Zombie vs. Imperial Guard Rules (Warhammer 40K Mod)
Tonight we lost communications with the rest of the battalion—we might as well have seen our comrades disappear into thin air…Our last transmission coordinated an armored evac on the other side of Regensburg…the grid that we thought we occupied at the time...just one more mistake added to a long list. It has been difficult to keep our heads in this Hell. In the war that existed a dozen days ago this would have been a routine pick up, but the war had changed—we had changed. We were no longer interested in just winning or going home to our wives, we were now, perhaps, clinging to our very existence. None of us ever thought we would have to say that. We had already lost the war—every side knew it. The undead plague, which is what most had come to call it, washed through every known part of this planet in a matter of days. It’s not clear what caused it—I haven’t heard an explanation that was worth a damn. Almost all lines of communications and power sources are dead. Short of absolute apocalypse, I never imagined this level of carnage possible. Our squad was originally sent here to sweep this city for IEDs. Sometimes being in the rear with the gear has its advantages—we are still alive. 

We no longer fire on enemy troops—a bond formed out of necessity—amazing what you will overlook and compromise on when the odds change and you don’t know how many of your kind are left. We no longer embrace the luxury of choice here. At this point, we don’t know how widespread the epidemic is or if our HQ is still around…much less if they have made any formal treaties official. While a unified approach is nothing more than an agreement of convenience, it somehow adds meaning…direction…a future. Without direct communications we don’t know how long the evac will wait for us or if they are even still there. Bottom line, it’s our best shot and time is of the essence. These things don’t sleep, don’t eat, don’t have to stop to take a piss…they just keep coming! Without orders from high command I find the men growing increasingly unsteady and perhaps, Emperor forbid, even mutinous. I ensure them that there is safety in numbers…and the evac…it is what keeps us going. With dwindling ammo and supplies there are few other options. Our energy is fading…we haven’t slept in days. Even when it is your turn to sleep—it is impossible to take your eyes off of the perimeter. We have seen too much death—seen too many of our comrades fall only to return as these…things. I, myself, am mentally and physically exhausted, but refuse to show this to the men. Following my orders now may mean the difference between all of us or none of us getting out of this alive. Alive…I don’t know if we fully understand what that word means anymore—none of this makes sense. I’ve got to focus…
Earlier reports tell us that Regensburg is a hot spot for undead activity. We are expecting heavy resistance, but my men are ready—this is what has to be done. We will search the town for survivors and supplies as well as allied troops that are willing to assist our efforts, but fast…we must travel fast. That is our advantage over them—those husks can’t keep up with well trained Guardsmen! When there are only a few we can run right past them…save our ammo. Getting through a crowd on the other hand, that’s when I will go to dear Sasha, and running…running was once considered a coward’s embrace, but all the old rules have changed. We have learned that a direct shot to the head either from a bullet or a close combat weapon will put these bastards out of their misery, permanently. We have also burned them or blown them apart, either way they are out of commission, which is where they belong. We keep telling ourselves that they are already dead…not fellow Guardsmen or civilians, not human! Otherwise we would have lost it days ago. I tell my men to stay close—I know some of them won’t keep it together if they go off on their own. It is unclear what lies ahead—unclear if our luck will change, even if we make it to the evac—but we have to try…for humanity’s sake, we have to try! If we don’t make it, we are going to take as many of these things with us as we can! We live on to fight!                    
                    First Sergeant Alexi Desinov  

Each player chooses one Imperial Guard squad with the following:
1 Sergeant

1 Special Weapons Trooper

1 Heavy Weapons Trooper OR 1 additional Special Weapons Trooper
7 Standard Guardsmen
Total of 10 models in each squad 
Note: Additional guardsmen models may be necessary through extraordinary event table rolls
Sergeant 
+1 to all attack rolls/ 1 Command point/ Leadership 10/ 4+ armor save (equipped with hand weapon):
Choose any 1 two handed weapon OR
Choose any 2 one handed weapons (from the list below)
Sergeant may not choose any of the heavy weapons available to a Heavy Weapons Trooper

