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INTRODUCTION  
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This FAQ is a completely 100% independent (unofficial) Q&A list for the game of Warhammer 40,000 5th 
edition. It isnôt meant to replace the Games Workshop official FAQs (which can be downloaded from: 

www.games-workshop.com) in any way, and in fact the issues addressed by the GW FAQs arenôt included in 

this document. 
 

The purpose of this FAQ is to give players advance knowledge of how tournament judges will be ruling the 
myriad of tricky situations that arise in games of 40k at the event they are planning to attend. At the end of the 

day, please remember that miniature gaming is meant to be fun. FAQs are not  a replacement for common 
sense and good sportsmanship. Players are always expected to calmly attempt to resolve differences in opinion 

before consulting with a tournament judge.  

 
Despite being lengthy, the organization of this FAQ makes finding the answer to your questi on a breeze. Each 

question is numbered in reference to the particular rulebook or supplement page number it corresponds to. So, 
for example, if the query is the first question from page 52 of the rulebook, the number assigned to it will be:  

ñRB.52.01ò (Rulebook.Page 52.Question 1). 

 
Some questions also have a reference number at the end (such as: ñRef: RB.52.01ò). This indicates that the 

question in some way references a question in another section of the FAQ. Either the two topics are related, or 
sometimes the same question is repeated multiple times (if it appropriately falls into multiple areas of the rules).  

 

New or altered rulings since the last version of this FAQ are denoted with a ( + ) symbol before 
their FAQ number and have their answer text color ed red  for easy reference.  

 
After each FAQ answer there is a bracketed notation letting you know under what circumstances we felt the 

ruling was made*:  
 

 Rulings based on the rules as written are noted as [RAW].  

 Rulings that clarify an issue that has no absolutely conclusive RAW answer are noted as [clarifications] .  

 Rulings that change the RAW because we feel playing that way is absurd, unfun, or goes against the 

style the vast majority of people play are noted as [rules change] . 

 Situations where we feel the issue is clearly based on a typographical error are noted as [typo] .  

 
If you have any questions regarding this FAQ or if youôd like to submit a rules query for consideration to be 

added to the document please email us at: adepticon@gmail.com 
 

Please feel free to use any portion of this FAQ for your own tournament (or any other reason you see fit). This 

FAQ is updated frequently, so be sure to check back regularly to see if there is an updated version available. 
 
 
FAQ written by:   Jon óyakfaceô Regul 
FAQ edited by:  Jon óyakfaceô Regul & Ben Mohile 
FAQ ruling council is comprised of:   Jon óyakfaceô Regul (Los Angeles, CA), Hank óMuwheô Edley (Peoria, Il), Greg 
óInquisitor_Maliceô Sparks (Toledo, OH), Bill óCenturian 99ô Kim (Lansing, MI), Christopher óRhyskô Mehrstedt (Milwaukee, 
WI), Joe Adams (Springfield, IL), Dave ócrashwellô Creswell (Springfield, IL), Colin óMarius Xerxesô Vasconcelles (Springfield, 
IL), Jon óJWolfô Wolf (Austin, TX) and Jay óJay_DaBoyzô Woodcock (Rochester, NY). 
 
Many thanks go out to the numerous internet forums, their posters, clubs/groups and GW staff that contributed invaluable 
questions, feedback and/or advice to help create this FAQ, especially Giorgio óGwar!ô Rossi, whose personal FAQs make 
putting together this one much less of a chore.  
 
* If you feel that certain rulings in this document arenôt properly labeled, please read the Afterword on the final page of this 
FAQ for further clarification on exactly what we mean by our ruling cl assifications. 

http://www.games-workshop.com/gws/content/article.jsp?categoryId=600005&pIndex=1&aId=3400019&start=2
mailto:adepticon@gmail.com


