedinou.
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KAPITOLA 10 — ZMENY (2)

10. SHOOTING PHASE

EIIETEY Engaged M/V: vyjimka z -1 to hit nové vézana na cil

11. EDICE

(10.06) M/V modely strileji vSemi zbranémi; -1 to hit na kazdy utok,
,unless that attack is made with a [CLOSE-QUARTERS] weapon and
targets a unit your unit is engaged with". Cilit smi engaged jednotky
(permise) i bézné unengaged cile (04.02).

PDF 11e, str. 34-35

10. EDICE

(BGNT) Engaged M/V stfilela vSemi zbranémi; -1 to hit na vSechny
ranged Utoky (i na cile mimo ER), vyjimkou byl jakykoli Gtok Pistoli —
bez podminky, na koho Pistole stfili. Cilit sméla jednotky ve svém ER
i jiné legalni cile.

DOPAD

[CLOSE-QUARTERS]/pistolovy Utok engaged M/V na cil, s nimz
jednotka engaged neni, ma v 1le -1 to hit; v 10e byl bez postihu.
Jinak chovani zachovano v¢. [BLAST] zdkazu na engaged cil (10.06 +
FAQ str. 88, obé strany: blast nesmi ani NA engaged M/V pres 17.03).

I Indirect: postihy vidy, auto-fail 1-5 misto -1, ,spotter" mechanika

11. EDICE

(10.07) Indirect shooting = typ za celou jednotku (unengaged, bez
advance, =1 [INDIRECT FIRE] zbran). Kazdy utok [INDIRECT FIRE]
zbrané: cil ma benefit of cover, zdkaz re-rolll hit rollu,
nemodifikovana 1-5 selhava; pokud jednotka remained stationary A
cil je viditelny =1 friendly jednotce, selhava jen nemodifikovana 1-3.
Ostatni zbrané jednotky strileji v rdmci typu normalné na viditelné
cile.

WH40K Core Rules: 10e -» 11e

10. EDICE

(findlni znéni po erratech) [INDIRECT FIRE] = weapon ability v ramci
bézné strelby; postih JEN pokud pri vybéru cile nebyl viditelny zadny
model cile: -1 to hit + nemodifikovana 1-3 vzdy selze + cil ma
Benefit of Cover. Na viditelny cil zbran stfilela zcela bez postihu,
ostatni zbrané jednotky soucasné strilely normalné.

DOPAD

Bez ,spottera" indirect zbran zasahuje jen na nemodifikovanou 6
(10e: BS-1 s auto-failem 1-3); dleva na uaroven auto-failu 1-3
vyzaduje stat na misté a viditelnost cile pro jinou friendly jednotku;
postihy nové dopadaji i na Utoky [INDIRECT FIRE] zbrani na viditelné
cile, pokud jednotka strili indirect typem (chce-li stfilet bez postih(,
musi zvolit normal shooting — pak ale nesmi cilit neviditelné
jednotky).
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KAPITOLA 10 — ZMENY (3)

10. SHOOTING PHASE

PDF 11e, str. 34-35

m Zakaz re-rolla hit rollu u indirect stfelby

11. EDICE

,You cannot re-roll hit rolls." — soucast WHILE SHOOTING u indirect
shooting (plati pro Utoky [INDIRECT FIRE] zbranf).

m AFTER SHOOTING: zakaz zacit akci

11. EDICE

VSechny ctyri shooting typy maji ,AFTER SHOOTING: Until the end of
the phase, your unit is not eligible to start an action." (akce = novy
core systém, kap. 16).

WH40K Core Rules: 10e -» 11e

10. EDICE
Core pravidlo [INDIRECT FIRE] re-rolly hit neomezovalo.

DOPAD
Hit re-rolly z abilit/stratagem{ nelze pfi indirect strelbé pouzit.

10. EDICE

Core rules akce neobsahovaly (byly soucasti mission packd, napr.
Pariah Nexus).

DOPAD
Jednotka, kterd tuto fazi strfilela (kterymkoli typem), nemize do
konce faze zacit akci.
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KAPITOLA 10 — PRESUNY A FORMALIZACE

10- SHOOTING PHASE chovani beze zmény / nova forma

Volba jednoho shooting typu

Rezimy strelby se uz nekombinuji po zbranich, ale voli se za celou jednotku; permise a postihy (napr. cileni neviditelnych jednotek) plati jen v rdmci zvoleného typu.

PRESUNUTO Big Guns Never Tire rozdélen a nazev zrusen

Stejné koncepty Ziji na dvou mistech pod novymi nazvy; detail diffu palky (b) patfi kapitole 17.
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KAPITOLA 11

11. CHARGE PHASE

CO SE MENI

Obréacené poradi krokd: jednotka deklaruje charge BEZ cilé -» hod 2D6 (=
maximum distance) — teprve pak vybér charge targets (within 12" A
ZAROVEN within hod) — cile se vybiraji se znalosti hodu.

Po hodu Ize couvnout: ,If it is possible to make a charge move, and if you
still want to" — charge nelze ,failnout" na konkrétni deklarované cile;
selze jen bez proveditelného vybéru cilli, nebo kdyz hra¢ nechce.

Dokonéeni chargu: jednotka engaged (ER 2") se VSEMI cili; kazdy model,
ktery m@ze, MUSI skon¢it within 1" cile (nahrazuje 10e base-to-base if
possible).

Hod 2 (double 1) nikdy nestadi — zadny nepfitel nemze byt within
maximum distance 2", protoze jednotka nesmi byt pri deklaraci engaged
(v 10e hod 2 uspét mohl).

Charge bonus (Fights First do konce tahu) zlstavda, nové jako AFTER
MOVING efekt charge movu udéleny kazdému modelu (24.13).

Samostatna pravidla pro charge pres terén a s FLY z kapitoly zmizela —
charge move se ridi obecnym Moving (03).

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 36-37

BEZE ZMENY

* Hod 2D6 jako maximalni vzdalenost charge movu pro kazdy model.

¢ Cile musi byt within 12" jednotky; viditelnost cild se nevyZaduje (10e vyslovné
»do not need to be visible", 11e viditelnost viibec nepozaduje).

 Eligibility deklarace: nutnost nepfitele do 12", zdkaz pro jednotku engaged/within
ER a po advance/fall-back movu v tomto tahu (hodnota ER 1" - 2" je zména kap.
03).

» Kazda jednotka mize deklarovat charge max 1x za fazi; chargy resi aktivni hrac
po jednotkach.

* Kazdy model musi skoncit pohyb bliz k nékterému z cild.

* Jednotka nesmi skoncit charge v kontaktu (ER/engaged) s jednotkou, ktera nebyla
cilem.

* Charged jednotka bojuje dfive (Fights First do konce tahu).
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KAPITOLA 11 — ZMENY (1)

11. CHARGE PHASE PDF 11e, str. 36-37

EZEET) Poradi: deklarace - hod - vybér cilt

11. EDICE 10. EDICE

Sekvence 11.02: 1. Declare Charge (jen jednotka, bez cild) » 2. Make Sekvence Select Unit » Select Targets (within 12") - Charge Roll -
Charge Roll (2D6 = maximum distance) —» 3. Attempt Charge — Charge Move; hod musel stacit na skonceni within ER VSECH pfedem
charge targets se vybiraji az v BEFORE MOVING charge movu (within vybranych cill, jinak ,the charge fails and no models ... move"; pfi
12" a within maximum distance); ,if it is possible ... and if you still Uspéchu se charge move provedl.

want to" — i po hodu Ize charge nevykonat. DOPAD

Hrac voli cile se znalosti hodu a mlze po nizkém hodu od chargu
ustoupit; ,failed charge" proti deklarovanym cildm neexistuje —
deklarace nezavazuje k zadnému cili.

BTN Charge target musi byt v dosahu hodu; double 1 nikdy nestaci

11. EDICE 10. EDICE

Cil Ize vybrat, jen je-li ,,within the maximum distance of your unit" (= Cile se vybiraly pred hodem jen podle 12"; hod 2 mohl stacit, pokud
hod); box FAILED CHARGES: vysledek 2 nikdy nestaci, protoze cil stal tésné za ER 1" (do ~3").

jednotka nesmi byt pri pokusu within ER (2") — zadny platny cil BOEAD

neexistuje.

Minimalni pouzitelny hod bez modifikatorl je 3; vzdalenost k cilové
jednotce sama o sobé rozhoduje o volitelnosti cile, ne az o
proveditelnosti pohybu.
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KAPITOLA 11 — ZMENY (2)

11. CHARGE PHASE

PDF 11e, str. 36-37

EZZET) Prah dokonceni a povinné dotaZeni modeli (vrstvy 2"/1")

11. EDICE

Jednotka musi skoncit engaged (ER 2") se vSemi cili; vrstvy WHILE
MOVING: kazdy model bliz k n&kterému cili; kdo MUZE skon¢it within
1" cile, MUSI; kdo m@ize skon¢it engaged, musi.

m Zakaz necilovych jednotek jen jako koncovy stav

11. EDICE

Pouze AFTER MOVING: ,Your unit cannot be engaged with one or
more enemy units that are not charge targets"; béhem pohybu plati
jen obecné 03.01 (base ne skrz enemy modely).

WH40K Core Rules: 10e -» 11e

10. EDICE

Jednotka musela skondit within ER (1") kazdého cile; kazdy model
navic v base-to-base contactu s enemy modelem, pokud to Slo.

DOPAD

Prah Uspéchu chargu se posouva z 1" na 2" (snazsi dokonceni), ale
povinné dotazeni tdhne modely na 1" misto base-to-base — mezi 1"
a base-kontaktem uz pravidlo nic nevynucuje.

10. EDICE

Charge move nesmél ani PROCHAZET within ER jednotek, které
nebyly cilem (,without moving within Engagement Range of any
enemy units that were not a target").

DOPAD
Model smi béhem charge movu projit engagement range necilové
jednotky, pokud v ni jednotka neskonci engaged.
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KAPITOLA 11 — PRESUNY A FORMALIZACE

11. CHARGE PHASE

PRESUNUTO Charge bonus soucasti charge movu (per model)

Stejné chovani (charged jednotka bojuje ve Fights First kroku); pravidlo uz nema vlastni nédzev a udéluje se modelim, ne jednotce.

Vyjimka AIRCRAFT p¥esunuta do kap. 23

Chovani stejné; seznam blokerd v 11.02 je vyslovné nedplny (,Here are some rules that prevent...").

Charge pres terén a s FLY bez vlastnich pravidel

Charge pouziva stejnd pohybova pravidla jako ostatni move typy; konkrétni rozdily terénu/FLY srovnavaiji diffy kap. 03, 13 a 21.

FORMALIZOVANO Charge move formalizovan jako move type

Stejny princip ,,vSe splnit, nebo se nepohnout"; koherence uz neni vyjmenovana v chargi, plyne z obecného ukonceni pohybu.

WH40K Core Rules: 10e -» 11e

chovani beze zmény / nova forma
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KAPITOLA 11 — DIAGRAM (PDF 11e)

Charge move: vybér cilu az po hodu (within 12” a within hod)

WH40K Core Rules: 10e -» 11e

SEE ALSO

DECLARE CHARGE

* Target No Longer
Eligible or Viable

chm | mu
charge targets.

charge targets.

Fights First abil

MAKING A CHARGE MOVE

The EMFunit

declares a charge

and the charge
roll generates a maximum
distance of 7" Unit A is within
this distance, so can be
selected os a charge target,
but the MR unit would not be
able to end its charge move
engaged with this unit after
moving around the intervening
terrain features.

This unit fs more than
7" from the charging
unit, so it cannot be

selected s a charge target,
even though the charging unit
could end its charge move
within 2" of this unit.

These units are both
within 7", so can be
selected os charge

~ targets The charging unit can
end its charge move engaged
with all of its charge targets, so
this move can be made.

str. 37
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KAPITOLA 12

12. FIGHT PHASE

PDF 1le, str. 38-43

CO SE MENI BEZE ZMENY

m Fdze prestavéna na globalni kroky: 1. Start - 2. PILE IN (vSechny * Pile-in i consolidation move = max 3"; modely v base-contactu s enemy modelem

jednotky obou hracd) - 3. FIGHT —» 4. CONSOLIDATE (opét vsichni) - 5.
End; v 10e byly pile-in - Gtoky — konsolidace sekvenci UVNITR aktivace
kazdé jednotky.

VSechny pile-iny probéhnou pred prvnim Utokem a vSechny konsolidace
az po vsech bojich; aktivni hra¢ v obou krocich hybe vSemi svymi
jednotkami prvni.

Ve Fight stepu zac¢ind vybér AKTIVNI hrad¢ (,starting with the player
whose turn it is") — v 10e zacinal v obou krocich hra¢, jehoz tah
neprobihal.

Pile-in i konsolidace cili na VYBRANE JEDNOTKY (pile-in targets / selected
units), ne na nejblizsi enemy model; unengaged charger smi pile-inovat
na jednotky do 5".

Novy fight type Overrun Fight (12.06): unengaged (¢i nové engaged)
jednotka dostane pri vybéru k boji dodatecny pile-in a pak bojuje; mUze
»probudit" souperovy jednotky k boji.

Konsolidace m& 3 médy (Ongoing/Engaging/Objective); Engaging madd
nuti souperovy dosud nebojovavsi jednotky, které skonci engaged,
okamzité bojovat; nova pass mechanika (Rules Appendix str. 87).

WH40K Core Rules: 10e -» 11e

se nehybou.

Boj je povinny: musiS bojovat se vSemi jednotkami, které mohou (box ,Do Units
Have to Fight?" = 10e zakaz ,,opt not to fight"); pass je jen pro jednotky >5" od
nepratel.

Z&dna jednotka nebojuje vicekrat za fazi (10e ,No unit can fight more than once",
11e ,has not already been selected to fight this phase").

Charguijici jednotka je eligible to fight i bez engagementu (10e ,made a Charge
move this turn", 11e totéz).

Dvoukrokova logika bojd: Fights First jednotky pred ostatnimi; hraci se po
jednotkdch stridaji; kdyz jeden nemda co vybrat, druhy vybird své jednotky
postupné.

Fights First jednotka = VSECHNY modely maji ability (10e ,provided every model
in the unit has this ability", 11e 24.13 ,While every model in a unit has this
ability").

Pile-in/konsolidace musi skoncit v koherenci (10e vyslovné, 1lle pres obecné
Ending a Move 03.01).
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KAPITOLA 12 — ZMENY (1)

12. FIGHT PHASE

PDF 1le, str. 38-43

EIIEEY Globalni kroky Pile In / Fight / Consolidate misto aktivaci

11. EDICE

Pile In (12.02) a Consolidate (12.07) jsou samostatné kroky faze: oba
hraci hybou vsemi svymi eligible jednotkami (aktivni hra¢ vSechny
prvni, pak souper; max 1 pile-in a 1 konsolidace na jednotku za
krok); mezi nimi probé&hnou vSechny boje (12.04).

I Poradi vybéru ve Fight stepu — zacina aktivni hra¢

11. EDICE

Resolve Fights First Combats: , Starting with the player whose turn it
is"; Resolve Remaining Combats: ,Starting with the player who just
moved this sequence onto this step" — alternace pokracuje hracem,
na kterém sekvence presla do Remaining.

WH40K Core Rules: 10e -» 11e

10. EDICE

»When you select a unit to fight, it first Piles In, then its models make
melee attacks, then the unit Consolidates" — celd sekvence v rdmci
jedné aktivace, proklddand s aktivacemi soupere.

DOPAD

Pile-iny jsou hotové pred prvnim Utokem (i jednotka pozdéji zni¢end
se stihla priblizit a napr. obsadit objektiv) a nelze jimi reagovat na
pribéh bojd; konsolidace nemohou ovlivnit poradi bojd — novy
kontakt po bojich resi vyhradné Engaging consolidation.

10. EDICE

,starting with the player whose turn is not taking place" — v Fights
First i Remaining Combats vybiral prvni NEaktivni hrac.

DOPAD

Aktivni hra¢ bije svou prvni Fights First jednotkou (typicky
chargerem) jako Uplné prvni; pokud FF jednotky vycerpa on, prvni v
Remaining vybird souper — ale bez jakychkoli FF jednotek ve hre
vybird prvni v Remaining aktivni hrac (v 10e vzdy neaktivni).
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KAPITOLA 12 — ZMENY (2)

12. FIGHT PHASE PDF 11e, str. 38-43

EIIETEY Navrat do Fights First kroku béhem Remaining Combats

11. EDICE 10. EDICE

»After resolving a fight in the Resolve Remaining Combats step, if FF jednotky, které se staly eligible az v pribéhu faze, bojovaly v
there are one or more Fights First units that are now eligible to fight, Remaining Combats bez priority (, This includes any units with the
return to the Resolve Fights First Combats step." Fights First ability that were not eligible to fight at the start of the

Fight phase...").

DOPAD

Fights First priorita plati i pro jednotky zapojené v prlbéhu kroku
(napr. FF jednotka probuzena overrun fightem bojuje hned po ném —
viz box Overrun Fights).

BT Eligible to fight: nové ,,was engaged at the start of this step”

11. EDICE 10. EDICE
Eligible = (engaged NEBO was engaged at the start of this step Eligible = within ER nepritele NEBO Charge move tento tah;
NEBO made a charge move this turn) a zaroven ,has not already jednotka, jejiz protivnik mezitim zmizel, eligibilitu ztratila (pokud
been selected to fight this phase". nechargovala).

DOPAD

Jednotka, ktera o protivnika prisla béhem Fight stepu (znicen,
emergency disembark...), z(stava eligible a mize bojovat — typicky
overrun fightem.
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KAPITOLA 12 — ZMENY (3)

12. FIGHT PHASE

(07 Fight types: Normal Fight a novy Overrun Fight

11. EDICE

Pri vybéru k boji se voli fight type: Normal Fight 12.05 (engaged)
nebo Overrun Fight 12.06 — ,Your unit is unengaged, or was
unengaged at the start of the Fight step but became engaged during
the Fight phase": jeden DODATECNY pile-in move, pak boj; FAQ str.
88: jednotka musi byt zédroven eligible to fight. Box: overrun pile-in
mUze engagovat dosud unengaged nepratele — ti se stavaji eligible
to fight.

EIIEEY Pile-in: vybrané cilové jednotky a unengaged

11. EDICE

BEFORE MOVING vybér pile-in targets: engaged jednotka povinné
VSECHNY jednotky, s nimiz je engaged; jinak jedna+ jednotek within
5". WHILE: base-contact modely se nehybou; kazdy pohnuty model
bliz k nejblizSimu pile-in targetu, ,and engaged with it if possible".
AFTER: jednotka engaged; ,Each model that started this move
engaged with an enemy unit must still be engaged with that enemy
unit."

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 38-43

10. EDICE

Jediny zpUsob boje (Pile In - Utoky - Consolidate); unengaged
charger se dotahoval béznym pile-inem v rédmci své aktivace (musel
skoncit within ER, jinak bez Gtokd).

DOPAD

Charger bez cile m@ze za fazi udélat az dva pile-iny (krok 12.02 +
overrun) a stale bojovat; probuzené jednotky soupere dostanou v
téze fazi boj (FF i s prioritou).

dosah 5"

10. EDICE
Kazdy model (mimo b2b) az 3", musel skon¢it bliz k NEJBLIZSIMU

enemy MODELU a base-to-base if possible; jednotka musela skoncit
within ER (1") =1 enemy jednotky, jinak zadny pile-in.

DOPAD

Smér pile-inu ridi vybrané jednotky, ne nejblizSi model; unengaged
charger dosahne na jednotky do 5" (3" + ER 2", v 10e ~4"); modely
nesmi pile-inem rozvazat existujici engagement; povinné dotazeni je
~engaged if possible" misto base-to-base.
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KAPITOLA 12 — ZMENY (4)

12. FIGHT PHASE

PDF 1le, str. 38-43

EIIETY Konsolidace: samostatny krok, tfi médy, Sirsi eligibility

11. EDICE

Krok 12.07 po vsech bojich; eligible je kazda jednotka, kterd ,was
eligible to fight this phase" (i kdyZz nebojovala); médy v poradi:
Ongoing (engaged - povinné vsechny engaged jednotky,
base-contact lock, ,closer to the closest selected enemy unit, and
engaged with it if possible", modely nesmi opustit pocatecni
engagement), Engaging (jinak pri nepratelich do 3"), Objective (jinak
pfi objektivu do 3" — vybrany objektiv, modely ,within range ... if
possible, or closer to it if not", jednotka musi skoncit within range).