Special Weapons Trooper

Leadership 7/ 5+ armor save (equipped with hand weapon)

Guardsman with 1 of the following weapons:
Plasma gun

Melta gun

Grenade Launcher with frag and krak

Flamer

Sniper Rifle

Heavy Weapons Trooper (may not move and fire in the same turn)
Leadership 7/ 5+ armor save (equipped with hand weapon)
Guardsman with 1 of the following weapons:
Heavy Bolter

Missile Launcher

Auto Cannon

Las Cannon

Standard Guardsman 
Leadership 7/ 5+ armor save (equipped with lasgun and hand weapon)
Initial Squad Placement (prior to first turn)
After players decide on terrain placement (city terrain is recommended)—low roll places the first squad (within 12” of entrance side of the board). Then player rolls his/her first 1d3+1 zombie reinforcements roll and may place these models anywhere on the board (must be >6” from any player models). Each player may then place 1 Zombie Spawning Point. Zombie Spawning Point must be >12” from any opponent model. Each player may then place 1d3 random event markers. Random event markers must be placed >12” from any player model and each should be separated by >12”. The next lowest roll then places their squad as aforementioned (must be at least 12” from other player models) and then places their zombie reinforcements, spawning point, and random event markers…repeat. With each new turn, players roll 1d6 and the highest roll goes first, next highest roll goes second, etc. A 6’ x 4’ gaming table is recommended. 
Weapon Statistics:

	Weapon Name
	Range
	Range Hit No.
	Shots
	Template
	Type
	CC Hit No.

	Lasgun
	24/12
	6
	1
	
	2h
	6

	Laspistol
	12/6
	6
	1
	
	1h
	5

	Hand Weapon
	-
	-
	-
	
	1h
	5

	Chainsword
	-
	-
	-
	
	1h
	4

	Boltgun
	24/12
	5
	1
	
	2h
	5

	Bolt Pistol
	12/6
	5
	1
	
	1h
	4

	Plasma Gun
	24/12
	4
	2
	
	2h
	5

	Plasma Pistol
	12/6
	4
	1
	
	1h
	3

	Melta Gun
	12/6
	2
	1
	
	2h
	4

	Grenade Launcher Frag
	24/12
	5/6
	1
	3”
	2h
	6

	Grenade Launcher Crack
	24/12
	3
	1
	
	2h
	6

	Flamer
	-
	4*
	1
	Flame
	2h
	6

	Heavy Bolter
	36/12
	4 
	3
	
	2h
	7

	Auto Cannon
	48/12
	3
	2
	
	2h
	7

	Missle Frag
	48/12
	3/4
	1
	3”
	2h
	7

	Missle Krak
	48/12
	1
	1
	
	2h
	7

	Lascannon
	48/12
	0
	1
	
	2h
	7

	Sniper Rifle
	36/18
	3
	1
	
	2h
	6


* Ignores cover modifiers
Range: Long range/ Short Range in inches (see Ranged Attacks)
Range Hit No: The number needed to hit a zombie when firing as a ranged weapon. If you roll that number or above you have hit and killed the target. If the attack rating is equal to or less than the target’s armor save then it negates their armor save. A “/” indicates a burst weapon that uses a template. The first number is needed to hit the original target, the second number is needed to hit additional models (even it partially under the template). 

Shots: The number of shots a weapon may take when fired at range or what you take after losing this game. 
Template: The type of template that the weapon utilizes.