GENERAL TOURNAMENT QUERIES (GEN)  
The questions in this section do not easily fit into any particular section in the rulebook or codices.  
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GEN.01  ï Q: Can players convert their models in order 
to gain an advantage in the game? For example, 
making tiny models to hide behind scenery, longer 
barrels on their vehicles to increase the range of their 
weapons, using shorter/talle r flying bases for their 
models then those supplied, etc?  
A: Players may only convert their models for aesthetic 
purposes. Any players, in the opinion of the Tournament 
organizers/judges, who have converted their models 
specifically to gain a gameplay advantage, may be penalized 
at the whim of the Tournament Organizer. These penalties 
can be as little as playing the game acting as if the suspect 
model is the proper dimensions, all the way up to immediate 
ejection from the tournament [clarification]. When in  doubt, 
always check with the tournament organizer  before 
the tournament begins and then discuss the issue again with 
each of your opponents before the game starts.  
Ref: RB.22A.02 
 

GEN.02 ï Q: Can players alter the shape of their 
models during the game in order to gain an 
advantage in the game, such as lowering a ramp on a 
vehicle in order to gain extra disembarking distance?  
A: Besides a few noted exceptions in the rules (skimmers 
removing their flying bases, turrets turning, etc) players may 
only alter their models during the game for aesthetic 
purposes. For all aspects of gameplay a model must remain 
the same dimensions for the entirety of the game 
[clarification].  
Ref: RB.24A.01 

GEN.03 ï Q: Can opponent s inspect my army list 
before the game begins?  
A: In order to minimize potential cheating, in a tournament 
players are required to give full disclosure of their army list 
to their opponents, including weapons, wargear, special rules 
and the contents of any transport vehicles [clarification].  
Ref: RB.92B.01 

 
GEN.04 ï Q: Throughout this FAQ are classifications 
of how weapons are mounted on vehicles, however 
the online GW rulebook FAQ says that weapon arcs 
are defined by how the weapo n looks like it should be 
able to rotate on the model. What is the correct way 
to play?  
A: GWôs FAQ ruling is correct: If the weapon looks like it 
would be able to turn to face a direction if it wasnôt glued in 
place, then it can. In essence, the weapon mounting 
classifications presented in the rulebook (and referenced by 
this FAQ) represent the bare minimum the weapon of that 
type can rotate [RAW].  
 

 

 

 



RULEBOOK QUERIES (RB)  
Donôt forget to check out the official rulebook FAQ at:  
http://www.games -workshop.com/MEDIA_CustomProductCatalog/m2030054_40k_Rulebook_March_2009.pdf 

 

4 

 

MODELS & UNITS (page 3)  

 
RB.03B.01 ï Q: When models are supplied with 
multiple differently sized b ases, are players allowed 
to choose which base to mount them on?  
A: Players must, to the best of their ability, mount models on 
the proper base size as dictated by the majority of Games 
Workshop hobby materials [clarification]. When in doubt, 
contact the t ournament organizer for a ruling on a particular 
model. 
 
RB.03B.02 ï Q: If a model is mounted on a scenic 
base and an opponent objects to it, what happens?  
A: If an opponent objects to a scenic base, the model may 
still be used in the game. However during the game, to the 
best of both playersô abilities, the model must be treated as if 
it were based on a standard-sized, non-scenic Games 
Workshop base [clarification].  
 

RB.03B.03 ï Q: Do skimmers have to be glued to their 
base even though the rules for skimm ers (pg 71) 
state that the model should be removed from its base 
when it is immobilized or destroyed?  
A: Skimmers models must be mounted on their flying base, 
but players are not required to actually glue the model onto 
the base. Therefore it may be removed as dictated by the 
skimmer rules [clarification].  
Ref: TAU.30I.01  

 

THE TURN (page 9)  

 
RB.09.01 ï Q: Do actions that happen at the ñstart of 
the turnò take place at the beginning of the 
movement phase or is there some sort of  pre -
movement phase?  
A: There are only three phases in a turn, so unless specified 
otherwise, all actions that happen at the start of the game or 
player turn are indeed taking place at the very start of a 

playerôs movement phase [RAW]. 
 