G Engaging consolidation: probuzeni nepfatelé

11. EDICE

AFTER Engaging consolidation: ,If one or more enemy units engaged
with your unit have not been selected to fight this phase, your
opponent must select each of those units, one at a time; when each
is selected, it becomes eligible to fight and is selected to fight
(12.04)." Jednotka pfitom MUSI skon¢it engaged se véemi vybranymi
jednotkami.

WH40K Core Rules: 10e -» 11e

10. EDICE

Hned po Utocich jednotky; kazdy model (mimo b2b) az 3" bliz k
nejblizSimu enemy modelu (b2b if possible), jednotka musela skoncit
within ER; kdyZ to neslo, k NEJBLIZSIMU objective markeru (jen
pokud jednotka skonci within range); jinak nic; konsolidace povinna
(FAQ), pohyb modell volitelny.

DOPAD

Konsolidovat mize i jednotka, kterd se k boji nedostala; smér urcuji
vybrané jednotky/objektiv misto nejblizSiho modelu; objective méd je
vazan na objektiv do 3" (vlastni volba), ne na nejblizsi marker.

bojuji okamzité

10. EDICE

Konsolidace do nového kontaktu probihala uvnitf Fight kroku — nové
engaged jednotky se ,mohly stat eligible" a byt vybrany pozdéji v
Remaining Combats.

DOPAD

Konsolidace do kontaktu po skonceni bojli automaticky a povinné
spousti boje vSech zasazenych dosud nebojovavsich jednotek
soupere (box New Foes to Face) — boje probihaji mimo Fight step, v
ramci konsolida¢niho kroku.
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KAPITOLA 12 — ZMENY (5)

12. FIGHT PHASE

PDF 1le, str. 38-43

(07 Pass mechanika (,Eligible to Fight, But Unable to Fight")

11. EDICE

Rules Appendix (str. 87): hra¢, jehoz VSECHNY eligible jednotky jsou
dal nez 5" od vsech nepratel, smi misto vybéru pasovat a vratit
sekvenci souperi; dva passy po sobé (nebo pass, kdyz souper nema
eligible jednotky) ukonci Fight step.

EIIEEY Volitelnost pile-inu/konsolidace na trovni jednotky

11. EDICE

Kroky 12.02/12.07: hraci hybou jednotkami, ,they choose to move";
box: ,you don't have to pile in or consolidate with a unit if you don't
want to" — nevybrana jednotka Zadny pile-in/consolidation move
neudéla.

WH40K Core Rules: 10e -» 11e

10. EDICE

»a player cannot pass or opt not to fight when they have one or more
eligible units that could fight" — pass neexistoval.

DOPAD

Jednotka, jiz zmizely cile, m0ze vyckat, zda se nepritel nepfiblizi
pile-inem v radmci overrun fightu, misto aby propadla bez boje
(Designer's Note).

10. EDICE
Pile-in i konsolidace jednotky probéhly formalné vzdy — ,the unit still
counts as having Piled In/Consolidated" i bez pohnuti jediného

modelu (commentary; FAQ: konsolidace not optional, pohyb model(
optional).

DOPAD

Pravidla spousténa pile-inem/konsolidaci jednotky se u nehnuté
jednotky v 11le netriggernou (v 10e ano, jednotka se ,pocitala" jako
konsolidujici).
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KAPITOLA 12 — PRESUNY A FORMALIZACE

12. FIGHT PHASE

Provadéni melee tutoki pfesunuto do Making Attacks (04)

Umisténi bez vlivu na chovani; vécny diff téchto pravidel resi kapitola 04.

WH40K Core Rules: 10e -» 11e

chovani beze zmény / nova forma
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KAPITOLA 12 — DIAGRAM (PDF 11e)

Pile In — globalni krok pred vsemi bo

WH40K Core Rules: 10e -» 11e

START OF FIGHT PHASE

Because both [T units made
moves this turn, they
are bath Fights First units this
phase and are bath eligible to
make pile-in maves, even though
the MONSTER is unengaged os it
destroyed its charge target in the -\
Charge phase using the Crushing
Impact stratagem (15.06).

1. The[[@ player makes pile-in moves first.
2. The [l 3 player makes pile-in moves niext,
but as their model is in bose-contact with

enemy maodels, it is not maved.

str. 39
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KAPITOLA 12 — DIAGRAM (PDF 11e)

Normal fight a Overrun fight str. 41

NORMAL FIGHT

Players alternate selecting units to fight. " 1. The [l@D player selects their MONSTER ta
First units must be selected befare ony fight it makes a normal fight, destroying
other eligible units. . the TRANSPORT.

2. The embarked unit makes an
emergency disembark move.
After doing so, it is unengaged.

OVERRUN FIGHT
4. The [@D ployer selects anather Fights
3. The M3 piayer hos no Fights First o T, First unit. Tan‘s unit is unengaged, but was
units, so the player selects their engaged with the TRANSPORT ot the start of
the Fight step, so can make an overrun fight.

It first makes o pile-in move to engage the
unit thot disembarked, then fights, destroying
two enemy madels.

next unit.

5. The [ pioyer's unit
fights back, but inflicts
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KAPITOLA 12 — DIAGRAM (PDF 11e)

Konsolidace: médy Ongoing / Objective str. 43

ONGOING CONSOLIDATION

The [ player makes consolidation moves
first. All engaged units and all units that
were eligible to fight this phose can make o
consolidation move.

Each model moves up to 3". Models
in base-contact with enemy models
cannot be moved.

No enemy units are within 3"

of this MONSTER unit, but an
objective is within 3", so it moves
within range of that objective.
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KAPITOLA 13

13. TERRAIN

CO SE MENI

Kompletné prepracovany systém: misto Sesti typd terénu s vlastnimi
pravidly (Craters, Barricades, Debris, Hills, Woods, Ruins) jsou tfi
kategorie (Exposed / Light / Dense) a novy pojem **terrain area**
(13.01), na ktery se vazou cover, Hidden i Obscuring.

**Benefit of Cover zménil mechaniku**: misto +1 k savu cile (s vyjimkami
pro invuln a ,Sv 3+ vs AP 0") nyni *¥zhorsuje BS Ultoku o 1** — funguje
tedy i proti AP 0, nezavisle na hodnoté Sv, a ovliviiuje hit roll misto savu.

**Hidden (13.09) je zcela nové**: nestfilejici péchota v area s
**|ight/dense** featurou (errata 17. 6. 2026; PDF pQvodné jen dense) je
viditelna jen pro nepratele do **detection range 15"**,

**Qbscuring (13.10) blokuje LoS na Urovni celé terrain area** (i s light
featurami), ne jen footprintu ruiny; vyjimky pro AIRCRAFT a TOWERING z
10e zmizely.

**Solid (13.11) nové**: u dense featur jsou uzavrené otvory (okna, dvere)
=3" od zemé neprdhledné; vys se skrz né vidi — v 10e ruiny blokovaly
pohled skrz Uplné&, ostatni terén vibec.

Pohyb: skrz dense featury jen INFANTRY/BEASTS/SWARM (+ horizontalné
novy keyword *MOBILE**); na patra smi nové i **MONSTER** a SWARM,
ale model musi byt ,,stable" a base nesmi presahovat okraj povrchu.

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 46-51

BEZE ZMENY

Vertikalné urazend vzdalenost se zapocitava do pohybu — nahoru i dold (10e
»counting the vertical distance up and/or down"; 11le ,Add the distance moved
vertically up, and the distance moved vertically down").

Zakaz presahu base pres okraj patra/povrchu pfi konceni pohybu nahore (10e
Ruins/Hills ,base does not overhang"; 1le ,no part of its base overhangs the
outer edge of that surface").

Princip ,model neni fully visible kvili terénu - cover" zdstava jednou z podminek
Benefit of Cover (10e u debris/hills/woods/ruins; 11e druhd podminka 13.08).

True line of sight jako zaklad viditelnosti; terén ji omezuje zvlastnimi pravidly
(10e Determining Visibility + pertyp vyjimky; 1le kap. 06 +
Obscuring/Solid/Hidden).

[IGNORES COVER]: cil nemiZe mit benefit of cover proti Gtoku — v obou edicich
(10e weapon ability; 11e 24.18, patfi kap. 24).

Cover dal priznavaji i jind pravidla nez terén (10e/11e Smokescreen, 11e Stealth
24.33, 11e [INDIRECT FIRE] — odkazuji na 13.08).
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KAPITOLA 13 — ZMENY (1)

13. TERRAIN

EZEET) Kategorie terénu misto typd s vliastnimi pravidly

11. EDICE

Tri kategorie — Exposed (priklady: craters, razorwire, scattered
debris), Light (barricades, low walls, statuary), Dense (buildings,
ruins, armoured containers, woods); kategorie urcuje pohyb i
viditelnost, terrain keywords v PDF nejsou (13.02-13.05).

Terrain areas

11. EDICE

13.01 — tfi metody umisténi (boundary/mat s featurami wholly
within; featura sama; vice featur definujicich boundary); vznikla
oblast = terrain area; polohu a rozméry mlze definovat deployment
mapa mise, jinak dohoda hracd; featury v téze area mohou mit rlizné
kategorie.

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 46-51

10. EDICE
Sest typl featur, kazdy s vlastnimi pravidly
MOVEMENT/VISIBILITY/BENEFIT OF COVER a keywords (AREA

TERRAIN, OBSTACLE, CRATER, BARRICADE, BATTLEFIELD DEBRIS,
HILL, WOODS, RUINS).

DOPAD

Pravidla featury se odvozuji z kategorie, ne z typu; napr. armoured
containers mély v 10e ,,normal visibility", v 11e jsou prikladem dense
— obscuring + Solid; lesy v 10e LoS neblokovaly, jako dense featura
v 11e blokuiji.

10. EDICE

Pojem neexistoval; nejbliz byl ,footprint" jednotlivé featury u
Woods/Ruins (dohoda hracd, pripadné base featury).

DOPAD
Benefit of Cover, Hidden i Obscuring se posuzuji vici celé area
(véetné prazdného prostoru mezi featurami), ne vUici jednotlivé
feature.
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KAPITOLA 13 — ZMENY (2)

13. TERRAIN

PDF 1le, str. 46-51

m Benefit of Cover: zhor$eni BS uto¢nika misto bonusu k savu

11. EDICE

Jednotka s benefit of cover proti ranged Utoku - ,worsen the BS
characteristic of that attack by 1" (13.08).

10. EDICE

Utok alokovany na model s Benefit of Cover » +1 k saving throw
(kromé invulnerable savil); modely se Sv 3+ a lepsim nemély cover
proti AP 0; vice instanci se nescitalo (per model, pfi alokaci).

DOPAD

Cover nyni funguje i proti AP 0 a pro modely s libovolnym Sy,
neinteraguje se savem (ani invulnerable) a projevuje se uz v hit rollu;
10e vyjimky (,,Sv 3+ vs AP 0", invuln, non-cumulative) nemaji v 11e
textaci obdobu.

I Podminky coveru: za kazdy model jednotky, dvé univerzalni podminky

11. EDICE

Jednotka md cover, pokud KAZDY jeji model spini aspoi jednu ze
dvou podminek: (a) ma INFANTRY/BEASTS/SWARM a je within terrain
area; (b) neni fully visible Utoc¢icimu modelu kvdli intervening
featurdm a/nebo intervening obscuring areas (13.08).

WH40K Core Rules: 10e -» 11e

10. EDICE

Podminky per typ terénu a per model — INFANTRY wholly on top
crateru; INFANTRY wholly within 3" barikady + not fully visible; not
fully visible kvali debris/hills; wholly within nebo not fully visible u
woods/ruins.

DOPAD

Cover se vyhodnocuje za celou cilovou jednotku v0c¢i konkrétnimu
Utoku; BEASTS a SWARM ziskavaji cover pouhym pobytem v area
stejné jako INFANTRY; jediny model mimo podminky pfipravi o cover
celou jednotku (diagram str. 51).
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KAPITOLA 13 — ZMENY (3)

13. TERRAIN

m Hidden a detection range

11. EDICE

Model je hidden, pokud ma INFANTRY/BEASTS/SWARM, je within
terrain area obsahujici =1 **light/dense** featuru a jeho JEDNOTKA
neprovedla ranged attacks tento ani predchozi tah; hidden model je
viditelny jen pro nepratelské modely within jeho detection range
(default 15") (13.09). **Errata 17. 6. 2026** rozsifila prvni odrazku z
,dense" na ,light/dense terrain features".

EZIETY Obscuring na drovni terrain area

11. EDICE

Kazda terrain area s =1 light nebo dense featurou je obscuring;
pokud kazdd LoS mezi dvéma modely krizi obscuring area (mimo
areas, v nichZ jeden/oba z nich stoji), nejsou si visible (13.10).

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 46-51

10. EDICE
— (,detection" se v 10e core/FAQ/commentary vibec nevyskytuje).

DOPAD

Nestrilejici péchota v terénu je mimo 15" zcela neviditelnd (nelze ji
targetovat ranged Uutoky vyzadujicimi visibility), bez ohledu na
skutec¢nou line of sight; po erraté Hidden funguje i v areédch jen s
light featurami (barikady, nizké zdi, sochy), nejen v dense.

10. EDICE

PInou blokaci LoS mél jen footprint Ruins (,cannot see over or
through", i pres oteviend okna/dvere); Woods jen rusily ,fully visible"
(— cover), neblokovaly; barikddy/debris/hills mély ,normal visibility".

DOPAD

Blokace se rozsifila z footprintu ruiny na celou area (vcéetné mezer
mezi featurami) a nové ji zpUsobuji i light featury (barikady, sochy);
modely uvnitr obscuring area dal vidi ven a je do nich vidét.
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KAPITOLA 13 — ZMENY (4)

13. TERRAIN

PDF 1le, str. 46-51

Vyjimky AIRCRAFT a TOWERING z blokace LoS odstranény

11. EDICE

13.10 zadné vyjimky nema; TOWERING se v celém PDF vyskytuje jen
u Plunging Fire (22.05) a kapitola 23 AIRCRAFT Zadné visibility
pravidlo neobsahuje.

(73 solid: uzaviené otvory <3" od zemé neprihledné

11. EDICE

Dense featury maji Solid — LoS nelze vést skrz zadny enclosed gap v
povrchu featury =3" od ground level; Designer's Note: ,This rule
ensures that models are not visible while sheltering in ground-level
terrain, irrespective of small openings such as doors, windows or
bullet holes, or because of small gaps between adjacent terrain
features. 3" is the height of the first floor of many terrain features,
but some missions may adjust the height at which this rule takes
effect." (13.11). Doplnék pro pohyb (box str. 48): model nesmi
skonc¢it pohyb s jakoukoli &asti prostréenou skrz enclosed cast
featury =3" od zemé.

WH40K Core Rules: 10e -» 11e

10. EDICE

AIRCRAFT — visibility to and from determined normally skrz Ruins i
Woods; TOWERING — totéZz u Woods a navic TOWERING uvnitf ruiny
vidél ven normalné.

DOPAD
AIRCRAFT a TOWERING modely podléhaji Obscuring i Solid stejné
jako vSechny ostatni modely.

10. EDICE

Pravidlo tohoto typu neexistovalo — Ruins blokovaly LoS skrz featuru
kompletné (vyslovné i pres oteviena okna a dvere v jakékoli vysce),
vSechen ostatni terén se ridil true LoS (skrz otvor vidis).

DOPAD

U samotné dense featury je v prizemi nepristrelno skrz otvory, ale
otvory vys nez 3" jsou prlhledné normalné; vycnivajici ¢asti modeld
nelze prostrcit okny v prizemi.
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KAPITOLA 13 — ZMENY (5)

13. TERRAIN

PDF 1le, str. 46-51

EZEETY Pohyb skrz dense terén podle keywordi, novy keyword MOBILE

11. EDICE
Dense — INFANTRY/BEASTS/SWARM/MOBILE horizontdlné skrz,
INFANTRY/BEASTS/SWARM i vertikdlné skrz; ostatni modely

horizontalné skrz jen pokud vSechny sekce na trase base jsou =2"
vysoké, jinak musi vertikdlné prelézt (ne skrz ceilings/floors, nesmi
skoncit mimo ground level) (13.06).

G Exposed a Light terén pruchozi pro véechny modely

11. EDICE

VSechny modely se pohybuji horizontalné i vertikalné SKRZ exposed
a light featury bez omezeni (13.06); zdkaz koncit pohyb na feature v
PDF neni.

WH40K Core Rules: 10e -» 11e

10. EDICE

Skrz zdi/podlahy/stropy smeély jen u Ruins modely
INFANTRY/IMPERIUM PRIMARCH/BELISARIUS CAWL/BEAST; vSechen
ostatni terén: pres, ne skrz, featury =2" vysky (celé) jako by nebyly,
vySsSi se prelézaly.

DOPAD
SWARM nové prochdazi zdmi; MOBILE je novy keyword (propdjcuje ho
napr. SUPER-HEAVY WALKER 24.35 — volitelné, s rizikem

battle-shocku na D6 roll 1); limit =2" se posuzuje per sekce featury
na trase base misto vysky celé featury.

10. EDICE

Barikady, fuel pipes, debris a statuary Slo prelézt (,up, over and
down"), ale ne projit skrz, a nesmélo se na nich skoncit; featury <2"
vysky jako by nebyly.

DOPAD

| MONSTER/VEHICLE projedou barikddou ¢i sochou, jako by tam
nebyly; 10e zdkaz skoncit na barikddé nema v 11le textaci obdobu.
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KAPITOLA 13 — ZMENY (6)

13. TERRAIN

EIIEEY Vertikalni pohyb: novy limit 2" od featury

11. EDICE

Pri vertikalnim pohybu musi model zlstat within %" horizontally od
featury (13.06 Moving Vertically); koncit Ize jen na ground level nebo
povolenych povrsich (viz nize).

BTN Konéeni pohybu na patrech a povrsich

11. EDICE

Na povrch mimo ground level smi jen
INFANTRY/BEASTS/SWARM/FLY/MONSTER, a to pokud je model po
skonceni pohybu ,stable and no part of its base overhangs the outer
edge of that surface" (13.06 Setting Up or Ending a Move).

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 46-51

10. EDICE

Climbing bez pozadavku na horizontalni blizkost featury; neslo
skon¢it ,,mid-climb" (pokud move nesSel dokoncit, nesmél se provést).

DOPAD
Lezeni je ukotveno k feature; explicitni zdkaz ,, mid-climb" nahradila
pravidla o tom, kde smi pohyb skoncit.

10. EDICE

U Ruins smély na patra jen INFANTRY/IMPERIUM
PRIMARCH/BELISARIUS CAWL/BEASTS/FLY (mimo ground floor jen
pokud base nepresahuje patro); ostatni modely jen ground floor; na
HILL featury (v&. armoured containers) smél skon¢it KAZDY model,
pokud base nepresahovala featuru.

DOPAD

MONSTER a SWARM nové smi na patra; VEHICLE bez FLY nesmi
skoncit na zadném vyvysSeném povrchu (v 10e smél na HILL featury);
pozadavek ,stable" je novy, zdkaz presahu base existoval uz v 10e.
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KAPITOLA 13 — ZMENY (7)

13. TERRAIN PDF 11e, str. 46-51

EZEIEEY Plunging Fire pfesunuto z pravidel Ruins do core pravidla 22.05

11. EDICE 10. EDICE
Samostatné core pravidlo 22.05 (kapitola 22): uUto¢nik na sekci Soucast pravidel Ruins: model wholly within ruiny, 6"+ vertikdlné od
featury 3"+ vysoké NEBO TOWERING do 12", cil obsahuje modely na zemg, celd cilova jednotka na ground level - zlepSi AP Utoku o 1.

ground level - zlepSi BS Utoku o 1; kapitola 13 na néj jen odkazuje
boxem (str. 48).

DOPAD
Bonus se presunul z AP na BS a prah vysky klesl z 6" na 3"; detailni
diff patfi kapitole 22.

