CHAPTER 5: CLOSE COMBAT POWER
In this chapter we want to calculate the close combat power of your army, that will be known as “Assault Combat Skill” (ACS). For the beginning, we must point the two most important aspects of close combat: 

1) weapon skill (WS).  

2) damage or wound skill. 

Having these considerations in mind, the close combat can be classified depending on the enemy class:

a) against light infantry (use Toughness attribute and it is equal or lesser than 5) 

b) against heavy infantry (has Toughness attribute and it is bigger than 5)

b) against vehicles. (has Armour profile and no WS)

c) against walkers. (has Armour profile and WS)

Therefore, these are the parameters that we will study to characterize our army close combat potential. 

Now, to calculate the damage that any model can do in close combat we have to consider the maximum number of potential losses that it can achieve. This number is limited by:

1) weapon skill and number of attacks.

3) strength of the attacks and special rules. For example, the ability to ignore armour saves, additional dices for armour penetration,...

1. IMPACT SKILLS AND NUMBER OF ATTACKS
As we know, the chance to impact an enemy model during the game depends if we fights against:

a) Models with Weapon skill (WS).

b) Models without Weapon skill (WS), like vehicles in general.

In the first, we have to make a comparison between the WS of the opponents. In second term, it depends on the movement speed of the vehicle in the previous turn.

For combats between models with WS we will use table 18, which includes a factor in relation with the WS of that unit.

Table 18: Factors to impact units with WS

	WS
	Factor

	
	No Re-Roll
	With Re-Roll

	1
	0.346
	0.570

	2
	0.450
	0.690

	3
	0.492
	0.736

	4
	0.546
	0.785

	5
	0.613
	0.844

	6
	0.638
	0.865

	7
	0.646
	0.872

	8
	0.654
	0.878

	9
	0.658
	0.882

	10
	0.663
	0.885


Example:

A space marine with WS 4 has a factor 0.546.

A space marine captain with WS 5 has a factor 0.613. But if he bears a master crafted weapon (grants re-roll one attack), then one of its attacks is considered with factor 0.844. 

These values has been calculated considering the percentage of success of a model trying to impact with a determined WS against all possible WS in the game. For that, we have consider an approximate distribution of the WS abundance. 

When assaulting models without WS we will use a factor 0.556 (0.685 if the model can re-roll), non depending of the WS of the attacker. This number shows the average chance of success when trying to impact a vehicle, if we consider that it has moved at different speeds (immobile, combat or cruise speed).

If we assume this proposal, each model will have a capacity to impact that is equal to this factor multiplied for the number of attacks.

Example:

If we calculate the “ability to impact” for different models:

a) for a tactical space marine (1 attack) with WS 4: 1x 0.546 = 0.546.

b) for an space marine hero (3 attacks and WS 5) with bolt pistol and master-crafted energy weapon has 3 attacks with 0.613 plus, and a fourth one (bonus per second close combat weapon) with factor 0.844. 

(3 x 0.613) + (1 x 0.844) = 2.683

c) A dreadnought (2 attacks) with WS 4 will be: 2 x 0.546 = 1.092

2. ABILITY TO DAMAGE/WOUND 

The capacity to damage an enemy model depends on the class of objective assaulted. We have to distinguish between 4 types:

a) against light infantry (use Toughness attribute and it is equal or lesser than 5) 

b) against heavy infantry (has Toughness attribute and it is bigger than 5)
c) against light vehicles. (has Armour profile and it is equal or lesser than 12)
d) against heavy vehicles. (has Armour profile and it is equal or bigger than 12)
Each group has specific tables assigned when looking for the damage factor required. 

LIGHT INFANTRY

This is the ability to deal wounds to models with low toughness, which is commonly named as “damage to light infantry”. Since this is an ambiguous term, we will define it for our concrete system as:

“The capacity to damage Light infantry (DLI) of any model is its average probability to wound enemy models with toughness 3, 4 and 5.”