RB.09.02 ï Q: How d oes a player resolve multiple 
actions that are supposed to be performed at the 
ñstart of the turnò? 
A: All events or actions that occur at the start of the 
turn/movement phase must be performed before any 
voluntary movement/actions are taken by the player.  Beyond 
that restriction, a player is allowed to perform all ñstart of the 

turn/movement phaseò actions in any order he wishes, 
unless specified otherwise [clarification].  
Ref: RB.94B.02 

 

 

THE MOVEMENT PHASE: MOVEMENT DISTANCE (pa ges 11 -12)  

 
RB.11E.01 ï Q: Can involuntary/random movement 
force models off of the table?  
A: Unless specified in the rule itself, if random/involuntary 
movement would take any part of a model off the table, it 
stops moving at the edge of the table instea d [clarification].  
Ref: RB.75E.01 

 

 

 

THE MOVEMENT PHASE: UNIT COHERENCY (page 12)  

 
+RB.12B.01 ï Q: What happens if an out of 
coherency unit is able to move, but due to extreme 
circumstances is not able to restore coherency in a  
single movement phase?  
A: If the unit cannot manage to restore coherency with their 
movement in a single movement phase they then must 
attempt to restore coherency as soon as possible (they 
would have to órunô if able, for example) [clarification]. 
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THE MOVEMENT PHASE: TERRAIN (pages 13 -14)  

 
RB.14A.01 ï Q: When a unit that moves at a random 
rate (such as 2D6ò, etc) would enter or otherwise 
move through difficult terrain, what happens?  
A: Unless specific movement rules state otherwise, models 
moving at a random rate are not slowed by difficult terrain 
but still take dangerous terrain tests as normal [clarification].  

 

 
 

THE SHOOTING PHASE: RUN! (page 16)  

 
RB.16A.01 ï Q: Do models that órunô have to move 
the entire distance they roll?  
A: No they do not  [clarification].  

RB.16A.02 ï Q: Can  units with a Ballistic Skill of ó0ô 
or that donôt have any ranged weapons still  to 
óRunô in the Shooting phase ? 
A: Yes they can [clarification].  

 
 

THE SHOOTING PHASE: CHECK LINE OF SIGHT & PICK A TARGET (page 16)  

 
RB.16B.01 ï Q: Can line of sight be drawn through 
incredibly tight spaces, such as between a modelôs 
legs, under a vehicleôs tracks or through a tiny 
window in a building?  
A: Yes, if any valid portion of the target (as defined in the 
rulebook) can be seen from the firing modelôs eye view, then 
it is considered to be within line of sight (and in cover, of 
course) [RAW]. 
 
 

 
 

THE SHOOTING PHASE: TAKE SAVING THROWS (page 20)  

 
RB.20B.01 ï Q: Is a ñfailed saveò the same thing as 

getting no save at all? What a bout a ñfailed saving 
throwò are these all the same thing? 
A: Yes, getting ñno saveò or having ñfailed a saveò or having 
ñfailed a saving throwò, etc, are all one and the same thing 
[clarification].  

 

 

 

THE SHOOTING PHASE: COVER (pages 21 -24)  

 
RB.22A.0 1 ï Q: When models from two or more units 
are intermixed together, can these units 
simultaneously provide cover saves for each other 
from a single enemy firing unit?  
A: Two or more intermixed units cannot simultaneously 
provide cover saves for each other against a single enemy 
firing unit. When such a situation occurs, the intermixed unit 
with a model closest to the firing unit does not count as 
being in cover from the unit(s) they are intermixed with 
[rules change].  

 

 RB.22A.01  
As Ork Mob ó1ô is closer to the firing marines, 
so it provides a cover save for Mob ó2ô but 
not vice -versa.  
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RB.22A.02 ï Q: How exactly does a pl ayer determine 
if they are firing ñthroughò area terrain or an 
intervening unit as opposed to firing ñoverò it? 
A: When drawing line of sight past an intervening unit or 
area terrain draw an imaginary line from the tallest points of 
the two models/terrain elements that are being fired 
óthroughô. If no portion of the target modelôs body (head, 
torso, arms, legs) is within this imaginary area then LOS is 
considered to pass over  the intervening unit/area terrain and 
the target is considered to not be ñin coverò [clarification]. 
Remember that purposely converting your models to gain an 
in-game advantage is not allowed. 
Ref: GEN.01 
 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
RB.22B.01 ï Q: If a unit has the majority of its 
models óin coverô but those models are in different 
types of cover, which cover save is used?  