Specialni pravidlo barikad pro charge a fight odstranéno

11. EDICE 10. EDICE
Kapitola 13 zadna per-featura pravidla nema; globalni Engagement BARRICADE featury mély vyjimku Engagement Range — charge proti
Range je 2" horizontalné / 5" vertikalné (03.04). jednotce do 1" za barikddou se dal dokoncit ,as close as possible +

within 2"" a fight pres barikddu fungoval do 2".

DOPAD
Boj pres nizké prekazky pokryva obecny 2" Engagement Range,
nikoli vyjimka konkrétniho typu terénu.

EIIELY Doporuceni ke stavbé bojiSté zkracena, pozadavky pfebira mise

11. EDICE 10. EDICE
Kratky box ,Creating Your Own Battlefield" (str. 46) se stejnymi Sekce Example Battlefields — 8 prikladovych bojist (Battlezones) s
principy (dense featury maji nejvétsi dopad, malo dense zvyhodnuje komentari k vyvazenosti.

strelou, nechat prostor pro MONSTERS/VEHICLES u hran);
deployment mapa mise mlze definovat polohu, rozméry a kategorie
terrain areas (13.01-13.02).

DOPAD
Konkrétni rozmisténi terénu se presouva z prikladd v core rules na
definice v misich.
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KAPITOLA 13 — DIAGRAM (PDF 11e)

Terrain areas: boundary (mat) nebo dohodnuta oblast str. 47

TERRAIN PLACED ON A MAT

Two terrain features have been placed

on a mat. The edges of this mat define the
boundary of this terrain area Both terrain
features are ruins, so use the rules for dense
terrain features.

Terrain Area

@ A
- on the battlefield. The players have ogreed-on i . Light ]Lﬁkin —a:- i
“'3:’1 the boundary of the terrain area defined by ¥ ¥
 these features (the shoded rectangle). The EII
~ features are dense terrain features and the EE)
feature s a light terrain feature

. Three terrain features hiave been placed directly
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KAPITOLA 13 — DIAGRAM (PDF 11e)

Terén a pohyb: kdo projde dense terénem str. 49

TERRAIN AND MOVEMENT

; { i f . ‘ 3
All sections of this dense terrain feature ore mare These INFANTRY models can move through
than 2" in height, so this MONSTER model connot move dense terrain features, such s the walls of
through it and must move around it instead N this ruin.

This INFANTRY mode! 2 v This VEHICLE madel cannat

WH40K Core Rules: 10e -» 11e

can move vertically
and end its move on
the top surface of this
terrain feature, as it
i is stable and no part
| of its base overhangs

ve through this dense
%nwm but It can
move vertically to ascend
and descerﬁ‘iectmns that

are more than 2%n height
(provided it does ni

end that move on top of__—

such sections).

This INFANTRY model is

nat being moved over

or through any terrain
features. Its move through
the terrain area shown is

| therefore unimpeded




KAPITOLA 13 — DIAGRAM (PDF 11e)

Hidden (detekce 15”), Obscuring, Solid a Benefit of Cover (-1 BS) str. 51

BENEFIT OF COVER HIDDEN AND OBSCURING

When Unit E makes ranged attacks:

= Unit A is fully visible to every model in Unit E, 5o does * There is an obscuring terrain area between all
not have the benefit of cover ‘maodels in units A and B, so none of them are visible to

each other.
= Not all of the models in unit B are within a terrain area, _ 5 ) :
so0 unit B does not have the benefit of cover. * All models in units B and C are an‘hm the terrain
B I [ area and are INFANTRY, so are hidden. However, unit
= All of the models in unit € are within a terrain area so D's models are within the 15" detection range of unit
unit € has the benefit of cover. B’s models (but not unit €'s), so unit B's models are
= Unit D is not fully visible to unit E due to an intervening visible to unit D's. Unit D's models are also visible to
obscuriﬂg terrain area, so unit D has the benefit . the madels in units B and C since they are not within a
of cover. terrain area.

to each other, because even
though there is o window
in this dense terrain

. feature, it hos the Solid
rule, so line of sight cannot
be drawn through such
enclosed gaps thatare 3" or

J " less from ground level.

Units A and Care visible to
each other, because even
though this dense terrain
feature hos the Solid rule,
line of sight can be drawn
narmally through enclosed
gaps that are more than 3
fram ground level.
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KAPITOLA 14

14. OBJECTIVES

CO SE MENI

Objektiv uz neni 40mm Zeton: bod mise se kryje s terrain areou a
objektivem je celd terrain area (,terrain objective"); within range = byt
uvnitr té terrain arey.

40mm marker s dosahem 3"/5" zlstava jen jako fallback pro body mise
mimo terrain areas (Rules Appendix, str. 88).

Secured objectives (14.03) = nova core mechanika ,sticky objectives":
secured objektiv z0stavé pod kontrolou i bez jednotek v dosahu, dokud
souper nema vyssi level of control na konci faze.

Nové definovano, Zze konkrétni jednotka ,is controlling that objective" —
hacek pro ability.

Jadro level of control beze zmény: souc¢et OC model& within range,
vyhodnoceni na konci kazdé faze a tahu, vyssi soucet kontroluje.

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 52-53

BEZE ZMENY

Level of control = soucet OC charakteristik vsech modell hrace within range
objektivu; kontroluje hrac s vyssim souctem.

Vyhodnoceni kontroly na konci kazdé faze a tahu (10e ,at the end of any phase
or turn", 11e ,at the end of each phase and turn").

Na zacatku bitvy nikdo zadny objektiv nekontroluje.
Méreni vzdalenosti k objektivu ,to and from the closest part of it".

Umisténi objektivd urcuje mise (deployment mapa s body).
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KAPITOLA 14 — ZMENY (1)

14. OBJECTIVES

EIIEEY Objektiv je cela terrain area

11. EDICE

Bod z deployment mapy se ma kryt s terrain areou (13.01); ta terrain
area JE objektiv (,terrain objective"). Model je within range, dokud je
within that terrain area; vzdalenosti se méri k nejblizSi casti

PDF 11e, str. 52-53

10. EDICE

Objektiv = objective marker (doporuc¢ené 40mm kruh) vycentrovany
na bod mise; model je within range, pokud je do 3" horizontdlné a 5"
vertikalné od markeru.

objektivu. DOPAD

Kontrolni zéna objektivu je ddna pldorysem terrain arey misto
fixniho okruhu 3"/5" kolem zetonu; jeji velikost a tvar se lisi objektiv
od objektivu.

EIZIEEY 40mm marker jen jako fallback

10. EDICE
Marker byl jediny format objektivu; modely pres néj mohly prochazet,
ale nesmély na ném koncit pohyb.

11. EDICE

Marker (40 mm, range 3" horizontdlné / 5" vertikdlné, méreni k
nejblizsi ¢asti) se pouzije jen tehdy, kdyz se bod mise nekryje s
zadnou terrain areou (Rules Appendix ,Objectives Not Within a

DOPAD
Terrain Area", str. 88 — detail patri kap. 25); tam nové lze i koncit . . . . Nt
Mechanika markeru je zachovana jako zalozni; primarni rezim je
pohyb na markeru. terénni

WH40K Core Rules: 10e -» 11e 88



KAPITOLA 14 — ZMENY (2)

14. OBJECTIVES

(0 Secured objectives v core

11. EDICE

Core definice 14.03: ,Some rules allow an objective to be secured" —
secured objektiv zlstadva pod kontrolou hrace i bez jednotek within
range, dokud souperlyv level of control neni vyssi na konci faze. Pri
shodé levell of control jej secured hrac¢ dal drzi (vyjimka z pravidla o
remize v 14.02).

I Pojem ,contested" nahrazen

11. EDICE

Termin neexistuje; na zacatku bitvy ,no objective... is controlled by
either player" a pfi shodé ,that objective is not controlled by either
player", ledaze je secured.
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PDF 11e, str. 52-53

10. EDICE

V core rules mechanika neexistovala (grep ,secured" v
core-rules-10e.md: 0 vyskytd). ,Sticky" chovani mély jen jednotlivé
datasheet/mission ability (napr. Objective Secured u Intercessord),
jejichz vyklad sjednocovala az rules commentary.

DOPAD

Jednotny core mechanismus, na ktery se mohou odkazovat mise a
ability; ztrata secured objektivu vyzaduje striktné vyssi (ne shodny)
level of control soupere.

10. EDICE

Objektiv se shodou levell of control (a vSechny na zacatku bitvy) byl
formalné ,contested".

DOPAD

Vysledek remizy je stejny (nikdo neovldda); mizi pouze pojmenovany
stav, na ktery se v 10e odkazovala jinad pravidla, a pribyva vyjimka
pro secured.
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KAPITOLA 14 — ZMENY (3)

14. OBJECTIVES PDF 11e, str. 52-53

m Battle-shock: OC ,,-" misto O

11. EDICE 10. EDICE
Modely battle-shocked jednotky maji OC ,-" (diagram str. 53; efekt Battle-shocked jednotka méla OC vsech modeld 0 (¢iselnd hodnota,
battle-shocku dle 01.07/08.03 — patfi kap. 01/08). dle FAQ Sla dale modifikovat v zavislosti na poradi aplikace pravidel).
DOPAD
Pro level of control stejné (nepfricitd nic); ,-" ale neni cislo, takze

odpadd modifikace OC battle-shocked jednotky.
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KAPITOLA 14 — PRESUNY A FORMALIZACE

14. OBJECTIVES

Jednotka ,,controlling that objective"
Jednotny termin pro datasheet ability vazané na drzeni objektivu konkrétni jednotkou.

WH40K Core Rules: 10e -» 11e

chovani beze zmény / nova forma
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KAPITOLA 14 — DIAGRAM (PDF 11e)

Kontrola terrain objective: soucet OC v celé terrain area str. 53

This VEHICLE has an
0C characteristic of 3, and it is
within the terrain area.

The models in this unit each have an
OC choracteristic of 1. Six of its models
are within the terrain area.

OC characteristic of 2, and it is
wholly within the terrain area

Both players add together the OC characteristics 43 e
of all their models that are within the terrain : e ¢ This unit is currently
area The [ player's level of control is 5. ond |1 4+ 7 battle-shocked so the
the [T player’s level of control is 6 The [IZD ¥ 0C choracteristic of all of
player therefore controls the objective. B TERED its models is -

S

SEE ALSO

» Objectives Mot Within
aTerrain Area

++ FOR A WARRIOR THE ONLY CRIME IS COWARDICE ++
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KAPITOLA 15

15. STRATAGEMS

CO SE MENI

Nova obecnd restrikce: stejnd jednotka smi byt cilem max 1 stratagemu
za fazi (unless otherwise stated); ,stejny stratagem max 1x/fazi" zlstava
z 10e.

Fire Overwatch jen na konci souperovy Movement phase — overwatch na
charge (i na set up/zacdtek pohybu) zmizel; stfelba bézi pres novy
shooting type snap shooting (1 viditelny cil =<24", hit jen na

nemodifikovanou 6, bez re-rollQ).

Command Re-roll: z vicekostkového hodu se nové prehazuje jen 1
vybrana kostka (vyjimka charge roll — cely znovu).

Grenade - Explosives (keyword EXPLOSIVES/GRENADES) a Tank Shock -
Crushing Impact (nové i MONSTER; hozend 1 = 1 MW vlastni jednotce).

Heroic Intervention prepracovana: konec souperovy Charge phase,
unengaged jednotka within 12" od enemy, plny resolve charge s médy
Leap to Defend / Into the Fray (+1CP, charge roll cap 6).

Go to Ground v 1lle core stratagemech neni; kategorie stratagem
(Battle Tactic/Epic Deed/Strategic Ploy/Wargear) z PDF zmizely; nové
existuji volitelné sekce stratagemt za dodate¢né CP (,,+1CP").

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 54-57

BEZE ZMENY

Stejny stratagem max 1x/fazi; bez dostatku CP nelze pouzit; core stratagemy
dostupné vsem, dalsi v codexech a publikacich.

Struktura karty: CP cost + WHEN/TARGET/EFFECT/RESTRICTIONS; markery ,Used
in: Either player's turn / Your turn / Opponent's turn".

Insane Bravery: 1CP, tésné pred battle-shock hodem, automaticky Uspéch, max
1x/battle.

Epic Challenge: 1CP, efekt [PRECISION] na melee jednoho CHARACTER modelu do
konce faze.

Explosives/Grenade jadro: 1 model, unengaged hazec i cil, 8", visible, 6xD6, 4+
=1MW.

Crushing Impact/Tank Shock jadro: po skonceni charge move, D6 = T vybraného
modelu, 5+ = 1 MW, max 6.

Rapid Ingress a Fire Overwatch: okno na konci souperovy Movement phase; Fire
Overwatch hit jen na nemodifikovanou 6, TITANIC vyloucen (10e FAQ navic
potvrzovalo, Ze engaged jednotka overwatch strilet nemlze — 11e ,unengaged"
v TARGETu).

CP ceny: vse 1CP kromé Counteroffensive 2CP (a +1CP za Into the Fray).
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KAPITOLA 15 — ZMENY (1)

15. STRATAGEMS

([0 Limit jeden stratagem na jednotku za fazi

11. EDICE

Navic plati: ,Unless otherwise stated, each player cannot target the
same unit with more than one stratagem in the same phase."

Formalni sekvence pouziti a volitelné +CP sekce

11. EDICE

Tristupnova sekvence (1. select targets, 2. zaplat CP — vcetné
pripadné dodatecné ceny zvolené sekce, napr. +1CP, 3. resolve
effects); stratagemy mohou mit volitelné podminky/sekce za
dodatecné CP (napf. Into the Fray u Heroic Intervention).
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PDF 1le, str. 54-57

10. EDICE

Jedind obecna restrikce: stejny stratagem max 1x/fazi. Pocet
rdznych stratagem na jednu jednotku omezen nebyl (jen
battle-shocked jednotky nesmély byt cilem vlastnich stratagem).

DOPAD
Na jednu jednotku nelze v jedné fazi navrstvit vice stratagemd,
pokud konkrétni pravidlo nerekne jinak.

10. EDICE
Jen »zaplat CP a pouzij"; struktura karty
(WHEN/TARGET/EFFECT/RESTRICTIONS) existovala, ale bez

definované sekvence; zadné volitelné sekce za dodatecné CP.

DOPAD
Jeden stratagem muize mit odstupriované rezimy za rliznou cenu;
poradi ,cile - platba — efekt" je zavazné.
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KAPITOLA 15 — ZMENY (2)

15. STRATAGEMS

Kategorie stratagemu zmizely z PDF

ODSTRANENO

11. EDICE

Karty nesou jen ,,CORE STRATAGEM"; kategorie ani plosna tridova
pravidla se v PDF nevyskytuji. Markery tahu (Either/Your/Opponent's
turn) zlstavaji.

BT Command Re-roll: jedna kostka misto celého hodu

11. EDICE

Uzavreny seznam hod{ (Advance, Charge, Damage, Hazard, Hit,
Save, Wound, pocet utokd); ,If you are rolling more than one dice
together, select one of those dice to re-roll (excluding charge rolls,
which you must re-roll in full)." Desperate Escape spada pod hazard
roll (06.03).
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PDF 1le, str. 54-57

10. EDICE

Kazdy stratagem patfil do jedné ze 4 kategorii (Battle Tactic, Epic
Deed, Strategic Ploy, Wargear); nékterd pravidla (zejm. Crusade) s
kategoriemi interagovala. K tomu existovala plosna dataslate
pravidla pro celé tridy stratagem (closer set up, worsen AP, OCP
ability, vicendsobné pouziti, add new units).

DOPAD
V PDF neni na cem stavét pravidla odkazujici na kategorii
stratagemu; trfidové dataslate zdplaty 10e nemaji protéjsek.

10. EDICE

Pfehazoval se cely hod/test/save (charge roll = obé kostky); pri fast
dice rollingu se vybiral jeden z vice najednou hozenych hodd.
Seznam zahrnoval i Desperate Escape test a Hazardous test.

DOPAD
U vicekostkovych hodl (napr. damage roll 2D6) se prehazuje jen 1
kostka; jedinou vyjimkou je charge roll, ktery se hazi cely znovu.
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KAPITOLA 15 — ZMENY (3)

15. STRATAGEMS

EIIEEY Epic Challenge: bez podminky Attached unit

11. EDICE

Stacdi, ze je friendly CHARACTER unit vybrana k boji; zddna podminka
na souperfovy Attached units. Efekt stejny: melee zbrané 1
CHARACTER modelu maji do konce faze [PRECISION].

m Grenade - Explosives

11. EDICE

~Explosives" — cil: unengaged EXPLOSIVES/GRENADES jednotka,
kterd je eligible to shoot a neudélala tento turn advance move. Jadro
beze zmény: 1 model hodi, unengaged enemy jednotka do 8" a
viditelnd, 6xD6, kazdd 4+ = 1 mortal wound.

EIIEEY Tank Shock - Crushing Impact

11. EDICE

,Crushing Impact" MONSTER/VEHICLE; stejné jadro (D6 = T
modelu, 5+ = 1 MW souperi, max 6 MW na jednotku), ale navic
kazdé hozena 1 = 1 mortal wound vlastni jednotce.
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PDF 1le, str. 54-57

10. EDICE

Pouzitelné jen kdyz je friendly CHARACTER unit within Engagement
Range jedné Ci vice Attached units soupere.

DOPAD
Stratagem lze pouzit proti jakémukoli souperi, nejen proti jednotkdm
s pripojenym CHARACTEREM.

10. EDICE

»,Grenade" — cil: GRENADES jednotka, ktera neudélala Advance, Fall
Back ani tento turn nestfilela, mimo Engagement Range.

DOPAD

Nové klicové slovo EXPLOSIVES rozsifuje okruh jednotek; vymezeni
hazejici jednotky se opira o obecnou ,eligible to shoot" misto vyctu
(10e vyslovné vylucovalo i jednotky, které uz strilely).

10. EDICE

~Tank Shock" — jen VEHICLE; po skonceni charge move: D6 v poctu
Toughness vybraného modelu, kazdd 5+ = 1 MW (max 6). Bez rizika
pro utocnika.

]0]:7:1)
Nové dostupné i monstrlim; pouziti nese riziko vlastnich zranéni.



KAPITOLA 15 — ZMENY (4)

15. STRATAGEMS

PDF 1le, str. 54-57

EZIEEY Rapid Ingress: jen strategic reserves a ingress move

11. EDICE

Cil: jednotka ve strategic reserves (excluding AIRCRAFT); efekt =
ingress move (20.04, od hran bojisté). Restrikce: ploSné nelze pouzit
v 1. battle roundu.

10. EDICE

Cil: jednotka v Reserves (jakychkoli); prisla ,as if it were the
Reinforcements step", a pokud méla Deep Strike, mohla se nasadit
dle Deep Strike. Restrikce: nesméla dorazit v kole, kdy by normalné
nemohla (FAQ: jednotka s pravidlem na prichod v 1. kole mohla
dorazit i v souperové 1. tahu).

DOPAD
Pres Rapid Ingress uz nelze prijit deep strikem ani jinymi reserves;
prichod jen ingress movem od hran a nikdy v 1. battle roundu.

EIIT)) Fire Overwatch: jen konec Movement phase, volny vybér cile

11. EDICE

WHEN: pouze End of your opponent's Movement phase. TARGET:
unengaged jednotka (excl. TITANIC). EFFECT: snap shooting (15.09):
1 viditelny eligible cil =24" — libovolny, ne vdzany na trigger; hit jen
na nemodifikovanou 6; nelze re-rollovat hit rolly; poté jednotka do
konce faze nemize zahdjit akci.

WH40K Core Rules: 10e -» 11e

10. EDICE

WHEN: souperova Movement NEBO Charge phase — po set upu
jednotky, na zacatku/konci Normal/Advance/Fall Back move, nebo po
declare charge; stfilelo se na konkrétni jednotku, kterd trigger
vyvolala (within 24", visible); hit jen na nemodifikovanou 6; TITANIC
nesmeél; max 1x/turn.

DOPAD
Overwatch jako reakce na charge (i na prichod/zacatek pohybu)
zmizel — zU0stava jediné okno za souperlv tah; cil se vybird volné

mezi viditelnymi jednotkami do 24".
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KAPITOLA 15 — ZMENY (5)

15. STRATAGEMS

EIIETEY Smokescreen: preventivni a cloni i ostatni

11. EDICE

Pouziti na zacatku souperovy Shooting phase (pred vybérem cild) na
libovolnou friendly SMOKE jednotku; do konce faze md benefit of
cover (13.08) jak SMOKE jednotka, tak kazda jednotka, ktera neni
fully visible Gtoc¢icimu modelu kvili modeldm SMOKE jednotky.