Type: 1h means it can be used in one hand and a model may use two 1h weapons in shooting or close combat. 2h means it requires 2 hands so it is the only weapon that may be used in shooting or close combat as an action. 
CC no: The number you need to score to hit in close combat. If you roll that number or above you have hit and killed the target. If the attack rating is equal to or less than the target’s armor save then it negates their armor save.
Player Turn/Phases: 
1. Command Phase- Your sergeant’s command point is replaced (if it was used). 
2. Activation Phase- Player may activate his/her models one at a time. Command points may be spent at any time. Models may move then attack or attack and then move. 
3. Zombie Movement Phase – A player rolls 2d6 to determine the number of zombies he may activate that turn—this same roll also determines their movement capability. Zombie movement on same 2d6 roll is determined by choosing the highest of the two dice rolls and moving each zombie up to that amount in inches. You then move zombies one at a time. Opponent may use any unspent command points to affect his/her models during his/her opponent’s zombie phase (usually on armor saves). Zombie that have line of sight or are within 12” may only be moved towards the closest player model. This prevents a player with zombies that can see his/her models (or are very close) from moving them away. In cases where zombies can’t see any guardsman models (and are >12” away) they may be moved away. Instead of moving a zombie, a player may choose to activate a zombie already in base contact with a player model allowing that zombie to attack again (in these cases the guardsman would always have initiative).
4. Zombie Reinforcement Phase – Roll 1d3 +1 and place this number of zombies at least 6 inches away from opponents’ models. 1d6 is also rolled for any zombie spawning points that the player has placed and that number of zombies is placed within 3 inches of the spawning point. If all zombie models are already on the battlefield, a player may choose to move zombies that are >18 inches from any player model as their reinforcements or as their spawned zombies (they are simply relocated to keep in play). 
Player Movement:
Models move individually, you do not have to keep squad coherency. Models may use sergeant’s leadership if he is within 12”. Models may not move through zombies, but may move around them if there is room for the model’s base to pass freely. Each model is activated one at a time. During each activation phase a model may take one of the following actions:

· Advance: Model may move up to 6” and fire one ranged weapon or make one hand to hand attack.
· Attack:  Model may attack twice with a ranged weapon or in close combat (if no movement is made). If a model is armed with two 1h weapons it may attack with each one twice. If a weapon gets more than one shot then that weapon gets its full number of shots for each attack. 
· Run: Model may move up to 12” but may not attack for this turn.
Special terrain:

· Difficult ground – Difficult ground costs double for any movement through it. (Moving 3 inches through difficult ground would require 6 inches of movement). Movement that is not in a street, parking lot, open field, etc. is considered difficult terrain. Zombies are not slowed further by difficult terrain. 
Leadership Rolls: 

Models out of the leader’s leadership range (>12”) must pass a leadership test (2d6 > 7) before activation. If they pass they may be activated as normal but may not be given command points. Sergeant and zombies do not ever have to perform a leadership test. If the guardsman fails, roll another 1d6 to determine fate: 
· 1: Your opponents may move them 2d6” inches in any direction. 

· 2-4: They run towards their leader if he is in sight (models do not block line of sight for this test), if he is out of sight they will move 2d6” towards the nearest cover, stopping once they are in cover.

· 5-6: They are confused/frightened/etc. and must stay in place but may fire their weapons or fight in close combat 1 time.
Hit Rolls
A roll of one always misses regardless of modifiers. Modifiers add or subtract from the attack number. A model may hit a target with an attack number higher than six by rolling a six and then rolling an additional 1d6:
· 7- needs a 4+ on additional die

· 8- needs a 5+ on additional die

· 9- needs a 6+ on additional die
To Hit Modifiers:

· Short range: -1

· Concealed (Smoke, high grass, etc.): +1

· Cover (Rocks, debris, walls, etc.): +2

Ranged Attacks

A model may make a ranged attack by nominating an enemy model in range of one of its weapons that is in line of sight and rolling an attack die (1d6). Other guardsmen models do not block line of sight. Players may not fire into a close combat engagement. A model can see into or out of up to 6 inches of woods or buildings with windows. A model that is within 1” of an obstacle and partially obscured by it is in cover. A model that is obscured to vision but not behind solid cover is concealed. Guardsmen may not attack other guardsmen models (although this could be changed as an alternate rules option). Example: lasgun firing at a concealed target at short range is 6 + 2 – 1 = 7 so the model will need to roll a six and then roll again and score a 4 or better to hit. 