Example:  A unit has three models in 3+ cover, three 
models in 4+ cover and four models not in cover. What 
cover save does the unit use? 

A: Use the cover save that the majority of óin coverô models 
are in/behind. If there is no majority, use the best save 
available to the unit [clarification].  

 

 
 

THE SHOOTING PHASE: GOING TO GROUND (page 24)  

 
RB.24A.01 ï Q: When firing at a ó[gone] to groundô 
unit that has had their models laid down, are players  
then required to draw line of sight to the models in 
their prone position?  
A: No, the models are laid down for representational 
purposes only. If line of sight is questionable, temporarily 
stand the models back up [clarification].  
Ref: GEN.02 
 

RB.24A.02 ï Q: If a special rule forces a unit that has 
ó[gone] to groundô to move (not including a fall back 
move which is covered in the rules) does the unit 
return to its ó[gone] to groundô status when the 
movement is finished?  
A: Unless otherwise specified, yes [RAW]. 
Ref: BT.23A.03, CD.75B.02, CSM.88E.02 

 

RB.22A.02  
In the example above, from the line of sight 
of the Fire Warrior standing on a hill 
(bottom left o f the picture), the bodies of 
Orks C, D & E are all completely over  the 
ruin. Since this is the majority of the unit, 
the Orks will not get a cover save from the 
Fire Warriorôs shots. 
 
Similarly, in the example to the left, the 
bodies of Orks C, D & E can all be completely 
seen over  the intervening Gretchin from the 
point of view of the fire Warrior standing on 
a hill (bottom left of the picture) and 
therefore the Orks will again not get a cover 

save.  
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THE SHOOTING PHASE: GOING TO GROUND (page 24) CONTINUED  

 
RB.24A.03 ï Q: If a unit has ó[gone] to groundô and 
the enemy then fires óthroughô them to a friendly 
unit behind, does that friendly unit get a cover save 
because the shots passed through an intervening 
unit?  
A: Yes [RAW]. 
Ref: ELD.49B.04, TAU.27F.02 
 
 

RB.24A.04 ï Q: If a unit has ó[gone] to groundô, 
does being assaulted by the enemy automatically 
remove this status?  
A: No it doesnôt. While they do fight as usual (including 
making pile-in moves), once the combat ends, they will  
immediately continue to count as ó[gone] to groundô until 
the rules normally specify that the status ends [RAW]. 

THE SHOOTING PHASE: COMPLEX UNITS (page 25)  

RB.25A.01 ï Q: If two identical models in a unit both 
have a one -shot weapon (such as a combi -weapon), 
and one of them exp ends his weapon are these 
models no longer considered identical under the 
ócomplex unitsô rules? 

A: These two models would still be considered identical in 
game terms because they both still possess the same 
weapon [clarification].  
 
 

THE SHOOTING PHASE: MULTIPLE -WOUND MODELS (page 26)  

RB.26C.01 ï Q: A unit of non -identical multi -wound 
creatures contains a previously wounded model. If 
this unit suffers another wound, must it be allocated 
to the ógroupô containing the previously wounded 
model, or may it b e placed on any of the groups in 
the unit?  
A: Wounds may always be allocated freely between 
differing ógroupsô of models. It is only when applying the 

unsaved wounds within a particular ógroupô that whole 
models must be removed when possible [RAW]. 

Example : An Ork Nobs mob contains a previously 
wounded Nob with a powerklaw and three other un -
wounded Nobs that are identical to each other. The mob 
suffers one wound from shooting. The wound may either 
be allocated to one of the three identical Nobs or onto the  

previously wounded powerklaw Nob. 

 
 

 

 

WEAPONS: SPECIAL WEAPON CHARACTERISTICS (pages 30 -32)  

 
RB.31A.01 ï Q: Can a single unit firing multiple 
ópinningô weapons cause an enemy unit to take more 
than one pinning test per turn?  

A: Unless specified otherwise in the weaponôs description, 
no. Only one pinning test is taken due to the firing of a single 
enemy unit regardless of how many pinning weapons they 
fired or how many wounds they inflicted [clarification].  
 