EIIEEY Heroic Intervention: pfepracovano na médy

11. EDICE

WHEN: End of opponent's Charge phase (jednou, na konci). TARGET:
unengaged jednotka within 12" jakékoli enemy jednotky; VEHICLE
jen CHARACTER/WALKER. EFFECT: plny resolve charge (11.02) s
povinnou volbou médu pred charge rollem — Leap to Defend (cile jen
jednotky, které tuto fazi udélaly charge move, within maximum
distance) nebo Into the Fray za +1CP (charge roll >6 se méni na 6;
cile libovolné enemy within 6" a within maximum distance). Zadné
odepreni bonusd z charge v textu neni (chargujici modely maji dle
str. 37 Fights First).
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PDF 1le, str. 54-57

10. EDICE

Reakce — po tom, co souperova jednotka vybrala cile; cilem sméla
byt jen SMOKE jednotka, na kterou Utoky mirily; efekt: Benefit of
Cover + Stealth pro tuto jednotku.

DOPAD

Stratagem se hraje naslepo predem, ale kour nové funguje jako clona
i pro jednotky za SMOKE modely; benefit of cover ma v 1le jiny
ucinek (-1 BS Utoc¢nika misto +1 k savu).

10. EDICE

WHEN: po kazdém skonceném charge move soupere; TARGET:
jednotka within 6" té chargujici jednotky, eligible deklarovat proti ni
charge; VEHICLE jen WALKER. EFFECT: deklaruje charge jen na tu
jednotku a resolve jako ve vlastni Charge phase; vyslovné bez
Charge bonusu.

DOPAD

Intervence se reSi az po vsSech souperovych charzich, z vétsi
vzdalenosti (12" od enemy misto 6" od chargera) a s volbou: zdarma
protiltok na chargery v dosahu hodu, nebo za +1CP Utok na cokoli
do 6" s hodem stropovanym na 6.
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KAPITOLA 15 — ZMENY (6)

15. STRATAGEMS

PDF 1le, str. 54-57

EIIEEY Counteroffensive: Fights First misto okamzitého interruptu

11. EDICE

»Counteroffensive" — jen ve Fight stepu SOUPEROVY Fight phase, po
vyhodnoceni Gtokl enemy jednotky; cil: friendly jednotka eligible to
fight; efekt: do konce faze ma Fights First a ,it must be the next unit
you select to fight" (12.04). 2CP beze zmény.

Go to Ground bez nahrady

11. EDICE
Mezi core stratagemy (15.02-15.12) nepatfi a v PDF se nevyskytuje.
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10. EDICE

,Counter-offensive" — v kterékoli Fight phase, hned po tom, co
enemy jednotka dobojovala; cil within Engagement Range, jesté
nevybrany k boji; efekt: , Your unit fights next."

DOPAD

Stratagem je omezen na souperlv tah a neprebiji poradi okamzité —
jednotka dostava Fights First a musi byt dalsi, kterou si vyberete vy,
v ramci struktury fight faze 12.04.

10. EDICE
Core stratagem (1CP): INFANTRY jednotka zacilend strelbou dostala
do konce faze 6+ invulnerable save a Benefit of Cover.

DOPAD
Z 11 core stratagem@ 10e zlstalo 10; obranna reakce péchoty na
zacileni v core chybi.
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KAPITOLA 15 — PRESUNY A FORMALIZACE

15 . STRATAGEMS chovani beze zmény / nova forma

Snap shooting jako shooting type
Mechanika je opakované pouzitelna i jinymi pravidly (,as stated in the rule allowing this shooting type") a nové vyslovné zakazuje re-rolly hit roll.

WH40K Core Rules: 10e -» 11e 100



KAPITOLA 15 — DIAGRAM (PDF 11e)

V4 V4 ] V4
Format stratagemu: mody a volitelne +1CP sekce str. 55
HEROIC INTERVENTION 151, SEE ALSU
CORE STRATAGEN USING STRATAGEMS
* Modifying CP Cost
» Rules Sequencing
it i
EFFECT: Resol,
:
targets,
STRATAGEMS KEY
Used in: Used in: Used in:
Either player's turn Your turn Opponent’s turn
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COMMAND RE-ROLL 15.02
CORE STRATAGEM
A great commander can bend even the vagaries

of fate and fortune to their will, the better
to ensure victory.

WHEN: Any phase, just after you make one of the
following rolls for a friendly unit or model.

= Advance roll
= Charge roll
= Damage roll
Hazard roll
Hit roll
Save roll
Wound roll
Aroll to determine the number of attacks
generated with a weapon
TARGET: That unit or model
EFFECT: You re-rall that roll. [f you are rolling
more than one dice together, select one of those
dice to re-roll {excluding charge rolls, which you
must re-roll in full).

Core stratagemy lle (10 karet)

EXPLOSIVES 1505
CORE STRATAGEM
Prining grenades or other explosives, these

warriors draw back and hurl death into the
enemy’s midst.

WHEN: Your Shooting phase.

TARGET: One friendly unengaged

EXPLOSIVES/GRENADES unit that is eligible to

shoot and did not make an advance move

this turn.

EFFECT: Resolve the following sequence:

1. Select one EXPLOSIVES/GRENADES model in
your unit

2. Select one unengaged enemy unit within 8" of
and visible to that model

3. Roll six D6: for each 4+, that enemy unit suffers
1 mortal wound (06.02)

RAPID INGRESS 15.07
CORE STRATAGEN

Be it cunning strategy, potent technology
or supernatural ritual, there are many
means by which a commander may hasten their
warriors’ onset.

SMOKESCREEN 1510
CORE STRATAGEM

Even the most skilled marksmen struggle to hit
targets veiled by billowing screens of smoke.

WHEN: End of your opponent's Movement phase.

TARGET: One friendly unit that is in strategic
reserves (excluding AIRCRAFT).

EFFECT: Your unit makes an ingress

move (20.04).

RESTRICTIONS: You cannot use this stratagem
during the first battle round

WHEN: Start of your opponent’s Shoating phase.
TARGET: One friendly SMOKE unit

EFFECT: Until the end of the phase, each time an
attack targets either your SMOKE unit, or a unit
that is not fully visible to the attacking model
because of one or more models in your SMOKE
unit, the target has the benefit of cover against
that attack (13.08)

EPIC CHALLENGE 15.03
CORE STRATAGEM

The legends of the 41st millennium are replete
with deadly duels between mighty champions.

CRUSHING IMPACT 1506
CORE STRATAGEM

In extremis, armoured vehicles and rampaging
monsters can use their sheer size as a
weapon, ramming and crushing enemies beneath
their colossal bulk, though doing so risks
sustaining damage in return.

FIRE OVERWATCH 15.08
CORE STRATAGEN

A hail of fire can drive back advancing foes.

WHEN: Fight phase, just after a friendly
CHARACTER unit is selected to fight

TARGET: That CHARACTER unit

EFFECT: Select one CHARACTER model in your unit

Until the end of the phase, that model's melee
weapons have the [PRECISION] ability.

INSANE BRAVERY 15.04
CORE STRATAGEM
Indifferent to their own survival, these

warriors hold their ground against seemingly
impossible odds.

WHEN: Your Charge phase, just after a friendly

MONSTER/VEHICLE unit ends a charge move.

TARGET: That MONSTER/VEHICLE unit.

EFFECT: Resolve the following sequence:

1. Select one enemy unit engaged with your unit

2.Select ane model inyour unit engaged with
that enemy unit.

3.Roll a number of D6 equal to the
T characteristic of that model- for each 1, your
unit suffers 1 mortal wound, for each 5+ that
enemy unit suffers 1 mortal wound (to 2
maximum of & mortal wounds per unit).

WHEN: End of your opponent's Movement phase.

TARGET: One friendly unengaged unit
(excluding TITANIC units)

EFFECT: Your unit shoots using snap shooting
(see below)

SNAP SHOOTING 15.09

ELIGIBLE IF: As stated in the rule allowing this
shooting type

HEROIC INTERVENTION 151
CORE STRATAGEM
Voices raised in furious war cries, your

warriors surge forth to meet the enemy’s
onslaught head-on.

EFFECT: Your unit shoots as described in
Making Attacks (04)

WHEN: Battle-shock step of your Command
phase, just before you make a battle-shock roll
for a friendly unit.

TARGET: That unit.

EFFECT: That battle-shock roll is

automatically successful

RESTRICTIONS: You cannot use this stratagem
meore than once per battle.

WHILE SHOOTING:

= You can only target one visible enemy unit
within 24" of your unit (and only if it is an
eligible target).
Each attack only hits on an unmodified hit roll
of 6 (irrespective of the attacking weapon's BS
characteristic or any modifiers).
You cannot re-roll hit rolls.

WHEN: End of your opponent’s Charge phase.
TARGET: One friendly unengaged unit within 12"
of one or more enemy units. You can only select a
VEHICLE unit if it is a CHARACTER/WALKER unit
EFFECT: Resolve a charge with your unit (11.02)
While doing so, before making the charge roll,
you must select one of the following modes:

. When selecting charge
targets, you can only select enemy units that
made a charge move this phase and are within
the maximum distance.

:

2 When making the charge roll, if the result
s greater than 6 (after modifiers), change
tto 6.

o When selecting charge targets, you
can select any enemy units that are
within 6" of your unit and within the
maximum distance

AFTER SHOOTING: Until the end of the phase,
your unit is not eligible to start an action

COUNTEROFFENSIVE 1512
CORE STRATAGEM
In close-quarters combat, the slightest

hesitation can leave an opening for a swift
foe to exploit.

WHEN: Fight step of your cpponent’s Fight phase,
just after an enemy unit has resolved its attacks.
TARGET: One friendly unit that is eligible to fight
EFFECT: Until the end of the phase, your unit has
the Fights First ability and it must be the next
unit you select to fight (12.04).

++ FAITH IS THE STURDIEST ARMOUR. HATRED IS THE SUREST WEAPON ++
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KAPITOLA 16

16. ACTIONS

CO SE MENI BEZE ZMENY

m Akce jsou nové soucasti core rules — v 10e core rules zadny systém akci » Konkrétni akce nadale prichazeji z mission packd a dalSich publikaci (core dava
neexistoval (akce byly jen v mission packech, napt. Pariah Nexus). jen ramec) — stejné jako v 10e, kde akce existovaly vyhradné tam.

= Jednotné gablona akce: STARTS / UNITS / USE LIMIT / COMPLETES / * Ukazka DEPLOY DEVICE (Str. 58) je VyleVné jen ilustra¢ni (,,EXAMPLE ACTION
EFFECT (+ pfipadné restrikce) (CANNOT BE USED)") — zadnou hratelnou core akci PDF neobsahuje.

m Tvrdd zpUsobilost: akci nemUze zahdjit jednotka mimo bojiste,
AIRCRAFT/FORTIFICATION, battle-shocked, s OC 0 nebo ,-", engaged
(kromé TITANIC), po advance/fall-back movu; max 1 akce na jednotku za
turn.

m Po zahdjeni akce jednotka do konce tahu nemize strilet (kromé TITANIC)
ani deklarovat charge.

m Pohyb (kromé pile-in a consolidation) nebo opusténi bojisté akci rusi bez
efektu; jinak se pri COMPLETES spusti EFFECT.
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KAPITOLA 16 — ZMENY (1)

16. ACTIONS

(I07 Akce jako core systém

11. EDICE

Kapitola 16 definuje obecny ramec: sablonu akce (STARTS/UNITS/USE
LIMIT/COMPLETES/EFFECT), kdo smi akci zahdjit, co zahajeni blokuje
a kdy se akce dokonci. Konkrétni akce zlstavaji v jinych publikacich
(mission packy); existuji ,,core actions" dostupné vsem.

B3 Zpusobilost k zahajeni akce

11. EDICE

Jednotka nesmi: byt mimo bojisté, byt AIRCRAFT/FORTIFICATION, byt
battle-shocked, mit OC 0 nebo ,-", byt engaged (kromé TITANIC), mit
za sebou advance nebo fall-back move tento turn, ani uz tento turn
zahajit jinou akci.

Akce vs. stfelba a charge

11. EDICE

Po zahajeni akce jednotka do konce tahu neni eligible to shoot
(kromé TITANIC) a neni eligible deklarovat charge. Opacnym
smérem: po snap shootingu (15.09) jednotka do konce faze nemize
akci zahdjit.

WH40K Core Rules: 10e -» 11e

10. EDICE

Core rules akce neobsahovaly — slovo ,action" se v nich vyskytuje
jen jako bézny obrat u out-of-phase rules. Akce definovaly az mission
packy; v core zdrojich po nich zbyla jen FAQ sekce ,Actions and
Missions".

DOPAD

Pravidla akci jsou jednotna napfri¢ misemi a publikacemi; mission
packy uz definuji jen obsah akci, ne jejich obecné fungovani.

10. EDICE
— (v core neexistovalo; podminky si urovala kazdd mise/akce
sama).

DOPAD
Jednotny celoherni filtr, kdo vibec m{ze akce provadét (battle-shock
a OC 0/,-" jednotky jsou z akci ploSné vyrazeny).

10. EDICE
— (v core neexistovalo).
DOPAD

Akce stoji jednotku zbytek ofenzivniho tahu; TITANIC jednotky mohou
délat akci a strilet zaroven.



KAPITOLA 16 — ZMENY (2)

16. ACTIONS

Dokonéeni a pferuseni akce

11. EDICE 10. EDICE

Pokud jednotka provadéjici akci udéld move (s vyjimkou pile-in a — (v core neexistovalo).
consolidation mov(d) nebo opusti bojisté, akci nedokondi; jinak se v
okamziku COMPLETES spusti sekce EFFECT.

DOPAD
Pile-in a consolidation akci neprerusi — jednotka provadéjici akci se
muze v ramci fight faze takto pohnout a akci presto dokoncit.
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KAPITOLA 17

17. MONSTERS AND VEHICLES

CO SE MENI

M/V modely nové pfi normal/advance move prochdzeji i skrz ENEMY
modely (kromé jinych M/V) — v 10e skrz enemy nesmél nikdo.

Novy keyword FRAME pro modely bez base (+ nékteré velké modely):
méreni od nejblizS§iho bodu modelu, rotace kolem central axis —

nahrazuje 10e konvenci ,base or hull" z commentary.

10e pivot values pro M/V (2" za prvni pivot) zmizely — rotace je v 11le
zdarma.

Cileni engaged M/V zachovédno s -1 hit; vyjimka z postihu se méni z
»Pistol Utoky" na ,[CLOSE-QUARTERS] utoky od jednotky engaged s
cilem".

Vlastni stfelba M/V v engagementu uz neni v této kapitole — z 10e ,Big
Guns Never Tire" se stala soucast shooting typu close-quarters shooting
(10.06).

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 62-63

BEZE ZMENY

Engaged enemy M/V lIze cilit ranged Utoky (princip ,Big Guns Never Tire"
zachovan) a postih je stale -1 hit.

Jednotka engaged s enemy M/V stdle neni eligible to shoot a na ten M/V stfilet
nemdze, pokud sama nespini vyjimku (close-quarters shooting) — bo¢ni box str.
62 = 10e Designer's Note.

[BLAST] zbrané nesmi cilit engaged jednotky, ani engaged M/V (10e Blast
pravidlo; v 11e nové pfimo v textu 17.03 po erraté 17. 6. 2026, dfive jen priklad
str. 88 + FAQ).

Zékaz pohybu skrz JINE M/V modely (v 10e friendly explicitné + enemy obecnym
zdkazem; v 11e jednotnou vyjimkou).
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KAPITOLA 17 — ZMENY (1)

17. MONSTERS AND VEHICLES

m M/V prichod skrz enemy modely

11. EDICE

Pri normal/advance move smi M/V modely projit skrz friendly i enemy
modely, s vyjimkou jinych M/V modeld (friendly i enemy) (17.01).

Zruseni pivot values pro M/V

11. EDICE

Pivot values neexistuji; rotace se do vzdalenosti pohybu nepocitd
(03.01), FRAME modely bez base rotuji kolem central axis (17.02).
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PDF 1le, str. 62-63

10. EDICE

Zadny model nesmél bazi projit skrz enemy modely; skrz friendly
modely smél kazdy, ale M/V ne skrz friendly M/V (,,cannot be moved
through other friendly MONSTER or VEHICLE models").

DOPAD

M/V pfi béZném pohybu neblokuji enemy non-M/V modely (screeny z
infanterie); blokdda M/V proti M/V zlstava. Pravidlo se nevztahuje na
fall-back move.

10. EDICE

Prvni pivot béhem pohybu stal M/V modely mimo kulatou base (a
VEHICLES na kulaté base >32 mm s letovym stojankem) 2" z
dostupné vzdalenosti.

DOPAD
Otaceni M/V (v¢. nekulatych podstavcl a modell bez base) uz nestoji
zadnou pohybovou vzdéalenost.

107



KAPITOLA 17 — ZMENY (2)

17. MONSTERS AND VEHICLES

EIIEEY Vyiimka z -1 hit pfi stfelbé na engaged M/V

11. EDICE

Engaged enemy M/V lze cilit ranged Utoky; -1 hit, vyjimkou jsou jen
Gtoky [CLOSE-QUARTERS] zbranémi od modell jednotky, kterd je s
cilem engaged (17.03).
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PDF 1le, str. 62-63

10. EDICE

Engaged enemy M/V Sel cilit ranged utoky; -1 hit, vyjimkou byl
jakykoli Utok Pistoli (Big Guns Never Tire).

DOPAD

Neengaged jednotka strilejici na engaged M/V ma -1 hit vzdy (i s
[CLOSE-QUARTERS] zbranémi); plny BS proti engaged M/V ma jen
jednotka, ktera s nim je sama engaged a stfili [CLOSE-QUARTERS]
zbranémi. **Errata 17. 6. 2026** navic do prvni véty 17.03 doplnila
»(excluding attacks made with [BLAST] weapons)" — zakaz cilit
engaged M/V [BLAST] zbranémi je ted pfimo v pravidle, ne jen v
prikladu/FAQ.
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KAPITOLA 17 — PRESUNY A FORMALIZACE

17. MONSTERS AND VEH|CLES chovani beze zmény / nova forma

Keyword FRAME misto konvence , hull"

Stejné meérici chovani dostalo formalni nosi¢ — o pokryti rozhoduje keyword na datasheetu, ne kategorie modelu; specialni 10e vyjimky (embark/disembark 3"/5") v 11le textu
nejsou.

Vlastni stfelba M/V v engagementu presunuta do shooting typu
Chovani obdobné, ale formalizované jako shooting type; [PISTOL] je nahrazen [CLOSE-QUARTERS] (Designer's Note 24.27).
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KAPITOLA 17 — DIAGRAM (PDF 11e)

Strelba u engaged Monsters/Vehicles — ctyri situace str. 63

unit using close-quarters shoating.

While resolving those attacks, subtract
1from hit rolls (excluding attacks made with
[CLOSE-QUARTERS] weapans).

This INFANTRY unit can shoot at the VEHICLE using
normal shooting. While resolving those attacks,
subtract 1 from hit rolls. As the VEHICLE is engaged,
[BLAST] weapons cannot target it, but can target
other unengaged units.

m The VEHICLE can shoot at this INFANTRY

The VEHICLE can shoat at this INFANTRY
. unit using close-quarters shooting. While
resolving those ottacks, subtract 1 from
hit rolls. As the INFANTRY wunit is engaged, [BLAST]
weapons cannot target it, but can target other
unengaged units.
This INFANTRY unit is engaged, but can shoot
at the VEHICLE using close-quarters shooting.
While doing so, it can anly moke ottacks with its
[CLOSE-QUARTERS] weapons and can only target the
VEHICLE it is engaged with
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KAPITOLA 18

18. TRANSPORTS

CO SE MENI

Disembark formalizovan do tfi povinnych mdédd: Rapid (3", po
normal/ingress movu transportu, ne charge), Tactical (3", transport se
nehybal, jednotka IHNED déld normal/advance move), Combat (6",
hazard rolly, Ize postavit ENGAGED, battle-shock, ne charge).