By this way, table 19 resume the factor needed to apply depending on the strength of the weapon (or specific rolls to wound, like poisoned weapons) that wields our model.

Table 19: Factors to damage light infantry in close combat

	Strength
	Factor

	7+, 2+ to wound 

(Re-Roll)
	5.00

	6 (Re-Roll)
	4.86

	3+ to wound 

(Re-Roll)
	4.57

	7+, 2+ to wound 
	4.29

	5 (Re-Roll)
	4.14

	6
	4.00

	4+ to wound 

(Re-Roll)
	3.86

	4(Re-Roll)
	3.76

	3+ to wound 
	3.43

	5
	3.14

	3 (Re-Roll)
	2.76

	4
	2.57

	4+ to wound 


	2.57

	2 (Re-Roll)
	2.00

	3
	1.71

	2
	1.14

	1 (Re-Roll)
	1.05

	1
	0.57


Now, if we multiply the “capacity to damage Light Infantry” (DLI) factor for the “ability to impact” we will obtain the “assault vs Ligh Infantry” (AvLI) of a model 

Example:

If we calculate the “assault vs Light Infantry” (AvLI) of different models against light infantry:

a) for a tactical space marine (1 attack) with WS 4, Strength 4.

Ability to impact  ( 1x 0.546 = 0.546.

Factor to damage Light Infantry ( 2.57 (see table 17)

AvLI = 0.546 x 2.57 = 1.4

b) a space marine hero (3 attacks) with WS 5, Strength 4, equipped with bolt pistol and master-crafted energy weapon (two close combat weapons, one re-roll to hit). 

Ability to impact ( (3 x 0.613) + (1 x 0.844) = 2.683

Factor to damage Light Infantry ( 2.57 (see table 17)

AvLI = 2.683 * 2.57 = 6.89

c) a dreadnought (2 attacks) with WS 4, Strength 10 (power fist).

Ability to impact ( 2 x 0.546 = 1.092

Factor to damage Light Infantry ( 4.29 (see table 17)

AvLI = 1.092 * 4.29 = 4.68

If we sum all the AvLI values for all models of an unit we will obtain the AvLI of that unit; with all the AvLI values of all your units you have the total AvLI contribution of the army. Then, you must compare your final value in table 20, that shows the AvLI potential in a scale ranged between 0 and 5. 
Once you have calculated the AvLI, you should know another important parameter, which fraction of it ignores armour saves. This is very useful to know the real close combat power against armies with heavy armoured infantry. TO calculate it you only have to sum all AvLI values of those models that have weapons that ignore armour saves; the divide it by the AvLI contribution of all your army. If you multiply this for 100 you have the % of your AvLI that ignore armour saves.  

Example:

We calculate the AvLI for an army and shows a total contribution of 190, wich corresponds to a AvLI factor of 2.4 (a good value). 

After that we calculate the AvLI contribution only for those models with weapons that ignore armour saves, and we get a value of 95.

Then the % of AvLI with energy weapons is:

( 95 / 190 )x 100 = 50%

Table 20: Assault vs. light infantry reference table

	Contribution
	Factor

	630
	5.00

	575
	4.90

	536
	4.80

	508
	4.70

	484
	4.60

	461
	4.50

	442
	4.40

	423
	4.30

	406
	4.20

	390
	4.10

	375
	4.00

	360
	3.90

	346
	3.80

	332
	3.70

	319
	3.60

	307
	3.50

	295
	3.40

	283
	3.30

	271
	3.20

	260
	3.10

	250
	3.00

	239
	2.90

	229
	2.80

	219
	2.70

	209
	2.60

	199
	2.50

	190
	2.40

	180
	2.30

	171
	2.20

	162
	2.10

	153
	2.00

	145
	1.90

	136
	1.80

	128
	1.70

	119
	1.60

	111
	1.50

	103
	1.40

	95
	1.30

	87
	1.20

	80
	1.10

	72
	1.00

	64
	0.90

	57
	0.80

	50
	0.70

	42
	0.60

	35
	0.50

	28
	0.40

	21
	0.30

	14
	0.20

	7
	0.10

	0
	0.00


Example:

A Deathwing army composed by:

Belial with Lightning claws  




 AvLI = 11.52

Dreadnought with assault cannon and Heavy flamer            AvLI = 4.68

Terminator Command Squad 

(3 thunder hammers, 1 chain fist & 1 lightning claws)    
 AvLI = 36.28

Terminator Squad (4 power fist & energy weapon)
 
 AvLI = 21.52 

Terminator Squad (4 power fist & energy weapon)

 AvLI = 21.52 

Terminator Squad (4 power fist & energy weapon)

 AvLI = 21.52 

Terminator Squad (4 power fist & energy weapon) 

 AvLI = 21.52
If we sum all AvLI of every unit the total is 138.56.

We can observe in Table 20 that the AvLI value obtained is between 136-145, so that the final value is 1.80. 

Since all close combat weapons in the army negate armour (power fists, thunder hammers,…), the percentage AvLI is 100%.


(138.56 / 138.56) × 100 = 100
All this data told us that Deathwing is a standard adversary against light infantry in close combat, and this capacity will be better used against units well protected with good armour saves.

HEAVY INFANTRY

This is the ability to deal wounds to models with high toughness, which is commonly named as “damage to heavy infantry”. This is an ambiguous term, so we will define it for our concrete system as:

“The capacity to damage heavy infantry (DHI) of any model is its average probabiliy to wound enemy models with toughness 6, 7 and 8.”

By this way, table 21 (a, b, c and d) resume the factor needed to apply depending on the strength of the weapon (or specific rolls to wound, like poisoned weapons) that wields our model.

Table 21: Factors to damage heavy infantry in close combat

a) Conventional weapons

	Strength
	Factor

	
	No Re-Roll
	With Re-Roll

	10
	4.29
	5.00

	9
	4.00
	4.86

	8
	3.43
	4.48

	7
	2.57
	3.76

	6
	1.71
	2.76

	5
	1.14
	2.00

	4
	0.57
	1.05

	3
	0.29
	0.52


b) Poisoned weapons

	Roll
	Factor

	2+  to wound (Re-Roll)
	5.00

	3+ to wound (Re-Roll)
	4.57

	4+ to wound (Re-Roll)
	3.86

	2+ to wound
	4.29

	3+ to wound
	3.43

	4+ to wound
	2.57


c) Rending weapons

	Strength
	Factor

	
	No Re-Roll
	With Re-Roll

	10
	4.29
	5.00

	9
	4.00
	4.86

	8
	3.43
	4.48

	7
	2.57
	3.76

	6
	1.71
	2.76

	5
	1.14
	2.00

	4
	0.86
	1.43

	3
	0.86
	1.29

	2
	0.86
	1.14

	1
	0.86
	1.14


d) Rending weapons at 4+

	Strength
	Factor

	10
	4.29

	9
	4.00

	8
	3.43

	7
	2.57

	6
	2.57

	5
	2.57

	4
	2.57

	3
	2.57

	2
	2.57

	1
	2.57


The procedure is the same used for light infantry and, then, you must compare your final value in table 22, that shows the AvHI potential in a scale ranged between 0 and 5., in the same way, you can do an estimation of the AvHI that ignores armour saves.