RB.31B.01 ï Q: If a model is wounded by the  ñGets 
Hotò rule from a weapon whose Strength value is 
double or more itôs Toughness, is ñInstant Death!ò 

inflicted on the model?  
A: No. The actual ñattackò must be double or more the 
Toughness value of the model, and the ñGets Hotò attack has 
no Strength value associated with it [clarification].  
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ASSAULT PHASE: MOVE ASSAULTING UNITS (page 34)  

 
RB.34B.01 ï Q: If a charging unit rolls enough 
distance on their difficult terrain roll to reach enemy 
models behind cover but they are unable to get into 
óbase contactô because of some intervening piece of 
terrain (like barrels), does the charge fail?   
A: No. Charging models that roll enough distance to reach 
enemies behind difficult terrain, are assumed to be in óbase 
contactô even if a piece of terrain prevents them from 
actually touching [clarification]. Place the attacking model as 
close as you possibly can: either on top of, or on the other 
side of the terrain. This only applies to difficult terrain; 
models cannot be in óbase contactô across impassable terrain. 
 
+RB.34C.01 ï Q: Is it possible for a unit comprised of 
a single model to assault multiple enemy units at the 
same time?  
A: No, as the first model moved in an assaulting unit (which 
is always the case with a single model unit) is only allowed to 
charge the nearest model in the declared enemy unit 
[clarification].  
 

 

 
 

 

ASSAULT PHASE: DEFENDERS REACT (page 34)  

 
RB.34D.01 ï Q: When models make a ódefenders 
reactô move do they count as charging that turn? 
A: No [RAW]. 
 
 

ASSAULT PHASE: FIGHTING A CLOS E COMBAT (pages 34 -39)  

 
+RB.36B.01 ï Q: Can an assaulting unit choose not to 
assault enemy models that are in cover in order to 
avoid taking a difficult terrain test?  
A: Absolutely not. The assault rules can indeed create 
situations where assaulting models are forced to move 
through or into difficult terrain. When in doubt, pre -measure 
the assault range before moving any models in the assaulting 
unit and if it looks like any assaulting model will likely be 
forced to move through the terrain then the terra in test must 
be made before moving the assaulting unit [clarification].   
 

RB.37A.01 ï Q: If a weapon isnôt defined as either 
single or two -handed can this weapon be used in 
close combat to get the +1 attack bonus for having 
two weapons?  
A: Unless specified otherwise, all ópistolsô and óclose combat 
weaponsô (this includes any weapons that have special rules 
for fighting with them in close combat) are considered 
ósingle-handedô. All other weapons in the game (such as 
bolters, etc) are considered ótwo-handedô unless specified 
otherwise [clarification].  
Ref: BA.41E.01, BA.49C.03, ELD.51D.01 
 

RB.37C.01 ï Q: If a unit being attacked in close 
combat has one engaged model with WS5,  two 
engaged models with WS4 and three engaged models 
with WS3 what Weapon Skill value is used for attacks 
against them?  
A: As there is no majority WS (more than half of the 
engaged models in the unit), the unit uses the WS of 5 when 
attacked [RAW].

RB.34B.01  
The charging Ork rolls a six on his Difficult  
Terrain roll so he counts as being in base 
contact with the Guardsman despite the fact 

that their bases donôt actually touch. 
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ASSAULT PHASE: SWEEPING ADVANCES (page 40)  

+RB.40A.01 ï Q: If only one model in a unit is unable 
to make a ósweeping advanceô (such as a model in 
Terminator armor) can the rest of the unit still 
attempt one?  
A: No, if any model in the unit is unable to make a sweeping 
advance then the entire unit is unable to [clarification].  

 

 
 

ASSAULT PHASE: SHOOTING INTO & OUT OF CLOSE COMBAT (page 40)  

RB.40D.01 ï Q: If units locked in combat are hit by 
errant shooting, can they still take cover saves 
(assuming theyôre in cover)? If so, can they choose 
to ó[go] to groundô? 
A: Yes, units locked in combat still get cover saves if they 
are in cover from the firers [RAW]. They may not, however, 

choose to ó[go] to groundô [clarification]. 
 