Combat disembark je Uplné novy — 10e neméla zadny zpUsob, jak
vystoupit z obkliceného transportu (disembark vzdy mimo Engagement
Range, jinak nesel).

Nové Ize disembarknout i po ingress movu transportu ve vlastnim tahu
(modely prebiraji jeho restrikce); 10e to resila jen FAQem pro Strategic
Reserves (>9" od enemy).

Emergency disembark sjednocen: vzdy 6" co nejbliz transportu + hazard
roll za model (MW na 1-2); 10e méla dvoustupnovy systém 3" (MW na 1)
/6" (MW na 1-3).

Zakaz re-embarku rozsSifen: jednotka ,set up on the battlefield this turn"
nesmi embarknout (10e zakazovala jen disembark—embark ve stejné
fazi).

Firing Deck presunut ze sekce Transports do Core Abilities (24.14).

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 64-65

BEZE ZMENY

Transport capacity na datasheetu (typ + max. pocet model(); vice jednotek v
jednom transportu soucasné.

Start bitvy embarked se deklaruje v Declare Battle Formations (kapacita na celou
jednotku).

Embark po normal/advance/fall-back movu, kazdy model within 3" transportu;
funguje i po out-of-phase movu (10e FAQ ¢ 1lle znéni bez vazby na Movement
phase).

Dobrovolny disembark jen v Movement phase aktivniho hrace; nelze embark a
disembark do/ze stejného transportu v jedné fazi.

Z transportu, ktery tento phase/turn advancoval nebo fall-backoval, nelze
disembarknout.

Zni¢eny transport — povinny (emergency) disembark vSech jednotek pred
odstranénim modelu; nepostavitelné modely zniceny; jednotka battle-shocked a
nesmi charge.

Set-up vzdalenost bézného disembarku 3" (Rapid/Tactical).
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KAPITOLA 18 — ZMENY (1)

18. TRANSPORTS

([0 Combat disembark — vystup do engagementu

11. EDICE

Pokud nelze provést Tactical disembark (typicky transport obkli¢en),
nastupuje povinny Combat disembark: 6", hazard roll za kazdy
model, modely Ize postavit engaged s jednotkami, s nimiz je
engaged transport; jednotka je battle-shocked a do konce turnu
nesmi deklarovat charge (18.04).

EZIETEY Disembark po ingress movu transportu

11. EDICE

Pokud transport udélal ingress move tento phase, plati povinny
Rapid disembark a kazdy model musi dodrzet stejnd pravidla jako
transport pri ingress movu (napr. >8" od enemy, ne v souperove
DZ); v souperové tahu disembark nejde (disembark move existuje
jen v Movement phase aktivniho hrace).

WH40K Core Rules: 10e -» 11e

PDF 1le, str. 64-65

10. EDICE

Jednotka se pri disembarku vzdy stavéla mimo Engagement Range;
pokud nesSlo postavit byt jediny model, jednotka disembarknout
nemohla.

DOPAD
Z obkliceného transportu Ize nové vystoupit pfimo do boje — za cenu
mortal wounds z hazard rolld a battle-shocku.

10. EDICE

Core pravidlo to nereSilo; FAQ povolovalo disembark z transportu
dosSlého ze Strategic Reserves ve vlastnim tahu (set up >9" od vSech
enemy units) a zakazovalo disembark po Rapid Ingress (souperiv
tah).

DOPAD

Chovéni z 10e FAQ se stalo core mechanikou; restrikce
disembarkujici jednotky se odvozuji od restrikci transportu (hodnota
9" —» 8" dle ingress move).
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18. TRANSPORTS

PDF 1le, str. 64-65

EIIETEY Rapid disembark bez ,,counts as having made a Normal move"

11. EDICE

Rapid disembark zadné ,counts as moved" neuvadi — jednotka jen
do konce turnu nesmi deklarovat charge (18.04 AFTER MOVING).

10. EDICE

Jednotka disembarkujici z transportu po jeho Normal movu ,counts
as having made a Normal move" (trigger pro reaktivni pravidla,
nemoznost dalsiho pohybu).

DOPAD
Pravidla navédzand na ,made a normal move" se po Rapid
disembarku nespoustéji; zakaz charge zlstava.

EIIEEY Emergency disembark sjednocen na 6" + hazard rolly

11. EDICE

Vzdy jediny emergency disembark move (18.05): wholly within 6" a
co nejblize transportu, hazard roll za kazdy model (1-2 - 1 MW; 3
MW, jsou-li vSechny modely jednotky M/V); **po erraté 17. 6. 2026**
model, ktery nejde postavit unengaged, smi byt postaven
**engaged** (co nejbliz transportu) a teprve pak je znic¢en, pokud ani
to nejde; jednotka battle-shocked + ne charge do konce turnu.

WH40K Core Rules: 10e -» 11e

10. EDICE

Zniceny transport —» disembark wholly within 3" mimo ER, D6 za
model: 1 - 1 MW; neSlo-li to, Emergency Disembarkation wholly
within 6" mimo ER, D6 za model: 1-3 -» 1 MW, jednotka
battle-shocked do pristi Command phase, counts as having made a
Normal move + ne charge; nepostavitelné modely zniceny.

DOPAD

Pravdépodobnost MW za model se méni z 1/6 (resp. 3/6 v
emergency) na 2/6 vzdy; vzdalenost vzdy 6" s povinnosti co nejbliz;
battle-shock se nové fidi obecnym 1lle systémem (pretrvava do
Uspésného testu, ne jen do pristi Command phase). **Po erraté**
jednotka z obkliceného zni¢eného transportu prezije ve formé
engaged modeld misto aby se rovnou zni¢ila — méné modell
propadne.



KAPITOLA 18 — ZMENY (3)

18. TRANSPORTS

PDF 1le, str. 64-65

EZEET) Deadly Demise mize zasahnout vystupujici jednotky

11. EDICE

Deadly Demise (24.08) se hazi az PO emergency disembark movech
a zadnou vyjimku pro vystoupivsi jednotky neuvadi — jsou-li within
6", mortal wounds dostavaiji (priklad s Impulsorem na str. 80).

EZEETY Sirsi zékaz embarku po set upu

11. EDICE

Embark nesmi jednotka, ktera byla ,set up on the battlefield this
turn" (pokryva disembark i prichod z reserves), a embark je mozny
az ,once the first battle round has started" — FAQ str. 88: po scout
movu embark nelze (10e takovy zdkaz neméla a scout byl Normal
move).

WH40K Core Rules: 10e -» 11e

10. EDICE

Jednotky disembarkujici ze zni¢eného transportu vyslovné NEBYLY
zasazeny jeho Deadly Demise (D6 rolly za modely byly ndhradou).

DOPAD
Vystupujici jednotka mUze utrpét hazard rolly z disembarku | mortal
wounds z Deadly Demise transportu.

10. EDICE
Embark nesméla jen jednotka, kterd ve STEJNE fazi disembarkla; FAQ

dale zakazovalo embark jednotce doslé z Reserves (counts as Normal
move).

DOPAD
Disembark—embark je blokovan cely turn (ne jen fazi); embark do
transportu po scout movu, ktery byl v 10e formalné mozny, v 1lle
nejde.
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KAPITOLA 18 — PRESUNY A FORMALIZACE

18. TRAN SPO RTS chovani beze zmény / nova forma

Disembark médy misto pravidla pfed/po pohybu transportu

Stejnd zakladni volba ,pred/po pohybu transportu" dostala formu move typu s médy; Tactical = 10e disembark pred pohybem (v¢. povinného nasledného normal/advance move),
Rapid = 10e disembark po pohybu.

PRESUNUTO Stav ,embarked" pfesunut do aplikace

Chovani embarked jednotek neni v PDF definovano — zavazny text je v aplikaci.

Firing Deck presunut do Core Abilities

Jen strukturdIni presun (obsah ability resi kapitola 24).
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KAPITOLA 19

19. ATTACHED UNITS

CO SE MENI

Nova role SUPPORT vedle Leadera — bodyguard unit m@ze mit pripojenu
1 leader unit a 1 support unit soucasné (10e: default 1 Leader).

Seznamy bodyguard units jsou noveé v aplikaci Warhammer 40,000, ne na
datasheetu leadera.

Attached unit je ,single unit for all rules purposes" BEZ vyjimek a
NEROZPADA se: ,unit destroyed" triggery (VP, ability) se spoust&ji az
zni¢enim posledniho modelu CELE attached unit — v 10e se spoustély za
kazdou znicenou komponentu zvlast (Leader i Bodyguard, napr. 2VP).

Leader/support si nové ponechava své ,while this model is leading a
unit" ability i po vybiti bodyguard® (10e: ability prestaly platit, jednotka
se rozpadla).

Tabulka trvani abilities podle zdroje (leader/support,
konkrétni model) + ndvrat abilities po revivu zdroje.

bodyguard,

Starting strength attached unit z0stdva souctova celou bitvu (osamély
leader je trvale below half-strength) — 10e resetovala starting strength
po rozpadu.

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 66-67

BEZE ZMENY

T attached unit = nejvyssi T bodyguard modell (10e core + commentary
»highest amongst Bodyguard models"; 11e to ma pfimo v core 19.02 a doplfiuje
fallback na highest T leader/support modell, ktery v 10e obstaral rozpad
jednotky).

Keywords: attached unit ma keywords vSech soucasti; modely keywords ostatnich
NEZiSKAVAJi; Gtoky cili jednotky, ne modely (1le 19.03 = 10e commentary
.Keywords", v¢. shodného PSYKER/[ANTI-PSYKER 4+] prikladu) — jen presun do
core.

Ability zdroje zni¢eného Utokem plati do konce Gtokd Gtocici jednotky (10e ,cease
to apply after the attacking unit's attacks have been resolved" & 1le 19.04
Zaver).

Ochrana CHARACTER modell pred alokaci Gtok(, dokud ziji ostatni modely —
vysledek obdobny, ale mechanismus se presunul z textu Leader ability (10e
zdkaz alokace) do alokacnich skupin v kapitole 05 (05.03).

Pripojeni plati na celou bitvu (jednotka ,will then lead that bodyguard unit for the
battle").
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KAPITOLA 19 — ZMENY (1)

19. ATTACHED UNITS

([0 Nova ability SUPPORT a limit 1+1

11. EDICE

Vedle Leader (24.22) existuje Support (24.34); obé ability tvori
attached units; ,Unless otherwise stated, each bodyguard unit can
only have one leader unit and one support unit attached to it"
(19.01).

PDF 11e, str. 66-67

10. EDICE

Existoval jen Leader (CHARACTER units); kazdd Bodyguard unit max
1 Leader (vyjimky jen pres konkrétni datasheety, srov. FAQ o dvou
pripojenych CHARACTER units).

DOPAD
Attached unit mQze mit defaultné az tfi soucasti (leader + support +
bodyguard); kdo smi koho vést, urcuje aplikace.

BT Destroyed triggery az za posledni model celé attached unit

11. EDICE

~Rules that are triggered when a unit is destroyed are only triggered
when the last model that started the battle in an attached unit is
destroyed" (19.02); vyjimka u ,single unit for all rules purposes"
zmizela.

WH40K Core Rules: 10e -» 11e

10. EDICE

,Single unit for all rules purposes" mélo vyjimku pro destroyed
triggery — ty se spoustély pfi zni¢eni KAZDE komponenty zvlast
(zni¢eni Bodyguard casti = ,unit destroyed" pro VP; celkem napfr.
1VP + 1VP = 2VP); znicend komponenta pfitom nemeéla keywords
ostatnich soucasti.

DOPAD

Attached unit dava , destroyed" trigger (VP, ability) jen jednou — po
padnuti Gplné posledniho modelu; vybiti samotnych bodyguardd ani
samotného leadera trigger nespousti.
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KAPITOLA 19 — ZMENY (2)

19. ATTACHED UNITS

Attached unit se nerozpada

11. EDICE

Zadné pravidlo o rozpadu neexistuje — attached unit je jedna
jednotka trvale; starting strength = pocet modell na zacatku 1.
battle round (Rules Appendix str. 86: Captain po ztraté vsech 5
Intercessors zUOstava jednotkou se starting strength 6, tedy below
half-strength).

I ~While leading” ability pfezivaji bodyguardy

11. EDICE

Pozndmka * k tabulce 19.04: ,leader/support units continue to
benefit from their own 'while this model is leading a unit' abilities
even after their bodyguard unit is destroyed, provided they started
the battle in an attached unit."

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 66-67

10. EDICE

Po zniceni posledniho Bodyguard modelu (nebo posledniho modelu
CHARACTER (¢asti) se attached unit rozpadla na samostatné jednotky
s pUvodnimi Starting Strengths (po dobéhnuti Utokd UGtocici
jednotky); na rozpad navazovaly persisting effects a konec ,while
leading" abilities.

DOPAD

Osamoceny leader/support dal pocitd svou silu vici souctové starting
strength (battle-shock testy ,at or below half-strength"); revived
leader/support se vraci do své attached unit (str. 88).

10. EDICE

Commentary: ,while this model is leading a unit" pravidla prestala
platit, jakmile jednotka prestala byt Attached (tj. po smrti posledniho
Bodyguard modelu).

DOPAD
Leader/support neztraci své sebeposilujici ,while leading" ability
smrti bodyguardd — opacné chovani nez v 10e.
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KAPITOLA 19 — ZMENY (3)

19. ATTACHED UNITS PDF 11, str. 66-67

([0 Revived jako core mechanika navratu do attached unit

11. EDICE 10. EDICE
Rules Appendix (str. 88): revived leader/support model ,is still part of Obecné core pravidlo pro ,revived" neexistovalo; ndvraty resila
that attached unit and must be returned to it if possible"; dle 19.04 konkrétni pravidla (a napr. stratagem Reinforcements! vyslovné
boxu se jeho ability attached unité znovu aktivuji. nesmeél vracet CHARACTER units do Attached units).

DOPAD

Oziveny leader/support se vraci do své attached unit i s abilities;
jednotka tim opét ziskava jeho keywords a efekty.

EZIETEY Timing pfipojeni: Muster Armies misto Declare Battle Formations

11. EDICE 10. EDICE

.Before the battle, in the Muster Armies step, for each leader and Vybér Bodyguard unit pro Leadera probihal ,During the Declare

support unit ... you can select one friendly bodyguard unit" (Leader Battle Formations step".

24.22/Support 24.34). DOPAD
Pripojeni se rozhoduje uz pfri stavbé armady (mustering neni v 1le
PDF — sekvence v mission deccich/aplikaci), ne az pri deklaraci
formaci.
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KAPITOLA 19 — PRESUNY A FORMALIZACE

19. ATI'ACHED UNITS chovani beze zmény / nova forma

PRESUNUTO Bodyguard listy presunuty do aplikace
Prirazeni leader/support - bodyguard Ize ménit bez errat datasheetl; z PDF nelze ovérit konkrétni kombinace.

FORMALIZOVANO Tabulka trvani abilities podle zdroje
Jednotné, explicitni urceni, kdy attached unit prestava benefitovat z abilities jednotlivych soucasti — bez nutnosti rozpadu jednotky.
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KAPITOLA 19 — DIAGRAM (PDF 11e)

Attached units: tabulka trvani abilities dle zdroje

WH40K Core Rules: 10e - 11e

SEE ALSO

units. As such, an attached unit ecte Y ru h 5 ABILITIES IN ATTACHED UNITS

An attached unit has all of th

appliestou vith any h * Revived

ONLY IN DEATH
DOES DUTY END
Leader ond support

ABILITIES IN ATTACHED UNITS

SOURCE OF ABILITY/RULE APPLIES T THE ATTACHED UNIT UNTIL

t model in that leader/support

Leader/suppart unit unit is destroyed.*

Bodyguard unit The last mo that bodyguard unit
(e f is destroyed

s destroyed

str. 67
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KAPITOLA 20

20. STRATEGIC RESERVES

CO SE MENI

Limit bod( ve strategic reserves zvysen: ,25 % - 50 %" points limitu;
padla tabulka absolutnich hodnot dle battle size.

Sjednoceni systémd: v 1le jsou VSECHNY rezervy strategic reserves —
10e rozdil ,Reserves (Deep Strike apod., mimo limit) vs. Strategic
Reserves" zmizel, Deep Strike (24.09) jen modifikuje ingress move.

Prichod formalizovan jako ingress move (move type): 6" od hran(y), ,,9" -
>8"" horizontdlné od enemy, pred 3. kolem ne v souperfové DZ; po
prfichodu Zzadny dalsi pohyb do zacatku pristi Charge phase (charge
mozny).

Nedorazivsi jednotky zni¢eny uz na konci 3. battle roundu (10e: az na
konci bitvy), s vyjimkami (embarked v transportech s ingress movem;
repositioned units).

Repositioned units presunuty z Rules Commentary do core pravidel a
navazany na strategic reserves; nové explicitné pouzitelné i na jednotky,
které se uz hybaly.

WH40K Core Rules: 10e -» 11e

PDF 11le, str. 68-69

BEZE ZMENY

FORTIFICATIONS nelze umistit do strategic reserves.

Body jednotek embarked v transportech ve strategic reserves se pocitaji do
limitu.

Prichod mozny az od 2. battle roundu.
Set up wholly within 6" of one or more battlefield edges.

Pred 3. battle roundem nelze modely postavit do souperovy deployment zone
(10e formulace ,during the second battle round" — vécné totéz okno).

Persisting effects pfi odebrani z battlefieldu (pfiklad aura ability vs. battle-shock
je v obou edicich vécné totozny).

Stickiness advance/fall-back u repositioned units (10e FAQ + commentary ¢ 1le
20.02).
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KAPITOLA 20 — ZMENY (1)

20. STRATEGIC RESERVES PDF 11e, str. 68-69

m Limit bodu ve strategic reserves

11. EDICE 10. EDICE
Kombinovand hodnota vSech strategic reserves units max 50 % Kombinovanad hodnota jednotek ve Strategic Reserves max 25 %
points limitu; jiny typ rezerv neexistuje, takze limit pokryva i points limitu (tabulka: Incursion 250 / Strike Force 500 / Onslaught
jednotky s Deep Strike. 750). Jednotky v obecnych Reserves (Deep Strike apod.) se do limitu
nepocitaly.
DOPAD

.25 % - 50 %", ale limit nové dopadd na vsechny jednotky mimo
battlefield (v 10e Deep Strike jednotky limit nemély).

EIIEEY Siednoceni Reserves a Strategic Reserves

11. EDICE 10. EDICE
Jediny systém strategic reserves; kazdy prichod = ingress move Dva systémy — ,Reserves" (jednotky s vlastnimi pravidly, napfr.
(20.04). Deep Strike (24.09) jen méni WHILE MOVING podminky Deep Strike; pravidla Strategic Reserves se na né nevztahovala) a
ingress move (kamkoli >8" horizontalné od enemy, i do souperovy »Strategic Reserves" (volba pri Declare Battle Formations s limitem a
DZ). vlastnim set-upem). Deep Strike jednotka prichazejici ze Strategic
Reserves si mohla vybrat, ktery set-up pouzije.
DOPAD
VSechny jednotky mimo battlefield sdileji jedna pravidla prichodu,
limit i deadline znic¢eni; rozdil mezi ,rezervami zdarma" a

~Strategickymi rezervami" zmizel.
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KAPITOLA 20 — ZMENY (2)

20. STRATEGIC RESERVES

EIIEEY Vzdalenost prichodu od nepiatel

11. EDICE
Ingress move: more than 8" horizontally from all enemy units.

PDF 11le, str. 68-69

10. EDICE

Strategic Reserves nesmeély byt set up within 9" horizontally of any
enemy models.

DOPAD

,9" » 8"" — jednotka mUze dorazit o palec bliz k nepfiteli (a obdobné
Deep Strike 24.09: 9" —» 8").

I stav po pfichodu (counts as Normal move - zékaz dalSich pohybu)

11. EDICE

Ingress move je vlastni move type; AFTER MOVING: az do zacatku
pristi Charge phase jednotka ,is not eligible to make any other type
of move" — charge tedy mozny, ale zadny jiny move type (vc¢.
pile-in/consolidation/surge) drive.

WH40K Core Rules: 10e -» 11e

10. EDICE

Jednotka z Reserves ,.always counts as having made a Normal move"
a nemohla se dal hybat v té fazi; jinak mohla jednat normalné (shoot,
charge, fight).