Table 22: Assault vs. heavy infantry reference table

	Contribution
	Factor 

	175
	5.00

	160
	4.90

	149
	4.80

	141
	4.70

	134
	4.60

	128
	4.50

	123
	4.40

	118
	4.30

	113
	4.20

	108
	4.10

	104
	4.00

	100
	3.90

	96
	3.80

	92
	3.70

	89
	3.60

	85
	3.50

	82
	3.40

	79
	3.30

	75
	3.20

	72
	3.10

	69
	3.00

	66
	2.90

	64
	2.80

	61
	2.70

	58
	2.60

	55
	2.50

	53
	2.40

	50
	2.30

	48
	2.20

	45
	2.10

	43
	2.00

	40
	1.90

	38
	1.80

	35
	1.70

	33
	1.60

	31
	1.50

	29
	1.40

	26
	1.30

	24
	1.20

	22
	1.10

	20
	1.00

	18
	0.90

	16
	0.80

	14
	0.70

	12
	0.60

	10
	0.50

	8
	0.40

	6
	0.30

	4
	0.20

	2
	0.10

	0
	0.00


LIGHT VEHICLES
This is the ability to deal damage to models poorly armoured, which is commonly named as “damage to light vehicles”. This is an ambiguous term, so we will define it for our concrete system as:

“The capacity to damage light vehicles (DLV) of any model is its average probabilityy to destroy or damage (immobilised or weapon destroyed) enemy models with armour 10, 11 and 12.”

By this way, table 23 resume the factor needed to apply depending on the strength of the weapon (or specific rolls/damage like lance weapons or melta) that wields our model.

Table 23: Factors to damage light vehicles in close combat 

a) Conventional weapons

	Strength
	Factor

	10
	2.96

	9
	2.50

	8
	1.94

	7
	1.39

	6
	0.83

	5
	0.37

	4
	0.09


b) 2d6 penetration weapons

	Strength
	Factor

	10
	3.32

	9
	3.26

	8
	3.12

	7
	2.89

	6
	2.56

	5
	2.15

	4
	1.67

	3
	1.19

	2
	0.77

	1
	0.45

	0
	0.22


c) Rending weapons

	Strength
	Factor

	10
	2.96

	9
	2.50

	8
	2.08

	7
	1.53

	6
	1.06

	5
	0.62

	4
	0.43

	3
	0.28


d) Haywire grenades

	Strength
	Factor

	*
	1.67


e) Gauss weapons

	Strength
	Factor

	10
	2.96

	9
	2.50

	8
	1.94

	7
	1.39

	6
	0.83

	5
	0.46

	4
	0.28


The procedure is equivalent to the one explained for infantry, but it is necessary to make a difference between:

1) walkers. You must use table 18 to see the factor to impact.

2) vehicles. You must use a factor 0.556 to impact for all attacks (0.685 if that unit can re-roll). 

By this way we can do a different calculation for light walkers and light vehicles.

Then, you must compare your final value in table 24, that shows the AvLV potential in a scale ranged between 0 and 5.

Table 24: Assault vs. light vehicles or walker reference table 

	Contribution
	Factor 

	102
	5.00

	93
	4.90

	87
	4.80

	82
	4.70

	78
	4.60

	75
	4.50

	72
	4.40

	68
	4.30

	66
	4.20

	63
	4.10

	61
	4.00

	58
	3.90

	56
	3.80

	54
	3.70

	52
	3.60

	50
	3.50

	48
	3.40

	46
	3.30

	44
	3.20

	42
	3.10

	40
	3.00

	39
	2.90

	37
	2.80

	35
	2.70

	34
	2.60

	32
	2.50

	31
	2.40

	29
	2.30

	28
	2.20

	26
	2.10

	25
	2.00

	23
	1.90

	22
	1.80

	21
	1.70

	19
	1.60

	18
	1.50

	17
	1.40

	15
	1.30

	14
	1.20

	13
	1.10

	12
	1.00

	10
	0.90

	9
	0.80

	8
	0.70

	7
	0.60

	6
	0.50

	5
	0.40

	3
	0.30

	2
	0.20

	1
	0.10

	0
	0.00


HEAVY VEHICLES

This is the ability to deal damage to models heavy armoured, which is commonly named as “damage to heavy vehicles”. This is an ambiguous term, so we will define it for our concrete system as:

“The capacity to damage Heavy Vehicles (DHV) of any model is its average probability to destroy or damage (immobilised or weapon destroyed) enemy models with armour 12, 13 and 14.”