RB.40D.02 ï Q: When units who ar e locked in 
combat are hit by errant shooting, can their combat 
opponents potentially be counted as óintervening 
modelsô and provide them with cover? 
A: Yes they can. Please remember that the cover rules for 
intervening models are an abstraction [RAW]. 

  

ASSAULT PHASE: MULTIPLE COMBATS (page 41)  

RB.41C.01 ï Q: The rules on page 41 seem to indicate 
that a unit fighting in an existing close combat that is 
charged by another enemy unit cannot direct their 
attacks at this new threat. Is this correct?  
A: No. The ñbeginning of the combatò is after all assault 
moves are completed, therefore a model in base contact with 
multiple enemy units can always choose to attack an enemy 
unit that has just charged it [RAW].  
 

RB.41C.02 ï Q: When fighting a multiple combat 
w hat happens if a unit is unable to engage the enemy 
with their pile - in move because all enemy models in 
the combat are already surrounded by other friendly 
models?  
A: If a unit will have absolutely no way of engaging the 
enemy even after both sidesô pile-in moves, that unit is 
considered no longer locked in combat and may make a 
consolidation move instead [clarification].  
Ref: ELD.46B.01/ELD.47C.01, IG.34B.01, RB.73A.01, SM.72A.01, 
TYR.54D.05, TYR.84E.01 

 
 

ASSAULT PHASE: CLOSE COMBAT WEAPONS (page 42)  

 
RB.42O.01 ï Q: Can a model fighting with a Power 
fist utilize attacks granted by wargear  and/or special 
rules (such as a Mark of Khorne, an Ork Attack Squig, 
etc)?  
A: Yes, the restriction on page 42 is only  in reference to the 
bonus attack provided by fighting with two single -handed 
weapons [clarification].  

RB.42P.01 ï Q: In close combat, ca n a model armed 
with two or more special weapons AND a normal 
single -handed weapon choose to fight with a special 
and normal weapon?  
A: Yes. In this situation the model must use at least one of 
his special weapons but may also utilize the normal weapon 
in order to gain the +1 Attack bonus (assuming both 
weapons are single-handed and are allowed to be used 
together to gain the bonus Attack, of course) [clarification].  
Ref: ELD.51D.02 
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MORALE: MORALE CHECKS (pages 43 -44)  

 
RB.44 A.01 ï Q: If a unit suffers 25% casualties in its 
own movement or shooting phase (for example, by 
scattering blast weapons or by moving through 
booby -trapped terrain) does it take a morale check?  
A: Yes, any phase a unit suffers at least 25% (non -close 
combat related) casualties it must take a morale check 
[RAW]. 
 
 

 
 
 

MORALE: FALL BACK! (pages 45 -46)  
 

RB.45C.01 ï Q: What exactly do the óTrapped!ô rules 
mean when they refer to ñdoubling backò? 
A: A falling back unit is only óTrapped!ô if it is completely 
surrounded. As long as it can make its full fall back move in 
any direction (including away from the table edge they have 
to fall back towards) it will not be óTrapped!ô [clarification]. 
 

RB.46B.01 ï Q: If models have a special move outside 
of the movemen t phase (such as models with 
Jetpacks, Eldar Warp Spiders, etc) can they use that 
move while falling back?  
A: Yes, but only to move in the same direction they are 
falling back towards [clarification].  
 
RB.46C.01 ï Q: Units that are falling back 
ñautomatically fail all Morale checksò. Does that mean 
a unit that has already fallen back this turn (from a 
Tank Shock, for example) will be forced to make 
another fall back move if they suffer 25% casualties 
(or are Tank Shocked by another vehicle)?  
A: Yes, it is possible for a unit to make multiple fall back 
moves in the same player turn [RAW].  

 
 

 
 

 

RB.45C.01  
The Ork mob has failed a morale check from suffering 
shooting casualties and must fall back 7 inches. The 
Orks are not  óTrapped!ô and must move back towards 
their own table edge by the shortest route, which in 
this case means temporarily moving away from their 

own table edge.  


























































































































































































