DOPAD
Mizi ekvivalence s Normal movem (a pravidla na néj navazana);

zdkaz pohybu je vyjadren ¢asovym oknem do Charge phase misto
»,do konce faze".
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KAPITOLA 20 — ZMENY (3)

20. STRATEGIC RESERVES

EIIELY Deadline znic¢eni nedorazivsich jednotek

11. EDICE

Na konci 3. battle roundu jsou vSechny strategic reserves units bez
provedeného ingress move zni¢eny; vyjimky: jednotky embarked v
TRANSPORTECH, které ingress move béhem bitvy udélaly, a
repositioned units.

EIIETY Obsah pravidel pro repositioned units

11. EDICE

Nové explicitné ,,can be used on units that have already moved that
phase"; stickiness rozSifena o disembark move; body o Normal
movu, battle-shock testu a modelech/woundech v PDF textu nejsou.
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PDF 11le, str. 68-69

10. EDICE

Strategic Reserves (i Reserves) jednotky, které nejsou na battlefieldu
,at the end of the battle", se poditaji jako znicené; zadné pravidlo o
3. kole v core rules nebylo.

DOPAD

Rezervy musi dorazit nejpozdéji ve 3. kole, jinak o né hrac prichazi uz
v prébéhu bitvy (v 10e Slo drzet jednotky mimo stll az do konce hry
za cenu ,counts as destroyed" pri zavére¢ném pocitani).

10. EDICE

Stickiness pokryvala Advanced/Fell Back (disembark commentary
vyslovné vylucovala: embark/disembark nejsou reposition); jednotka
jinak ,,counts as having made a Normal move"; navic battle-shock
test po navratu a zdkaz vraceni modeld/woundd.

DOPAD

Reposition Ize provést i s jednotkou po pohybu; jednotka po
disembarku zlstava ,po disembarku"; osud zbyvajicich 10e bodd je
nejasny (mohou byt v aplikaci — »Not on the Battlefield, »Persisting
Rules Effects).
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KAPITOLA 20 — ZMENY (4)

20. STRATEGIC RESERVES

m Zruseni Reinforcements stepu

11. EDICE

Zadny Reinforcements step; jednotka ve strategic reserves se v
kroku Move Units (09.02) vybird jako kazda jina a jejim move typem
je ingress move.

WH40K Core Rules: 10e -» 11e

PDF 11le, str. 68-69

10. EDICE

Reserves/Strategic Reserves prichazely v samostatném
~Reinforcements step" na konci Movement phase, po pohybu vsech
jednotek.

DOPAD
Prichody se prokladaji s béZznymi pohyby (poradi voli hrac¢), necekaji
na konec faze.

126



KAPITOLA 20 — PRESUNY A FORMALIZACE

20. STRATEGIC RESERVES chovani beze zmény / nova forma

PRESUNUTO Repositioned units v core pravidlech

Stejny koncept povysen do core a svazan se strategic reserves; repositioned units jsou navic vyjmuty ze zniceni na konci 3. kola.

WH40K Core Rules: 10e -» 11e 127



KAPITOLA 21

21. FLYING AND SURGING

CO SE MENI

Surge move je nové plny move type s povinnym smérem: cil = NEJBLIZSI
enemy unit (surge target), modely musi skoncit engaged, pokud to jde; v
10e smér a cil urcovala kazda ability zvIast.

Surge zprisnén: jednotka se nesméla hybat v této fazi a po surge se uz
hybat nesmi (10e: jen ,max 1 surge move za fazi").

FLY zdsadné prepracovano: ,take to the skies" je VOLBA pred
normal/advance/fall-back/charge movem za cenu ,-2"" z max distance
(10e: efekt FLY platil vzdy a zdarma).

Take to the skies umi vic nez 10e FLY: ignoruje vesSkerou vertikdIni
vzdalenost a prochazi skrz vSechny modely i vSechny kategorie terénu
horizontdlné i vertikalné (10e: jen pres modely; vertikdla jen ,through the
air" pri startu/konci na terénu).

HOVER (24.17) = datasheet ability rusici -2" pri take to the skies.

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 70-71

BEZE ZMENY

Surge: nelze battle-shocked a nelze, pokud je jednotka engaged (10e: v
Engagement Range).

Surge: maximalni vzdalenost urcuje pravidlo, které pohyb umozfuje.

Surge zlstava reak¢ni/triggrovany pohyb (,the rule allowing this move type has
been triggered").

FLY keyword zlistava vlastnosti modelu z datasheetu; jednotka ,.can FLY", pokud
jeji modely maiji keyword.
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KAPITOLA 21 — ZMENY (1)

21. FLYING AND SURGING

([0 Povinny smér surge move na nejblizsi enemy unit

11. EDICE

BEFORE MOVING: nejblizsi enemy unit = surge target; WHILE: kazdy
model musi skoncit engaged se surge targetem, pokud to jde, jinak
co nejbliz k nému; AFTER: jednotka nesmi byt engaged s jinou enemy
unit nez targetem.

EZEET) Restrikce surge viici ostatnim pohybim ve fazi

11. EDICE

ELIGIBLE IF zahrnuje ,Your unit has not moved this phase" a AFTER
MOVING , Your unit cannot move again this phase".

PDF 11e, str. 70-71

10. EDICE

Smér a cil surge move urcoval text konkrétni ability; core restrikce
smér neresSily. FAQ: jednotka mohla po hodu jet libovolnou
vzdalenost az do vysledku, i 0".

DOPAD

Surge je vzdy ,k nejblizSimu nepriteli a do kontaktu, pokud to jde" —
volné manévrovani surge movem (v¢. ,0"" z 10e FAQ) Sablona
nepripousti.

10. EDICE

,Each unit can only make one 'surge' move per phase" — omezen
byl jen pocet surge movd.

DOPAD

Surge nelze zkombinovat s zddnym jinym pohybem v téze fazi (pred
nim ani po ném), nejen s dalSim surgem.

m FLY: z trvalého efektu na volbu , take to the skies" s dani -2"

11. EDICE

Pfed normal/advance/fall-back/charge movem FLYING unit hrac
MUZE deklarovat take to the skies; pokud ano, ,-2"" z maximum
distance daného pohybu; bez deklarace jednotka létat neumi.

WH40K Core Rules: 10e -» 11e

10. EDICE
Model s FLY pfi Normal/Advance/Fall Back movu vzdy automaticky:

pohyb pres enemy modely ,as if they were not there", priichod ER
béhem pohybu; bez jakékoli ceny.

DOPAD
Létani je rozhodnuti s cenou ,0" - -2""; FLYING jednotka bez
deklarace se pohybuje jako pozemni.

129



KAPITOLA 21 — ZMENY (2)

21. FLYING AND SURGING

m Rozsah létani: skrz terén a veskera vertikala

11. EDICE

Pfi take to the skies model ignoruje VSECHNU vertikaIni vzdalenost,
prochazi skrz véechny typy modeld (v¢. enemy MONSTER/VEHICLE) a
horizontalné i vertikalné skrz vSechny kategorie terrain features.

Terminologie FLYING models/units

11. EDICE

21.03 explicitné zavadi oznaceni FLYING models/FLYING units jako
synonymum pro modely s keywordem FLY a jejich jednotky.

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 70-71

10. EDICE

FLY umozhovalo jen pohyb PRES modely; terén ne$lo prochazet
(Moving Over Terrain: over, not through) a vertikalni vzdalenost se
ignorovala jen mérenim ,through the air", a to pouze pokud model
na terénu zacinal nebo koncil pohyb.

DOPAD

Létajici model mlze proletét zdi/budovou naprimo a nikdy neplati za
stoupdni/klesani; v 10e musel terén obletét nebo prelézt, pokud
pohyb nezacinal/nekoncil na terénu.

10. EDICE

Pravidla mluvila o ,,models that can FLY"; pojem ,FLYING unit" core
rules nedefinovaly.

DOPAD
Jind pravidla (napr. 23.04 Aircraft) se na létajici jednotky odkazuji
jednotnym terminem.
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KAPITOLA 21 — PRESUNY A FORMALIZACE

21. FLYING AND SURG'NG chovani beze zmény / nova forma

Surge move jako plny move type

Jednotné chovani vsech surge movd napric¢ frakcemi; ability uz nemuseji (a nemohou) popisovat préibéh pohybu.

FORMALIZOVANO Jedno pravidlo i pro charge move

Stejnd mechanika pro vSechny Ctyfi typy pohybu; [étani pfi charge nové stoji -2" z hodu.
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KAPITOLA 21 — DIAGRAM (PDF 11e)

Surge move (k nejblizSimu nepriteli) a Take to the Skies (-27)

INIJUNS ANV INIAT

WH40K Core Rules: 10e -» 11e

A3INVAQY

This section supplements the basic rules for moving models, explaining how
some units can fly over obstacles or surge closer to the enemy.

SURGE MOVES 2o

unit to mak

SURGE MOVE 21.02
MAXIMUM DISTANCE: As stated in the rule allowing this.

his move type
battle-shocked

BEFORE MOVIN
surge target.

ot the surge target

MAKING A SURGE MOVE

= Unit A shoots, and destroys
two models from unit B.

= Unit B has an ability that
ollows it to make a surge
move of D&" after an enemy
unit has shot, if one or more of
its models were destroyed by
those ottacks. The active player
rolls one D6, resulting in a 4.

Unit B mokes o surge move,
each of its surviving models
moving up to 4" towards the
closest enemy unit (unit €). It
ends this move engaged with
that unit.

#
e s

++ THE REWARD FOR TREACHERY IS RETRIBUTION ++

: ,
p/
SEE ALSO

SURGE MOVES

* Rules Sequencing

= This Riptide Battlesuit can FLY. it
makes on advance move with o
maximum distance of 15",

= Before moving the unit, the
active player declares that it will
take to the skies That move’s
maximum distance is reduced to
14", but while making that move, the
Riptide Battlesuit can mave through
all enemy units (including VEHICLES)
and oll terrain features, ignoring any
vertical distance that would normally
be counted to ascend and descend
terrain features.

str. 70-71
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KAPITOLA 22

22. OTHER RULES AND ABILITIES

CO SE MENI

Plunging Fire povySeno z pravidla terénu Ruins na univerzdlni pravidlo a
kompletné predélano: ,AP +1 - BS improve 1", prah ,6" vertikalné
(wholly within Ruins) — sekce terénu =3" vysky", cil ,vSechny modely na
ground level - stacdi jeden"; nova vétev pro TOWERING do 12".

Keyword TOWERING md& v core PDF Uplné novou roli: misto 10e
viditelnostnich vyjimek (Obscuring/Ruins) nyni dava Plunging Fire z
ground level.

Faction abilities formalizovany: obecné core pravidlo ,plati jen pri shodé
army faction s faction keywordem" (10e: podminku nesla kazda army
rule textem ,If your Army Faction is...").

Psychic sekce nové pokryva jen ability (zbrané — [PSYCHIC] 24.29) a
vypadla vazba ,,can only be used by PSYKERS".

Aura abilities beze zmény; wargear abilities dostaly formalni strukturu s
pojmem ,bearer".

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 72-73

BEZE ZMENY

» Aura abilities: tag ,Aura", nositel je vzdy v dosahu vlastni aury, jednotka muze
byt pod vice aurami najednou, stejna aura vicekrat = aplikuje se jen jednou (11le
jen dopliuje ,While a model with an aura ability is on the battlefield").

* Koncept ,wounds inflicted by a psychic attack" jako spoustéc jinych pravidel.

* Wargear abilities jsou vazané na konkrétni item of wargear z datasheetu.
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KAPITOLA 22 — ZMENY (1)

22. OTHER RULES AND ABILITIES

EIIEEY Plunging Fire jako univerzalni pravidlo

11. EDICE

Univerzalni pravidlo 22.05: ranged attack na viditelnou jednotku s =1
modelem na ground level; Uto¢nik na sekci libovolného terrain
feature =3" vysky - improve BS by 1.

(/7)) TOWERING vétev Plunging Fire

11. EDICE

Utocici model s keywordem TOWERING dostava Plunging Fire (+1
BS) proti cilim within 12" s modely na ground level, i kdyz sam stoji
na ground level.

EIIEEY Nova role keywordu TOWERING

11. EDICE

V celém core PDF se TOWERING vyskytuje jen ve 22.05 (Plunging
Fire do 12"); u terénnich pravidel (kap. 13) se nevyskytuje.
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PDF 11e, str. 72-73

10. EDICE

Existovalo POUZE jako pravidlo terénniho prvku Ruins: Uto¢nik wholly
within Ruins a =6" vertikdln& od ground level, VSECHNY modely
cilové jednotky na ground level - improve AP by 1.

DOPAD

Strelba z vysky funguje na jakémkoli terénu, snaz se aktivuje (3"
sekce misto 6" vertikalné; stali jeden cilovy model na zemi) a
zlepsuje hit roll misto prliraznosti.

10. EDICE
— (TOWERING nemélo zadnou Gto¢nou mechaniku).

DOPAD
Velké modely (Knights apod.) maji na kratkou vzdalenost trvalé
zlepseni BS o 1 proti pozemnim jednotkam.

10. EDICE

TOWERING = viditelnostni vyjimky u terénu: viditelnost na/z
TOWERING modell pres Obscuring terén normalné; TOWERING
uvnitf Ruins vidi ven normainé.

DOPAD
Keyword zménil funkci z ,vidi a je vidén pres terén" na ,strili Iépe na
pozemni cile zblizka".
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KAPITOLA 22 — ZMENY (2)

22. OTHER RULES AND ABILITIES

PDF 11e, str. 72-73

EIIEEY Psychic: rozdéleni abilities a zbrani, konec vazby na PSYKERS

11. EDICE

22.03 definuje jen psychic abilities (wound od nich = inflicted by a
psychic attack); psychické zbrané reSi weapon ability [PSYCHIC]
(24.29); podminka PSYKERS v textu neni.

10. EDICE

Jedna sekce ,Psychic Weapons and Abilities": tagované zbrané i

ability ,can only be used by PSYKERS"; wound od nich = inflicted by
a Psychic Attack.

DOPAD

Psychic tag uz podle core textu neomezuje pouziti na PSYKERS;
mechanika ,psychic attack" jako trigger jinych pravidel zlstava.
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KAPITOLA 22 — PRESUNY A FORMALIZACE

22. OTHER RULES AND ABILITIES chovani beze zmény / nové forma

Faction abilities jako core kategorie

Stejné chovani (army rules jen pro odpovidajici frakci) je nyni zaru¢eno core pravidlem, ne formulaci jednotlivych army rules.

FORMALIZOVANO Wargear abilities s pojmem ,,bearer"

Stejny princip (ability Zije s vybavenym modelem) s explicitnim rozliSenim unit/model a definovanym nositelem.

WH40K Core Rules: 10e -» 11e 136



KAPITOLA 22 — DIAGRAM (PDF 11e)

Plunging Fire: +1 BS z vysky =3” nebo TOWERING do 12~ str. 73

All of these attacking models are on a section of terrain
feature that is 3" or more in height, and the target unit
. contains models on ground level, so Plunging Fire
improves the BS characteristic of those attacks by 1.
vope .

This attacking model is on ground

level, but has the TOWERING
keyward The target unit is within
12" and contoins models on ground
level, so Plunging Fire improves
the BS characteristic of those
attacks by 1
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KAPITOLA 23

23. AIRCRAFT

CO SE MENI

Pohyb aircraft kompletné prepsdn: zadné litdni po stole (10e: povinny
Normal move min 20" rovné + pivot =90°, M 20+") — v 1le je aircraft
eligible JEN k ingress move.

Nova herni smy&ka: na konci KAZDEHO soupefova tahu se v3echny
vlastni AIRCRAFT na battlefieldu vraci do strategic reserves — pfilet
ingress movem, prilet pres dva tahy, odlet, znovu.

Hover mode odstranén: 10e volba ,Hover" (M 20", ztrata AIRCRAFT
keywordu a vSech pravidel, normalini nasazeni) v 11e neexistuje; HOVER
24.17 je jind véc se stejnym jménem (jen rusi -2" take to the skies).

Deployment: AIRCRAFT povinné rovnou do strategic reserves dle 20.01
(10e: Reserves, ,treated as Strategic Reserves" az po startu; dle FAQ
mimo bodovy limit).

Charge/fight beze zmény v jadru: jen FLYING smi chargovat a mlatit
AIRCRAFT; AIRCRAFT nesmi charge a melee jen proti FLYING. Nové:
Plunging Fire se na utoky od/na AIRCRAFT nevztahuje.

WH40K Core Rules: 10e -» 11e

PDF 11e, str. 74

BEZE ZMENY

AIRCRAFT nesmi deklarovat charge.

Jen FLYING units mohou vybrat AIRCRAFT jako charge target; jen FLYING modely
smi délat melee Utoky na AIRCRAFT.

AIRCRAFT smi melee Utoky jen proti FLYING units (10e formulace pres ,eligible to
fight only if within ER of FLY" — vysledek stejny).

Engagement pouze s AIRCRAFT jednotkami nebrani jednotce udélat
normal/advance move.

Aircraft nezacina bitvu na battlefieldu (v obou edicich jde ,do rezerv", liSi se
rezim — viz ZMENY).
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KAPITOLA 23 — ZMENY (1)

23. AIRCRAFT PDF 11e, str. 74

EZIEEY Pohyb aircraft: jen ingress move

11. EDICE 10. EDICE
LAIRCRAFT units are only eligible to make an ingress move (20.04); AIRCRAFT nemohl Advance/Fall Back/Remain Stationary; kazdou
they are not eligible to make any other type of move." Movement phase povinny Normal move minimdalné 20" rovné vpred

(i z Engagement Range), pak pivot az 90°; M = 20+"; prelet hrany
nebo nemoznost minima — Strategic Reserves a navrat vzdy pristi
vlastni tah.

DOPAD

Aircraft se po battlefieldu viibec nepohybuje — na stdl se pouze stavi
ingress movem (6" od hran, >8" horizontdIné od enemy); minimalni
pohyb, pivoty a manévrovani zmizely.

Povinny navrat do strategic reserves kazdé kolo

11. EDICE 10. EDICE
,At the end of your opponent's turn, all AIRCRAFT units in your army Aircraft zlGstdval na battlefieldu, dokud sdm neodletél pres hranu
that are on the battlefield must be placed in strategic reserves." (nebo nemohl splnit minimum); pak Sel do Strategic Reserves s

garantovanym navratem pristi tah.

DOPAD
Aircraft cykluje: ingress ve vlastnim tahu — na stole pres vlastni i
souperlv tah (lze ho ostrelovat) — automaticky odlet na konci
souperova tahu — dalSi tah novy ingress; pozici si voli kazdé kolo
Znovu.
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KAPITOLA 23 — ZMENY (2)

23. AIRCRAFT PDF 11e, str. 74

EIIETY Deployment rovnou do strategic reserves

11. EDICE 10. EDICE
V Declare Battle Formations musi byt vsechny AIRCRAFT ,placed in AIRCRAFT musely zacit v Reserves; ,treated as Strategic Reserves
strategic reserves (20.01)" — tedy pfimo do systému s 50% limitem. units for all rules purposes" az po zacatku bitvy — dle FAQ se proto

NEpocitaly do 25% limitu Strategic Reserves.

DOPAD
Aircraft jsou od zacatku plnohodnotné strategic reserves units;
explicitni vyjimka z bodového limitu v PDF neni (viz NEJISTOTY).

Hover mode odstranén (dvé rizna pravidla se jménem ,Hover")

11. EDICE 10. EDICE

Kapitola 23 Zzadny hover mode nemd (grep ,Hover" v PDF: jediny AIRCRAFT s ability ,Hover" mohl pred Declare Battle Formations
vyskyt = 24.17). HOVER 24.17 je datasheet ability s Uplné jinym deklarovat Hover mode: do konce bitvy M 20", ztrata AIRCRAFT
efektem: pri take to the skies (21.03) se neodecita -2". keywordu a VSECH aircraft pravidel — fungoval pak jako bé&zné

vozidlo na battlefieldu (v¢. normalniho deploymentu).

