WARHAMMER 40,000 - 11TH EDITION

This tree assumes your unit is already eligible to shoot

this turn. It determines whether a specific target can be
ca“ I ShOOt This Ta I‘get? selected for a weapon.

Visibility + Engagement - Range - Cover - Hidden

L d Visibility ° Engagement
A target is visible if you can draw a straight line between your model and it, A model is engaged as soon as an enemy model is within its engagement range
without an intervening obscuring terrain area (or a Solid enclosed gap 3" or less (2" horizontally and 5" vertically). An engaged target cannot normally be selected
from ground level) blocking it. for a shooting attack.

o Is the target visible? * a Cover

If every model in the target is within a terrain area
(and has the INFANTRY/BEASTS/SWARM keyword),
or is not fully visible due to an intervening terrain
feature, that unit has the benefit of cover.

Worsen the BS characteristic of that attack by 1.

) Hidden

A model with the INFANTRY/BEASTS/SWARM
keyword within a terrain area that contains dense
terrain features is hidden, provided its unit did not
make ranged attacks this turn or the previous turn. It
is then only visible to enemy models within 15",

This is evaluated model by model: if even one model
in the unit is visible (e.g. out in the open), the whole
unit can be targeted normally, even beyond 15".

Gone to Ground: if it is also not fully visible to the
attacker due to an intervening dense terrain feature, it
has gone to ground: its detection range drops to 12"
(instead of 15") against that attack.

u Obscuring Terrain

A terrain area containing one or more light or dense
terrain features is an obscuring terrain area. If every
line of sight between two models crosses such an area
(excluding areas either model is within), they are not
visible to each other.

* If the target is Hidden (see box), it is only visible within 15" (or 12" if it has gone to ground). If the shot is possible, the benefit of cover (see box) may also apply and worsen the attack's BS
characteristic.

** Exception: if your unit is itself engaged with this target, it can still shoot at it using Close-quarters shooting.



WARHAMMER 40,000 - 11TH EDITION Three cases that block (or reduce) visibility of a model,
as a companion to the "Can | Shoot This Target?" tree.

Obscuring Terrain & Hidden

Terrain Area - Line of Sight - Detection Range

o Obscuring Terrain

A terrain area containing one or more light or dense terrain features is an obscuring terrain area. If every line of sight drawn between two models crosses such an area — excluding
areas either model is within — they are not visible to each other.

Obscuring terrain area
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Not visible, regardless of distance

u Hidden

A model with the INFANTRY/BEASTS/SWARM keyword within a terrain area that contains dense terrain features is hidden, provided its unit did not make ranged attacks this turn
or the previous turn: it is then only visible to enemy models within 15" (its detection range).
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) INFANTRY, hidden ’

Gone to Ground

If a hidden model is also not fully visible to the attacker due to one or more intervening dense terrain features, it has gone to ground: its detection range drops to 12" (instead of
15") against that attack.

A unit that made one or more ranged attacks this turn or the previous turn can never go to ground, even if an ability lets it shoot while remaining hidden.



WARHAMMER 40,000 - 11TH EDITION Follow this tree during your Charge phase, for each

friendly unit not yet selected to charge.

Can | Declare a Charge?

Eligibility » Charge Roll « Charge Targets « Charge Move

° Charge Target u Fights First
By selecting one or more enemy units before moving — within 12" of your unit If your unit makes a charge move, until the end of the turn, every model in your
and within the maximum distance — they become charge targets. unit has the Fights First ability in the Fight phase.

o Is your unit eligible to declare a charge? a Failed Charge

Without modifiers, a charge roll result of 2 (double 1)
never allows a charge move: a unit cannot be within

engagement range (2") when attempting a charge.

@ Cannot charge

@ Cannot charge

Charge roll: roll 2D6, the result is the maximum distance for the charge move*. Select your charge targets (see
box) from the enemy units within range.
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o Charge move made ** e No charge move made

* Each model must end closer to a charge target, within 1" of a charge target if possible, and engaged with a charge target if possible.

** The charge is still resolved even without a move (the unit has declared a charge this phase); see the Fights First box if the move did take place.



WARHAMMER 40,000 - 11TH EDITION

Which Move Should | Make?

Stationary - Normal - Advance - Fall Back

o Is your unit engaged with the enemy?

o Is your unit battle-shocked?

Remain Stationary

Max distance: —
Eligible if: any unit.
Effect: no models are moved.

Normal Move

Max distance: your unit's M characteristic.
Eligible if: unengaged unit.
After: must be unengaged.

Advance Move

Max distance: advance roll (D6) + M.
Eligible if: unengaged unit.
Before: make an advance roll (D6).

After: unengaged; until the end of the turn, not eligible to
declare a charge or start an action, and can only shoot with
[ASSAULT] weapons.

MANDATORY

Desperate Escape

Max distance: your unit's M characteristic.
Eligible if: engaged unit.
Before: make 1 hazard roll for each model in the unit.

While moving: each model can be moved through enemy
models.

After: unengaged; not eligible to shoot, declare a charge or
start an action; make a battle-shock roll if it was not already
battle-shocked.

Remain Stationary

Max distance: —
Eligible if: any unit.

Effect: no models are moved.

OPTIONAL

Ordered Retreat

Max distance: your unit's M characteristic.
Eligible if: engaged and not battle-shocked.

After: unengaged; until the end of the turn, not eligible to
shoot, declare a charge or start an action.

In the Movement phase, every unit must be selected to
make a move type, even to remain stationary.