Close Combat

A model may attack in close combat by moving into base to base contact with an enemy model. Once a model is in base to base contact with an enemy model it can only use the close combat attack rating for its weapons and only against other models in base to base contact. A model may break close combat by moving away (instead of attacking) but every model in base to base contact gets one free attack against it. Guardsmen may not attack other guardsmen models. The model that moves into close combat has the initiative and attacks first—if the defender lives through the initial attack they may make a defending roll. If this close combat continues beyond the initial attack, the guardsman will have initiative advantage for subsequent rounds. 
Command Points 

A command point may be used to re-roll a die. If the model (sergeant) that generates a command point dies then the command points they generate are lost immediately and permanently. You can of course use a command point to modify a die roll such as a save made by the character that generates these points.  Command points may not be used to re-roll random, extraordinary, or tragic event table rolls.
Zombies (may use any suitable even scaled model)
During the Zombie movement phase, zombies are activated one at a time (no squad cohesion). A zombie may move and attack in close combat as its action. A player moves zombies by rolling 2d6 to establish the number that can be moved for that turn. The highest of these two dice rolls is the length of their movement in inches—any zombies may be moved. Zombies are not slowed by difficult terrain. If a zombie makes it into base to base contact with a player model it may make one close combat attack. A zombie will hit a model by rolling a 5+ on a 1d6. Any model hit by a zombie may make an armor save to ignore the wound. If the save is failed, that model dies and will become a zombie on the player’s next zombie reinforcement phase. The ‘to hit’ bonus that may have been expected due to slow movement is canceled out by the difficulty of attempting head shots. Zombies do not receive an armor save and do not have to make leadership rolls. Each player controls at least one zombie spawning point that yields 1d6 zombies within 3” of it during each of their zombie reinforcement phases. 
Notes:
· Even if all of a player’s models are dead or successfully escaped they receive their zombie movement phase and zombie reinforcement phase as normal.

· If a player’s guardsman is killed by a zombie—do not remove the model from the table—lay it on its side—it will become a zombie during this player’s next zombie reinforcement phase. 
· The availability of about ~20-25 ‘zombie’ models per player is recommended.
Random, Extraordinary, and Tragic Events:

A player model must achieve base contact with a random events marker to activate it. 1d6 is then rolled to determine event. If a 6 is rolled, player is allowed to roll on the extraordinary events table. If a 1 is rolled, player is required to roll on the tragic events table. 
Random Events Table:
1. A roll of 1 requires a roll on the Tragic Events Table.

2. Plans –2 random event rolls are obtained to replace the one you just used. They may be used immediately or later in the game by your sergeant during your command phase.  

3. Arms Locker- random weapons are found– roll 1d6: 1=more lasguns…sigh, 2-5=1d2 special weapons (player’s choice), 6=1 heavy weapon (player’s choice). Player may arm squad as they wish. 