DOPAD

Aircraft v 11e nelze pfepnout na pozemni fungovani — vzdy podléha
rezimu kapitoly 23; jméno ,Hover" nové oznacuje slevu na létani
béznych FLYING jednotek.
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KAPITOLA 23 — ZMENY (3)

23. AIRCRAFT

EZEETY Prichod skrz AIRCRAFT modely

11. EDICE
»,Each time a unit makes any type of move, its models can be moved
through AIRCRAFT models" — bez omezeni na enemy a bez

vyslovného zakazu skoncit v ER (obecné limity konceni pohybu resi
pravidla pohybu).

EIIEEY 1gnorovani AIRCRAFT rozsifeno o surge move

11. EDICE

Pri pile-in, consolidation NEBO surge movu ne-FLY jednotky ignoruji
AIRCRAFT ,for the purposes of selecting enemy units and
determining the closest enemy unit".

(078 Vyjimka z Plunging Fire

11. EDICE

»~The Plunging Fire rule (22.05) has no effect on attacks made by, or
targeting, AIRCRAFT units."
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PDF 11e, str. 74

10. EDICE

Modely se mohly hybat ,over enemy AIRCRAFT models as if they
were not there" a skrz jejich ER, ale nesmély pohyb SKONCIT v ER
enemy AIRCRAFT.

DOPAD

Prichod plati pro vSechny AIRCRAFT (i vlastni, v¢. MONSTER/VEHICLE
jednotek, které v 10e pres friendly M/V nesmély); specialni zakaz
konce pohybu u aircraft v kapitole neni.

10. EDICE

Pri Pile-in/Consolidation movech ne-FLY modely ignorovaly AIRCRAFT
,for the purposes of moving closer to the closest enemy model".

DOPAD

Aircraft nikdy neni ,nejblizSi enemy" pro surge target ne-FLY
jednotky; formulace nové pokryva i vybér jednotek, ne jen smér
pohybu.

10. EDICE

— (Plunging Fire bylo jen pravidlo Ruins; vyjimka pro AIRCRAFT
neexistovala).

DOPAD

Aircraft nedostava +1 BS z vysky/TOWERING a ani proti nému nelze
Plunging Fire uplatnit.
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KAPITOLA 23 — PRESUNY A FORMALIZACE

23 . Al RC RAFT chovani beze zmény / nova forma

Zakaz pile-in/consolidation pro aircraft vyjadien pfes move types

Stejné chovani, vyjadrené obecnym zakazem vsech ostatnich move typ(.
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KAPITOLA 24

24. CORE ABILITIES

CO SE MENI

VSech 18 weapon abilities z 10e v 1le zUOstavd; nové jsou [CLEAVE],
[CLOSE-QUARTERS] (nahrada [PISTOL]), [BLAST X], v core nové [ONE
SHOT], SUPPORT a SUPER-HEAVY WALKER; novd konvence
keyword-podminénych abilities (,,[LETHAL HITS: VEHICLE]").

[LETHAL HITS]: auto-wound je nové VOLBA (kvlli Sanci na critical wound
pro [DEVASTATING WOUNDS]I); [PSYCHIC] ziskdvd mechaniku — ignorace
modifikatort BS/WS a hit rollu.

[HAZARDOUS] prepracovano: fail na 1-2 (drive 1), ale jen 1 mortal wound
jednotce (drive 3 MW vybranému modelu, mohl zemrit i CHARACTER);
[HEAVY] nové funguje i po pohybu do 3".

Deployment vzdalenosti 9" —» 8" (Deep Strike, Scouts, Infiltrators); Deep
Strike integrovan do strategic reserves (ingress move); Scouts presunuty
pred bitvu + novéa opce redeploye z reserves.

Stealth: —1 hit roll - benefit of cover (nescitd se s krytem z terénu a
nové ho rusi [IGNORES COVER]); Lone Operative: zakaz cileni -
neviditelnost nad 12".

Deadly Demise se hazi az PO emergency disembarku (vystoupivsi
jednotky uz nejsou imunni); Firing Deck zamyka strelbu vSech embarked
jednotek do konce TAHU (drive jen faze a jen strilevsi jednotky).
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PDF 1le, str. 78-85

BEZE ZMENY

[ANTI-X Y+] (24.03): unmodified wound roll Y+ = critical wound proti cili s keywordem X.

[BLAST] zéklad (24.05): +1 attack dice za kazdych 5 modeld cile, pocitano pfi vybéru cill
(10e ,when you selected it as the target" = 11e ,in the Select Targets step").

[DEVASTATING WOUNDS] chovani (24.10): crit wound - konec sekvence (zadné savy), MW
= D, po normal damage, max 1 model na crit wound — vSe odpovida findlni 10e (vc.
spill-limitu z 10e MW pravidel).

Feel No Pain X+ (24.12): hod D6 za kazdy ztraceny wound; multiplicitu (jen jedna instance)
nyni resi obecné 24.02.

Fights First definice (24.13): ,,while every model in a unit has this ability" — jako 10e; méni
se az struktura Fight phase (kap. 12).

[EXTRA ATTACKS] povinnost (24.11): Utoci vSemi [EA] zbranémi + jednou dalsi melee
zbrani, je-li to mozné.

[IGNORES COVER] j&dro (24.18): cil nema benefit of cover (samotny efekt coveru se zménil
— kap. 13).

[LANCE] (24.21): +1 wound roll po charge movu (formulace ,bearer" - ,attacking model's
unit", vécné shodné).

[MELTA X] (24.25): +X k D within half range; [RAPID FIRE X] (24.30): +X Utok{ within half
range — obé jen s formalizovanym mérenim k Select Targets stepu.

[SUSTAINED HITS X] (24.36): crit hit » +X hitl. [TORRENT] (24.37): auto-hit. [TWIN-LINKED]
(24.38): re-roll wound rollu.

[ONE SHOT] obsah (24.26) a vylouceni z Firing Deck.

Firing Deck sekvence (24.14): az X model(, jejichz jednotky jesté nestfilely; 1 ranged zbran
na model; transport ma zbrané do vyreseni Gtokd.

Podminka ,every model in a unit has this ability" u Deep Strike, Infiltrators, Scouts, Stealth,
Fights First (10e FAQ o smiSenych Deep Strike jednotkach je v 11e pokryta pfimo textem).

Leader (24.22): nadale core ability, obsah v kap. 19.
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KAPITOLA 24 — ZMENY (1)

24. CORE ABILITIES PDF 11e, str. 78-85

(07 Keyword-podminéné weapon abilities (24.01)

11. EDICE 10. EDICE
Weapon ability nasledovana keywordy plati jen proti cilim s aspon — (weapon ability platila vzdy; jedind keyword vazba byla [ANTI-X],
jednim z nich: ,[LETHAL HITS: VEHICLE] only applies to attacks that kde keyword je soucdsti nazvu).

target a VEHICLE unit"; ,[SUSTAINED HITS 1: INFANTRY/BEASTS]". DOPAD

Datasheety mohou libovolnou weapon ability omezit na typ cile;
obecny mechanismus misto ad hoc textaci.

EZEIETEY [ANTI] s rdznymi keywordy se nové vylucuji (24.02)

11. EDICE 10. EDICE
,Multiple instances of weapon abilities that include a keyword are Commentary vyslovné: [ANTI-VEHICLE 4+] a [ANTI-INFANTRY 2+]
duplicated even if that keyword varies" — hra¢ musi vybrat jednu NEJSOU taz ability — zbran mohla mit obé a obé platily.

(napr. mezi [ANTI-VEHICLE 4+] a [ANTI-INFANTRY 2+1). DOPAD

Zbran s vice [ANTI] (nebo jinymi keyword variantami téze ability) uz
neuplatni vSechny najednou; volba v Select Weapons step.

EZIEEY Duplikované Scouts: povinné nejnizsi nesdilena hodnota (24.02)

11. EDICE 10. EDICE
»in the case of Scouts, you must select the lowest number not shared Volny vybér instance hrd¢em (commentary), tj. fakticky vzdy vyssi
by every model" — ma-li 1 model Scouts 6" a 5 modell Scouts 8", hodnota.

plati 6"; jen pokud vSechny modely sdileji obé&, Ize vybrat 8". DOPAD

Smisena jednotka (napr. pripojeny leader s nizSimi Scouts) stahuje

vV
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KAPITOLA 24 — ZMENY (2)

24. CORE ABILITIES PDF 11e, str. 78-85

m [BLAST X] varianta (24.05)

11. EDICE 10. EDICE

Navic [BLAST X] = +X attack dice za kazdych 5 model( cile (po¢itano Jen [BLAST] = +1 Utok za kazdych 5 modeld cile.

v Select Targets step, zaokrouhleno dol{). DOPAD

Skélovatelnd sila blastu proti horddm (pfiklad: [BLAST 2] vs 12
modeld = +4 kostky).

[CLEAVE X] (24.06)

11. EDICE 10. EDICE

+X attack dice za kazdych 5 modeld cile (Select Targets step), ale — (ovérena absence v core/commentary/FAQ).

JEN pokud vsechny utoky té zbrané mifi na jediny cil. DOPAD
Melee obdoba [BLAST X]; podminka jediného cile brani rozdélovani
atokd.

BT Deadly Demise: hod aZ po emergency disembarku (24.08)

11. EDICE 10. EDICE
Hod se déla ,after the units embarked within it (if any) have made Hod D6 PRED disembarkem embarked jednotek; vystoupivsi jednotky
their emergency disembark moves" — vystoupivsi jednotky stoji do vyslovné ,are not affected by that model's Deadly Demise ability".

6" a na 6 dostavaji X mortal wounds (priklad Impulsor, str. 80). BOEAD

Pasazéri zniceného transportu nové riskuji mortal wounds z jeho
exploze; trigger (6 na D6) i zdsah okoli (kazda jednotka do 6", X MW)
beze zmény.
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KAPITOLA 24 — ZMENY (3)

24. CORE ABILITIES

PDF 1le, str. 78-85

EIIETY Deep Strike: 9" - 8" a integrace do strategic reserves (24.09)

11. EDICE

Deep Strike modifikuje ingress move (20.04): set up kdekoli ,,more
than 8" horizontally from all enemy units, even if that is within your
opponent's deployment zone".

10. EDICE

Vlastni Reserves systém — set up v Reinforcements stepu Movement
phase, ,more than 9" horizontally away from all enemy models"; pfi
prichodu ze Strategic Reserves volba mezi obéma rezimy.

DOPAD

Vzdalenost 9" —» 8"; deep strike jednotky jdou pres strategic reserves
(50% bodovy limit, pfichod od 2. kola — kap. 20); vyslovné povolena
enemy DZ (ingress move ji jinak pred 3. kolem zakazuje).

EZEET)) [EXTRA ATTACKS]: zruSena ochrana poctu ttoki (24.11)

11. EDICE

Klauzule chybi; zlstdvad povinnost vybrat vsechny [EA] zbrané +
jednu dalSi melee zbran, je-li to mozné (Select Weapons step).

WH40K Core Rules: 10e -» 11e

10. EDICE

»The number of attacks made with an Extra Attacks weapon cannot
be modified by other rules, unless that weapon's name is explicitly
specified in that rule."

DOPAD
Pocet Utok& [EXTRA ATTACKS] zbrani nové podléhd obecnym
modifikatordm (napr. plosné +1 A).

146



KAPITOLA 24 — ZMENY (4)

24. CORE ABILITIES PDF 11e, str. 78-85

EIIEEY Firing Deck: zakaz stfelby do konce tahu a pro vSechny embarked (24.14)

11. EDICE 10. EDICE
,until the end of the turn, units embarked within this TRANSPORT are ,until the end of the phase, those selected models' units are not
not eligible to shoot" — vSechny jednotky embarked v transportu, do eligible to shoot" — jen jednotky, jejichz modely stfilely, a jen do
konce tahu. konce faze.

DOPAD

Pouziti Firing Deck nové blokuje strelbu i jednotkdam, které z paluby
nestrilely; zakaz trva déle (phase - turn). Sekvence (az X modell, 1
zbran/model, [ONE SHOT] vyloucen) beze zmény.

EIIETEY [HAZARDOUS]: z 3 MW na bearera na 1 MW jednotce, fail na 1-2 (24.15)

11. EDICE 10. EDICE

Hazard roll (06.03) za kazdou vybranou [HAZARDOUS] zbran, Hazardous test za kazdou pouzitou zbran: D6, fail na 1 —» vybrany
vSechny najednou: fail na 1-2 - jednotka utrpi 1 mortal wound (3 model (priorita zranény s hazardous zbrani - non-CHARACTER -
MW jen pokud jsou vSechny modely MONSTER/VEHICLE); alokace CHARACTER) utrpi 3 mortal wounds; testy jeden po druhém.

béznymi MW pravidly (non-CHARACTER napred). BOEAD

Dvojnasobna Sance failu (1/6 — 2/6), ale tretinova Skoda u smiSenych
jednotek a zadna vazba na nositele zbrané — CHARACTER s plasmou
uz neumira prednostné.
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KAPITOLA 24 — ZMENY (5)

24. CORE ABILITIES

PDF 1le, str. 78-85

EZIEEY [HEAVYI: misto Remained Stationary pohyb do 3" (24.16)

11. EDICE

+1 hit ve vlastni Shooting phase, pokud je jednotka unengaged +
nebyla set up tento tah + ,No model in that unit has moved more
than 3" this turn".

BTN HOVER: stejné jméno, jiné pravidlo (24.17)

11. EDICE

Hover = pri ,take to the skies" (FLY, 21.03) se neodecita 2" z max
vzdalenosti. Aircraft systém prepracovan samostatné (kap. 23).

m Infiltrators: 9" - 8" (24.20)

11. EDICE

,more than 8" horizontally from your opponent's deployment zone
and all enemy units".
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10. EDICE
+1 hit, pokud jednotka ,Remained Stationary this turn" (zadny
pohyb).

DOPAD
Heavy zbrané noveé strili s bonusem i po presunu do 3"; nové vyluky:
engaged jednotky a jednotky prichozi z reserves bonus nemaji.

10. EDICE

Hover = modd AIRCRAFT modell deklarovany pred bitvou: M
zménéno na 20", ztrata keywordu AIRCRAFT a vSech aircraft pravidel
na celou bitvu.

DOPAD
Z volby ,létadlo vs vznasSedlo" se stala drobna vyhoda FLY pohybu;
stary aircraft Hover méd v 11e core neni.

10. EDICE

Set up ,more than 9" horizontally away from the enemy deployment
zone and all enemy models".

DOPAD
Infiltrujici jednotky smi o 1" bliz k souperové DZ i jednotkam.
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KAPITOLA 24 — ZMENY (6)

24. CORE ABILITIES

PDF 1le, str. 78-85

EZIETEY [LETHAL HITS]: auto-wound je volba (24.23)

11. EDICE

»,you can choose for that attack to automatically wound"
Designer's Note: pfi auto-woundu se nehdzi wound roll, takze
nemdze padnout critical wound a nespusti se napr. [DEVASTATING
WOUNDS].

10. EDICE

»a Critical Hit automatically wounds the target" — automaticky, bez
volby.

DOPAD

U zbrani s [LETHAL HITS] + [DEVASTATING WOUNDS]/[ANTI] m@ze
hrac crit hit ,neproménit" a zkusit wound roll; ¢isty [LETHAL HITS] se
chova jako driv.

I Lone Operative: ze zdkazu cileni na neviditelnost (24.24)

11. EDICE

Jednotka ,is not visible to enemy models unless they are within 12""
+ nemuUze byt cilem [INDIRECT FIRE], pokud Uto¢nik neni do 12";
nova parametrickd varianta Lone Operative X".
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10. EDICE

,can only be selected as the target of a ranged attack if the
attacking model is within 12"" — omezeni vybéru cile strelby.

DOPAD

Neviditelnost je SirSi ochrana — dopada na vsechna pravidla zavisla
na visibility (vybér cild, abilities, pozorovani), ne jen na strelbu;
explicitni indirect klauzule drzi ochranu i proti strfelbé bez viditelnosti
(vysledek proti indirect stejny jako 10e).
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KAPITOLA 24 — ZMENY (7)

24. CORE ABILITIES

PDF 1le, str. 78-85

EIIEEY [PRECISION]: alokacni skupiny misto per-attack alokace, Sirsi rozsah (24.28)

11. EDICE

Na zacatku Allocation Order stepu (05.03), pokud cil obsahuje
CHARACTER modely viditelné ato¢niklim, milze ato¢nik zvolit
CHARACTER allocation group jako current allocation group — plati,
dokud utoky nejsou vyreSeny nebo skupina znicena.

EIIEEY [PSYCHICI: z tagu na mechaniku (24.29)

11. EDICE

,you can ignore any or all modifiers to that attack's BS or WS
characteristic and any or all modifiers to the hit roll"; oznaceni
»psychic attacks" zlstava.

WH40K Core Rules: 10e -» 11e

10. EDICE

Jen proti Attached units: kazdy utok, ktery Uspésné zranil, Slo
alokovat na CHARACTER model viditelny Gtoc¢icimu modelu.

DOPAD

Funguje proti jakékoli jednotce s viditelnymi CHARACTER modely
(nejen attached) a obchdzi zdkaz radit CHARACTER skupiny pred
non-CHARACTER; sniper damage jde do CHARACTER skupiny
blokové, ne po jednotlivych woundech.

10. EDICE

Jen tag — oznaceni zbrani/abilities PSYKERU; wounds z nich =
,Psychic Attack" pro triggery.

DOPAD

Psychické uUtoky nové volitelné ignoruji postihy na zasah (napr. z
dense terénu, Stealth/cover, oslabovaci ability); pozitivni
modifikatory si hra¢ mlze ponechat (,,any or all").
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KAPITOLA 24 — ZMENY (8)

24. CORE ABILITIES

PDF 1le, str. 78-85

EIIEEY Scouts: pre-battle timing, 8", redeploy opce, wholly within DZ (24.31, 24.32)

11. EDICE

V Resolve Pre-battle Abilities step jedna ze tfi moznosti: 1) jednotka
ve strategic reserves — set up kamkoli wholly within vlastni DZ; 2)
jednotka wholly within vlastni DZ - scout move (vlastni move type,
max X", po pohybu >8" od enemy units); 3) DEDICATED TRANSPORT
wholly within DZ, vSechny embarked modely se Scouts —» DT smi
scout move. FAQ str. 88: po scout movu nelze embark.

m Stealth: —1 hit roll » benefit of cover (24.33)

11. EDICE

Jednotka ma proti ranged Utok@m benefit of cover (13.08 = zhorseni
BS Gtoc¢nika o 1). Benefit of cover je bindrni — Stealth se s krytem z
terénu nescitd; [IGNORES COVER] nové Stealth vyslovné rusi (24.18
,including from rules that give a model or unit the benefit of cover
(e.g. Stealth)").
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10. EDICE

Na startu prvniho battle roundu (pred prvnim tahem) Normal move
az X" (smi prekrocit M); konec >9" od vSech enemy modeld; DT smi,
pokud jsou embarked jen modely se Scouts; prvni hybe hrac s
prvnim tahem.

DOPAD

Scout move probiha pred bitvou (ne v 1. kole), distance limit po
pohybu 9" - 8"; nové nelze scoutovat z pozice mimo vlastni DZ;
nova moznost vratit reserves jednotku na stll do DZ; embark po
scout movu vyslovné zakdazan.

10. EDICE

»subtract 1 from that attack's Hit roll" u ranged Gtok& — modifikator
hit rollu, fungoval NAVIC ke krytu z terénu (+1 save).

DOPAD

Stealth jednotka v terénu uz nema dvoji bonus (dfive —1 hit + lepsi
save); Stealth Ize nové vypnout [IGNORES COVER] zbranémi, v 10e
proti nému neexistovala protizbran.
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KAPITOLA 24 — ZMENY (9)

24. CORE ABILITIES

PDF 1le, str. 78-85

m SUPPORT (24.34)

11. EDICE 10. EDICE

Nova core ability, druhy typ pripojovani k jednotkdm vedle Leader; —

mechanika v kap. 19 (Attached Units). DOPAD

Specialisté (nositelé SUPPORT) se pfripojuji k jednotkam podle nového
systému attached units — detaily kap. 19.