By this way, table 25 (a, b, c, d, e, and f) resume the factor needed to apply depending on the strength of the weapon (or specific rolls/damage like lance weapons or melta) that wields our model.

Table 25: Factors to damage heavy vehicles in close combat

a) Conventional weapons

	Strength
	Factor

	10
	1.94

	9
	1.39

	8
	0.83

	7
	0.37

	6
	0.09


b) 2d6 penetration weapons

	Strength
	Factor

	10
	3.12

	9
	2.89

	8
	2.56

	7
	2.15

	6
	1.67

	5
	1.19

	4
	0.77

	3
	0.45

	2
	0.22

	1
	0.08

	0
	0.02


c) Rending weapons

	Strength
	Factor

	10
	1.94

	9
	1.39

	8
	0.93

	7
	0.62

	6
	0.43

	5
	0.28

	4
	0.12

	3
	0.03


d) Lance weapons

	Strength
	Factor

	10
	2.50

	9
	1.94

	8
	1.39

	7
	0.83

	6
	0.28


e) Haywire grenades

	Strength
	Factor

	*
	1.67


f) Gauss weapons

	Strength
	Factor

	10
	1.94

	9
	1.39

	8
	0.83

	7
	0.46

	6
	0.28

	5
	0.28

	4
	0.28


The procedure is equivalent to the one explained for infantry, but it is necessary to make a difference between:

3) walkers. You must use table 18 to see the factor to impact.

4) vehicles. You must use a factor 0.556 to impact for all attacks (0.685 if that unit can reroll). 

By this way we can do a different calculation for heavy walkers and heavy vehicles.

Then, you must compare your final value in table 26 that shows the AvHV potential in a scale ranged between 0 and 5.

Table 26: Assault vs. heavy vehicles or walker reference table

	Contribution
	Factor

	83
	5.00

	76
	4.90

	71
	4.80

	67
	4.70

	64
	4.60

	61
	4.50

	58
	4.40

	56
	4.30

	53
	4.20

	51
	4.10

	49
	4.00

	47
	3.90

	46
	3.80

	44
	3.70

	42
	3.60

	40
	3.50

	39
	3.40

	37
	3.30

	36
	3.20

	34
	3.10

	33
	3.00

	31
	2.90

	30
	2.80

	29
	2.70

	28
	2.60

	26
	2.50

	25
	2.40

	24
	2.30

	23
	2.20

	21
	2.10

	20
	2.00

	19
	1.90

	18
	1.80

	17
	1.70

	16
	1.60

	15
	1.50

	14
	1.40

	13
	1.30

	11
	1.20

	10
	1.10

	9
	1.00

	8
	0.90

	8
	0.80

	7
	0.70

	6
	0.60

	5
	0.50

	4
	0.40

	3
	0.30

	2
	0.20

	1
	0.10

	0
	0.00


As an example, next the ACS (assault combat skills) values obtained for a Death Wing army are shown:

Example:

Belial with Lightning claws




 

Dreadnought with assault cannon and Heavy flamer                   

Terminator Command Squad (3 thunder hammers, 1 chain fist & 1 lightning claws)      

Terminator Squad (4 power fist & energy weapon)

 

Terminator Squad (4 power fist & energy weapon)

 

Terminator Squad (4 power fist & energy weapon)

 

Terminator Squad (4 power fist & energy weapon) 

 

For this army, after applying the “Vigilant” system, we obtain the following ACS values:

· Vs light infantry 
  

( 
1.80  (100% energy weapon)

· Vs heavy infantry
 
(
3.70  (100% energy weapon)

· Vs light walker
 
  
(
3.70
· Vs heavy walkers 
  
(
2.40
· Vs light vehicles
 
  
(
3.70
· Vs heavy vehicles
 
(
2.40
ACS (average) ( 2.95
This data showed us that Death Wing have an equilibrated close combat power, because it is efficient against almost all kind of enemies, being specially lethal vs. heavy infantry and vehicles/walker. Nevertheless, although it si not bad, its capacity against horde class armies is limited.