4. Stim Pack Cache– guardsmen utilize various stimulants from this cache and are no longer required to perform leadership rolls—Squad also receives +1 to all combat rolls for the remainder of this full turn.
5. Artifact –exit the board with this artifact for 2 extra victory points (activating model is carrier). Artifact may be transferred through base to base contact and may be recovered if carrying model killed. 
6. A roll of 6 allows a roll on the Extraordinary Events Table. 
Extraordinary Events Table:
1. We Can Rebuild Him – Medi pack: 1 wound may be negated by using this item. ‘Medic’ may heal any model that has not yet turned into a zombie by achieving base to base contact. Medic may use medi pack upon self and pack may be transferred or recovered via base to base contact (activating model is carrier). 
2. Another Mouth to Feed… - 1 additional standard guardsman (with lasgun and hand weapon) joins your squad.
3. I Don't Want Them To Do Anything but Drop Over! – Your sergeant may add one additional command point to his/her maximum allowed per turn. 
4. I’ll Buy That For a Dollar – 1d3 Snipers join your squad (Special Weapons Troopers—with sniper rifles and hand weapons). 
5. Mile High Club –1d6 +1 jet packs are discovered (doubles movement and ignores difficult terrain modifier). Enables flight over zombies and terrain, but models may not land in difficult terrain (guardsmen must land at the end of each movement/activation phase)—nontransferable 
6. Death from Above – newly discovered functional com link allows squad to call (in command phase) in an evac aircraft. It must land in an intersection, parking lot, open field, or other suitable drop zone (not difficult terrain) and center must be placed >12” away from the nearest guardsman. You can use the larger 5” blast template to represent the drop zone. Guardsmen must move to its center to exit. Evac is only available to the squad that radios it in. New zombies may not be placed within this drop zone. The evac craft will arrive 2 turns after being called (in your activation phase) and then may fire once per turn as a 360º heavy bolter measured from center of drop zone. Original exit area/s still function as normal.
Tragic Events Table:
1. Case of the Mondays – a trap is sprung (All models within 6” of the marker are hit and must make an armor save—zombies do not receive an armor save). 
2. You’re One Ugly Motherf#cker! – Your squad discovers the zombie leader. The zombie model closest to the activating guardsmen (and preferably in line of sight) reveals itself to be more than the average husk. This zombie may move up to 12” per turn, gets 2 close combat attacks per turn, hits on a 4+ and saves on a 3+. If the leader is killed—all existing zombie spawning points are also removed from table.  

3. Game Over, Man. Game Over! – 1d6 +3 additional zombies and a spawning point appear (1d6 per turn spawn each turn thereafter) centered on the marker (within 3”). You now own this spawning point. 
4. Bad Medicine – The activating guardsman is exposed to a poisonous substance—there is no save. The model will become a zombie on the player’s next zombie reinforcement phase. 
5. I Have a Bad Feeling About This... – The activating guardsman model drops his/her weapons and will only run towards the nearest exit point for the remainder of the game or his/her life—no further leadership rolls required. Guardman is allowed to avoid zombies and can still result in victory point. 
6. The Riddle…of Steel– The activating guardsman falls and disables their ranged weapon/s. Close combat weapons are unaffected by this tragic event.  ‘Arms locker’ can negate this tragic event. 
Player Turn Summary:

1. Replace command point/s back up to max (if necessary)
2. Perform leadership rolls prior to activation if necessary—then activate your Imperial Guard Squad (movement, shooting, and close combat)
3. Roll 2d6 to determine the number of zombies that you may move (zombies within 12” of guardsmen (that have line of sight) may only move towards the closest guardsman model
4. This same roll determines the number of inches that the zombies may move (highest or the two die rolls)

5. Resolve any close combat encounters (zombies only get initiative on the turn they move into close combat with a guardsman)
6. Roll 1d3 +1 to determine zombie reinforcements—must be placed at least 6” from enemy guardsmen models
7. Your guardsmen casualties become zombies 

8. Roll 1d6 for any zombie spawning point that you own and place them within 6” of the spawning point

Victory Terms:

Moving guardsmen models off the victory/exit side of the gaming board or to a drop zone will result in victory points. Each guardsman is worth 1 victory point, while the sergeant is worth 2 victory points. The player with the most victory points at the end of the game is the winner. In the case of a tie the player to remove all of his/her models first is the victor. Recommend 8-10 turns max for a 6’ x 4’ gaming table.
Disclaimer: 
This is an unofficial game modification for the Warhammer 40K universe and is specific to the Imperial Guard. We do not plan on profiting in any way from this obvious use of GW intellectual property, but would like to share our mod publicly for entertainment purposes only. We have play tested the game several times and find it well balanced and very challenging. The random events table adds a completely new dimension to the game that we think increases its replayability. We are happy to address any questions that are not covered by these rules. 
Enjoy and please e-mail questions to Barry (btboggs22@yahoo.com) or Jeff (jeffmallen@hotmail.com) 