(57 SUPER-HEAVY WALKER v core + volba MOBILE (24.35)

11. EDICE 10. EDICE

Prfi normal/advance/fall-back movu: prlchod skrz modely (véetné
M/V, kromé TITANIC) a horizontalné skrz sekce terénu =4" vysky;
NAVIC volba: vsechny modely ziskaji na dobu pohybu keyword
MOBILE (- prichod dense terénem dle 13.06), po pohybu D6 — na 1
je jednotka battle-shocked.

V core rules neexistuje (ovérend absence v core/FAQ/commentary;
byvala to datasheet ability mimo core).

DOPAD
Standardizace pohybu supertézkych walkerd v core; novy risk/reward
prichod dense terénem za cenu mozného battle-shocku.

Zakaz [TORRENT] + [INDIRECT FIRE] v PDF chybi (24.37, 24.19)

11. EDICE

Ani 24.19/24.37, ani indirect shooting (10.07) takové omezeni
neobsahuji (ovérena absence v PDF).
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10. EDICE

V textu Indirect Fire: ,Weapons with the [TORRENT] ability cannot be
fired using the [INDIRECT FIRE] ability."

DOPAD
Podle PDF by torrent zbran s [INDIRECT FIRE] mohla strilet indirect
(auto-hit by obesel postih 1-5 fail); viz NEJISTOTY.



KAPITOLA 24 — PRESUNY A FORMALIZACE

24. CORE AB".ITIES chovani beze zmény / nova forma

Duplikované abilities: z commentary do core + vybér v Select Weapons step (24.02)

Stejné chovani, zavazné ukotveny okamzik volby.

[BLAST]: zakaz cilit engaged jednotky presunut mimo ability (24.05)
Vysledné chovani stejné — [BLAST] nikdy na engaged cil; pravidlo je ale rozprostrené (24.05 + 10.06 + FAQ).

[CLOSE-QUARTERS] nahrazuje [PISTOL] (24.07, 24.27)

Stejna ,sidearm" logika pod novym jménem a ve formalizovaném shooting typu; obé jména po prechodnou dobu koexistuiji.

Formalizace do shooting typt: [ASSAULT], [CLOSE-QUARTERS], [INDIRECT FIRE] (24.04, 24.07, 24.19)

Mechanika je v jednotném systému shooting typ(; samotna ability je jen ,vstupenka".

[DEVASTATING WOUNDS]: spill-limit prepsan do textu ability (24.10)

Z&dna zména chovani proti finalni 10e (crit wound — konec sekvence, MW = D, po normal damage, max 1 model na crit wound) — jen ¢iteln&jsi umisténi.

[ONE SHOT] povysen do core (24.26)

Beze zmény chovani; pravidlo je nyni v zékladnich pravidlech.
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REFERENCE

25. RULES APPENDIX

CO SE MENI

Starting strength attached unit je TRVALA (pocet modell na za¢atku 1.
battle roundu) — 10e reset SS po zniceni Leader/Bodyguard komponenty
zrusen; tentyz priklad (Captain + 5 Intercessors) ma v obou edicich
opacny vysledek: osamoceny Captain je v 11e trvale below half-strength,
v 10e byl full strength.

Novy stav ,at half-strength" (10e znalo jen ,Below Half-strength") +
tabulka tri stavl a box pro liché pocty; navazuje na battle-shock test ,at
or below half-strength" (kap. 08).

Ve Fight stepu Ize nové PASSNOUT, pokud jsou vSechny eligible jednotky
hrace >5" od vSech enemy jednotek — 10e pass vyslovné zakazovalo (,,a
player cannot pass or opt not to fight").

Destroyed formalizovano: nejdriv resolve triggerli, pak odstranéni; pri
zniceni Utokem oboji az po resolved attacks (obecné); destroyed
modely/jednotky nemohou pouzivat ability ani byt cileny.

Revive/resurrect/return pravidla centralizovana do core PDF (10e: Rules
Commentary + FAQ) s novym defaultem ,full wounds remaining unless
otherwise stated".

Modely nové smi koncit pohyb na objective markeru (10e zakaz); marker
je jen fallback pro objectives mimo terrain areas.
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PDF 11le, str. 86-88

BEZE ZMENY

Definice destroyed unit: jednotka je znicena, kdyZ je zniCen posledni model.

Different Move Characteristics: per-model maximum dle vlastniho M pfi
normal/advance move — plynulo uz z 10e znéni Normal Moves; 11e jen pridava
explicitni zaznam s prikladem (6"/9").

Mixed keywords: jednotka ma keywords vsech svych modell, modely cizi
keywords neziskavaji; pravidla cilici konkrétni keyword se aplikuji jen na modely,
které ho maji (10e commentary ,Keywords" - presun do core PDF).

SS nové jednotky pridané béhem bitvy se urcuje pfi pridani (10e: definice ,when
added to your army" pokryvala totéz).

Objective marker: range 3" horizontalné / 5" vertikalné; méreni od nejblizsi ¢asti
markeru (bylo uz v 10e).

Revived set-up: coherency s modely, které zacaly fazi na battlefieldu; engaged
jen s jednotkami uz engaged s cilovou jednotkou; ne nad starting strength;
wargear a enhancements ze zacatku bitvy; vraceny leader se vraci do své
attached unit (10e commentary totéz, 11e navic support).

FAQ: jednotka bez ranged zbrani je eligible to shoot (10e commentary ,Eligible to
Shoot when not equipped with ranged weapons" — stejna odpovéd).

FAQ: [BLAST] nelze na engaged cile — stejny vysledek jako 10e restrikce ,Blast
weapons can never be used to make attacks against a unit that is within
Engagement Range of one or more units from the attacking model's army" (11e
potvrzeno pro close-quarters shooting M/V i pro stfelbu na engaged M/V).
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REFERENCE — ZMENY (1)

25. RULES APPENDIX

PDF 11le, str. 86-88

EIIEEY Starting strength attached unit je trvalda — bez resetu

11. EDICE

SS attached unit = pocet modell jednotky na zacatku 1. battle
roundu a nikdy se neprepocitdva (attached unit je trvale jedna
jednotka, kap. 19) — osamoceny Captain je 1 model z SS 6, tedy
below half-strength , despite having his full wounds remaining".

Novy stav , at half-strength" a tabulka unit strength

11. EDICE

tabulka tri stavl — below starting strength, AT half-strength (presné
polovina W / presné polovina SS), below half-strength; box: jednotky
s lichym W/SS nemohou byt at half-strength (jen below).

WH40K Core Rules: 10e -» 11e

10. EDICE

SS attached unit = soucet SS komponent; po zni¢eni Leader nebo
Bodyguard komponenty se SS zbylé jednotky RESETOVALA na jeji
plvodni SS (,the Starting Strength of the remaining unit is changed
to be equal to its original Starting Strength") — osamoceny Captain
(z jednotky Captain + 5 Intercessors) mél SS 1, tedy full strength.

DOPAD
prezivsi charaktery z rozbitych attached units jsou trvale below
half-strength — podléhaji battle-shock testim a vsem pravidldm

vazanym na silu jednotky; 10e ,obnova" plné sily po ztraté
bodyguardd uz nefunguje.

10. EDICE

existoval jen stav ,Below Half-strength" (SS 1: wounds < polovina W,
jinak: modely < polovina SS) a , below its Starting Strength®.

DOPAD

battle-shock test (kap. 08) se vaze na ,at or below half-strength" —
nastava tedy uz pri presné poloviné jednotky, ne az pod ni jako v
10e.



REFERENCE — ZMENY (2)

25. RULES APPENDIX

EIIEEY Defini¢ni okamzik starting strength

11. EDICE

poc¢et modeld ,at the start of the first battle round"; pro jednotky
pridané béhem bitvy plati vyjimka — SS se urci pri pridani.

Pass mechanika ve Fight stepu

11. EDICE

pokud jsou vSechny hracovy eligible jednotky >5" od vsech enemy
jednotek, hra¢ smi passnout; dva passy po sobé&, nebo pass jednoho
hréd¢e kdyz druhy nemd eligible jednotky — Fight step kondi.
Designer's Note: pass umoznuje vyckat, zda enemy jednotka pile-in
movem neprijede na dosah.
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PDF 11le, str. 86-88

10. EDICE

»The number of models a unit contains when it is added to your
army" — jednotna definice okamzikem pfidani do armady.

DOPAD

SS se fixuje az po deploymentu a utvoreni attached units; pro
jednotky pridané béhem bitvy se chovani neméni.

10. EDICE

»a player cannot pass or opt not to fight when they have one or more
eligible units that could fight - they must select one of them to fight"
— hrdc¢ musel aktivovat i jednotku, kterd nemohla nikoho zasahnout.

DOPAD

jednotky, jejichz cile byly zniceny driv, nez stihly bojovat, ,,nepropali"
aktivaci naprdzdno — mohou pockat na pozdéjsi pile-in soupere v
téze fazi.
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REFERENCE — ZMENY (3)

25. RULES APPENDIX

EIIEEY Revived — centralizace a default plnych wounds

11. EDICE

jeden blok ,Revived" v core PDF: ne nad starting strength; plny
wargear a enhancements; NOVE default ,returned with their full
wounds remaining" (unless otherwise stated); coherency s modely,
které zacaly fédzi na battlefieldu; engaged jen pokud enemy uz
engaged s jednotkou; revived leader/SUPPORT model se vraci do
attached unit, je-li to mozné.

PDF 11le, str. 86-88

10. EDICE

pravidla mimo core rules, roztrousend v Rules Commentary
(,Returning Models to a Unit", ,,Adding Models to a Unit", ,,Regaining
Wounds") + FAQ; pocet wounds vraceného modelu musela urcit
konkrétni ability; vyjimka Pink/Blue Horrors z limitu SS; navic pravidlo
o alokaci na modely vracené v téze fazi.

DOPAD

revive efekty maji jednotny default (plné wounds) prfimo v core
pravidlech; set-up podminky (coherency, engaged) jsou beze zmény
prevzaty z 10e commentary.

G Objective marker — konec pohybu na markeru a status fallbacku

11. EDICE

marker (povinné 40 mm) se pouziva jen kdyz objective nelezi v
terrain area (jinak terrain objectives, kap. 14); ,Models can move
through objective markers and they can end a move on top of
objective markers."

WH40K Core Rules: 10e -» 11e

10. EDICE

marker byl vychozi reprezentace kazdého objectivu; 40mm jen
doporuceni (,we recommend"); ,Models can move over objective
markers as if they were not there, but they cannot end a move on
top of an objective marker."

DOPAD
marker uz neblokuje umisténi modelll — modely smi stat prfimo na
ném; range 3"/5" a méreni od nejblizSi ¢asti markeru zlstavaji
stejné.
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REFERENCE — ZMENY (4)

25. RULES APPENDIX

m FAQ — overrun fight a embark po scout move

11. EDICE

FAQ — overrun fight smi provést jen jednotka, kterd je zaroven
eligible to fight; po scout move nelze embark do TRANSPORTU (scout
moves probihaji v Resolve Pre-battle Abilities step, po Declare Battle
Formations a pred Begin the Battle).

WH40K Core Rules: 10e -» 11e

PDF 11le, str. 86-88

10. EDICE

overrun fight neexistoval; otdzku embarku po scout move 10e core
ani FAQ neresily.

DOPAD

jednotka, kterd se béhem Fight stepu stane unengaged, ztraci

overrun fight; scout jednotky nemohou predsunuty pohyb zakondcit
nastupem do transportu.
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REFERENCE — PRESUNY A FORMALIZACE

25. RU LES APPENDIX chovani beze zmény / nova forma

Destroyed — pofadi resolve a obecny zakaz interakci

jednotné chovani pro vSechny death-triggery a jasny default, Ze na znicené modely/jednotky se nelze odkazovat bez explicitni vyjimky.

Definice a FAQ presunuty do aplikace
Uplny referencni obsah nenf v tisténém/PDF dokumentu — pro plné definice je nutna aplikace.
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KAPITOLA 25 — DIAGRAM (PDF 11e)
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]
Unit strength: below SS / at half / below half — attached units str. 86
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Vil = DIGITAL SUPPORT .
| The Warhammer 40,000 app contains an expanded range of definitions, rare-rules
3 E interactions and frequently asked questions (FAQS).

F o= These digital msour?es are designed to clarify any uncertainty and keep your battles as

m streamlined as possible. As such, they are reviewed and updated regularly in respanse to
m = player feedback. The following pages present a selection of these supporting materials.
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MATCHED PLAY / PRE-GAME

27. MATCHED PLAY — SESTAVENI ARMADY A PRE-GAME  Event Companion v1.0 - mimo core rules PDF

CO SE MENI

Sestaveni armdady (mustering) i mission sekvence v 11le **nejsou v core
rules PDF** — mustering se déla ,,as described in the Warhammer 40,000
app", pre-game sekvence a scoring jsou v **Event Companion**. V 10e to
celé bylo v core rules (,,Muster Your Army" + , Missions").

Po musteru se nové voli **Force Disposition card** (zapiSe se na roster)
— urcuje, jakou Primary Mission hrajes proti konkrétnimu soupefri.

Pre-game sekvence ma nové/preskupené kroky: **Select Secondary
Missions** (Tactical vs Fixed) jako samostatny krok, **Redeploy Units**
jako samostatny cislovany krok, fixni bojisté **44"x 60" **,

**Declare Battle Formations** uz neobsahuje pripojovani Leaderd (to se
presunulo do Muster Armies, viz kap. 19) — deklaruje se jen embark +
strategic reserves.

**Deploy Armies**: konkrétni poradi — **Defender prvni**, po jednom
modelu/jednotce, TITANIC preskoci dalsi set up; kdo dosklada driv, druhy
dorazi zbytek.

**Scoring**: Primary 45 VP + Secondary 45 VP + **Battle Ready
(namalovanad arméada) 10 VP** = 100; max 15 VP/kolo z Primary i
Secondary.

Tymova logistika  (composition, pairingy Initial  Skirmish/Main
Engagement/Champion, Battle Points) je v Teams Event Companion, ale
je *mimo rozsah core diffu**,

WH40K Core Rules: 10e -» 11e

BEZE ZMENY

Determine Attacker/Defender = roll-off (v tymech navazano na pairing; jinak vitéz
voli); Determine First Turn = roll-off, vitéz bere prvni tah.

Resolve Pre-battle Rules: hraci se stfidaji, zacina ten, kdo ma prvni tah.

Begin/End the Battle: bitva trva 5 battle roundl; hraje se do konce, i kdyz nemas
modely.

Declare Battle Formations a Deploy z(istavaji tajna deklarace / postupny set up —
princip stejny jako v 10e, méni se jen detaily vyse.

161



MATCHED PLAY / PRE-GAME — ZMENY (1)

27. MATCHED PLAY — SESTAVENI ARMADY A PRE-GAME:, st tvent Companion v1.0 - mimo core rules PDF

(0 Force Disposition card po musteru

11. EDICE

Po sestaveni armady hrac zvoli jednu Force Disposition card a zapiSe
ji na roster; symbol souperovy karty pak urcuje, kterou Primary
Mission dany hrac hraje.

EZZET)  Bojisté fixni 44" x60"
11. EDICE

Mise se hraji na obdélniku **44"x60"**; terrain areas i features se
stavi dle zvoleného layoutu (A/B/C).

10. EDICE

Nic takového — mise urcovala objektivy a deployment primo; hrac
nevybiral ,dispozici".

DOPAD
Matchup-dependent Primary Mission — co skérujes, zavisi na
kombinaci tvé a souperovy dispozice (asymetrické mise).

10. EDICE

Core ,Create the Battlefield" velikost neuréovalo napevno — fidila se
misi/guidelines (standardni Strike Force byl rovnéz 44"x60", mensi
hry mensi stal).

DOPAD
Jednotna velikost stolu a preddefinované layouty misto per-mission
velikosti; deployment a vzdalenosti se neskaluji.

(I Select Secondary Missions jako krok pre-game (Tactical vs Fixed)

11. EDICE

Samostatny krok pre-game — hraci tajné zvoli Tactical, nebo Fixed
sekundarky. Tactical: na zacatku Command phase liznout 2; 1x/bitva
za 1CP vymeénit jednu; Ize odhodit za 1CP. Fixed: 2 karty face-up po
celou bitvu (az 20 VP/karta).

WH40K Core Rules: 10e -» 11e

10. EDICE
Core rules sekundarni mise nemély (byly az v mission packu, napf.
Pariah Nexus); v core sekvenci zadny takovy krok nebyl.

DOPAD
Volba Tactical/Fixed je strategické rozhodnuti uz v pre-game; CP
ekonomika kolem sekundarek je ted soucasti matched-play ramce.
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MATCHED PLAY / PRE-GAME — ZMENY (2)

27. MATCHED PLAY — SESTAVENI ARMADY A PRE-GAME:, str. vent Companion v1.0 - mimo core rules PDF

EZEET)) Declare Battle Formations uz bez pfipojovani Leadert

11. EDICE 10. EDICE
Pripojovani Leader(/Supportll se presunulo do Muster Armies (viz V kroku Declare Battle Formations se tajné deklarovalo: které Leader
kap. 19); v Declare Battle Formations se deklaruje uz jen embark a unity startuji pripojené, embark, a Reserves.

strategic reserves. TeEn)

Attached unity jsou dané uz pri stavbé listu (souper je zné z rosteru),
ne tajné az tésné pred deploymentem.

G Deploy Armies: Defender prvni, po jednom, TITANIC skip

11. EDICE 10. EDICE
Pevné pravidlo — hraddi se stfidaji po jedné jednotce, **zacind Core ,Deploy Armies" jen odkazovalo na deployment mapu mise;
Defender**; kdo postavi TITANIC, preskoci sv@j dalsi set up; kdyz konkrétni poradi (kdo prvni, po kolika) ur¢ovala mise.

jeden doskladd, druhy dorazi vSechny zbyvajici. DOPAD

Sjednocené deployment poradi napri¢ misemi; TITANIC ,stoji" dvé
kola deploymentu (balanc velkych modelQ).

(I3} Scoring: Primary 45 + Secondary 45 + Battle Ready 10

10. EDICE
Core rules scoring framework nemély (Victory points reSily mission
packy); za namalovani v core nebyly body.

11. EDICE
Max 45 VP Primary (=15/kolo) + 45 VP Secondary (=15/kolo) + **10
VP za Battle Ready namalovanou armadu** = 100 VP; vitéz ma vic
Rl DOPAD
Namalovana arméada je primo bodovany cil (10 VP); strop 100 VP s
rovhomérnym délenim 45/45/10.
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MATCHED PLAY / PRE-GAME — PRESUNY A FORMALIZACE

27. MATCHED PLAY — SESTAVENI ARMADY A PRE-GAME chovani beze zmény / nové forma

PRESUNUTO Mustering a mission sekvence ven z core rules

Pravidla stavby armdady a pre-game se hledaji v app / Event Companion, ne v core knize; pro porad to znamena, ze ,zékladni pravidla" a ,turnajovy ramec" jsou ted oddélené
dokumenty.

Redeploy Units jako samostatny cislovany krok

Redeploy ma pevné misto v sekvenci a vlastni vyjimku z reserves capu; poradi resi Attacker prvni.
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ZAVER

Limity srovnani a zdroje

= Obsah » odkazl (Rules Sequencing, Modifying Dice Rolls, Persisting Effects, within/wholly within, bodyguard listy, ...) je jen v aplikaci
Warhammer 40,000 — z PDF nelze diffovat.

m Core rules PDF 11le neobsahuje mustering armad ani sekvenci mise — matched-play sestaveni armady, pre-game a scoring resi kap. 27
(Event Companion); detachmenty a body jsou v aplikaci.

m Baseline 10e je findlIni errata stav (fijen 2025 / bfezen 2026), ne launch verze 10. edice z roku 2023.

m Detailni nejistoty po kapitolach: topics/10e-vs-11e-rules-diff/03_SOUHRNY/NN-*.md (sekce NEJISTOTY).

ZDROJE

1le: assets.warhammer-community.com — eng Core Rules PDF (new40k), 88 stran
10e: wahapedia.ru/wh40k10ed — Core Rules / FAQs / Rules Commentary (vC. errat)
Pipeline: topics/10e-vs-11e-rules-diff/ (01_ZDROJE -» 02_VYTAHY - 03_SOUHRNY - 04 VYSTUPY)

BILANCE

ODSTRANENO: 11 PRESUNUTO: 30 FORMALIZOVANO: 28

WH40K Core Rules: 10e -» 11e 165