3. INITIATIVE
To conclude this chapter the average close combat initiative of the army can be calculated; another aspect that could be crucial in assaults. This time, we have to: 

1) Sum al the values obtained.

2) Divide by the total number of attacks of the army.

Thus, we obtain a value between 1 and 10, the average initiative of our army. This value is very useful because, comparing two opposed armies, a higher initiative can compensate a lesser ACS.

Example:

A Death wing army is composed by:

Belial with Lightning claws
 



5 x 5 ( 25

Dreadnought with assault cannon and Heavy flamer           2 x 4 ( 8

Terminator Command Squad 

(3 thunder hammers, 1 chain fist & 1 lightning claws)     
(12 x 1) + (4 x 4) ( 28 

Terminator Squad (4 power fist & energy weapon)

(8 x 1) + (2 x 4) ( 16

Terminator Squad (4 power fist & energy weapon)

(8 x 1) + (2 x 4) ( 16

Terminator Squad (4 power fist & energy weapon)

(8 x 1) + (2 x 4) ( 16

Terminator Squad (4 power fist & energy weapon)

(8 x 1) + (2 x 4) ( 16

If we sum all the values for the different units, the total is 125. Now we divide by the total number of attacks (63):

INITIATIVE = 125 / 63 = 1,98

CHAPTER 6: MORALE
“This is the army capacity to stands fighting when suffering losses” 

Morale is the most complex value to evaluate, because it exists a great variety of special rules and exceptions that modify the efficacy of your army during the battle. Therefore, we have tried to resume this parameter as much as we can. We wont have a perfect parameter, but it will give us an idea of its psychological strength. 

When calculating Morale you should use table 27 (Morale vs shooting) or 28 (Morale in close combats). Then, multiply the factor corresponding to your Leadership for the number of units that have it. Finally make an average between the total number of units that compose your army. 

Table 27: Leadership factors vs. shooting

	Leadership
	Factor

	
	No Re-Roll
	With Re-Roll

	Fearless/ Vehicles
	5.00
	

	10
	4.32
	4.95

	9
	3.50
	4.70

	8
	2.59
	4.20

	7
	1.68
	3.40

	6
	0.86
	2.20

	5
	0.38
	1.18

	4
	0.16
	0.52

	3
	0.04
	0.14

	2
	0.01
	0.05

	1
	0.00
	0.00

	
	


Table 28: Leadership factors in close combat

a) Leadership modifiable

	Leadership
	Factor

	
	No Re-Roll
	With Re-Roll

	Fearless/ Vehicles
	5.00
	

	10
	3.55
	4.40

	9
	2.90
	3.85

	8
	2.10
	3.10

	7
	1.40
	2.25

	6
	0.80
	1.40

	5
	0.45
	0.80

	4
	0.20
	0.45

	3
	0.10
	0.15

	2
	0.00
	0.00

	1
	0.00
	0.00


b) Leadership not modifiable (Stubborn)

	Leadership
	Factor

	
	No Re-Roll
	With Re-Roll

	10
	4.90
	5.00

	9
	4.75
	4.95

	8
	4.45
	4.90

	7
	3.95
	4.75

	6
	3.15
	4.25

	5
	2.25
	3.45

	4
	1.45
	2.40

	3
	0.75
	1.40

	2
	0.30
	0.50

	1
	0.00
	0.00


Example:

Our Deathwing army is composed by:

HQ      (Belial

Troops (4 Deathwing Terminators Squads

Elite     (1 Dreadnought 

HS        (2 Predator

We have 8 units in total If we observe table 27, we can check that all units are “Fearless” or “Vehicles”, and due to this:

1) The sum of all units “Fearless” or “Vehicles” is 8.

2) We multiply each one for its factor. 8 x 5 = 40 

4) We divide by the number of units the army. 40 / 8 = 5 

Therefore, we can conclude that the “Morale” attribute of this army is 5, indifferently if is vs. shooting or in close combats. 

